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Sffi;RES    g#   FTREE    E!mffiffi;®EN¬rm®neRE
(Chorus)

Dovohkiin,  Dovahkiin,  naal  ok  zin  los vahriin,

Woh  dein vokul mahfaeraak ahsf vaoI I

Ahrk fin  norok paal  groan tod  nusf hon zindro zaan,

Dovohkiin, fob bin kogaan  mu draaI I

(Chorus)

Drogonborn,  Drogonborn,  by  his  honor is sworn,

To  keep  evil  forever ot boy!

And the iiercest foes  rout when they hear triumphi shout,

Drogonborn, for your  blessing  we  proy!

Hurrah  nu,  kul do od,  wah don bok lingroh vod,
'®.&se.:   ,    3.%      Ahrk fin  ten  boziik fun,  do  fin  gein!

Wo lost from won ney dov, ahrk fin reyliik do iul,

Voth ann suleyk woh  ronif foal krein I

Hearken  now, sons of snow, to an age,  long  ago,

And  the  tale,  boldly told,  of the  one!

Who was kin to  both wyrm,  and the  roles of mom,

With  a  power to rival the slln!

Ahrk fin  zul,  rok drew hod, raw tot morokei trod,

Rut  lot Tioazokoon mofuad vl

Sahrof Thu,um,  mod aan

Ol fin Dovahkiin komeyt ok I

And  the voice,  he  did  wiel

hen  great Tomriel  shuddered with wor!

ighty Thu'um,  like a  blade,  cut throug

the  Drogonborn

Dovahkiin,  Dovahkiin,

issued  his  rod

Wah dein vokul mahfaeraok ahsr vaaII

Ahrk fin norok paal groan tod nust hon zin

Dovahkiin, fab him kogaan mu draaI!

((horus)

Drogonborn, OrlOr lS  Sworn,

To  keep evil forever ot boy!

And the iiercest foes  rout when they hear

Drogonbom, for your blessing  we  pro

Ahrk fin  Kel  lost prodah,  do Wed viing ko

Tol fad zeymah win  kein meyz ful

AIduin, feyn  do iun, kruziik vokun

Voth dan  bahlok wok diivon

And  the  Scrolls  hove i

That when  brothels

Alduin,  Bqne  of  Kings,  tincient shadow

With  a  hungerto swallow the worl

Nuz dan  SUI,  fenf alok,  fad

Fen kos nohlot mahfaeraak a

Paoz Keizaal fen kos stin  a

Dovohkiin kos fin say

But a  day, shall

Will  be  silenced fore

Tr_a   e(.de= rfezC!cfcljs   {7

6 s-igiv TFji.,rJ,i.into,-,  SONG OF THE  DRAGONBORN

/,''L./,.,.,     '-,,-,     I.     L,         ,,



_-i_  i    i-.\j    i:.---   -    ::__-_i
::

^'!:

:.

:..

;i':;FT

___       :       :i--_     -:--I---=`ii!'--_i;      -_:-``_--:            :i-:-        ---     i_                    -`      -:::I-        -

\^/e 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  1 8 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 plcly Style.  Finally'  we present
a  host of Character Archetypes-exceptional  explorers tailored to a  specific  role,  renowned  heroes who  use the best combinations of skills and equipment to
suit a  particular play style.

EiP         Pieense  refidi  iher®esghi  !tie  geeme's  im3irusetiOae  Mfflaeues!  erred  fffimiiiesriEe  yOurS©!f  Witha  fhe  ieneiS  Oi  this  tidVSmtusF®o

Thais  trtiining  ¬fatipter  cassusmes  yous  hifflve  aiFetidiy  Feentl  this  imi®rrffies!i©n.

This guide encompusses all of Skyrim,s original  content and updates, os well os the  Downguord,  Heowhfire,

moteriol  related to on  update  or odd.on:

Content ossocioted with this

icon  is  primarily related to the

Downguord expansion.

Content ossocioted with this

icon  is  primarily related to the

Heqrthfire  expansion.

nbom odd-ons. The following icons ore used to indicate new

Content ossocioted with this

icon  is priman'ly related to the

Drogonborn expansion.

Look for these four i(ons throughout this book so you  know what,s new.

-                  --:              -                    G>»

Content ossocioted with  this

icon was added or changed by

a game update.

s you  begin your adventure across Skyrim, the historic  EIder Scrolls mantra
"you are what you  play''  rings true: Although  statistically, an  Orc Wizard

or a  High  Elven Thief may not be the optimal character choices based on
starting  skill  bo

noose the I
nd  racial  powers, this doesn,I matter in the long  run.
ost appeals to you, and don,I worry about statistics

can overcome low starting  skill values  by using the  skills  in  which
ish to become  more proficient.  Nc) races have any intrinsic shortfalls

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

ife RqtiqI Skill Yqntq9eS

which  favo

e are certain advantages to picking a  particular race.  For
a wish  to  maximize every cldVantage,  it iS  Useful  tO
ach  race begins with  bonuses to, and lo undersfa

powers they posess,- this can aid you when choosing
particular play style.

ln  short,  this section  reveals which races are  best suited to a particular
style of adventurin
some combinati

ther that be with melee weapons, magic,  stealth, or

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



REgiv slqrting spells, Rqcial Powers, and Abilities
In  addition  to  a  slight

boosHo 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.

ELi%`fy Argonians
FcIVOred  Skills:  + I 0  Lockpicking,  +5  Pickpocket,

Sneak,  Light Armor,  Alteration,  Restoration

Starling Spells:  Flames,  Healing

Racial Power-Histskin: You  regenerate health
lox faster for 60 seconds

Racial Abilities: 5O%  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 guerillcI  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  helve
developed  natural  immunity to the diseases that have doomed  many would_be explorers  in  the region.
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ELife Breton
Favored Skills:  +1 0 Coniuration,  +5  Illusion,

Restoration,  Speech,  AIchemy/  Alteration

Srdrting Spells:  Flames,  Healing/  Conjure  Familiar

Racial Power-Drclgonskin: You absorb 50% of the
MclgiCka  from  incoming  spells for 6O  seconds

Racial Abilities:  25% Magic  Resistance

Ideal Ploy Style: Mage  (Defensive)

Bretons feel  an  instinctive  bond with  the  mercurial  forces
i magic and the supernatural. Many great sorcerers

have come  from  their home  province of High  Rock.  ln
addition  to their quick clnd  Perceptive grasp Of SPellCraft,
enchantment, and alchemy/  all  Bretons  boast a  resistance
to  spells.

-     r`
acre   I,_._c.tL-_i_i   i/

s_TryiFT-in

A female Breton
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ife High Elf
Favored  Skills:  +1 O  Illusion,  +5  Alteration,

Coniuration,  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  MagickcI  (+5O Magicka)

Ideal PIcly Style: Mage  (Offensive)
A mclle High  EIf A female High  EIf

The  High  Elves/  or Altmer,  are the  proud,  fall,  golden-skinned  people

of Summerset Isle.  The common  tongue of the empire,  Tamrielic,  is
ased on their speech and writing,  and  most of the empire,s arts,
rafts,  and sciences
lves eire the driVi

agents, th

erivecl  from  High  Elven  traditions.  High

ehind  the  rising  Aldmeri  Dominion,

almor,  are bitterly resented  by the  Nords of

"ffS          ffligifeke®"  iari!!  reepeid!y  refiii  yeeusr  i"erg!i¬!gaes/   ee!!®vwimg  y®us  !s

¬®m#iseuss  ¬ffs!imap  vfifeam  ¥®!ut  aeeed  it  m®s?,   Ese?greITi®iy  $3r®re!g  ±lf  eemy

!®v®!,  iifeis  p®w®r  i3  ee  maeg®'§  i!f®iim®o

REighiieaeiom  INaegigi"  i¬j  iii¢ee  g®!*img   iive  free  ieveisg  i?js  ex  pang;,erfs!!  ifegesd

sSeer¢  #eeF  ffimy  maegee-yusae  ffi"y  meeVer  negedi  ¢®  fasii   keas¬k  ®an  ;gSusr  mg!ee  SkeiiiS_

ored SkiIIs:  + 1 O  Restoration,  +5  Destructic)n,
clnting/  One-Handed,  Block,  Heavy Armor

arling Spells:  Flames,  Heclling

Racial Power-Voice oF the Emperor: Calms nearby

people for 6O seconds
Racial Abilities:  Imperial  Luck  (adds  a  small  amount
of gold  to  most containers)

Ideal Ploy Style:  Battlemage  (Mage/Warrior)

Natives  of the civilized,  cosmopolitan  province
of Cyrodiil,  lmperials
spoken, Though  physical
other races,  lmperials

ell educated and well
imposing  than  the

diplomats and
traders. These traits,  along with their remclrkabl
and  training  as  light infantry,  have all
rule an  empire that spans the confine

¥!RE)          V'®i£®  ®f  tifee  Emp©grSi,  is  ae  wieesk®F  VffirSi®ae  Sf?rfee   E%apsr?-ievei   !!!assi©m  Spesi!  Pesfifty,,

¥§,i?ha?has  eif®¬#  reeffl?®reat  ®m  yffiaer  p®siii®m.  Tifeis  ¬eene  fee  grswei.faei  if  i;ses're  gaerr®eeaedieed
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Favored Skills:  +1 0 Sneak,  +5  Lockpicking,
Pickpocket,  Alchemy'  One-Handed, Archery

Srdrting Spells:  Flames,  Healing

Racial Power-Night Eye:  Improved  night vision  for
60 seconds
Racial Abilifl'es: Claws  (4x unarmed damage)

Ideal Play Style: Thief  (Offensive) A male Khajiit

Khaiiit hail from the province of Elsweyr and can vary in appeclranCe from  nearly Elven to the Cathay-raht "jaguar men"  to the great Senche-Tiger
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.

Hip          Nighet  Eye  eniiSw§  yayay  F®  gee  eieevFiy  im  alavgrit  enViFesem©n?S  With®ast?ine  ne®al  F®if  ev  iigifet  §eusrc©  thifit  migfa?  e%pe®s©  y©usF  Pr©SereeSq  Tkeis  is  ©¬¬essieeve«!!y

ass©fas!,   bust  tifeeFe,S  usSaeeriiy  ereesasgha  light  im  alasnege®mS  Sheet  y®as  germ  get  isy  Witfu®ust  ii.   usmiile©  rm©St  P®WerS;   Nigife!  Eye  effim  be  ussed   mui?ipei©  times  ffi

Favored Skills:  + I 0  Heavy Armor,  +5  Smithing,
One-Handed,  Two-Handed,  Block,  Enchanting

Srdrting Spells:  Flames,  Healing

Racial Power-Berserk: For 6O seconds, you fake
half damage and  inflict double damage  in  melee
combat

ial Abilities:  None

lay Style: Warrior (Defensive)

barbarians of the
Gins are noted  for th

their  unflinching

en widely feared and hated by
but they have slowly

refs are prized for their cra

able courage
lps.  ln  the past,

rs  in  heavy armor are among  the finest front-line troops

A female Ore

ffiP          B®FS®erk  iS  !h©  ®reS/  ©niy  ree¬ies!  erbi!ifty,  isu¬  ii?S  Werfin  if-f®F  eree
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esffiy  ¬©mbffi!  sifiesusti®m,  Egr©m  f®ffidiireg  ©¬f  es  swesgrm  ®f  smffi!iegr  em©mi©s  £©  fffking
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Favored Skflls: + 1 0 One-Hah
Block,  Smithing,  Destruction,

Storring Spells: FIames,  Healing

Power-Adrenali
i Ox faster for

u regenerate

Abilifl'es: 50%  Poison  Resistance

Ideal PITY Style: Spellsword  (Warrior/Mags),
DuoI-Wielcling

The most naturally talentecl warriors  in  Tamriel,  the
dark-skinned, wiry-haired Redguards of Hammerfell
seem bom to battle, though their pride and fl.erce
independence of spirit makes them  more suitable
as scouts,  skirmishers,  or free-ranging  heroes and
adventurers thcln  aS  rank-andiile SOldierS.  Redguards
are uniquely versatile combatants, capable of
switching  between  bow,  sword,  spell, or shield  at will
and adapting their tactics to the battle at hand.
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ife wood [lI
Favored Skills:  + 1 O Archery,  +5  Sneak,
Lockpicking'  Pickpocket,  Light Armor,  Alchemy

Srdrting Spells:  Flames,  Healing

Racial Power-Command Animal: Target animal
"becomes your ally for 6O seconds

Racial Abilities: 50% Disease and  Poison
Resistance

Ideal ploy Style: Thief  (Archer)

The clanfolk of the Western Valenwood forests_
ln the empire,  they are called  "Wood  EIves,,,
but they call  themselves the  Bosmer,  or the
"Tree-Sap"  people.  Woocl  Elves are nimble and

Wick  in  body and wit.  Their curious  natures and
them good scouts, agents,

finer archers  in  all

A female wood E!
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This  section  is arguably the  most important in  terms of character development.  lt details every skill  and  perk  in  the game a ffers 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 time.  Don't ever feel  locked  in to a  specific path  just
because you,ve focused on  it in  the past.

ff)=` skill  Effects
There are  1 8  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:

m
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ife Improving Skills: Skill Use
ln  the I/der Scro/ls,  you are what you  play.  ln 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,I have
to understand  how this works+ust 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  llses?

Each  of the  1 8  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  fakes  more uses and/or higher-magnitude uses than  raising that same skill
from  20to  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  4O to 41  will fake you  further toward

your  next level  than  raising  a  skill  from  20 to 21.  lt,s  important to remember
two key rules:

I.  Your skills  improve only  if you  use them  effectively.  For example:

/t?  Just swinging your sword around doesn,I improve your One-Handed

skill.  However,  hitting  someone with  it does.

§  Just summoning an Atronach over and over again doesn,I improve
Coniuration  skill.  But using  the Atronach  in combat dues.

";';i  Just tcllking tO everyone you  meet CIOeSn,I improve your Speech  skill.  You

have to actually buy and  sell  items and  pass dialogue challenges.

r skills generally improve faster if you  use them  in more challenging
alions' For example:

\')   your Archery skill  improves faster if you  use more powerful  bows that

do more damage.

('``,)   your  Illusion  skill  improves  faster  if you  cast  more difficult spells.

?   your  Lockpicking  skill  improves faster  if you  unlock  harder chests.

ife Improving SkiIIs: 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 Trcliner  has  a  degree Of
competence-Journeyman,  Expert,  or Master:

Journeyman  Trainers can  improve your skill  to a  maximum of 5O.

Expert Trainers can  improve your skill  to a  maximum  of 75.

Master Trainers can  improve your skill  to a  maximum  of 9O.

Even  the  most proficient Trainers  in  Skyrim  cannot train  you  past 9O.  You'll
have to earn yourway to  10O!

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 a  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'l
plan  to pursue that faction,s quests  right away.

r   :I.jG  F},=RT  i     SKILLS  AND  PERKS
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Runi! is hc£ppy te teach you his knowledge a

each  lime.  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  payto train again.
You could  have received the same training 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.

lf 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  to  increase  multiple  skills!

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



trol abilities are  much  more valuable in  Legendary-you
'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.  ln  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 to 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 Grafting  skills
in order fo gain  some quick  levels.  Resist that temptation.  As your level
increases,  the foes you face  become stronger as well.  lf you  neglect your
combat skills,  you  may fall  even  further behind.

That said,  don,I neglect your support skills forever.  lf 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
to heart.  Many tips that are only useful on a  lower difficulty level-like

hg  "free''  healing  by leveling  up when your health  is low-are absolutely
essential  fo your survival.

ife Legendary SkiI

Need fo be wriifen a uf  ln Nord sagcls of yore? Then truly
(such cls Archery) by faking if fo Legendary status...an

Once one of your skills reaches  loo, it cannot increase an
can  continue to use  it,  tclking advantage Of your
high-level  perks,  if you choose to acquire them)
levels  based  on  skill  increases,  continuing to

progress toward the  next level.  Eventually/  once a
you  will  no  longer  be able to gain  levels atoll-

When one of your skills reaches  loo, a  new option will appear wh

you  highlight its  constellation  on  the Skills  menu:  Legendary.  To  make that
skill  Legendary/  press the  Legendary button  and  comfirm your choice.  Sevel
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  l5.

Grafting the finest armor with the most impressive enchantments, ancl then reset

your smithing and Enchantment skills; you can  still use the fruits of your labor.

Legendary skills are  not for everyone.  The Skill  loo  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,I 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  (8O+),  and you can always choose to  make a  skill  Legendary
lateron'

While you  can  make a  skill  Legendary al 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  loo.  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  pr
ongoing  benefit even after you,ve reset it,  make sure
it.  For example,  use your Smithing  skill  to forge and  improve a com

(or two) of Dragonbone or Daedric weapons and armor.  Once
your Smithing  skill, you,ll  be back to working with iron weapons
again-but you  can continue to  use anything you previously

Similarly,  use your  Enchclnting

Alchemy to s
chant your beg

llection  of p
ou won,f lose any enchantments or

kill,   itwill be a while before

ly crafring skills, can  be relatively easy to
lf your skill  is approaching  TOO and

some time to collect low-level  raw materials  like I

pJ  Petty and lesser Soul Gems,  unenchanted wed
you can craft with after the reset.  lf

this  is a great time to do  it,  since these craffing  sos
number of lcIV-level  items to sell.

too many skills at once-make  sure you still helve enough
igh-level  skills to be successful  in  combat.  Otherwise,  you  may find yourself
wering  the difficulty  just to  survive.

When you  reseta  skill,  it helps  to  have  a  high-level  skill  ofa  similar
thatyou can  fall  back on while you work your old skill  back up to  loo.

ample,  before resetting  an  offensive skill  (One Handed, Two  Handed,
ry/  Destruction,  Coniuration),  make  sure you  have another offensive
I 5O+  in  case you  find yourself in  need  of more attack  power.  Similarly,

re 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  il 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,I
undo,  make sure you  have a save you can fall  back on,  just in case.



Heavy Armor
There  is  no Journeyman Trainer for this skill.



Journeyman Trainer:
Amren,  of Whiterun

Archery



Journeyman  Trainer:
Dro,marash,  of the  Khaiiit

Caravans

Journeyman  Trainer:
Revyn  Sadri,  of Windhelm the Skald,  of Markarth in  Castle Volkihar

McISter Trainer:  Geraud
Gemaine,  of the Bards

College  in  Solitude



WuunferthJourneyman  Trainer:
the  Unliving/  of Windhelm

Journeyman  Trainer:
Aphia  Velothi,  in  Raven

Rock  (Solstheim)

Expert Trainer:
of Kynesgrove,  in  Eastmarch
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Expert Trainer:  Keeper
Carcette,  in  the  Hall  of the

Vigilant

Master Trainer:
College of Winlerhold

Skill  Train

Restoration

Expert Trainer:  Colette
Marence,  of the College

of Winterhold

Master Trainer:  Danica
Pure-Spring/  of Whiterun

Enthqnting

Master Trainer:  Florentius
Baenius,  in  Fort

Dawnguard  (after being
rescued)

There  is  no Journeyman  Trainer for this  skill.

The Doors of Oblivion (Coniuration), one of five
copies known fo exist-

Scattered  throughout Skyrim are several  rclre
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

book titles),  so a  diligent collector can

y increase each skill  by 5  points.

copies of each b
a  skill  point onl

or any of its copies,  has no rther effect.  For example,
ed  in  the Sneak skill  should  look for the

2920,  Last Seed, y
ouse (three

ere is a total of 20 Snea

ing books:  Three
itness  (four

Books,  and 5  points
d to your Sneak from  reading the first copy you encounter of
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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.

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

ln  general,  it,s  better to  increase your skills and  level  up  naturally,
rather than trying  to find ways to exploit the game.  ln  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  8O. 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 lake 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,I know in advance

collection of loot you,re a a 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 to receive
the Gift of Charity (+1O Speech),  or quaff a  Potion of Glibness (+2O Speech).
Then head over to 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.

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

lf you  have the gold,  training  is always a good option.  lf you,re short on

gold,  trytraining  in  a  skill you  haven,I used  as  much,  as  it will  be  less
expensive  (although  it also won,I 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.
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This section explores the entirely 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).

uces  Skill  Constellations for Vampire  Lords:

(purple)  and Werewolves: The Path of the
lycanthrope  (orange)_
page 61.

Dawnguard allows you to creel
of your Smithing  skill.

onstellations starting on

ragonbone Wed ns, as part

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 I clnd encha

As a reward for completing Dragonborn
the Summit of Apocrypha  (see page 601j, you are able to
expend a Dragon Soul ro reset all of the perks in one of the

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

general categories of perks that deserve special  mention:

ovemenl 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 "rankw

perks  (Novice,  Apprentice,  Adept,  Expert,  and Master) that dramcltiCally
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 times for increased
effect.  These bonuses do  not stack.  For example,  Heavy Armor,s
Juggernaut  1  perk increases your armor rating  by 2Oo/o,  while Juggernaut
2  increases your armor rating  by 40%.  After taking Juggernaut 2, you will
have a bonus of 40%,  not 60o/o.

his some of the best

ill fanstellation.
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Smithing  is the art of creating  and  improving  weapons  and  armor.  Smithing
workstations  include the  blacksmith  forge,  grindstone  (for weapons),  and
workbench  (for armor).  Any improvements  made at any of these stations count
toward your Smithing  skill;  the amount of increase  is  based  on  the value of the
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,  smelting,  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 Grafting  section  on  page 70.

ifefa Avqilqble Smilhing Perks
I , STEEL SMITHINC

You  can create Steel and  Bonemold armor and
weapons at 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.  lf your Enchanting  skill  is  low,  you can
improve a piece of gear that hcIS a  POWerful
enchantment but a weak armor rating to keep
it viable for longer or you  can  make Gin  alreaC]y

great item even  better.  lf you,re a  master artisan,
you ccln  make your own gear from  scratch,
enchc]nt  it,  temper  it,  ancl  then either use it or sell
it for a considerable  profit.

3.  EIVEN 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

The  mclin  Choice

presented by your
Smithing  perks  is

obvious:  Are you
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 to you.

Constellation:  Pclth  Of Might

Available Perks:  l O

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  7O,  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 Grafting  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
nice  profit foo-

7. ORCISH SMITHI

You can create

and allows you to turn  a

or and weapons at
forges ancl  improve them twice as  much.

Requires.. Smithing 5O,  Dwarven Smithing

neS Racial Benefits
+5 Smilhing

()   Nord
I)   Orc

"3    Redguard

/      ~2~6MW\

fty Trainers
)   Joumeyman: Ghorza gra-Bagol,  Blacksmith,s,  in  Markarth.
_i    Expert:  Balumund,  Blacksmith,s,  in  Rifren.

2    Mosfer: Eorlund Gray-Mane,  Skyforge,  in Whiterun.

A    Master: Gunmar,  BIacksmith,s,  in  Fort Dawnguard.

Trc  3+``_¬_- S'--=cJ:a  -I/
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8.  EBONY SMITHING

You can create ebony armor and weapons

(as well  as  Slalhrim  Armor,  Light Stalhrim
Armor,  and  Stalhrim Weapons*)  at forges,  and
improve  them  twice as  much.

Requires:  Smithing  80,  Orcish  Smithing

-)    Forcf  listofSmithing  Skill  Books,  and  where

to look for them,  consultpage  1091.

"_D   You  can  find  a  list of Smilhing  Recipes  later  in

this Training chapter,  beginning on  page 79.
-i   The following  quests can  also  increase

this  skill:

"-?    Other  Factions  Quest:  Riorn,s  Drum

(page 416).
"_,)    Daedric  Quest:  Discerning  the

Transmundane  (page 384).
I B   Miscellaneous  Objectives:  The  Reach:

The Last Scabbard*  (page 492).
13    Favor:  Item  Retrieval  (Cave)*  (page  5OO).

:?    Favor:  Rare  Item  Hunt*  (page 5OO).
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Heavy Armor allows you to  make more effective use of Iron,  Steel,  Dwarven,
Orcish,  Ebony'  Dragonplate,  Daedric, and  related  armors.  lt offers excellent

protection,  though  its weight will slow you down and  reduce the amount of gear
you ccln Carry.  High¬nd  sets of heavy armor are especially rare,  so you  may
wish to consider Smithing  so you can craft your own when the time comes.

Your Heavy Armor skill  increases when you take damage while wearing
heavy armor,  based on the damage of the  incoming  blow.  lf 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.

ife» Available Heavy Armor Perks
1-5. JUGGERNAUT (5 RANKS)  *
"3  Rank  1:  Increases the armor  rating  of your

heavy armor by 2Oo/a.

Requires:  None

"2  Rank 2:  Increases the armor rating  of your

heavy armor by 4Oo/o.

Requires:  Heavy Armor 20, Juggernaut  1

",.)  Rank 3:  Increases the armor rating  of your

heclvy armor by 60o/a.

Requires:  Heavy Armor 4O, Juggernaut 2

"3  Rank4:  Increases the armor  rating  of your

heavy armor by 8O%.

Requires: Heavy Armor 60, Juggernaut 3

)  Rank 5: Increases the armor rating  of your

heavy armor by  i OO%.

Requires:  Heavy Armor 8O, Juggernaut 4

6.  FISTS OF STEEL

Unarmed  attacks with  heavy armor gcIUnlletS
do their armor base rating  irt extra  damage_

kequires: Heavy Armor 3O, Juggernaut  1

lthough  unarmed combat doesn,t increase
any of your skills,  itcan  still  be a viable option,
especially for Khaiiits (whose Claws racial ability

unarmed attcICkS).  This  perk  makes
easier.

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
Armor purists.

Constellation:  Path of Might

Available Perks:  1 2

7. WELL FITTED *

Get a  25% Armor bonus  if wearing  all  heavy
armor:  head,  chest,  hands,  feet.

Requires:  Heavy Armor 30, Juggernaut  1

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

8. CUSHIONED

Half-damage from  falling  if wearing  all  heavy
armor:  head,  chest,  hands,  feet.

Requires:  Heavy Armor 50,  Fists of Steel

Worth  considering  if you  enjoy climbing
mountains and  scampering  up  rocks clnd  don't
wan"o worry about fall damage.

9. TOWER OF STRENGTH

Get 5O% less stagger when wearing only
heavy armor.

Requires:  Heavy Armor 5O,  Well  Fitted

1 O. CONDITIONING

Heavy armor weighs  nothing and

you down.
Requires:  Heavy Armor 7O,  Cushicmed

Conditioning  reduces the weight of heavy armor

you're wearing  (it doesn't affect the weight of
armor  in your  inventory)  clnd  eliminates the speed

penalty for wearing  it.  lf that appeals to you  but
you aren't excited about having to lake  Fists of
Steel ancl 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
cost you any perks.

I 1. MAI'CHING SET

Additional  25o/a Armor bonus  if wearing  a
matched  set of heavy armor.

Requires: Heavy Armor 70, Tower of Strength

This  bonus  stacks with Juggernaut and Well  Fitted.
lt,s challenging  to acquire a complete set of the
high-end  heavy armor  (unless you're specicllizing
in  Smithing),  so  make  sure you  have a
set before taking  this  perk.

I 2.  REFLECT BLOWS

Gain a  1 0o/a chance to reflect melee damage
back to the enemy while wearing all heavy
armor:  head,  chest,  hands/  feet.

Requires: Heavy Armor  I 00, Matching Set

ire Trainers
")    Expert:  Gharol,  Dushnikh  Yal,  in The  Reach

I-)    Master:  Farkas,  the Companions ofJorrvaskr,  in  Whiterun.

I,-i    Master:  lsran,  Fort Dawnguard,  in The  Rift.

",-3    McISfer:  Kuvar,  Buiold,s  Retreat,  then  Thirsk Mead  Hall,

is;xp:f» other Resources
:)    For a  listof Heavy Armor Skill  Books,  clnd

where to look for them, consult page  lO9l.

3   You can find a  listof HeavyArmor items i

the lnventory'  beginning on  page  1

3   The  following  quests  can  cllSO  inCre

this  skill:

"D   Other  Factions Quest:  Riorn,a Drum

(page 416).
"j   Daedric Quest:  Discerning the

Transmundane (page 384).
/i   Favor:  The  Bandit Slaysr*  (page 500)
"3    Solstheim  Side  Quest:  Filial  Bonds

(page 621)



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 to use a  shield to
benefit from this skill.  But remember that if you  have a  second weapon or
spell  equipped  in  your  left hand,  you  can,I block at all.

ffise twailable block Perks
I-5. SHIELD WALL (5 RANKS)

c)  Rank  1:  BIocking  is  20%  more effective.

uires: None

Rank 2: Blocking  is 25% more effective.

Requires:  Block 20,  Shield Wall  l

_.  Rank 3:  Blocking  is  30%  more effective.

Requires:  Block 4O,  Shield Wall  2

)  Rank4:  Blocking  is 35o/a  more effective.

Requires:  Block 60,  Shield Wall  3

I-_)  Rclnk 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 damage.

Requires:  Block 3O,  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 atthe  right time.

7. POWER BASH

Able to do a  Power Bash.

Requires:  Block 3O,  Shield  Wall  1

This perk unlocks a  new Power Bash  move that
sends enemies flying.  This  is a great addition ro

your arsenal,  especially if you,re employing cl
weapon-and-shield  combat style_

ln  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:  1 3

8. QUICK REFLEXES

Time  slows down  if you  are  blocking  during  an
enemy,s power attack.

Requires:  Block 3O,  Shield  Wall  1

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

9. DEADLY BASH

Bashing does five times  more damage.

Requires:  Block 5O,  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.

lO. ELEMENTAL PROTECTION +

Blocking  wl.th  a  shield  reduces  incoming  fire,

frost, and shock damage by 50%.

Requires:  Block 5O,  Deflect Arrows

This  perk  is especially powerful when  fighting
mages.  Combine with the  Breton,s Magic

:|2

I 1.  BLOCK RUNNER

Able to move faster with  a  shield  raised.

Requires:  Block 7O,  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.

1 2. DISARMING BASH*

Chance to disarm when  power bashing.

Requires:  Block 7O,  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  disarmecl foe with ease. This is
a great perk,  at least until you  learn  the Disarm
Shout,  which does this mac reliably, Consult the
Shouts section to find out how to acquire this,. yo
may wish to ignore this perk if the Shout
more useful to you.

I 3. SHIELD CHARGE

Requires: Block  1 OO,

Shield a is great for
of a  mob of enemies if you get surrouncl
buying a few moments to  recover in the  middle of
a  difficult battle_

ife Trainers
)    Expert:  Niada Stonearm,  the Compamions ofJorrvaskr,

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

1fr.a  3+¥`e;. £c==i..i  './
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ife other Resources
"'T)    For a  list of Block Skill  Books,  and where to look

for them,  consult page  1091.

I)   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:  Riorn,s  Drum

(page 416).
()   Daedric  Quest:  Discerning  the Transmundane

(page 384).
I,i)   MiscellclneOuS Objectives:  Haafingar  Hold

(Dragon  Bridge):  Dragon,s  Breath Mead*
(page 49O).

f_)   Miscellaneous Objectives:  The  Reach:

The Ghost of Old  Hroldan*  (page 492).
3   Favor:  Item  Retrieval  (Bandit Camp)*

(page 5OO)
I,-i   Favor:  Item  Retrieval  (Cave)*  (page 5OO)

2   Solstheim  Side Quest:  Filial  Bonds  (page 621)
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The Two-Handed skill governs the use of large weap
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
ettchantments),  not the number of swings you take,  so you get the
same increase regardless of how many hits ittakes to fell your foe.

ire Avqilqble Two-Handed Perks
1-5. BARBARIAN (5 RANKS)  *

)  Rank I: two-Handed weapons do 2O% more
damage.

Requires: None

"-;  Rank 2: two_Handed weapons do 4Oo/a more
damage.

Requires: Two-Handed  2O,  Barbarian  1

" )  Rclnk 3: Two-Handed wecIPOnS 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: twcHanded weapons do twice as
much  damage.

Requires: Two-Handed  8O,  Barbarian 4

This perk provides a  massive +2Oo/o bonus to your
Two-Handed weapon damage with each  rank.
This is a  huge boost,.  make this  perk your top

priority whenever your skill  level  permits.

6. CHAMPION'S STANCE i

Power attacks with Twc>Handed weapons cost
25% less stamina.

Requires: Two-Hclnded  2O,  Barbarian  1

ln effect,  this per
more often. Two-
devastating po

llows you to power attack
ed weapons excel al

ks,  so this  is a  solid

EEP WOUNDS (3 RANKS)

nk  1 : Attacks with greatswords h
chance of doing

Requires:

critical

Two-Hand

damage.

Attacks with greatswords have a  1 5%
of doing even  more critical damage.

A number of perks
a  specific type of Two-Wan Weapon. If you generally use the
best weapon you can finc] (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

Available Perks:  1 9

Requires: Two-Handed 6O,  Deep Wounds  1

"B  Rank 3: Attacks with greatswords have a  20%

chance of doing even  more critical damage.

Requires: twcHanded 90, Deep Wounds 2

When a weapon  scores a critical  hit,  it deals
50% more damage/  more for Ranks 2 and 3.
Statistically/  this perk works out to a 5o/o boost in

your average damage over time at Rank  1  and
a  15%  boost by Rc]nk  3.  That,s  not nothing'  but
Barbarian  is  still  better.

1 O-1 2.  LIMBSPLITTER (3  RANKS)

--)  Rank  I: Attacks with  bclttleaXeS Cause extra

bleeding  damage.

Requires: Two-Handed 30

" )  Rank 2: Attacks with  battleaxes cause  more

bleeding damage.

Requires: Two-Handed  6O,  Limbsplitter  1

-)  Rank 3: Attacks with  battleaxes ccluSe even

more  bleeding damage.

Requires: Two-Handed  9O,  Limbsplitter 2

The exact amount of bleeding damage depends
on the axe,  but in general,  this  perk causes each
hiHo 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 to a  short-lived  lingering  I

1 3-1 5. SKULLCRUSHER (3 RANKS)

:)  Rank  1: Attacks with warhammer

of armor.

Requires: two-Handed 30

"? Rank 2: Attacks with warhammers ignore 5

of armor.

Requires: two-Handed  60,  Skullcrusher  I

?  Rank 3: Attacks with warhammers ignore 75%

of armor.

Requires: Two-Handed 9O,  Skullcrusher 2

This perk has  no effect against unarmored
enemies,  but it can  make  it significantly easier to
take down  a  heavI'ly armored foe,  Such aS many
bosses.

I6. DEVASTATING BLOW

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

Requires: Two-Handed 50, Champion,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).

I 7. GREAT CRITICAL CHARGE

You can do a TwcHanded power attack while
sprinting that does double critical damage.

Requires: Two-Handed 5O,  Champion,s Stance

Less  powerful than  it might appear,  the "double
critical  damage,,  bonus applies only if you land a
critical  hit in  the first place.  More
have to remember to use  it for it to be eff
Take this  if you  find yourself making  ,,berse
rushes,, on your own.

18. SWEEP

Sideways power attacks with two-Handed
weapons  hit all targets  in front of you.

Requires: two-Handed 7O,  Devastating B
OR Great Critical Charge

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

19. WARMASTER

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

Requires: twcHanded  1 00, Sweep

ife other Resource
)   For diist of Two-Hancled  Ski

Books,  and where to look for
them,  consult page  lO9l.

c-)   You can  find  a  listofTwcrHan

items in the lnventory'  beginni
on  page  136.

"--3   The following quests can also

increase  this  skill:
")   Other Factions Quest:  Riorn,s

Drum  (page 416).
ID   Daedric  Quest:  Discerning the

Transmundane  (page 384).
\-3   Favor:  A Good Talking To*

(page 499).

GUESTS



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  lO  hits to  kill  a  banditwith  a  dagger,  you
would  getthe same  skill  increase for  killing  him  in  three  hits with  a  mace.

rae?» Avqilqble One.Handed Perks
1-5. ARMSMAN (5 RANKS) *

cr  Rank I: One-Handed weapons do 20%
more damage.

Requires: None
"?  Rank 2: OneLHanded weapons do 40o/o

more damage.

Requires: One-Hclnded  20,  Armsman  1

)  Rclnk 3: One-Handed weapons do 6O%
more damage.

Requires: One-Handed 4O,  Armsman  2
)  Rank 4: One-Handed weapons do 8O%

more damage.

Requires: One-Handed 60, Armsman  3
-T?  Rclnk 5: One-Handed weapons do twice

as much damage.

Requires: One-Handed  8O, Armsman 4

This perk provides cl  massive +2O% 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 i

Power attacks with One-Handed weapons cost
25% less stamina.

Requires: One-Handed 20, Armsman  l

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  I: 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  6O,  Bladesman  1
"}  Rank 3: Attacks with  swords have a  20%

chance of doing  even  more critical damage.

Requires: OneHanded 90,  Bladesman 2

v#giv.  Rqciol  Benefits

24

+10 One-Handed
-3    Redguard

+5 One-Handed
)    Imperial

i    Khcliiit

I_rf\     Word

F   Orc

A number of perks  in the One-Handed
constellation  improve a specific type of One-Handed
weapon.  lf 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

Available Perks:  2 1

When  a weapon  scores a critical  hit,  it deals
5O% more damage-more for ranks 2 and 3.
Statistically/  this  perk works out to a  5o/a  boost  in

your average damage over time at Rank  1  and a
15o/o  boost by  Rank 3.  That's  not  insignificant,  but

Armsman  is  still  better.

lO-12. BONE BREAKER (3 RANKS)

)  Rank  1: Attacks with  maces ignore 25%

of armor.

Requires: One-Handed  30, Armsman  1
i  Rank 2: Attacks with  maces ignore 50o/a

of armor.

Requires: One-Handed 6O,  Bone  Breaker  I
)  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  3O,  Armsman  1
;  Rank 2: AItacks with war axes cause more

bleeding damage.

Requires: One-Handed  6O,  Hack and  Slash  1
l  Rank 3: Attacks with war axes cause even

more bleeding  damage_

Requires: One-Handed 9O,  Hack and Slash 2

The exact amount of bleeding damage depends
on the axe,  but in general,  this  perk causes each
hitto do  i  to 3  points of damageeach second
for 3  to 6 seconds,  with the  higher ranks  pushing
farther into that range.  This  is  roughly equivalent
to a  short-lived  lingering  poison.

16-1 7.  DuAL FLURRY (2 RANKS)

_?  Rank  1:  Dual-wielding  attacks are  2O%  faster.

Requires: One-Handed  3O, Armsman  1
;  Rank 2:  Dual-wielding  attacks are 35% faster.

Requires: One-Handed 50,  Dual  Flurry  1

ftyys Tminers
)    Journeyman: Amren,  in  his house or the streets

of Whiterun.
".i    Expert: Athis,  the Companions of Jorrvaskr,

in Whiterun.
!    Master:  Chief Burguk,  Dushnikh  Yal,  in  The  Reach.

=f-c   a _```c`_.>==c}_`
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I 8. CRITICAL CHARGE

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

Requires: One-Handed  5O,  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 taken  the
Bladesman  perks,  or  if you,re dual-wielding  (since

you've got a  better chance of getting a critical  hit
with  at lecISt One Weapon).

1 9. SAVAGE STRIKE

Standing  power attacks do  25% bonus
damage with a chance fo 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!

2O. DUAL SAVAGERY i

Duel-wielding  power attacks do 50% more
damage.

Requires: One-Handed 70,  Dual  Flurry

A great pick if you're focused on  clual wi
this  is stronger than  Savage Strike or Cri
Charge and stacks with  both of them,  making

your power attacks  incredibly deadly.

2l. PARALYZING STRIKE

Your backward power attack has a  25%
chance to paralyze the target.

Requires: One-Handed  1 00,  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?

ife» other Resources
_i    For a  list of One-Handed  Skill  Books,  and where to

look for them,  consult page  lO91.

?   You can  find  a  listofOne-Handed  items  in  the

lnventory'  beginning  on  page  1 36.
";   The  following  quests  can  also  increase  this  skill:

3   Other Factions Quest:  Riorn,s  Drum  (page 416).

i   Daedric Quest:  Discerning  the Transmundane

(pclge  384).
)   Miscellaneous Obieclives: The Reach:  The Ghost

of Old  Hroldan*  (pclge 492)-
i    Favor..  Item  Retrieval  (Bandit Camp)*  (page 50O)

?    Solstheim  Side  Quest:  Filial  Bonds  (page  621)
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Archery represents the skill and training  needed to wield a  bow effectively I.n
combat.  The greater your skill, the more deadly your shots.  your Archery skill
improves when you damage enemies with a bow and arrows. The amount of
increase  is bcISed On  the damage that you do  (minus any enchantments).  Of
course,  only shots that hit their  mark will  count.

life;fe, Available Archery Perks
I-5. OVERDRAW (5 RANKS) i
I,*  Rank  1:  Bows do 2O% more damage.

Requires: None

i  Rank 2: Bows do 40% more damage.

Requires: Archery 20, Overdraw  1

I-_)  Rank 3:  Bows do 60%  more damage.

Requires: Archery 40,  Overdraw 2

±  Rank 4: Bows do 80% more damage.

Requires: Archery 6O, Overdraw 3

)  Rank 5:  Bows do twice as  much damage.

Requires: Archery 8O,  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  I:  1O% chance ofa  critical  hitthatdoes

extra damage.

Requires: Archery 3O,  Overdraw  1

-)  Ronk2:  15% chance ofa  critical  hitthatdoes

25%  more critical damage.

Requires:  Archery 60,  Critical  Shot  1

"-.3  Rank 3:  2Oo/o chance of a  critical  hit that does

5Oo/a more critical damage.

Requires: Archery 90,  Critical Shot 2

When a weapon  scores a critical  hit,  it deals 5Oo/a
more damage.  Statistically/  this perk works out to
a 5% boost in your average damage over time at
Rank  1  anda  15% boostbyRank 3.  That's  not
insignificant,  but Overdraw is still  better.

Constellation:  Path

Available Perks:  1 6

9. EAGLE EYE *

Pressing  Block while  aiming  will  zoom  in

your view.
Requires: Archery 3O,  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!

lO-1 I. STEADY HAND (2 RANKS)

"s  Rank  I: Zooming  in with  a  bow slows

time by 25o/o.

Requires: Archery 4O,  Eagle  Eye

i  Rank2: Zooming  in with  a  bow slows

time  by 5O%.

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.  lt,s  especially effective against dragons  in
the  air;  you,ll  still  have to  lead  your  shota  little

(i.e.,  aim  atwhere 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.

I 2. HUNTER'S DISCIPLINE

Recover twice as many arrows from
dead  bodies.

Requires:  Archery 50,  Critical  Sh

A fine choice  if you  find yourself runn

arrows frequently or use a  lot of high¬nd arrows_
lf you  mainly use basic  iron or steel arrows,  lake
something  else,.  they,re so cheap and so common
that recovering  more of them  just isn't worth
the perk.

RT? Racial Benefits
+1O Archery

)   WoodElf

+5 Archery
I_3     Khaiiit

")    Redguard

l3. POWER SHOT *-

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

Requires: Archery 50,  Eagle  Eye

Power Shot is surprisingly strong:  ln  the time  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.

l4. RANGER

Able to move faster with a drawn  bow.

Requires: Archery 60,  Hunter,s  Discipline

T5. QuICK SHOT

Can draw a  bow 30o/o faster.

Requires: Archery 70,  Power Shot

1 6.  BULLSEYE

You  have a  15o/a chance of paralyzing  the
target for  lO  seconds.

Requires: Archery  1 OO,  Quick Shot OR Ranger

Bullseye gives you  a chance to paralyze
opponents with  each  shot.  This  is fantastic at
medium and  short ranges,  where il can take an
enemy out of a fight and allows you to finish them
off quickly.  lt'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.

ife\ Trainers
(,    Journeyman: Faendal,  of Riverwood,  in Whiterun  Hold.

}    Expert: Aela the Huntress, the Companions ofJorrvaskr,  in Whiterun.

I >    Master:  Niruin,  the Thieves Guild,  The  Ragged  Flagon,  in  Riften.

)    Master:  SorineJurard,  in  Fort Dawnguard,  The  Rift.

ire other Resources
`2    For a  listofArchery Skill  Books,

and where to look for them,
consultpage  lO91.

"2   You  can  find  a  ]istofBows,

Arrows,  and  other items in
the  Inventory/  beginning  on

page  136.
" B   The following  quests can  also

increase  this  skill:

l9   Other Factions Quest:  Riom,s

Drum (page 416).
"-.)    Daedric Quest:  Discerning  the

Transmundane (page 384).
)   Dungeon Quest: Angrs Camp:

Composure,  Speed, and
Precision*  (page 475)_

",_B    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.

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.

ConsleIIalion: Path of Shadow

Available Perks:  1 0

ife Avqilqble Li9hr Armor Perks
1-5. AGILE DEFENDER (5 RANKS)  *

-)  Rank  1:  Increase armor  rating  for Light Armor

by 2Oo/a.

Requires: None
I)  Rank 2:  Increases the armor  rating  of your light

armor by 40%.

Requires:  Light Armor 2O,  Agile  Defender  1

"-i  Rank 3:  Increases the armor  rating  of your light

armor by 6O%.

Requires:  Light Armor 40, Agile  Defender 2

:.?  Rank 4:  Increases the armor rating  of your light

armor by 80%.

Requires:  Light Armor 6O, Agile  Defender 3

"i  Rank 5:  Increases the armor rating of your light

armor by  1 OOo/a.

Requires:  Light Armor 8O, Agile  Defender 4

ife Rqciql Benefits
+5 Light Armor

I.)   Argonian

"_)     DarkElf
')   Nord
")   Wood  EIf

26

ife T'oiners

6. CUSTOM FIT*-

You get a  25o/a 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,I slow

you down when worn.
Requires:  Light Armor 5O,  Custom  Fit

This  perk reduces the weight of the light armor

you're wearing  (it doesn,I affect the weight
of armor  in  your  inventory)  and  eliminates  its

movement penalty.  lf 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,I cost you a  perk.

8. WIND WALKER

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

Requires:  Light Armor 60,  Unhindered

*   Journeyrmn: Scouts-Many-Marshes, the docks of Wndhelm.

\)    Expert: Grelka,  the  marketplace or streets of Riften-

}    Master:  Nazir, Assassin of the Dark Brotherhood,  Falkreath

Hold Sanctuary.

__T¬   I  i_`.¬=  LC'=,`:I_i
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9. MJRTCHING SET

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

Requires:  Light Armor 7O,  Custom  Fit

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

I O. DEFT MOVEMENT

You  have a  lO% chance of avoiding  all
damage from a  melee attack while wearing all
light armor:  head,  chest,  hands,  feet.

Requires:  Light Armor  loo, Wind Walker OR
Matching  Set

This perk gives you a  lO% chance of avoiding
all damage from a  hitwhen wearing  a full setof
light armor.  lt,s a  noticeable  but unreliable  bonus:
if you're  lucky,  it might spare you  from  a  lethal
blow.

ife> other Resources
)   Fora  list of LightArmor Skill  Books,  and

where to look for them, consult page  1091 _

)   You  can  find  a  listof LightArmor  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 SIayer*  (page 5OO)

",)    Favor:  Item  Retrieval  (Bandit Camp)*

(page 500)
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Sneak is the art of moving  unseen and  unheard.  This skill  improves when you  sneak past so
sneak affack.  You don't get credit for sneaking  in an empty hallway or for lust standing

lcrouched)  neclr someone who can defect you.  Avoiding detection  is also critical:  the moment
attempt has failed and you can  no longer perform a sneak attack (until you  hide again).

Constellation: Path of Shadow

Available Perks:  I 3

ifeat Avqilqble Sneak Perks
I-5. STEALTH (5 RANKS) +

) Rank 1: You are 2Oo/a harder to detect
when  sneaking.

Requires: None

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

Requires: Sneak 20,  Stealth  l

"j  Rank 3: You are 30c/a harder to detect

when sneaking.

Requires: Sneclk 4O,  Stealth  2

")  Rclnk 4: You are 35o/a harder to detect

when  sneaking.

Requires: Sneak 6O,  Stealth  3

_)  Rank 5: You are 40o/a 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  (+20o/o)  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  ism,I your
focus,  ills worth  taking  the  basic Stealth  perk

just in case you someday need to sneak out of a
danclerOuS  SituCItiOn.

. BACKSTAB

Sneak attacks with orle-handed
a six limes damage.

Requires:

Backsfab doubl

Stealth  1

Weapons now

r sneak attack damage (to
6x normal).  lf you're skilled enough  to reliably

enemies, this can make one-hit
ssibility,  especially on weaker foes_

spotted, your sneak

7. MUFFLED MOVEMENT

Noise from armor is reduced  by 5Oo/a.

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

(Illusion  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. LICHI FOOT

You won,"rigger 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  still  set them  off,  which  generally

gives you  less warning than you  mi
have had. Also, you can  no longer
use traps to  kill  enemies,  which  limits

options and takes some of the fun out
So think carefully  before taking  this
be ccIUtiOUS and  avoid  Pressure  Plates
first place.

I O. ASSASSIN'S BLADE

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

Requires: Sneak 5O,  Deadly Aim

Benelils
+1O Sneak

:)    Khaiiit

+5 Sneak
I_3    Argonian

:)    DarkElf

_i)   Wood  Elf

This perk affects only dclggerS,  but it does make
them significantly more effective at 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 to choose daggers, at least for

your first blow.

1 I.  SILENT  ROLL

Sprinting while sneaking  executes a  silent
forward  roll.

Requires: Sneak 5O,  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.

I2.  SILENCE

Walking and  running does  not affect detection.

Requires:  Sneak 7O,  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.

I3. SHADOW WARRIOR

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

Requires:  Sneak  1 OO,  SilellCe

Shadow Warrior can give you a chance to
recover or make a hasty getaway if your stealth
attempt goes terribly wrong.  lt's  most effective if
ou can put some distance between yourself and

your foes;  if you  use I,t right in front Of an enemy,
they,ll spot you again almost immediately.

ife Trainers
"-b   Journeyman:  Khayla,  Ri,saad's  Khaiiit

Markarth or \^/hiterun.
Caravans, outside

)   Expert: Garvey, the Warrens of Markarth.

l)    Mc]ster:  DeMn  Mallory/  the Thieves Guild,  The

Flagon,  in  Riften.

g» other Resources
")   For a  listofSneakSkill  Books,  and

where to look for them, consult

page  lO91.
_9   You  can find  a  list of Sneak_related

items throughout the Inventory,
beginning  on  page  131.

"_3   The following quests can also increase

this  skill:

®   Other Factions Quest:  Finn,s Lute

(page 415).
*   Daedric Quest:  Discerning  the

Transmundane  (page 384).
/3    Favor:  The A Little  Light Thievery*

(page 499).
",-3    Favor:  Item  Retrieval  (Cave)*

(page 50O).

STEAITH  SKILLS:  THE  IATH OF SHADOW - LIGHT ARMOR      SNEAK
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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 trigger  hinge,  based  on  the  lock,s difficulty.
lt also  increases slightly  if you  break a  pick,  so  if you  try picking  a  difficult
lock and  fail,  it  ism,ta  total  loss.

The  Novice,  Apprentice, Adept,  Expert,  and Master Locks  perks
decrease the difficulty of picking  locks of the corresponding  level.  This  helps
save  on  lockpicks  (and  frustration),  but depending  on  your Lockpicking
skill and your own  personal  prowess at lockpicking, you  may not find them
necessary.

ife Avqilqble 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  Lotks

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. ""KEY
Automatically gives you  a copy of a  picked
lock,s  key if it has one.

Requires:  Lockpicking 5O,  Quick Hands

ln  essence,  this perk allows you  to 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
lo before.

ne» Racial Benefits
+IO Lockpicking

I._-i    Argonian

+5 Lockpicking
'j    Khaiiit

\_)   Wood  Elf

\28     ,

Note that the fabled Skeleton  Key gives

you the  high-end  Unbreakable perk while
you  possess it,  though you  must surrender
the Skeleton  Key as a  part of the Thieves
Guild  questline.  While you  have  it,  fake the
opportunity to  unlock any Expert or Master locks

you  wish  and  quickly  level  your  Lockpicking
skill'

Constellation:  Path  of Shadow

Available Perks:  1  I

5. ADEPT I.OCKS

Adept locks  are  much  easier to  pick.

Requires:  Lockpicking  50,  Apprentice  Locks

6. GOLDEN TOUCH i

Find  more gold  in  chests.

Requires:  Lockpicking  6O,  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 i

You  have a  5O% 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 loot?  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?

ife Trqiners
-A    Expert:  Ma,ihad,  of Ma,dram,s  Khaiiit Caravans,  outside

Solitude or Windhelm.
)    Master: Vex,  the Thieves Guild,  The  Ragged  Flagon,

in  Riften.

_re   I   1'_a-'==-    __
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8.  EXPERT LOCKS

Expert locks are  much  easier to  pick.

Requires:  Lockpicking  75, Adept Locks

9.  LOCKSMITH

Pick starts close to the  lock opening  position.

Requires:  Lockpicking  8O,  Expert Locks

1 0.  UNBREAKABLE

Lockpicks  never  break.

Requires:  Lockpicking  1 00,  Locksmith

With  this  perk and  enough  pcltienCe,  you  Can
eventually pick the  lock on  any chest with  a  single

pick.  Take this,  and you won,I need the Master
Locks  perk.

I 1. VASTER LOCKS

Master Locks are much easier to pick.

Requires:  Lockpicking  1 OO,  Expert Locks

i<?i>, other Resources
"-i    For a  list of  Lockpicking  Skill  Books,  and

where to look for them,  consult page  lO91.

3   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:

"D    Other  Factions  Quest:  Finn,s  Lute

(page 415).
*    Daedric Quest:  Discerning  the

Transmundane  (page 384).
"-'9    Favor:  Item  Retrieval  (Bandit Camp)*

(page 500).
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Pickpocket is the stealthy art of lifting  gold  and

other valuables from an  unsuspecting target.
This  skill  increases whenever you  successfully

steal  an  item,  bc]sed  on the  item's value.  Fail to

pickpocket something,  and you don,I receive
creclit for the attempt.  Of course,  that's  probably
the least of your worries at that point!

EL# Available Pickpocket Perks
1-5.  LIGHT FINGERS (5 RANKS)

;  Rank  1:  Pickpocketing  bonus of 2O%.  Item

weight and value reduce pickpockelI.ng  OddS`

Requires: None

)  Rank 2:  Pickpocketing  bonus of 40%.  Item

weight and value reduce pickpocketing  odds.

Requires:  Pickpocket 20,  Light Fingers  1

i  Rank 3:  Pickpocketing  bonus of 60%,  Item

weight and value reduce pickpocketing  odds.

Requires:  Pickpocket 4O,  Light Fingers  2

-)  Rank 4:  Pickpocketing  bonus of 80%.  Item

weight and value reduce pickpocketing odds.

Requires:  Pickpocket 60,  Light Fingers  3

)  Rank 5:  Pickpocketing  bonus of  lOO%.  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

ELgiv  Rdcidl Benefits

+5 Pickpocket

i   Argonian
)    Khaiiit

)   WoodElf

The  highest-level  Pickpocket perks,  Misdirection  and  Perfect Touch,
allow you to steal equipped weapons and armor off of a creature.
This  is cln  excellent trick for a  Stealthy assassin,  aS there are few more
satisfying ways to take down a difficult foe than  by stripping them down
to their underwear before stabbing  them  in the back...

Constellation:  Path  of Shadow

Available Perks:  1 2

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 4O,  Night Thief

This is a 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  loo points.

Requires:  Pickpocket 50,  Night Thief

Increases your Max Carry weight by  loo.  This

great for any character,  especially if you,ve been
neglecting  your stamina  when  leveling  up.

1 0. KEYMASTER

Pickpocketing  keys always works.

Requires:  Pickpocket 60,  Cutpurse

Gold and  items are great,  but keys Can  be even
beifer once you have access to a good  Fence. Go
rob a well-tedo character,s house while they,re
out,  and the haul will  often  be worth far more than
what they were carrying.  lf you  need someone to
fence your stolen goods,  join  the Thieves Guild or
take the  Speech  skill,s  Fence  perk.

I I.  MISDIRECTION

Can  pickpocket equipped weapons.

Requires:  Pickpocket 7O,  Cutpurse

I 2. PERFECT TOUCH

Can  pickpocket equipped  items.

Requires:  Pickpocket  1 00, Misdirection

as#ife Trainers
3   Journeyman: Ahkari,  of Zaynabi,s Khaiiit Caravans,  outside

Dawnstar or Riften.

)    EJCPert: Silda  the  Unseen,  begging  on  the  streets of Windhelm.
`,    Mosfer: Vipir the  Fleet,  the Thieves Guild,  The  Ragged  Flagon,

in  Riften.

Tl3`+!A`ir`j!"f3                             TH r-:  !r}v i- r\! rOF3`^f,

STEALTH  SKILLS: THE  PATH OF  SHADOW - LOCKPICKING      PICKPOCKET

givfe,. other Resources
:-)    For a  list of Pickpocket Skill  Books,  and

where to  look for them,  consult page  109l
"--A   You  can  find  Pickpocket-related  items

throughout the  Inventory/  beginning  on

page  l31.

-)   The following quests can also increase

this  skill:

"-2    Other  Factions  Quest:  Finn,s  Lute

(page 415).
")   Daedric Quest:  Discerning  the

Transmundane  (page 384).
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Speech allows you  lo 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,I require any special  effort to  raise:  lt 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).

Constellation: Path of Shadow

Available Perks:  1 3

ffi» Avqilqble Speech Perks
1-5. HAGGLING (5 RANKS) *
")  Rank  I..  Buying  and selling  prices are

1 Oo/o  better.

Requires: None

I)  Rank 2:  Buying  and  selling  prices are

1 5% better.

Requires: Speech  2O,  Haggling. 1

)  Rank 3:  Buying  and  selling  prices ore

20o/o 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

3Oo/a 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,I plan to focus
on  Speech,  it's worth  picking  up the first rank of
this  perk.

6. ALLURE

You  have  loo/o 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 lake advantage of it by finding
merchants of the correct gender.  Stacks with
Haggling.

ire Rqciql Benefits
+5 Speech

:)    Breton

)   Nord

30

7.  BRIBERY

Can  bribe guards to ignore crimes.

Requires:  Speech  3O,  Haggling  1

This perk allows you to bribe guards to overlook
nonviolent crimes. The crime doesn,I go away,.

guards  just don,I arrest you  right now.  lf 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  il.  This  is  also  unimportant if you,re a
lawflbiding  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 30o/a easier.

Requires: Speech 5O,  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.

I0. INTIMIDATION

Intimidation  is s successful.

Requires: Speech 7O,  Persuasion

ae Trainers
)   Journeyman:  Dro,marash,  of Ahkari,s Khaiiit Caravans,  outside

Dawnstar or RI.ften.
1   Journe)rmon:  Revyn  Sadri,  of Sadri,s Used Wares,  in Windhelm.

?    Journe)rman:  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.

Tr¬   J^=,.:I_a_- £'c:.:`_._`,    ',
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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.

1 1.  INVESTOR

Can  invest 500 gold with a 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.

]2.  FENCE

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

Requires: Speech 9O,  lnvestor

lf 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 y
have access.

I 3. VASTER TRADER

Every merchant in the world gains  1
for bartering.

Requires: Speech  1 00,  Fence

000 gold

fty other Resources
)    For a  list of Speech  Skill  Books,  and

where to look for them,  consult page  lO91
")   You can  find  Speech-related  items

throughou"he  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).
B   Dungeon  Quest:  Bard/s  Leap  Summit:

Leap  Before You  Look*  (page 475).
)    Favor:  A  Little  Light Thievery*

(page 499).
_9    Favor:  Rare  Item  Hunt  (page 500).

SKILL CONSTELLATIONS
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Alchemy allows you to create potent potions anc! deadly poisons. Their effects
are determinecl  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).  lt also  increases
slightly if you  attempt lo craft a  potion  but fail-while you  may lose the
ingredients,  the experiment isn,I a complete loss.

ffi* Available AIchemy Perks
1-5. ALCHEMIST (5 RANKS) *
"*  Rank  1:  Potions and  poisons you  make

are 2O% stronger.

Requires: None

-)  Rank 2:  Potions and  poisons you make
are 4Oo/a stronger.

Requires:  Alchemy 2O,  Alchemist  1

)  Rank 3:  Potions and  poisons you  make

are 60o/o stronger.

Requires: Alchemy 40,  Alchemist 2

"J  Rank 4:  Potions and  poisons you  make

are  8Oo/o stronger.

Requires: Alchemy 60,  Alchemist 3
"2  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 2O,  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 25o/a greater magnitude.

Requires: Alchemy 30,  Physician  1

Benefactor stacks with  both the Alchemist clnd
Physician  perks but improves a  broader rclnge Of

potions than  Physician.

ge 7O)  has
lchemy system,

full  list of ingredients and their

Constellation: Path of Shadow

Available Perks:  1 5

8. POISONER

Poisons you  mix are 25o/o more effective.

Requires: Alchemy 30,  Physician  1

9-1 1. EXPERIMENTER (3 RANKS)

)  Rank  1:  Eating  an  ingredient reveals first

two effects.

Requires: Alchemy 5O,  Benefactor

3  Rank 2:  Eating  an  ingredient reveals first

three effects.

Requires: Alchemy 70,  Experimenter  1

"3  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.  lf mixing  and
matching  ingredients  ism,I 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,I need to learn
an  Ingredient,s effects  (in  the game)  to  use  it in  a

potion or poison.

I2. CONCENTRATED rolSON

Poisons applied to weapons last for twic
many hits.

Requires: Alchemy 60,  Poisoner

Since  poisons  normally last for only
Concentrated  Poison effectively doub
strength  of all your poisons.  lt's defini
taking  if you  use  poisons frequently.

+5 Alchemy

"3    Breton
'¥   DarkElf

")    Khaiiit

.i;   Wood  Elf

I3. GREEN THUMB *

Two  ingredients are gathered from  plants.

Requires: Alchemy 7O,  Concentrated  Poison

This perk doubles the  plant ingredients you  have
at your disposal.  More ingredients means more
opportunities to 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. SNAKEBLcoD

You gain  +5Oo/a  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.

l5.  PURITY

All negative effects are removed from created

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

Requires: Alchemy  1 OO,  Snakeblood

Purity "cleans  up'' your Alchemy results,  if they
need  it. You  may be better off just i.lnding a better
combination of ingredients to achieve the effect

you want,  though.

ife Trqiners
_?    Journeyman:  Lami,  of the Thaumaturgist,s  Hut,  in  MorthaI.

(:1    Expert: Arcadia, of Arcadia,s Cauldron,  in Whiferun.

\ 6    Expert: Milore  lenth,  of lenth  Farm  in  Raven  Rock,  Solstheim.

".    Master:  Babette,  of the Dark Brotherhooc!,  Falkreath  Hold

Sanctuary.

aeae other Resources
".-3    For  a  list of Alchemy Skill  Books,

and where to look for them, consult

page  1091.

()   You can find a  listofAlchemy

Ingredients  in  the Inventory,  beginning
on  page  146.

()   The following quests can  also irlcreas

this  skill:

"3   Other Factions Quest:  Finn,s  Lute

(page 415).
"3   Daedric Quest:  Discerning the

Transmundane  (page 384).
\3    Favor:  Rare Item  Hunt*  (page5OO).

)   Favor:  Item  Retrieval  (Cave)*

(page 50O).



Illusion Magic  manipulates the  minds  of those around you,  sending  them  into
a  frenzy or compelling  them  to flee  in  terror.  Illusion  also offers  several  useful
spells  for a  sLealLhy character,  such  as  Invisibility and  Muffle.  Your  Illusion  skill

increases when  you  cast a  useful  Illusion  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 casting  Invisibility when  no one  is around  to see you.

REgiv Available IIIusion Perks
1. NOVICE ILLuSION i-

Cast  Novice-level  Illusion  spells  for  half

Magicka.

Requires: None

2. ANIMAGE

Illusion  spells  now work on  higher-level

animals.

Requires:  Illusion  2O,  Novice  Illusion

Illusion  spells  now affect animals  up to  8  levels
higher than  the  spell's  usual  limit.  Stacks  with  all

other perks.

3. lLLUSION DUAL CASTING I

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

Requires:  Illusion  2O,  Novice  Illusion

Dual Casting  more than doubles the duration
of your Illusion  spells and  allows them  to affect
targets Mce as high as the spell's level cap would
normally permit.  This  dramatically  increases  the
effectiveness  of all  Illusion  spells,  especially  until

you  begin  taking  other perks  in  this school  to  raise
those  level  restrictions.  lt also works well  for the
stealth-focused  spells  (Invisibility,  Muffle),  which

could give you away if they wear off too early.

4. APPRENTICE ILLuSION *

Cast Apprentice-level  Illusion  spells for
half Magicka.

Requires:  Illusion  25,  Novice  Illusion

ife RqtiaI Benefits

32

+lO Illusion

"i     HighEIf

+5 Illusion

-_)    Breton

_i    Dark  Elf

Many Illusion  perks are designed to
help you overcome the major limitation of
Illusion  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.

Conslellalion: Path of Magic

Available Perks:  1 3

5. HYPNOTIC GAZE

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

Requires:  Illusion  3O,  Novice  Illusion

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

other perks.

6. KINDRED MGE

All  Illusion  spells work  on  higher-level  people.

Requires:  Illusion  4O,  Animage

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

other  perks.

7. ADEPT ILLUSION i

Cast Adept-level  Illusion  spells  for  half

Magjcka.

Requires:  Illusion  50,  Apprentice  Illusion

8. ASPECT OF TERROR

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

Requires: Illusion  50,  Hypnotic Gaze

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

other perks.

ife Trqin¬rs
)    Expert: Atub,  of Largashbur,  in  The  Rift.

i    Master:  Drevis  Neloren,  instructor at The College of Winterhold.

~-      r,
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9. QUIET CASTING

All  spells you  cast from  any school  of magic
are  silent to others.

Requires:  Illusion 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  higher-level opponents.
Cumulative with  Kindred Mage and Animage.

Requires:  Illusion  70, Aspect of Terror

Frenzy spells  now affect enemies up to  l 2  levels
higher than  the  spell's  usual  limit.  Stacks  with  all

other perks.

1 I.  EXPERT ILLUSION  *

Cast Expert-level  Illusion  spells for half

MclgiCka.

Requires:  Illusion  75,  Adept Illusion

12. MASTER OF THE MIND+-

Illusion  spells work on undead,  Daedra,
automatons.

Requires:  Illusion  9O,  Rage OR Quiet Casting

I 3. VASTER ILLUSION

Cast Master-level  Illusion  spells for half
MclgiCka.

Requires:  Illusion  1 00,  Expert  Illusion

i+{;:;?:  other Resources
*    For a  listof Illusion  Skill  Books,  and  where

to  look for them,  consult page  lO91.

i    You  can  find  a  listoflllusion  spells  in  the

Inventory,  beginning  on  page  131.

"3   The  following  quests can  also  increase

this  skill:

f)   The College of Winterhold  Quests:

Radiant Quests:  Shalidor,s  lnsights

(page 269).
3   Other  Factions Quest:  Pantea,s  Flute

(page 415).
".3    Daedric  Quest:  Discerning  the

Transmundane  (page 384).
`j   Favor:  Vampire Slayer*  (page 500).

;.   i.(~f  i,  fT    SKILL CONSTELLATIONS

"`              ,,_,'1.,_I



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

Constellolion:  Path of Magic

Available Perks:  1 6

RE» Available Coniuralion Perks
1. NOVICE CONJURATION*

Cast Novice-level  Coniuration  spells  for  half
Magicka.

Requires: None

2. MYSTIC BINDING

Bound weapons do more damage.

Requires: Coniuration  2O,  Novice Coniuration

Improves the damage of bound weapons by 5O%.
lf you  use them,  that,s a  noticeable improvement.

3. CONJuRA"ON DUAL CASTING

Dual casting  a Coniuration  spell overcharges
the spell,  allowing  it to  last longer.

Requires: Coniuration  2O,  Novice Coniuration

Dual Casting  increases the duration of your
Coniuration  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 Coniuration  spells for half
Magicka.

Requires..  ConiurcltiOn  25,  Novice Coniuration

5fo. SUMMONER (2 RANKS)
i  Rank  1: Can summon Atronachs or raise

undead twice as far away.

Requires: Coniuration  3O,  Novice Coniuration

)  Rank 2: Can summon Atronachs or raise

undead three times as far away.

Requires: Coniuration 7O,  Summoner  1

This perk allows you  to summon Atronachs or
rcliSe 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

Eps Racial Benefits

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: Coniuration  30,  Mystic  Binding

Casts Soul Trap on  targets  hit with your bound
weapons.  lf 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 to the creature
you,re  killing,.  don,I 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: Coniuration 4O,  Summoner  I

Again,  the duration  of your conjured  creatures  is
rarely an  issue,  since you  can  iusl resummon  them
if necessary.

9. NECROVANCY

Greater duration  for reanimaterl  undead.

Requires: Coniuration 4O,  Novice Coniuration

Since undead  disintegrate when your spell wears
off,  Necromancy significantly increases the
effectiveness of these spells.  For best results,  fake
Coniuration  Dual Casting and dual cast your spell
for an even  longer duration!

lO. ADEPT CONJURATION*

Cast Adept-level  Coniuration  spells for half
Magickcl.

Requires: Coniuration 50, Apprentice
Coniuration

H. OBLIVION  BINDING

Bound  weapons will  banish  summoned
creatures and  turn  raised ones.

Requires: Coniuration 50,  Soul Stealer

+IO Coniuralion
)    Breton

+5 Coniurotion
(3    HighElf

ife Trainers
)    Journe)rmon:  RuniI,  Priest of Arkay,  in  Falkreclth.

i    Expert:  Phinis Gestor,  of The College of Winterhold.

i    Master:  Falion, wizard of Morthal.

3    Master: Talvas  Fathryon,  conjurer of Tel  Mithryn,  Solstheim.

TRAIN!N£try                         THE  ir`!VENTORY

Oblivion  Binding  works  like a  powerful Turn
Undead  or Expel  DaedrcI  ,a.Pell.  lt'S a  good
alternative lo the single-target versions of those
spells,  since  it works  repeatedly and without any
Magicka cost.

12. DARK SOULS

Reanimated  undead  have  loo points
more  health.

Requires: Coniuration  7O,  Necromancy

Increases the health of your undead,  allowing you
to squeeze more ''life'' out of them  before they
collapse.

13. EXPERT CONIURATION +

Cast Expert-level  Coniuratio"  spells for half
Magicka.

Requires: Coniuration 75, Adept Coniuration

1 4.  ELEMENTAL POTENCY +

Conjured Atronachs are 50% mc\re powerful.

Requires: Coniuration  8O,  Atromancy

Elemental  Potency  makes all  Atronachs,  including
the top-tier  Elemental  Thralls,  drclmaliCCIlly more

powerful  without increasing  their casting  cost.

1 5. MASTER CONJURATION +

Cast Master-level  Coniuration  spells for  half
Magicka.

Requires: Coniuration  1 00,  Expert Coniuration

16. TWIN SOULS+

You can  hcIVe two Atronachs or reanimated
zombies.

Requires: Coniuration  1 00,  Dark Souls OR
Elemental  Potency

Twin  Souls allows you to have two summoned or
reanimated creatures  (or one of each)  active at
once.  Add a  Follower to your adventuring  party,
and few enemies wi"  oe able to get close to you!

ife other Resources
?    For  a  list ofConiuration  Skill  Books,

and where to look for them,  consult

page  lO91-

"-i   You can  find  a  listofConiuration

spells  in  the  Inventory,  beginning  on

page  131.

)   The,following quests can also increase

this  skill:

()   The College of Winterhold Quests:

Radiant Quests:  Shaliclor,a  lnsights

(page 269).
}   Other Factions Quest:  Pantea,s  Flute

(page 415).
)   Daedric Quest:  Discerning  the

Transmundane  (page 384).

MAGIC SKILLS: THE  PATH  OF MAGIC - lLLUSION      CONJURATION
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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 gel 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.

ffigiv A"ilable Deslruclion Perks
I. NOVICE DESTRUCTION +

Cast Novice-level  Destruction  spells  for half
Magicka.

Requires:  None

2. DESTRUCTION DUAL CASTING *

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

Requires:  Destruction  2O,  Novice  Destruction

Dual Casting  more than doubles the damage of

your  Destruction  spells.  This  is a  great choice,
especially at early levels,  where  inflicting  that

extra  damage with  Flames or Frostbite often
means the difference between  life and death.

3. APPRENTICE DESTRUCTION t

Cast Apprentice-level  Destruction  spells for  half
Magicka.

Requires:  Destruction  25,  Novice  Destruction

4-5. AUGMENTED FLAMES (2 RANKS)

_b  Rank  I:  Fire spells do  25%  more damage.

Requires:  Destruction  30,  Novice  Destruction
`¢  Rank 2:  Fire spells do 50o/a more damage.

Requires:  Destruction  60,  Augmented  Flames  1

6-7. AUGMENTED FROST (2 RANKS)

3  Rank  I:  Frost spells do 25o/a  more damage.

Requires:  Destruction  30,  Novice Destruction

;  Rclnk 2:  Frost spells do  5O%  more damage.

Requires:  Destruction  60,  Augmented  Frost  1

8-9. AUGMENTED SHOCK (2 RANKS)

)  Rank  1: Shock spells do 25o/a more damage.

Requires:  Destruction  3O,  Novice  Destruction

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

Constellation:  Path  of Magic

Avoiloble Perks:  1 7

_i  Rank 2:  Shock spells  do 5O%  more  damage.

Requires:  Destruction  60,  Augmented  Shock  1

1 O.  IMPACT

Most destruction  spells will  stagger an
opponent when  dual cast.

Requires:  Destruction  4O,  Destruction  Dual
Casting

Impact adds a  stagger effect to  most dual{ast
spells.  Flames,  Frostbite,  and  Sparks are  not
included  in  this  set,  so you  can,I 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  orgiving  you  a  chanceto  run  if

you  are overwhelmed.

1 1.  RUNE VASTER

Can  place runes five times farther away.

Requires:  Destruction 4O, 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.

1 2. ADEPT DESTRUCTION *

Cast Adept-level  Destruction  spells for  half
Magicka.

Requires: Destruction  5O, Apprentice
Destruction

1 3.  lNTENSE FLAMES

Fire damclge Causes targets to flee  if their
health  is  below 2Oc/o.

Requires: Destruction  50, Augmented  Flames  1

ness RqciqI Benefits                 fty Trainers
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+1O Destruction

^',    Dark  Elf

+5 Destruction
)    HighElf

)    Imperial

i   Redguard

)    Journeyman: Wuunferth the  Unliving,  sorcerer of Windhelm.

i    Exper* Garan Marethi, of Castle Volkihar (Sea of Ghosts)
`    Expert: Sybille Stentor,  wizcnd  at the  BIue  Palace,  in  Solitude.

\    Master.. Faralda,  sorceress at The College of Winterhold.
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Sure,  by the time this  perk takes effect,  your
enemy was almost dead an)^^/ay/  but watching a
flaming  foe  run  screaming  off the edge of a  cliff is

just  priceless'

I4.  DEEP FREEZE

Frost damage paralyzes targets  if their health
is  below 20o/a.

Requires:  Destruction  6O,  Augmented  Frost  1

Deep Freeze paralyzes enemies near death,
allowing you  to  kill  them  with  impunity or turn

your attention  to  more  pressing  threats.  lt often
prevents  a  foe from  completing  their last attack
(or two),  which  may  be a  lifesaver  if your  health
is  also  low.

I 5.  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.

l6.  EXPERT DESTRUCTION *

Cast Expert-level  Destruction  spells for  half
Magicka.

Requires: Destruction  75,  Adept Destruction

I 7. MASTER DESTRUCTION +

Cast Master-level  Destruction  spells for half
Magicka.

Requires:  Destruction  1 OO,  Expert Destruction

ifeF:». Other Resources
3    For a  listof Destruction  Skill

Books,  and where to  look for
them,  consult page  1091.

3   You  can  find  a  lislof  Deslruclion

spells  in  the  Inventory,

beginning  on  page  l31.
")   The  following  quests  can  also

increase  this  skill:

3   The College  of Winterhold

Quests:  Radiant Quests:
Shalidor,s  lnsights  (page

269).
"v.    Other  Factions  Quest:

Pantea,s  Flute  (page 415).
?    Daedric  Quest:  Discerning

the Transmundane

(page  384).
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Restoration  spells shape life energy,  allowing you to heal yourself and your
undead,  and create protective wards.  your Restoration ski_ll increases vihen you 'use thes'e spells effectively:
to heal damage, turn  undead, or shield yourself in combat.  lt does  not increase if you  heal someone who is
already at full  health or if you  cast a Tu.rn  Undead spell when  no undead are around.

ConsfeIIalion: Path of Magic

Available Perks:  1 3

ife Available Restoration Perks
I. NOVICE RESTORATION *

Cast Novice-level  Restoration  spells  for  half
Magicka.

Requires: None

2. REGENERAIION*

Healing  spells  cure 5O%  more.

Requires:  Restoration  2O,  Novice Restoration

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

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

particularly 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 wanta weapon  in your other hand  than a
second  Restoration  spell.

4. APPRENTICE RESTORATION*

Cast Apprentice-level  Restoration  spells  for half

n  25,  Novice  Restoration

5nd. RECOVERY (2 RANKS) *

`_y  Rank  1 :  Magickc]  regenerates  25% faster.

Requires:  Restoration  3O,  Novice Restoration

)  Rank 2: Magicka  regenerates 50% faster.

Requires:  Restoration 6O,  Recovery  1

A fantastic perk for any mage-after all, who
can  resist having  more Magicka?  It,s also a  fine
choice for nonmages who still want to  use magic
occasionally,  as  il 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 4O,  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.

Requites:  Restoration 6O,  Novice

This perk allows your Wards to absor
the Magicka  from  incoming  spells.  T
if you  use Wards extensively/  as the
Magicka  helps to offset their cost and
to  maintain  them  for longer.

lows you

IO. NECROMAGE

All  spells are  more effective against undead.

Requires:  Restoration  7O,  Regeneration

Necromage  improves all  of your spells,  not  just
Turn  Undead  spells.  Spellswilh  a  duration  last
5Oo/o longer,. spells with a  magnitude are 25%
stronger.  So your Destruction  spells  now do 25o/a
more damage to undead.

1 I. EXPERT RESTORAIION+

Cast Expert-level  Restoration  spells  for  half

Magicka.

Requires:  Restoration  75,  Adept Restoration

l2. AVOID DEATH

Once a day'  heals  250  points automatically if

you  fall  below  1 0o/a  health.
Requires:  Restoration  9O

Effectively an  "extra  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'

1 3. MASTER RESTORA1.lON *

Cast Master-level  Restoration  spells for half
Magicka.

Requires:  Restoration  1 OO,  Expert Restoration

`j    Journe)roan: Aphia  Velolhi,  of Raven  Rock,  Solstheim.

3    Expert: Colette Marence,  instructor at The College of

Winterhold.
)    Expert:  Keeper Carcette,  Keeper of the Vigil,  Hall of the

Vigilant.

?    Master:  Danica  Pure-Spring,  priestess of Kynareth,  in  Whiterun.

EN» other Resources
"`3    For a  list of Restoration  Skill  Books,

and where to look for them,  consult

page  lO9l.
B   You  can  find  a  list of RestorcltiOn  a

the Inventory,  beginning on  page

)   The following  quests can also incr

this  skill:

_)   The College of Winlerhold

Radiant Quests:  Shalidor's  lnsigh

(page 269).
)   Other Factions Quest:  Pantea,s  Flu

(page 415).
*   Daedric Quest:  Discerning  the

Transmundane  (page 384).



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 \^/aterbreathing,  Telekinesis,  and
Paralysis.  Your Alteration  skill  increases when  you  cast a  useful  Alteration  spell  on  a  valid  target.  For example,  you
don,I get credit for casting  Oakflesh  but never entering combat,  casting Waferbreathing  but never entering  the water,
or casting  Detect Life  if no one  is  around.

Conslellalion:  path of Magic

Available Perks:  1 4

ife Available AIIeralion Perks
I. NOVICE ALTERATION *

Cast Novice-level Alteration  spells  for hc]lf
Magicka.

Requires: None

2, AITERATION 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. MAGI 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 GIS  Strong  if not Wearing
armor.

Requires: Alteration  50, Apprentice Alteration

ife Racial Bemefils          ifeTminers
+5 Alteration

')   Argonian

"')    Breton

.)    DarkElf
')    HighElf

)   Redguard

B

"-)  Rank 3:  Protection  spells  like Stoneflesh  are

three limes as strong  if not wearing armor.

Requires: Alteration  7O,  Apprentice AIteration

The Mage Armor  perks significcmtly  increase the
effectiveness of the  FIesh  line of spells  if you're  not
wearing  any armor.  lf 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 RESISIANCE (3 RANKS) iL

`)  Rank  I:  Blocks  10% ofa  spell,s effects.

Requires: Alteration  3O,  Apprentice Alteration

)  Rank 2:  Blocks  2O% of a  spell,s effects.

Requires: Alteration 50,  Apprentice Alteration

_)  Rclnk 3:  BIocks  Coo/a of a  spell,s effects.

Requires: Alteration  70, Apprentice Alteration

These perks clre 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
resistanee.

1O. ADEPT AL;TERATION*

Cast Adept-level Alteration  spells for half
Magicka.

Requires: Alteration  50, Apprentice Alteration

-i    Exper* Dravynea the Stoneweaver,  mage of Kynesgrove,

Eastmarch.

)    Master: Tolfdir,  mage at The College of Winterhold.
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I 1.  SIABILITY

Alteration  spells have greater duration.

Requires: Alteration  70,  Adept Alteration

Stability  increases the duration  of all  Alteration
spells  by 5O%.  At this  point in  the Alteration  tree,

you  may have begun  to experiment with spells like
Paralysis,  where the  longer duration  cc]n  definitely
make a difference.  lf 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.

1 2.  EXPERT ALTERAITION +-

Cast Expert-level  Alteration  spells for  half
Magicka.

Requires: Alteration 75, Adept Alteration

I 3. ATRONACH

Absorb 3O% of the Magicka  of any spells that
hit you.

RequI'reS:  Alteration  1 0O,  Expert AIteration

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

I4. MASTER AITERAIION+

Cast McISter-level Alteration  spells for half
Magicka.

Requires: Alteration  1 00,  Expert Alteration

ffi,?* other Resources
9    For a  listofAlteration  Skill  Books,  and

where to look for them,  consult page  lO91

)   You  can  find a  lisrofAlteration  spells  in  the

Inventory,  beginning  on  page  1 31.

)   The following quests can also  increase

this  skill:

"-)   The College of Winterhold  Quests:

Radiant Quests:  Shalidor,s  lnsights

(page 269).
")   Other Factions Quest..  Pantea's  Flute

(page 415).
)    Daedric  Quest:  Discerning  the

Transmundane  (page 384).
i   Miscellaneous  Objectives:  Eastmarch

Hold:  Salt for the StonewecIVer*

(page 493).
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Enchanting allows you to enchant your own  magic armor.  Your Enchanting  ski
increases whenever you enchant or disenchanl an item  (based on the value of the e
and when you recharge an enchanted item.

While initially more clifficult to level  than  Smithing  or Alchemy'  Enchanting  is espe=ially

powerful  in allowing you to  maximize your potential with the right combination of
enchantments.  lf you  plan  fo explore  Enchanting  later  in  your aclventure,  it's worth  disenchanting
the magic  items you  fincl 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
weapons and armor lo work with.  See the Crafling section  (page 70)  for more details.

ire Avqi]oble Enchqnrin9 Perks
1-5. ENCHANTER (5 RANKS)*
/)  Rank  I:  New enchantments are 20% stronger.

Requires: None

cy  Rank 2:  New enchantments are 40% stronger.

Requires:  Enchanting  2O,  Enchanter  1

)  Rank 3: New enchantments are 60% stronger.

Requires:  Enchanting  4O,  Enchanter  2

`)  Rank 4:  New enchantments are  80% stronger.

Requires:  Enchanting  6O,  Enchanter 3

-+  Rank 5:  New enchantments are  1 Coo/o

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 +2Oo/a 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.

ln  ac]clition,

Neloth of Tel Mithryn

(in  Solstheim)  has
constructed a Staff Enchanter,.
augmenting staffs at this
crafring station also increases

your  Enc.hanting  skill.

Constelidlion:  Path of Magic

Available Perks:  1 3

6. SOUL SQUEEZER

Soul Gems provide 250 extra energy for
recharging  items.

Requires:  Enchanting  2O,  Enchanter  1

7.  FIRE ENCHANTER

Fire enchantments on weapons and armor are
25o/a stronger.

Requires:  Enchanting  3O,  Enchanter  1

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

8.  FROST ENCHANTER

Frost enchantments on weapons and armor are
25o/a stronger.

Requires:  Enchanting 40, Fire  Enchanter

9. SOUL SIPHON

Death  blows to creatures  but not
5% of the victim,s  soul,  rechargin

Requires:  Enchanting  4O,  Soul  Sc

1 a.  lNSICHTFUL ENCHANTER

Skill  enchantments on  armor are  25% stronger.

Requires:  Enchanting  50,  Enchanter  1

1 1. STORM ENCHANTER

Shock enchantments on weapons and  armor
are 25o/a stronger.

Requires:  Enchanting  5O,  Frost Enchanter

1 2. CORPUS ENCHANTER

Health,  Magicka,  and Stamina enchantments
on armor are 25o/a stronger.

Requires:  Enchanting  7O,  lnsightful  Enchanter

13.  EXTRA EFFECTW

Can  put two enchantments on the same item.

Requires:  Enchanting   I 00,  Storm Enchanter OR
Corpus  Enchanter

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

power level I

Other Resou«es
ert: Sergius Turrianus,  instructor at The College of

:a    McISter: Hamal,  priestess of Dibella,  in  Markarth.

+    Master:  Neloth,  enchanter of Tel  Mithryn,  Solstheim.

l_3    For a  list of  Enchanting  Skill  Books,  and

where to look for them, consJt page  lO91.

(D   You can find a  listofWeapon and Armor

Enchantments  in the  Inventory/  beginning  on

page  151.

"_,)   The following  quests can also increase
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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
"Battlemage,''  "Berserker,"  or  "Assassin,"  but

these  labels 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

While these

are a  good  place to start.

Archetypes have been tuned fo

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.

ffi» character Archetype Legend
Title: The style of play the character primarily
exhibits.

Race: The character,s  race,.  picked to
accentuate the  play style.

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

Srdlisfic Focus:  How lo distribute the  Health,
Magicka,  and  Stamincl  bonuses you  receive
when  leveling  up.

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

possible.

Secondclry 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 suited  (e,g.,  melee,  spells,
bow and arrows).

Armor: The type of outfits and/or armor you
should seek out or craft.

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

Archetype Advice: Useful  tips and  plallS for

progression  as you explore Skyrim`

Tr.a  £icke_- Sc=|`.js  `t,
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ARCHETYPE ADVICE:

",vA,)  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,I 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 offa  few shots from  range
before  switching  back to  a  weapon  and  shield  for melee combat  (switch  using  Favorites).

;A;  Hold  the attention  of your foes.  lf enemies  begin  to  target your  Follower,  take them  down  quickly so

your  Follower can  return  to their own  attacks.

()  Don,I  hesitate to  fall  back  if you  feel  like you,re getting  overwhelmed  or  if enemies  begin  to flank you.

A doorway or narrow hall won,I leave you  much  room to  maneuver,  but it will ensure you only have
to address one enemy ata  time.

(:)  lf you  find yourself surrounded,  invoke your  Battle Cry to  scatter your foes and give yourself a  few

seconds to recover and  reposition.

t`,,  McISler 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,I 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.

(v`)  lf 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.  lf 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.

Race:  Nord

Gender: Male

Srdtistic Focus:
Health  60o/a,
Stamina 4Oo/a

Primary Skills:
One-Handed,
Block

Secondclry 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.

ife The Mqge
Rote:  High  Elf

Gender:  Female

Stolistic Focus:
Magicka  8O%,
Health  20o/a

Primary SkiIIs:
Destruction,

Coniuration

Secondclry
Skills:  Illusion,

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.

ARCHETYPE ADVICE:

",.:)  As  a  High  Elf 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  to  use something  else,  and  switch  back to  it when you,re done.

"t.,  Prepare  for each  battle  by summoning  a  creature,  then  start the fight with  your best Destruction  spell

from  range.

(,`  ln  combat,  expect to spend  most of your time casting  Destruction  and  Restoration  spells.

(,`  Learn  what each  type of Destruction  spell  is  best at 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  'ln  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.  lf 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).

(:)  lf 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 retr'eat to  put some distance between yourself and your foes so you  have
time  to  finish  one  more  spell.

:,t  Because of your  low  health  and  ever-increasing  need  for Magicka,  you,II  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.

(t,  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  MACE
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Race: Wood  Elf

Gender: Male

Statistic Focus:
Health  80o/o/
Stamina  2Oo/a

Primary Skills:
Archery,  Sneak

Secondary Skills:
Light Armor,

Block

Stone Ability: Thief Stone

Essenlicll 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,
takeJenassa  or Faendal.  For a  sturdier
companion,  try a warrior like Vorstag  or
Argis.

ARCHETYPE ADVICE:

::)  As a  Wood  Elf, you  excel  at stealth  archery,  with  bonuses  in  all  your critical  skills.

I/`)  lf 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.
l-;   Always take Overdraw whenever your skill  allows  it.  A 2O% damage  bonus per shot is  just too

good to pass up.
I,?   want more  help  lining  up your shots?  Take  Eagle  Eye and  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-
".,v,)  Take  Light Armor to  gain  some  protection  without sacrificing  your ability to  Sneak  effectively.  lt also

won,I hamper your mobility as  much,  allowing you  to dodge or back away as you  continue to fire at
an  especially persistent foe.

\?  Block  is a  good  choice for another skill.  While you  can,I take  advantage of its  shield-specific  perks,

power Bash  and  Disarming  Bash work iust as well with a  bow and give you  an opening to  make one
last shot at point-blank  range.

()  star bonuses are less  important for your character than  most,  since many of your foes will  never make
il to  melee  range.  A  high  Health  never  hurts,  buttake a  little  Stamina  as well  to ensure you  can  bash
when you  really need  lo.

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

on  them.  lf 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.
(v\)  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.

ife The Berserker
Race: Orc

Gender: Male

Srdlistic Focus:
Health 50o/o,
Stamina  50o/o

Primary Skills:
Two-Handed,
Heavy Armor

Secondary Skills:
Smithing,  Block

Stone Ability:  Lord  Stone

Essential Perks:

Barbarian

Champion,s Stance

Juggernaut

WelI-Fitted

Tower of Strength

Power Bash

Weapons: Two-handed weapon, the
strongest you can find

Armor: Heavy armor,  for added defense

Follower:  Find a  rhelee  Follower who can
wade  into combat at your side:  Slenvar
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.

ARCHETYPE ADVICE:

I,`:)  As an  Orc,  you  have  solid  skill  bonuses  and  use of the deadly Berserk  power.

",`:)  Charge  into combat and  hit  harc].  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  lake

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.

",),  lf you  do find  yourself surrounded,  invoke your  Berserk  power to  increase your damclge  resistance and

gain the damage bonus you  need to carve a  path through your foes.
i,;.  This  is  not a  traditional  berserker:  Instead  of hides and  war paint,  outfit 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 parryl.ng  an attack with your weapon counts as cl 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.
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ife The SpeIIsword
RcICe:  Dark  Elf

Gender:  Female

Srdtislic Focus:
Health 40o/o,
Magicka  3Oo/a,
Stamina  Coo/o

Primary Skills:
One-Handed,
Destruction

Secondary Skills:
Light Armor,  Illusion

Stone Ability:  Lover Stone

Essential Perks:

Armsman

Fighting  Stance

Destruction  Rclnk  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:  lf you want a  friend  to absorb
damage,  find  a  warrior  like  Lydia  or
Vorstag.  For a  more  ranged  support,  take
Jenassa or Marcurio.

ARCHETYPE ADVICE:

()  As a  Dark  Elf,  you  may have to work a  little  harder fo  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.

f3.,  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.

"J   Early on,  spray flames or sparks with one  hand while you  hack away with your weapon; you,Il

be  surprised at how quickly your enemies fall.

(-J   As time goes 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).

\,i.  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,  lronflesh,  etc.)  for an  armor boost against hard-hitting
warriors.  Both  will  supplement your defenses without slowing  you  down.

I,;  Try to  balance your One-Handed  and  Destruction  skills.  lf either falls too  far  behind,  you  may  not be

able  to  rely on  itwhen you  need  it most.
",:)  Don,I neglect Light Armor perks,  either.  Without a  shield  or the ability to  block,  you,re  reliant on  your

armor and  spells  for protection.

(.,)  Illusion  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.

",,A,,  Since your skills are  so wide-ranging/  the  Lovers  Stone  is a  good  choice to  help all  of them  advance

quickly.  lf you  notice any of them  starting  to fall  behind,  switch  to a  more  specific  stone  (Warrior,
Mage,  or Thief)  to balance them out again.

ife The Necromuncer
Race:  Breton

Gender: Male

Stolislic Focus:
Magicka  70%,
Health  30o/o

Primary Skills:
Coniuralion,
Illusion

Secondary
Skills: Alteration,

Restoration

Stone Ability:  Ritual  Stone

Essential Perks:

Spellcasting  Rank perks

Coniuration  Dual  Casting

Necromancy

Dark Souls

Mystic  Binding

Mage Armor

Weapons: Spells,  bound weapons

Armor: Mage  robes.  AIways 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-dclmage
Follower to create corpses you  can
resurrect.  Stenvar or Ahtar are good
choices.

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,  lronflesh,  etc,).  Early on,  this  is

expensive-you  may want to wait a few seconds lo let your Magicka recover-but it becomes less of
an  issue as your Magicka  improves.

t;  Necromancy has one major drawback:  you  need fresh corpses lo resurrect.  When you approach a
fight,  quickly size up your options and decide  how to proceed:

i:)   lf there are  any dead  bodies  lying  around,  exploit them!  Raise the corpse,  and  your  new

zombie will charge  in ahead  of you.

(^J   Against a  group  of foes,  try an  Illusion  spell  like  Frenzy.  One  enemy  mcly Well  kill  another,

giving  you  fresh  zombie  material.
r,.,   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.

",:,.,  Wth  only your  Flesh  spells to  protect you,  you're susceptible to damage  in  melee combat.  lf an  enemy

rushes you,  use  Illusion  spells  like  Fear or Calm  to stop their attack and  escape,  or conjure a  bound
weapon  lo 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.

",''.,.  lf a  battle  is  taking  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.

t^j  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.
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ife The Assassin
Race:  Khaiiit

Gender:  Female

Statistic  Focus:
Health  60o/a,
Magicka  2Oo/a,
Stamina  20o/a

Primary
Skills:  Sneak,
One-Handed

Secondary Skills:
Alchemy'  Pickpocket

Stone Ability.. Shadow Stone

Essential Perks:

Stealth                                 Armsman

Backstab                              Dual  Flurry

Assassin's  Blade            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 waitat
a  distance  in case you  need the backup.
Stealth  is tricky enough  without having  to
worry about a  Follower.

ARCHETYPE ADVieE:
".:,  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.  lf 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.

i?,  ln  crypts  and  catacombs,  your  high  Sneak skill  may allow you  to  slip  past the  Draugr without

disturbing  their  rest.  But don,I  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  mostcritical  skill.  At early  levels,  it  may  be  difficultto  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.

`/:`,I  As an  Assassin,  you  need  a  fast,  powerful  offense to cut down your foes  before they can  retaliate.

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,I forget to  add  both  potions and  poisons  to

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  racial  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 day.  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.

neife The  BqTIlemqge
Race:  Imperial

Gender: Male

Srdtislic  Focus:
Magicka 60%,
Health 4Oo/a

Primary Skills:
Destruction,

Restoration

Secondary Skills:
Illusion,  Heavy

Armor

Stone Ability: Apprentice Stone

Essential Perks:

Spellcasting  Rank  Perks

Illusion  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.

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  to any combat situation:

:-J    use  Destruction  spells  to  blast foes  from

:adnisst::tcceh, toorapall:1ecmai:,spwelletroe fnOiUsh
them  off.

"`    Use  Restoration  spells  to  sustain  yourself

or  strengthen  your  allies.
i   Use Wards to  protect yourself from

mages,  while countering  their elemental
mclgiC  With  your own.

",    Use  Illusion  spells  to  weaken  and  disrupt

groups of foes at range.
"-.,    Dabble  in  Coniuration  to  summon  allies

or  raise the dead,  or try Alteration  for an
even  stronger 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.
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"?   Take  Restoration's  line  of Recovery

perks,  which  increase your  regeneration
rate.

"l-.I   Draw on  the Apprentice  Stone,s  power

to  increase your Magicka-regeneration
rate,  and  offset the lower magic
resistance with other items or \^/ards.

(-,,   Keep  staffs,  scrolls,  or a  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.

Illusion  spells  allow you  to disrupt larger groups

of foes  and  fortify your companions  in  battle.
"`  Heavy Armor  is whc]t 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,I  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  a  higher starling  Magicka  and  the
benefit of their  racial  Highborn  ability
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seS The Weaponmasler
Rclce:  Redguard

Gender:  Female

Stolistic  Focus:
Health  60o/o,
Stamina 40o/a

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.

ARCHETYPE ADVICE:

(,j.  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.

c)   ln  some cases,  you  may  be  better off rushing  your foes to engage them  as  quickly GIS  POSSible,

before they can  ready their defenses.
(,   At other times,  you  may wantto find  a  defensible  position  (such  as a  doorway or  higher

ground)  and  letyour enemies come to you.  use a  bow to draw your foes to you,  then
switch  back to 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.  lf you  decide to take  Heavy Armor,s Conditioning  perk,  switch  to  the  Lord  or  Lady Stones  for
more active combat bonuses.

i:)  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.

Race:  Argonian

Gender:  Female

Stolislic  Focus:
Health 4Oo/a,
Magicka 4Oo/o,
Stamina  2Oo/a

Primary Skills:
Sneak,  Illusion

Secondary
Skills: Archery,

One-Handed

Stone Ability: Serpent Stone

Essential Perks:

Stealth

Illusion  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.

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.

",3,  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 at your disposal:

:-/   Cast Invisibility and  Muffle and  sneak  past your foes  undetected.
-,   Cast Frenzy or  Fear to disrupt and  disorient them.

c-,   Fire a well-plcICed  arrow tO Catch  a  foe,S attention  and  lure them  into a  trap.

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

.   Creep closer and  backstab for maximum damage.

(,`)  Once combat begins,  don,I hesitate to attack with  bow or blade.  lf you want to take on  a foe directly,

draw a second weapon to deal even  more damage.
:,A,)  lf you  feel  yourself getting  overwhelmed,  pull  out an  ace:

c,,   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  quaffa  potion  or  make  a

tactical  retreat.

i,   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 cl few seconds to 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,  Illusion  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.
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This section explores the vast array of actions and activities you
can  perform  in  Skyrim.  We provide advice on  how lo 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 Crafring  systems.

"  ife Leveling Adyice
iiactically level  up ciuring
a particularly frightening

combat, as she)wn.

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 whatyou 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,I make
your character any stronger or more effective.

Use whclt you improve: When  selecting  perks,  be sure you,re  ready fo take
full advantage of them.  For example,  don,t purchase Adept-level Magic

perks  until you  have Adept-level  spells to cast.  Don,I take  Enchanting  perks
unless you,re planning  on  enchanting  something  in  the  immediate future.

Polience and perks: lf 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!
Toclical leveling:  Leveling  up fully  restores your  Health,  Magicka,  and
Stamina.  This  can  litercllly 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.

By now, you  should  have skills that aid you  in dispatching enemies through  melee,  ranged, or magical attacks,  This section offers
combat potential  no matter how you  decide to fight your foes.

ire General Adyice
Don,i overlook your

Shouts or powers; they
can win  the  fight For yowl.

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.  lf you sprint into
battle  (using  Stamina),  recast your spells  right before  heading  into battle

(Magicka),  or push on after a  difficult battle 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.

emember your Shouts and powers: While most of your cmention will
e on the weapons,  spells,  or shield  in your hands,  remember that you

ird option at your disposal.  Shouts and  powers are among your
stating abilities:  They don,I cost anything to use,  and they can

tically turn  the tide of battle in your favor. Make sure to Favorite
nd always know which one you  have equipped.  Then call on them

vcr you  need  some additional offensive firepower

umable consumption:  Do you find yourself struggling against a
ticulclrly troublesome Set Of foes? Then  stop/  rummage around  in your

nventory,  and  see  if you  have cln  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!

l,  w  4~4wM~,

Trc  Side,~Sc.r=/I:±  '','

sJ-irTTP-RT-M

Acfre effects: lt,s easy to forget about the Brain Rot yo
hours ago or not to notice when a blessing or buff has worn

Effects  list in  the Magic  menu  periodically fo ensure you  know
ing or enhancing you.

he Favorites menu: This me" allows you to quickly switch  between
spells,  and  it pauses time when you open  it, without

ur view. This gives you a  moment to consider your next move.

Sove eclrly, 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_looking  tomb.

TuniIlg in the difficult)a The System  = Settings = Gameplay 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
atime.

ife Melee Combat
To maximize your potential  in  melee combat,  choose a weapon you  like,
loam  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?  lf 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.



The rhythm of combak Once you/\
style,  practice your fcICtiCS.  Remem

a regular attack, a power attack (holcling
slower but more damaging strikej, a black

ncl your opponent have
ack button down for a

ing your shield or weapon
to deflect an enemy blow),  and a bash  (hitting your foe with a shield or
the flat of cI Weapon).  Try to get a feel  for how long  it rakes you to perform
these actions with your chosen weapon and how long it idkes for your
enemies to do the sclme.  As your sense of timing  improves, you can  better
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.

Lightning)  are  ideal  if you  plan  fo engage in close combat-even  if you,re

primarily a warrior with  little  interest in  magic.  These spells allow you  lo
clamage 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.

ife Ranged (ombat
A Dragon c]ffclck:  lf you

focus a)nly a)n melee
cambai, your options
against dragons clre

limtfed,

Whether you,re an
accomplished archer or
leclrning  how fo fire an
arrow for the first time,
it's always worth keeping
rangecl combat in  mind.

osually gives you enough time to fire off one  more shot or to sprint away
while your enemy recovers so you can  line up clnd fire again.

Perks of power: Archery perks have a significant effect on your ranged
combat repertoire, gMng 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,I be
reached by melee weapons.  On these occasions,  a bow and arrow is
imperative,  unless you  have a  ranged spell.

ife {ombul Ta{Iics
®et the gear: Be sure you,re searching for the correct gear.  lf you  plan
to focus on archery,  ducll-Wielding,  Or another aggressive combat Style,
then  offense is your best defense:  Look for enchanted weapons and armor
that increase your damagedealing  potential.  lt 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,I strike for maximum damage,  the

poison  will.

Speed and sidestepping: Use speed to your advantage.  When we
light armor or robes, you're  more agile than  most of your opp
allows you to sidestep their power attacks  (and  then counter)
away if you need some space to recover and regroup.

Stoggeri
with  a flu
look for oth

Hempts: A staggered  enemy is much easier to cut
I attacks.  Power attacks and  bashes stagger most

ects that can achieve this,  too,  such as the UnreI

i5e  &g#eeift'.

There'a something
satisfying

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:  ln  Skyrim,
ting.  Any warrior can

cloak,  and thieves can
if you don,I plcln  tO

Rank perks: Each
Apprentice, Adept,  Expert,

ost of spells from that
ively use spells  from  that
mags.

nsive Spells
ow your area of effect: Many spells
ile you can,I be hurt by your own

care lo ovo'lcl any  uninlencled
if your only Follower is a  summoned
element at will,  since they're immune to th

donl have to be a
+efit from  a conjured  ally,  healinS.
especially appreciate the benefits.
us on magic,  look for spells that can.

I of magic has a series of "Rank't
i

and Master) that dramatically                      i
I. These perks are critical to ysur

hool and should be a top priority1lOgeanythinginaWidearea.

s, your Followers can be,  so use
i

DnSequenCeS.  On the other hand,
loch,  use spells that match their
em.
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Setyour owm 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  hcIIl you  can  retreat past ifcombatgoes  poorly.  ln  a  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 toughness of a  Frost Atronach? When  raising
a  zombie from  those you've  recently slain,  pick someone you  hcIVen'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
"oAlteration  line  of Flesh  spells  offer defensive options  for spellcasters.  Wards

require concentration  (lying  up a  hand)  and  have a per-second cost,  but they
are  more effective against spells.  Flesh  spells  have  a  higher  initial  cost but
don,I 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 readywith healing: There are a variety of healing  spells to choose
from;  some  heal  cl  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 sifualions: Delving  into a  Draugr crypt? Then

pick up cl Turn  Undead  or Detect Dead  spell.  Exploring  a  shipwreck?  Then
grclb Walerbreathing to make your diving  stress_free.  Whatever your need,
you can  probably find a  spell to make your exploration easier or more
entertaining.

ife stealth-Bqsed (ombql

A stab in the dark (ancl the back):  Steaifhy adventurers seek to slcly any foe with
a swift aftclck their enemies never see coming.

Those who  lurk in the shadows,  hoping  to sneak past enemies or a  guard
undetected, would do well  fo heed  the following advice:

Gain the right perspective: lt,s dramatically easier to Sneak using third_

person view,  since you can  see patrolling  enemies more easily than  in
firsl_person.

tny 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
trauching)  is  imperative.

ek magical aid: Invisibility and Muffle conceal you  from your enemies
sight ancl  hearing,  making  it much  easier to  sneak  by unnoticed.  Learn

spells,  collect lnyisibility potions,  and  look for Muffleenchanted gear

prove your chances of a  successful  stealth experience. Then give the
augmentations  lo your  Followers.  Otherwise,  lurk alone.

`      46~

The  9,Ida..£C-CL:i  +

s-iri7__RT_in

Draw out your foes: Enemies leave their posts lo  investigate souncls, such
as an arrow impact.  Place your shot carefully/  and you can draw them
out into the open, giving you a chance to perfc- a Sneak attack, fire a
second  arrow (this one into the enemy himselfj,  or slip  by undetected.

Lure foes into traps: For an even  more devious twist, shoot an arrow near
a trap'  and  the enemy that goes to investigate may blunder into it
it off.  Combine this with  a well-placed  Rune Trap spell to create
kill  zones!

ne* choosing Favorites
The  Favorites  System  means  less  time spent rummaging  through  your
inventory and  more time spent in  battle.  lt 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/  il also  helps you  fight more effectively:

you won't hesitate to change your gearwhen you can do so  in  a  matterof
seconds.

Higr        The  Fesv®yites  ms"  ffi!so  ffil!®ws  y©u  i®  h©tl¬ey  t!1©  it©m5  yeti  usS©

!m®st  frequeift!y.  (e!ie®ie  plevy¢i,s  ¬Elne  Press  kef?  ®r  ffiigbei  i¢  iS!g

evra  i3em;.  P¬  pieryers  E«fi  grreSS  en  raurmleer  « -8!.  Tiiece  press  iifeesf  busFfsra  ill

gffme  tee  RISe  ¢F SVfiifh  i®  thee"ism  iflStesmiiy!

Here  is some additional  advice on  selecting the most effective  Favorites:

Melee comba* Keep your weapon (or weapons) of choice in your
Favorites  menu.  lf you  use a one-handed weapon,  tog a shield
lf you  have enchanted weapons that you only use occasionally
as weapoflS With Soul Trap or Paralyze enchantments),  those
choices as well.

angel combdr: Always keep a bow in your Favorites
ay need to fall back an  it when  battling dragons.  lf you're primari

Archery, you may want to Favorite specific types of
-your weakest for dispatching standard enemies and your best for

r a  pclrticularly dangerous boss.

: Tag your favorite offensive and defensiye spells,  including

your best Healing  spell.  Warriors  should  tag  a  Cloak spell to  mclke 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,I forget to add Shouts and powers to your
Favorites list!  Your Racial  power and Standing  Stone power are both
essential.  Also lag  the Shouts you  use  most frequently.

Armorand outfits: Depending  on your play style, you  may find  it helpful
to  Favorite armor or sets of clothing  as well.  Thieves  in  particular  may fincl
it useful  to  Favorite a  set of armor or clothing  to  use when  sneaking  and
another to switch  back to  if you're discovered!

Items: 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 lo do the same with  stamina  potions
and  mages with MagickcI  POtiOnS.

Activities:  Don't forget to  Favorite  items depending  on your current activity.
lf 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.

Tt,,-J.,lNiNr# P+i,RT 2:  COMBAT,  DEVELOPMENT,  AND GRAFTING
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The Nords have long  practiced a  unique,  spiritual form of magic  known as "the \^ley of the Voice:I  Nords consider themselves fo be the children of the sky,
their breath and voice clre their Vital essence. Through the use of the Voice,  this power can  be artilculated  into a Thu,um, or Shout.  Use Shouts fo sharpen  bla
strike enemies at a distance,  or command time fo stand still.  Masters of the Voice are known as Tiongues, and their power is legendary. The most powerful
I;ongues camof speak without causing destruction and must remain gagged at all times,  communicating through  sign language and the scribing of runes.

RE The Rule of Thu,um
A Shout is the utterance of one or more \^/ords 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 \^/alls 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,I 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 retum
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 clfter learning  and  unlocking  Only its first Word,  but
each  addition allows you to invoke a  more powerful version of

I  three Words for five Shouts? Then you'll need to slay
nd  absorb the souls of  15  dragons  to fully unlock them  all.  That's a  tall

order,  so consider carefully which Shouts you  really neecl,  and  spend your
Dragon Souls wisely.  For example,  the Aura Whisper Shout (which tracks
a  foe,s  movement)  is greclt for Gin  CISSaSSin  but  iS  less  useful  for a  berSerker

who simply charges info 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 clgain.

Figr         if  y®as  alem'i  ifeffive  (©i.  htiv©n't  us!ei©¬kedi  oil  three  W®rdis,  RE©!alimg

the  !3evat©n  usSeS  fhe  StrCngeSi  Sit®ev9  yese/ve  unl¢¬k©di9

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.

Weclk Shout:  Bellow  ,,Fo!"  by tapping  the Shout button.

Medium Shout:  Bellow  "Fo,  Krclh!"  by  briefly  holding  the Shout button,
then  releasing  it.

Strong Shout:  Bellow  ,,Fo,  Krah,  Diin!,,  by holding  the Shout button.

ife words lo Live By

Some Word Walls are set
in  Skyrim's exterior,  such

cls this Wall at shearpoint.

But mast Word Walls clre hidden in long-forgchen clungeons,  such as the wall
in  Labyrinthian.

COMBAT IMPROVEMENT      SHOUTS AND OTHER  POWERS
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But most are lcamed during or after your time in other realms or during specific

quests, such as this dragon summon in the Soul Calm. II-
-tii    ®   I.I,ll."I..lll"   lll    ll"I"I"ll"""lll    "I

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 c]nd  tips  on  using  each  Shout.  A complete
table of shouts with  detailed  statistics appears at the end  of this  section.

Animal  Allegiance     +  i

Words of Power: Raa
Tah  ,,Pack)

Word WcllI Location

Animal),  Mir  (Allegiance),

Angarvunde (the Rift):  Dungeon Quest:  Medresi  Dran and the
dering Dead

nt,s Ascent (Falkreath  Hold): This  is a  dragon  lair.

mor'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 c;efense.

Notes: This  Shout "charms"  Gill  nearby animals,  Who fight for you  for a
short time.  you can attack them without breaking  this effect,  so its easy I
kill  them  before the Shout wears off.  Note that this Shout do
summoned  Great"res  (like  Familiars)  or creatures already
of someone els,.  ,  Eke animals controlled  by Spriggclns).

Aura Whisper ,
Vfords of Power:  Laos  (Lifel,  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 clragon

priest,s  lair.

Volunruud  (the  Pu!e):  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
forcesofal  `    mdall.

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 thc't would cause enemies to detect you.  Great for
thieves,  ar._   -,rs,  and  assassins!

I Power: Mid  (Loyal),  Vur (Valor),  Shaan  (Inspire)

locofions: Vahlok's Tomb  (Solslheim):  Only
e during  Solstheim  Side Quest:  Lost Legacy.

Thu'um enchants your nearby allies, weapons, allowing

is  Shout increases the attack  speed  of your allies,  including
rs and summoned  creatures.  The second and third words  increase

tency/  allowing your companions to attack up to 70o/a faster- and thus
to 7Oo/. more damage for its duration. A great choice  if you find

yourself with several  followers,  or ally with a  highrdamuge  melee follower.

Trle  e:({d.ef £crclls  `/
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Bend  Will

Words of Power: Col  (Stone/Earth),  Hah  (Mind),  Dov

(Dragon)

Word Wclll 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 alwclys 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  1 08  for more  information.

(all  Dragon   \

Words of Power: Od  (Snow), Ah  (Hunter), Viing  (Wing)

Word Wclll Locations:

None.  You  learn this Shout cluring Main Quest: The

Descripfiorl: Odahviing!  Hear my Voice and co

n  (Herol,

Wall Locations:

Kaal  (Champion),  Zcor

None.  You  leam this Shout at the end of the main quest.

Description: The valiant of Sovngarde hear your Voice, and  journey
beyond  space and time 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,

a few Shouts.

un,  Kaal"  summons  Felldir the Old,  who wields a grealsword and  has a
mber of damaging  Shouts.

un,  Kaal,  Zoor''  summons Hakon  One-Eye, who wields a  battleax and
sea  melee  Shouts.

(leor 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 cleclrS the Weather and  disperses fog/  and  it dispels poison gas
traps.
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Words of Power: Yen  (Wind),
Nos  (Strike)

Word Wall loccltiOnS:

Gaar (Unleash/Re

Benkongerike  (Solstheim)

White  Ridge Barrow  (Solstheim)

Kolbiorn  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 pclin
caused and  range  increases as you  learn the \^/ords. 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  Pclle)

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 clisarmed.

Dismlying ShouL
Words of Power:  Faas  (Fear),  Ru  (Run),   Maar (Terror)

Word Wall Locations:

Dead Crone Rock (the Reach):  Daedric Quest:  Pieces of
the  Past

Labyrinthian  (Hiaalmarch):  ln  Shalidor,s McIZe

Lost Tongue Overlook  (the Rift):  This  is a  dragon  lair.

Deslcripfion: And the weak shall fear the Thu,um,  and 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 c]t
the  sncl  of this section  for details.

Drogonrend
Wol.ds of Power: Joor (Mortal

WoI.d Wall Locofions:

Zak  (Finite),  Frul  (Temporary)

N()ne'  You  learn this shout during  Mclin Quest:  AIduin,s  Bane.

Desl:riplion: 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 lo face them  in  melee combat.

ice. minvitqlity¢    6 ,
Words of Power: Gaan  (Stamina),  Lah  (Magicka),  Haas

(He(]llh)

Wold Wall locations:

Arcwind  Point  (the  Rift)

Dimhollow Crypt (the  Pale)

The Frozen  lake  (Forgolt
Wclll.

Des(:ription: Coax both  ma

vale): This is a  large rock,  rather than a Word

al and  mortal energies from your hapless
opponent.
Notes: This Shout absorbs Stamina,  then Mclgicka and  Stamina,  then
finally Health, Magicka,  anc]  Stamina from a  foe or character yo
it (5 points per second,  for 3O seconds).  You  learn this Shout
a time via Word Walls,  in the usual  manner.  ll allows you to a
energies from foes to endure a  long combat ancl  lessen your dependency
on  healing  magic and  potions, while at the same
consliderably.

g your foe

locdions:
Raven  Rock Mi
Descent

Temple of (Solstheim):  During  Drclgonborn Main  Quest:
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 drclgOn,
delivering  colossal  blows and  possessing an armored  hide and  more

powerful Shouts.
Notes: You are bound  in ethereal armor for COO seconds,  and once

you learn two or three Words, an Anciem Dragonborn appears by you
when your Health  is reduced to  half or lower.  Your Armor Rating  (+25)
and  Power Attacks are increased  (+25%), and at two Words,  +25o/o Fire
and  Frost Resistance  is available,  as well  as an  increased  Armor  Rating

(+1 0O).  The third Word reduces your Shout regeneration time  by 20o/o.
You  may use this powerful Thu,um only once per day.

Elemental  Fury A  ,

Words of Power: Su  (Air), Grah  (Battle),  Dun  (Grace)

Word Wall Locolions:

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 30-70o/o.  Time it well,  and you can do some serious damage.

Fire  Breath   ,  ,

Words of Power: Yol  (Fire),  Toor  (Inferno),  ShuI  (Sun)

Word Wall Locolions:

Dustmanls Cairn  (Whiterun  Hold):  The Companions
Q|lest:  Provin

World.

rge  (Falkreath  Hold)

ld  (Whiterun  Hold):  Main  Quest: The Throat of the

Descripfl.on: Inhale air,  exhale flame,  clnd behold the Thu,um as  infemo.

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 Bretlth

Words of Power:  Fo  (Frost),  Krah  (Cold),  Diin  (Freeze)

Word Wall Locolions:

Bonestrewn  Crest  (Easlmarch):  This  is a  dragon  lair.

Folgunthur  (Hjaalmarch):  Side Quest:  Forbidden  Legencl

Skyborn Afar  (Hiaalmarch):  This  is a  dragon  lair.

ur breath  is winter, you Thu,um a  blizzard.

Notes: Fr Oath does about the same damage over time as Fire Brea
but slows your enemies  instead of setting  them on fire.  lf your foes are
more susceptible to frost than flame  (such as Fire Atronachs),  or if you can

of the slowing  effect,  this  is c]  good choice.

I Power:  liz  (lee),  Slen  (Flesh),  Nus  (Statue)

mere

L,ocorions:

Crypt  (the  Pale):  Dungeon  Quest:  The  Pale Lady

Mount Anthor  (Winterhold  Hold):  This  is a  dragon  lair.

Saarlhal  (Winterhold  Hold):  College of Winterhold Quest:  Under
Saarthcll;  Side  Quest:  Forbidden  Legend

Description.. Your Thu,um freezes an opponent solid.

SHOUTS AND OTHER  POWERS

-rfBA!NiREfz                         THE  !NVENTORY                         THE  BESTIARY
ffiuESTS                        ATLAS  OF  SKYR!M                        APPENDIC:ES  AND  INDEX



Notes: This Shout takes the form  of a 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.  lf an  enemy encased  in
ice  is struck  by cln  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
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
offlee.

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.

Marked for Death
Words of Power:  Krii  (Kill),  Lun  (Leech),  Aus  (Suffer)

Word Wall Locolions:

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.

SlowTime     `\

Words of Power: Tiid  (Time),  Klo  (Sand),  ul  (Eternity)

Word WclII Locations:

Hag,s  End  (the  Reach):  Dark Brotherhood  Radiant Quest:
The  Feeble  Fortune

Korvaniund  (The  Pale):  Civil War Quest:  TheJagged  Crown

Labyrinthian  (Hiaalmarch):  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 useful!

© soul Tear
Words of Power:  Rii  (Essence),  Vaaz  (Tear),  Zol  (Zombie)

Word Wall Locofions:  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  solJIS,

commanding  the will  of the  fallen.

Notes:  Does 300 damage,  soul-traps your target, and  reanimates slain
foes  for 60 seconds.  A truly devastating  Shout,  and  one that ccln  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

yellitlg  "Rii  vaaz!''  may get you  funny looks  but no devastating  combat
victories.

Tr\    i   `i|l.`i.l..`.:`      I
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Storm (all

Words of Power: Strun  (Storm),  Bah  (Wrath), Qo  (Lightning)

Word Wall Locations:

Forelhost  (the  Rift):  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.  lt,s fantastic against dragons,
but be careful-the  lightning  can  and  will  kill  civilians and  your  Followers.

ice summon Dumehviir
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.  I  summon you  in  my lime 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,I break the
bonds  holding  the dragon  in  the Soul  Cairn.  ln  addition  to  summoning  a

powerful  dragon fo 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 Voi(e

Words of Power: Zul  (Voice),  Mey (Fool),  Gut (Far)

Word Wall Locafl'ons:

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
into  seeking  it out.

Notes: This Shout produces  no sound al your location,  instead

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
hcIZardS.  This  is  immensely useful when  sneaking.  Throw Voice  is  unique  in

that its VI/ord Wall teaches you all three Words of the Shout.

Unrelenting  For(e

ower:  Fus  (Force),  Ro  (Balance),  DOH  (Push)

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 Wclll Locc]tions:

Dead  Men,s  Respite  (Hiaalmarch):  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.

Descriph'on: 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 Shoutimg ruble

The following table provides a  summary of all  the shouts and their effects:

Command  Animal,  Medium  Radius,

Detect  Li[e  a  Undeod,  10s

Detect  Li[e  a  Undeod,  30s

Allies  ottock  30% foster,  I 5s
Learned  during  Drogonborn

Allies othck  50yo foster,  I 5s
eomed  during  Dragonbom

Allies  ofrock  70yo foster,  1 5s
Loomed  during  Dmgonbom

Ethereol,  1 8s

Command Stones Learned  at Soering's  Watch

Command Momls  (30s),  or stones

Leqrned  during  Drogonbom

Main  Quest:  The  Gardener

of Men

(ommond  Dragons,  Morfuls,  or Stones

Learned  during  Main  Quest:

The  Fallen

Learned  during  Main  Quest:

The  Fallen

urine  Main  Quest:

Summons  Felldir the  Old,  1m
Learned  during  Main  Quest:

Clear  Skies,  25s
Learned  during  Main  Quest:

The Throat o[ the  World

Clear  Skies,  dos
loomed  during  Main  Quest:

The  Throat of the World

Small  (y(lone 20 Domoge/s

Medium  Cyclone 40 Domoge/s

Large  Cyclone/

Force  Dragons  to  land;   1  5s
loomed  during  Main  Quest:

Alduin,s  Bone

Once  per doyfor 5m,  +25% Fire and

Frost Resisfunce, +75  Armor, +25o/a

Power Attack Domoge, Summons on

Ancient Dmgonbom  if your  health falls

Once per day for 5m,  ln(reosed

Shout Effectiveness, Shouts recover

20% faster, +25% Fire and  Frost

Resistance,  +1 00 Armor,  +25%

Power Athck Damage, Summons on

An(ient Drogonbom  if your health  falls

Increase Attack  Speed  (I.5x)

50  Fire  Domoge

Learned  during  DTOgOnbOm

Main Quest:  The Temple

of Miroqk

90  Fire  Domoge

Frost Breath,  Frost Domoge  1 4/s

Ice  Form  Pqrqlyze,  Frost  Domoge

Ice  Form  Porolyze,  Frost  Domoge

(olm  Animal,  Medium  Area,  Max

25 Armor,  Dqmoge  Health  I/s,  dos

"75  Armor,  Domoge  Health  3/s,  dos

Slow Time  (80yo),  l2s

Force  Dragons  to  land;  22s

Once  per day for 5m,  +25 Armor/

+25O/a  Power Amck Domo

Learned  during  Main  Quest:

Loomed  in  Raven  Rock Mne

Unrelenting  For(e  (Weak),  2  Dqmqge
loomed  in  Bleak  Falls

Learned during Moin

Unrelenting  Force  (Strong),  1 0 Learned  during  Main  Quest:

Whirlwind  Sprint  (Mod)
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ife 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 QCqUire during
These are  listed  in  the following  table,  and  include:

Racial powers,  also described  in this chapter (page 7).

Standing Stone powers,  also described  in this chapter  (page 93).

5L:
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Vampire powers,  also described  in  this chapter (page 56).

Werewolf powers,  also described  in this chapter (page 62).

Sacred Stone powers,  also described  in  this chapter (page 94).

ul/i    I   I   /LLri

Apocrypha powers, also described in this chapter (page 96

Nightingale powers, also described at the end of the Thieves Guild

questline,  on  page  300.

A Dark Brotherhood power, your reward for Dark Brotherhood Quest:
Bound  Until  Death,  as described on  page 324.

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.
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Secret Servant

Moro's Agony

Moro,s  Boon

Shodowclook of

Nocturnol

Summon  Korstoog

Summons a  Dremoro  butler for  1 5  seconds to carry your excess items

Summons a field of writhing tentacles thor poisons foes

Fully restores your  Health,  Stomino,  and  Mogicko

Freezes the target between  Oblivion and Tomriel for 30 seconds,  making them

immune to all domoge

Spells cost no Mogickq for 30 seconds

You take  half domoge for 30 seconds from oil  physical ottocks and  most mogicol

qttocks

Power ottocks cost no Stomino for 30 seconds

OTHER POWERS
Draws upon stomino to release a scorching blast of steam that deals  1 5  points of

absorb  100 points of Health from the Target.

People  and  creatures  in  the  spell's  oreo  of effect will  ottock anyone  nearby for  30

For  1 20 seconds you become invisible while sneaking.

Summon  Korstoog to fight for you for  I 20 seconds'

Summons the ghost of the l¬gendo
's defeated

Lochonce to fight by your

Unlimited  times  per day

Once  per  day

On(e  per day

Once per day

On(e  per day

On(e per day

Once  per day

Unlimited  times  per day

On(e  per day

nce per day

You  may  use  this  ability only

three times and only while

outdoors

Once per day

Block  Book:  Untold  Legends

Block  Book:  The  Hidden  Twilight

Block  Book:  The  Hidden Twilight

Black  Book:  The  Hidden  Twilight

Block  Book:  Filament and  Filigree

Black  Book:  Filament and  Filigree

Block  Book:  Filament and  Filigree

Reword from  collecting  Unique  Item..  Visage

of Mzund from  Fohlbthorz  (Solstheim)

Reward from Thieves Guild Quest:  Darkness

Reword from  Thieves  Guild  Quest:  Darkness

Reword from  Thieves  Guild  Quest:

Reword from  Solstheim  Side  Quest:

Kqrstoog,s  Resurrecfion*

Reword from  Dark Brotherhood Quest:

Bound  Until  Death.

Abilities

Most special  abilities are offered as rewards for quests or for performing  specific actions. They typiccllly 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 lc]st,  These are  listed  in  the following  table and  include:

Permanent Abilities  (Nonskill  Perks)                                  Standing  Stone Abilities  (Skyrim,s Standing  Stones)                   Blessings  (and  Disease Curing):  From  shrines

Racial Abilities (innate to each  race)                                Temporary Abilities  (Buffs)

AVAILABLE  ABILITIES

(see  next section)

SHOUTS AND OTHER  POWERS
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AVAILABLE ABILITIES,  (ONTINUED

Nightingale,s Aegis

Prowler's  Profit

I  sailor,s Repose

I   sinderion,s serendipity

I   The Fire Within

lI|ll:lHIHl\'

+250/a Armor if wearing  all  Nightingale Armor.

;   (hon(e  of finding  odditionol  gems in  (hosts.

Healing  spells restore  1 0%  more  health.

When  you  moke  a  potion,  you  hove  a  250/a  chance  of creating  a  se(ond,  duplicate

Your Fire  Breath Shout deals  25% more domoge.

I   i;os#iIOel)Son            )Sos:srTVoOnrePir!CpboliOsOodn.gives you  1 00%

Resist Disease           Your Bosmer bloo! gives you  500/a resistance        wood  Elfro(e
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"eves Guild  Quest: Trinity  Restored

Thieves  Guild  Quest:  No  Stone  Unturned

Dungeon  Quest  (Frosfflow  Lighthouse):  What Lies  Beneath

"   Side  Quest:  A  Return  to  Your  Roots
i

Greybeords  (Other Faction)  Quest:  Meditotions on the Words of Power

STANDING STONES ABILITIES  (NONSKILL PERKS)

Those  underthe  sign  of the Apprentice  recover          lOOo/a  Mogicko

Apprentice             Mogicko  foster butore  more  susceptible  to

Stone                   ,  Mogicko  domqge.

Those  under the sign of the Atronoch  absorb

The Atronoch       a  portion  of incoming spell  domoge and  hove

Stone                      a  larger  pool  of Mogicko  but recover it more

slowly.

Those  under the  sign  of the  Lady  regenerate

Stone                       Health  and  Stomino  more  quickly.

The Steed

Stone

Those  under the sign of the Lord ore more

resistant to both Mogicko and  physical domoge.

Those  under the  sign  oi the  Lover olwoys feel  a

Lover,s  (omfort  (all  skills improve foster).

Those  under the sign  of the  Moge will  learn  all

Magic skills  200/a foster.

Those  under the  sign  of the  Steed  con  carry

more and do  not suffer a  movement penalty

from  armor.

Those  under the sign  of the Thief will  learn  all

Stealth  skills  20% foster.

regeneration,  l OOo/o

weakness to Mogicko

500/a  Spell Absorption,

+50 Mogicko,

Mogicko regenerates

50% slower

Regenerate  health  and

stomino  25o/a faster

50 Armor,  250/a Magic

Resiston(e

Learn  all  skills  I 50/0

fosteI

Leqm  Moge skills

ZOO/a foster

1 00  extra  (orrying

copocity,.  no

movement penalty is

applied  due to  armor,.

equipped  armor is

weightless

Learn Thief skills  Zoo/a

foster

The  Warrior          Those  under  the  sign  of the  Worriorwill  leqTn  all       Learn  Warrior  skills

Stone                     (ombot skills  200/a faster.                                                    200/o foster
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EL?& catching a Disease.. Dirty Vermin!

Clawed by a Hclgraven? Then you may have Brc]in Rot!

Adventuring  is dangerous,  especially when  bottling  diseased  foes.  Every time
one of these enemies strikes you,  there  is a chance that you  may contract the
disease they carry.  lf you  have a  resistance to disease  (thanks to your race
or equipment),  this chance  is  lessened,  but under  most circumstances,  the
chclnCe Of Catching  something  iS  around  5o/a to  1 0%  per wound you  suffer.
The following  table  lists the  possible diseases,  their effects,  and  how you  can
contract them.

Atoxio                             Lockpicking  a  Pickpocket 25% holder    Traps, Skeevers

Bone  Break  Fever      -25  Stominq Traps,  Beqrs

Brain  Rot                        -25  Mogicko                                                           Traps,  Hogrovens

I  Droops                         t5eoo/oplensss.effectivewithmelee                   AshHoppers

I  Rattles                         Stamina recovers 50% slower

250/a  less  effective  with  melee

Weapons

"25  Health,  progresses to vompirism

Mogicko  recovers  50o/o slower

Traps,  Chaurus

Traps,  wolves, foxes

Traps,  Sabre  Cots

(Wring a  Disease:  By Potion

Drinking a  Cure Disease potion  is the fastest and  easiest way to rid yourself
of pox.  You can  buy these potions in  many shops,  find them  in  the wild,  or
make them yourself.

(uring Disease: The Shrines of Skyrim
The I;emp!e c)i the Eight

Divines  in  Sc)lituc]e.

Only Tales-ouflawed
by the Thalmo-is not

worshiped here.

Most people  in  Skyrim
follow the  religion  of the
Divines.  Shrines  to  the

Divines  can  be  found
throughou"he 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 at a time,.  praying  at a different Shrine will  remove any prior
blessings.
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Akatosh..  Cure all                         Arkay:  Cure all

diseases,  +loo/o Magicka         diseases,  +25  Health
Regeneration  Rate

Azura:  Cure all                           Boethiah:  Cure
diseases,  +1O                           all  diseases,  +1O

Magic Resistance                One-Handed damage

Julianos:  Cure  all                       Kynarelh:  Cure  all
diseases,  +25 Magicka         diseases,  +25  Stamina

Mephala:  Cure all
diseases,  +1O  Better

Prices  (Bartering)

Nocturnal:  Cure all
diseases,  +1O Sneak

Talos:  Cure all  diseases,
+20% Shout recovery

SHOUTS AND OTHER  POWERS      DISEASES

Auriel:  Cure  all

diseases,  +1 0
Archery

Dibella:  Cure all

diseases,  +1O
Speechcrafr

Mara:  Cure all
diseases,  +1O%
healing  effects

"\S.                         £J#.U

Stendarr:  Cure all
diseases,  +1 Oo/a

blocking effectiveness

Zenithar:  Cure  all  diseases,
i Oo/o  better prices  (bartering)
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igr (uring Disease: Additional Shrines of Skyrim

You can  also receive blessings at two rare shrines  if you  know where
tolook:

Shrine to Auriel:  There are only two of these  shrines  believed  to
exist in the whole of Skyrim.  One is found at 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.

The process of trams

¢  (Wring Disease: Shrine"I Solstheim
lf you visit the dusty realm  of southern  Solslheim and dock at Raven  Rock, you
can  inspect and enter the town,s temple.  Inside are shrines to Daedric entities
worshipped  by the  Dunmer:  Azura,  Boethiah,  and Mephala. Check the Atlas for
exact  loccltiOn  information.

(uring  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 clnd tO  Purge the land Of Daedra worship.  lf you  encounter them
in  one of their strongholds  (like the  Hall  of the Vigilant  [3.09]  or Slendarr,s  Beacon

[9.46]),  or elsewhere  in the wilderness, you can ask them  to cure your diseases.

or werewolf will  also cure any diseases you might hove...

se diseases ore probably Ike least of ysur comcems!

imcludes (hanges to Vampirism  irom the

guard add-m lf you da not hflve Dflwnguord,  note
our resislflnces and powers will be slightly differenti  End ap

Vampire is considered ti  crime.

ife (ontrqcling vampirism

A Vampire, afrocking with  Drain  Life.  Note the c]istincf complexion

Facing  those who feed  on  the  blood  of the  living  presents several  perils.  ln
addition  to their terrifying visage,  zombified  thralls,  and  skill  at both  melee
and  magical  combat,  vampires  have a  unique  Drain  Life ability.  This  can
rapidly sap your  health while  restoring  theirs each  time  it strikes you,  and  it

gives you a  1 0 percent chance of contracting  Sangu/'nore  Vamp/'r/'s,  a  disease
that will  eventually cause you  to  join  their ranks.

After any battle with vampI.res,  Check your Actl.ve  Effects  list.  If you  see
Sangu/.nave  Vamp/.r/.s,  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).
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Wanting to give

yourself over to this
disease? Then seek out
a Vampire habitat, such

as Movarthls Lair,  in
Hiaalmarch HolcI.
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neife stages of vampirism
Becoming a vampire (before anal
after) changes yc)ur appearance

dramaticcIIly.

As a vampire,  you  must feed on
human  blood!  Vampirism  hcls four

distinct stages,  based on  how
long  it has  been  sinceyou  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.

Advqntqges

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. Illusion spells that you cast are 25  percent more

powerful.

Nightslalkers Footsteps: You are 25  percent harder to detect while
Sneaking.

Resist Froslt The stage of your vampirism adds to your Frost Resistance:

Stage  1  vampirism:  Resist Frost 2Oo/o

Stage 2 vampirism:  Resist Frost 3Oo/a

Stage 3 vampirism:  Resist Frost 40o/o

Srdge 4 vampirism:  Resist Frost 50o/a

Disadvantages

Hatred: Citizens of Skyrim and guards will  not recognize you as a vclmPire
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.

Weclkness to Sunlight: When outdoors  between the hours of 5:OO a.m.
and  7:00 p.m., your Health,  Magicka,  and  Stamina will  not regenerate.
Their  maximum  values are also  reduced:

Stage  I  vompirism: Health, Magicka, and Stamina are reduced by
15points.

Stage 2 vampirism: Health, Magicka,  and Stamina are reduced by
3O  points.

Stage 3 vampirism: Health,  Magicka,  and Stamina are reduced by
45  points.

Stage 4 vompirism: Health,  Magicka, and Stamina are reduced by
6O  points.
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Weakness fo Fire: The stage of your vampirism also gives you  a Weakness
toFire:

Stage  I  vampirism: Weakness to Fire 20o/a

Stage 2 vampirism: Weakness to Fire 30%

Srdge 3 vampirism: Weakness to Fire 40%

Srdge 4 vampirism: Weakness to Fire 5O%

Powers
As your vampirism  progresses, you  gain an  increasingly powerful set of
additional abilities.

Sttige  I  Vompirism

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 Drclin: 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 6O 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  1 O won,t fight or
flee for 3O  seconds.

Vompiric Drain:  Increases to 3  Health drained  per second.

Vampire,s Servant:  Now affects creatures of Level  1 3  or lower.

Stage 3 Vompirism

All  powers  from  Stages  1  and  2,  plus:

Vampiric Drain:  Increases to 4  Health drained  per second.

Vampire,s Servonl:  Now affects creatures of Level  2 1  or lower.

Stage 4 VImpirism
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.

ife# un-Living as a VImpire
Mointoining Vompirism:  Resting

I;c)mb, sweet tomb: Gain an additic)hal benefit from sleeping in a coffin.

All vampires  may use coffins to  sleep  in.  There are  benefits for sealing yourself
away in a wooden tomb:

Sleeping  in  a  coffin  grclnts you  all your usual  resting  bonuses.

You  receive the Vampiric  Blood  bonus:  This grants you  I O percent Magic
Resistance for  1 2  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.  lf you aren,I 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 Vompirism:  Feeding

Feed your insatiable
appetite using Vampire,a

seduction.

Locate these omclte

potions of blood as a
bottled alternative fo

fresh  bloocI,

The Vampire's  "Cattle"
c)I Castle Vlolkihar are
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:

steeping 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  I.

Vampire,s Seduction: If you  succeed  in  using this power on a  per.son, 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 Pch+on: As an altemative to feeding, you can also drink a  Blood
Potion, which  has the same effect.  AIas,  these are  rare;  only a  handful
can  be founcl  in  Castle Volkihar,  although you  may receive a few more as
rewards for the VclmPire Radiant Quests.  They can,I be Grafted.

Vampire Cowle:  lf you  join wI'th  the Vampires Of Castle Volkihar,  one of
the  benefits  js a  supply o.i ''cattle,''  thralls  kept in  squalid  conditions and
brought out during feasting sessions.  You can sate your hunger on them
whenever you wish, without fear or shunning.

Feeding  ls Frowned  Upon: (riminolity

lt is  important to  know how the guards of each  Hold are  likely to treatyou  if

you,re caught feeding.  ln  general,  the following  applies:

lf you  feed  on  a citizen  or guclrd  and  the Victim  detects you,  this  iS  Seen  aS
a  Crime  (Bounty +4O).

lf you feed on a citizen or guard and  someone else  (who isn,I a  friend or
ally) detects you,  the same Bounty accrues.

There are some exceptions,  however:

lf your Sneak skill  is  high enough,  you  may not be detected.

lf your victim  is  under the  influence of Vampire's Seduction,  they won,I
consider your teeth  and  slobbering a crime.  However,  if someone else (not
a friend or ally)  sees you,  the Bounty increase occurs.

lf you're feeding on the Vampire Cattle in  Castle Volkihar,  they won't
object to your bloodthirsty appetite.

TRA!r.!!r,Kj;                        THE  INVENTORY

DISEASES      VAMPIRISM

THE  BESTIARY                        C£UESTS                         ATLAS  OF  SKYRIM                         APPENDICEf±  Arali3  !NDE,¥`

--ouEiEiHas

iEEHi



Life os a Vampire

The life of a vampire is fc]r less arduous  if the lclnds are

plunged  into permclnent clarkness....

Aside from  the  panic clnd  hostility you  may create during  bouts of bloodletting
hunger,  the  main  problems you encounter ore your weaknesses to sunlight
and fire.  Minimize these  risks by exploring  subterranean catacombs and
dungeons during  the daytime,  and prowl the countrysicle 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  frost-breathing  dragons,  though you  have
a corresponding weakness to fire-breathing  dragons.  Keep some potions of
Fire  Resistance  on  hand,  just  in  ccISe!
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A Volkihclr Varnpire lerc1,  in all his powerful  glory.

Lord  Harkon  is the  progenitor of the Volkihar Vampire  blooclline.  lf,  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:  ln  addition  to all  the
standard effects of vampirism,  Volkihar Vampires can assume the powerful
Varnpire  Lord  Form.

ife, Becoming a Volkihqr 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,

lf you were already a werewolf,  Harkon,s gift purges you of Lycanthropy.
lf you desire to  become a werewolf again,  speak with Aela the Huntress of
the Companions,  and consult the Werewolf section  later in this chapter.

Lord  Harkon,s daughter,  Serana,  can also turn you  into a Volkihar
Vampire  under certain  conditions.  This  is  helpful  if you  side with  the

givap       Dawnguard  but  later want to  rule  the  night as  a Volkihar  nightslalker!

During  Dawnguard Main  Quest:  Chasing  Echoes,  if you aren,I a
vampire,  Serana offers to 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.

After 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 vclmPiriSm.

You  can  be cured  of this  strain  of vampirism,  too.  lf you  crave  it again,
speak to Harkon or Serana to restore your Volkihar Vampire powers.

58      ®Sfr?frin
+

ife vlmpire Lord Form

Overview

Fear strikes Falkreclfh  Hold as a Vampire Lorci fI;ts silently across the still water
of Lake  llinalfa....

Becoming  a  floating/  eight-foot demonic vampire with  incredible  powers  is
certainly helpful  when  dealing  with  enemies,  but  it has  its drc)wbacks-for
example,  you won't be bartering at 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,I 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 Vampire  Lord  Form  is  a  transformation  state,  much  like the  BecISt Form
for Werewolves,  You access  it in the Magic  menu  by selecting  Magic  >
Powers = Vampire  Lord.  lt,s a good  idea  to  make this a  Favorite so you
can  quickly call  upon  it in  the  midst of combat.  You  continue  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
invokeit.

You  are fortunate that,  upon  returning  to your regular form,  all  the
weapons,  armor,  spells,  and  powers you've equipped are automatically
reinstated.

Vflmpire  Lord: Advontuges

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 to your
stcltistics,  based on  your level:

Vampire Lord:  Disadvantages
Your gangly frame clnd  Penchant for Striking  fear  info 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,I loot any corpses you  slay.

You  can,I pick  up  or  use any  items you find.  Since this  includes  keys,  you
may find your progress blocked  in  some dungeons.

You can,I 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,I 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.

lf anyone sees you transform to or from a Volkihar Vampire,  the
transformation  is considered a Major Crime.  Consult the Crime and
Punishment section on page 64.

Vampire Lord:  Powers
while  in vampire Lord  Foim,  you have a variety of powers at your disposal.
Most give you an  advantage in combat and are dMded  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.

MeleeAttacks: When  standing on  the ground, you can  rend the flesh of

your foes with  powerful  claw 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.

(3!   you  have  innate  knowledge of two Blood  Magic spells:  Drain  Life and

Raise  Dead.

?)   Additional  Blood  Magic spells can  be  unlocked  by selecting  Vampire

Lorcl  Perks  (see  below).

i?;,   Drain  Life  is  always  equipped  in  your right hand  and doesn,I change.

You can,  however,  choose any BIood Magic Spell to

hand  (via  the  Favorites menu).

uip  in  your  left
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Night Powers: These special states are available no matter your
combat stclte:

(:;,  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).

f\  you can change the Night Power you are using  through the
Favorites  menu.

Blood  Magic:  Drain  Life

Suck the very life force
From your foes to

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 a  "base" vampire
uses.  lt has additional  benefits too:

It automatically  increases  in  strength  based  on your level.

Instead  of a closerange concentration spell,  it is  now a  long-range

projectile spell  that affects all  targets  near the  point of impact.

lt 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 after a few days.  The following
table details how  powerful  Drain  Life can  become:

EiffS         The  Bio®d  ®fithe  A"eienis  ¬ffusses  your  Brtiim  Life  f9  ffilS©  erbSesFfe
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BIood Mogit:  Rtiise Dead

The recently slain rise agclin to 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
can  become:

Blood Mqgit.. Other Spells

Summon gargoyles fo tear Foes asunder with terrible punishment.

lf giving the dead  life to do your bidding  isn,I your main  method of foe
disposal,  you can  also learn  the following  BIood 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:
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Night Powers such as Bats are helpful when the tide of combat tums
against you.

As  if your astonishing array of abilities wash,I 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.
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ife vlmpire Lord Perks: The Pal of Undeqlh

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).

FIB        You  can'i view this  cons?e!lGti@n

ira  yoeer ftormtii form-

remember tc turn  into a Vampire  Lorti first!
"Btise"  vampires  ¬timit®"rflmsform  iflt©

Vasmi]ire  L©grd  Form  ffmal  thus  do  "ot  heave

access to these perks]

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 time you
slay an enemy with your Drain  Life  spell  or  Bite

power attack, you progress one step toward your
next perk  point.  There are  1  I  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  I 65  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 Ol: THE CRAVE

5O 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.  lt 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

"jir.#;                        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 time 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  enemywith  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 enclbleS you
to effectively use enemies as health  potions while
increasing  the  usefulness of your  bite attack.  Be
sure you  time your bite attack to finish off a foe,
so  judge their heath accordingly before you drop
in  for a  bite.

6. uNEARTHl:Y 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 IALONS

Melee attacks do 20 points of poison damage

Requires:  Blood  Hec]Iing or  Unearthly Will

PRINCES AMONG THE  UNDEAD: VOLKIHAR VAVPIRES
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Constellation:  Path of the Volkihar

Available Perks:  1 1

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  fora  claw and a  bite to finish.

8. NICHT CLOAK +

ln 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  a 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 withit is
effectively paralyzed,  taking  them out of the fight
for the duration of combat. You can  sustain the
Grip lo 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-I

Blood Magic: Can conjure a gargoyle to fight
for you

Requires: Vampiric Grip

Summon Gargoyle conjures a tough,  powerful
ally.  ln addition to dealing and taking  damage
for you, gargoyles are also important for crowd
control,  since you can  become overwhelmed  if
surrounded  by too many foes. The Amulet of the
Gargoyle, which causes this spell to  summon
a second gargoyle,  is well worth the effort to
acquire.  Consult VclmPire  Faction  Quest:  Amulets
of Night Power (page 559)  for more details.

1 I. 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 giant),  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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ELS:=»  (urin9 Vqmpirism
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 lo contend with....

Or, you can visita  mage  named  Falion  in Morthal,  the  Hold Capital of
Hiaalmarch,  and complete Side Quest:  Rising  at Dawn.  Consult page 463
for  more  information.

0"      Vompirism con be caught more than once. Volkihtir

Vompirism (on also be comrutted mare than ance,  butyou
must qttive!y seek out Lord Harkon or Serono and ask them fo restnrg

yOIIr Power,
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Werewolf Perks.

ife Lycqnlhropy

(ontrotling  Lyconlhropy

ropy from the

Dtiwnguard/ note

I not be able to acquire

A ferocious werewolf, a powerful and sit.evy preclator.

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 transformation
is  particularly violent,  causing  you  to  prowl  the  streets of Whiterun  as the
inhclbitantS  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 a 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  activating  it to  feed on  it.  ThI.S
restores 5O points of Health and gives you another 30 seconds of time as a
werewolf.

The Werewolf Form  is a  transformation  stale.  You access it in the Magic
=  Powers  i  Beast Form Menu.  lt's a good  idea  fo  make this a  Favorite ability

you can  quickly call  upoll.

Advantages of Beast Form  include:

Your maximum  Health  increases by 5O points  (previously  100)  but does
not regenerate.
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Your maximum  stamina  increases  by  1 00.

You  have a  faster sprint speed.

Wolves will treat you as an ally and won,I attack you.

Any crimes you commit as a werewolf don,I 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,I pick up or use any  items you find.  Since this  includes  keys/  your

progress may be  blocked  in  some dungeons.

You  can,I 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,I speak with cmyone,  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 attclck you.

lf anyone sees you transform to or from a  beast,  the transformation  is
considered  a  major Crime.  Consult the Crime and  Punishment section  on

page64.
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Your focus is to kill,  feed,  kill again, and prolong your bloodlust.

As a werewolf,  you gain an  impressive array of combat-related  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:
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Immunity fo Disease: You are completely immune to 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  additioncll  bonus,  When you first become a Werewolf,  any diseases

you  had  at the time will  be cured.  This  includes  both  Sanguinare Vampiris
and full-blown Vampirism.  You  can,I be  both a werewolf and a vampire al the
same time.

lncrecISed Dexterity:  ln  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
\^/erewolf-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 ata time.

Many of your Werewolf Perks improve the potency and effects of your
howls.  Here are all of the howls you can attempt:

Ring of Hircine:  During  Daedric  Quest:  Ill  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  Lycanlhrope,it can cause you to  randomly shift into

your Beast Form!  lt  is wise to complete this Quest or risk  revealing  your  beast
form  at an  inopportune  moment!  The curse  is  lifted  al the end  of the Quest.

The  Ring  of Hircine  (whether cursed  or  not)  allows you  to assume  Beast
Form  one additional  time  per day.

Living os 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  Strength of the wolf are to your benefit or when facing a  multitude
of weaker foes.

When you  speak with Aela the Huntress for the
first time after completing the  Companions Quest:
Blood/s  Honor (with the  Dawnguard add-on
installed),  she  mentions that the  more you  feed,
the  more your power as a werewolf will grow.
She  is correct in this advice:  While  in \^/erewolf
Form,  press your Character Menu  button to access
the Werewolf Perk Constellation  (shown above).

Hip         Y®u  gesii7?  view  titis  3®ffi5tei!aTion  ill
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Constellation: Path of the Moon

Available Perks:  1  1

A(quiring Werewolf Perks
Unlike the Skill  Perks you  normally gain through  leveling  up' Werewolf Perks are awarded clfter feeding
on your foes:  Every lime you feed on a corpse while in  Beast Form, you  make progress toward your next

perk, There are  1  1  Werewolf Perks to obtain,  and each  requires  progressively more feedings:
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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 I: Do 25o/o more damage as a werewolf
",  Rank 2: Do 25o/o more damage as a werewolf

(+5O% total)
")  Ranks: Do 25o/a more damage as a werewolf

(+75% total)
"-i  Rank 4: Do 25% more damage as a werewolf

(+ 1 Coo/. total)
This  significantly  increases your attack
damage,  doubling  it at the perk's highest rank

(25/5O/75/1 OOo/o).  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

\^lerewolf Totem of Brotherhood  howl calls  lee
VVofNes.

Consult the Bestiary on  page  168  for the specific
differences between wolves and  lee \^folves.
This  perk  is  useful  only if you  hcIVe 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
WerF5WofNes.

This  perk  is  useful  only  if you  have the Totem  of
Brotherhood.  With two additioncll 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 and 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.  lf 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  our
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  2O.
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 VIcoR

100  point bonus to  Health  and  Stclmina  in
Beast Form.

This obviously makes you  much  tougher in
combat, allowing you to do more damage and
absorb  significantly  more  punishment before
succumbing to your wounds.

1O: GORGINGt

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.

1 I : 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 mare viable  in creature- and
undead-heavy dungeons,  like Draugr crypts,
vampire lairs,  and the ruined sections of Castle
Volkihar.  Note that you  still  can'l feecl on  small
creatures,  like hares or foxes,  or on  highly
magical ores like  Dwarven Automatons or
Atronachs.

ffi   (Wring lycanlhropy

The I;omb of Ysgrclmor, where you can free yourself
from the beast within.

After completing the Companions Quest:  The
Silver Hand,  if you  decide that a  hairy alter ego
with  razor-sharp claws  isn,I 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,I 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  5ongu/.nare Vompl'".s,
a disease werewolves are  immune to),  their
transformation will work on you  and  hcIS the
side effect of removing your Lycanthropy
as well.

After being cured of Lycanthropy/  if you  later
change your mind, you can speak to Aela the
Huntress and  ask her to  restore your beast blood.

While exploring  the nine Holds of Skyrim,  there are bound lo 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 Rifren,  it is prudent to learn the  laws that govern crime and

punishment...and  how you can  bend them to your advantclge!

ife (riminql 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  Hiaalmarch, 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 ro fight back if:

You were attclckecl first and the attack was unprovoked.

You  hove agreed to a duel or brawl during a conversation.

You,re attacking an enemy,  regardless of who attacked first.
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The more violent your crime,  the less inclined the city guclrd is to solve the
situation peaceably

i `'| r.i. r :i_-  D£!i-;  {l   COMBAT,  DEVELOPMENT,  AND CRAFTING

I                                                                             ,                         I.-                         .,./,,-i



UsuflI (rimes
The following evidence  indicates the usual categories of crimes that you,re
likely to commit and what bounty this  plclces on your head:

Unusuul (rimes
The following  list includes the  more  unspeokab/e ways you can  incur a
bounty:

neife witnesses and Relalialion
Crimes are only a  problem  if you,re seen committing  them. The bounties you
receive are noticed  by witnesses,  and depending  upon  the situation,  you
may wish to wsilence,, anyone who sees your less-than  lawful activities.  For
example,  if you  assault a citizen  of Riften  (+4O  Bounty)  and then  kill  them
before they can report the assault (+I ,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!

lf 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,  retaliating for a crime  is worth doing only when as
few people as possible are watching you  (and  idecllly'  none).  lt is easier to
try this within  build'lngs where you can easily see onlookers.  lf your crime
is  nonviolent  (e.g.,  stealing),  try entering  without being  noticed or at night,
when  people are likely fo be sleeping.

cfions and Req¬lions
art sees you commit a crime or
empt the following..

For minor crimes,  such  as

attempt to arrest you.

hears c]  call for

theft, or frespassing' they

(;   For major crimes,  such as assault or murder,  they anack you.  lfyou

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: lf a guard QItempts 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 waita 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,OOO gold),  you  should avoid
civilization altogether. Wclnder in the Wilderness for a few days, and a

bounty collector will  eventually approcICh  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:

I.   Paya fineequal toyour bounty,  if you  have the gold.  Any stolen  items

are confiscated,  and you are moved  to the  jail exit.

2.   Agree fo go to jail, where you can serve your time 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 try 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

i,,;)   you  h

lf you

mber of the Thieves Guild.

ed or persuaded another guard in the past 24 hours.

rite,  it stops the current pursuit,  ancl you're able to keep
any stolen  items.  However,  your  bounty  is still  in  effect,  clnd  if you  SPeak lO
any guard again, you'll turn yourself in,  and the guard will attempt to arrest

yON.

5.   Persuade lhe guard. lf you have a Speech skill of 75 or higher, you,re
not currently trespassing, you,ve committed only minor crimes,  and you

haven,I bribed or persuaded another guard in the past 24 hours, you
can convince the guard to overlook your crimes. The option only appears

once all of these conditions  have been  met.

Persuasion  works  just like a  bribe:  lt stops the current pursuit,  and you,re
able to keep any stolen  items.  However, your bounty is still  in effect,  clnd  if

you speak to the same  (or any other)  guard again, you'll turn yourself in,  and
the guard will attempt to arrest you.

However, you don,I have to pay for a persuasion,  making it a chea
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 th

crimein.

There are four City Influence Quests  (detailed on  page 3O7),  for Solitude
r), Markclrth  (the Reach),  Whiterun  (Whiterun  Hold), and Windhelm

ieves Guild  is  based  in  Rifren  (the  Rift),  so you  only need
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 op
not available in MorthaI  (Hiaalmarch),  Dawnstar (the Pale), Winterho

(Winterhold  Hold),  or  Falkreath  (Falkreath  Hold).

WEREWOIVES      CRIME AND PUNISHMENT
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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 option  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 5O2.

lf your  bounty is  less than  2,OOO,  you  can  remind  the guards of your
social standing  fo 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.

lf 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 fakes 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 JarI,

giving you  an  additional  use of the Thane,s  Privilege claim,  if you,re  so
inclined.

Serving Prison Time

A loose wclll  results  in  a lucky escape from certain prisons.

It-e  5?:de_-Sc=ei:a  `.

SKYRIM

lf you  choose  (willingly or otherwise)  to  be  taken  to  jail,  your entire  inventory
and stolen  items are confiscated and  moved to the  iail'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:

I.   Serve out your sentence:

Interact with  the  bed  in  your cell  clnd  Serve your time.

ln Markarth/s Cidhna Mine,  you  must interact with the pickaxe  instead to
serve your time.

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  peHy 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 don't actually decline,  cmd you don't lose any progress toward the  next
level  from  skills that have already  increased.  So  this  sentence  is  relatively
light,  especially at low levels.

After serving your sentence, you  are  moved to the  iail'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 try 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  ccln  CIIWayS  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,I forget to grab your  items from  the  jail,s  belongings chest on your
way out,  which  you  can  usually  reach  via  cI  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 to snag your stuff).
This drops you down to a stone tunnel dug  by Draugr that ends at a door to
Coldcinder Cave.

Morthal  (Hiaalmarch),  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 quit.kly before  reinforcements arrive,  and don't
forget to reclaim your items on your way out!

Wnterhold  (Winterhold  Hold)  has a  jail  known as the Chill,  which is
I away from the settlement,  among  the icebergs of the Sea of Ghosts.

As befits the city home to the College of Winterhold, the Chill  features Frost
Atronach  ''iailors."  Force your way past them,  then swim across the freezing
waters and  ice floes to reach dry land and complete your escape. your
inventory is  not confiscated  in  this  jail,  so don,I worry about looking  for a
belongings chest.

Windhelm,s  jail  is  rather basic,  but it has two attentive  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.

Markarlh,s  jail  is Cidhna  Mine.  No  one escapes Cidhna  Mine....

(rime and the Guilds

All of the above rules apply to every Hold  in  Skyrim, with the exception of
loccltiOnS 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 clealing  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.
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<ffl            .ng      KINECTSUPPORT   XBOX3600NLY           ___________      I?

For adventurers with a  Kinect,  there are several  unique actions and commands you can employ without normal controller use.  These are designed  to

you  more thoroughly immerse yourself in the action. The following section details all the different commands,  along with tips on using  Shouts,  managing your
inventory,  and so on:

(ONTROLS

When  Kinect is disabled:                                                        When  Kinect is enabled..

Right Bumper Buhon: Shout/Powers                                Right Bumper Button:  Enable Dragon  Language Shouts

Left Bumper Button and Right Bumper Button: Shout/Powers

VOl(E (OMMAND  Fat

Gqmeploy

These are usable only during gameplay:

Quick Items: Opens the Inventory menu

Quick Magic: Opens the Magic menu

Quick Srdts: Opens the Stats menu

Quick Map: Opens the Map menu

Quick Save: Quick-saves the game

Quick Load: Quick-loads the game

New Save: Saves the game into a  new save slot

Pause Game: Pauses the game

(hard(tor Menu

This  is  usable only in  the Character menu.

Items: Opens the  Inventory menu

Magic: Opens the Magic menu

Skills: Opens the Skills  menu

Map: Opens the Map menu

Favorites Menu

This  is  usable only in  the Favorites  menu.

Assign  [hol key command]:  Sets the selected
item to the spoken  hot key

Health  Potion                           Baffleaxe

Magicka Potion                    Warhammer

Stamina  Potion                         Fire Spell

Poison                                            Frost Spell

Sword                                            Lightning  Spell

Mace                                       Ward Spell

Axe                                                  Ritual  Spell

Dagger                                    Bound Weapon

Bow                                              Summon Spell

Shield                                          Armor Spell

Ducll-Wield  Left                        Calm  Spell

Dual-Wield  Right                    Frenzy Spell

Soul Trap                                    Healing  Spell

Greatsword                             Light

THE  iful¥EP`!TC)R`f

Hot Key Equipping

This  is usable only during gameplay and equips a  [hot key command]  (such  as Summon Spell or Heath
Potion)  that you  have  previously assigned  in  the  Favorites  menu:

Equip [hot key command]:  Equips item  in the default hand

Equip Left [hot key command].. Equips  item  in the  left hand,  if possible.

Equip Right [hol key commondi.  Equips  item  in  the right hand,  if possible.

Equip Dual [hot key command]:  Equips the  item  in  both  hands,  if possible.

Equip Sword and Shield:  Equips the item with the Sword  hot key in the  right hand and the item with
the  Shield  hot key  in  the  left  hal=r!.

Also:  Equip Mace and  Shic.-W,  Equip Axe and  Shield,  Equip  Dagger and  Shield.

Equip Dual Wcopons:  Equips the  item with  the DualWieldLefr hot key in the left hand and the item
with  the  DualWieldRight hot key in  the  right hand.

EiP         REse  V®i!e  ife©i  iteys  effi¬i©ilt!y:  V©iee  heSt  key  aeermes  ¬®veF  es  Wide  riirege  Sf  ,tiSeS,  i:!as?  #iS,y  delt'i
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Follower (ommonds

There are usable only during gameplay and are valid only if you  have a  Follower.

Ally Follow: Your ally follows you as  if you  tolcl them,  ,,Follow  me.,,

Ally Follow Me does the same thing-

Ally Walk Your ally stays where they are.

Ally Wait Here does the same thing.

Ally I+ode: Opens your ally's  inventory.

Ally  Items does the  same thing.

Ally Opel1: Commands your ally to open the container/door you,re looking at.

Ally Stand: Commands your ally to stand at the spot you,re looking  at.

AIly Retrieve: Commands your ally to pick up the  item you,re looking at.

Ally AHack: Commands your ally to attack the character or enemy you,re looking at.

Ally Interact:  Does cl generic  Interact COmmand With the ally.  This is the same as  if you entered
Command  mode and  pressed the AButton. What the ally does depends on what you,re looking at.

Ally Interact and Ally Use do the same thing.

CRIME AND PUNISHMENT      KINECT SUPPORT  (XBOX 360 ONLY)

TLiE_  !5ESTiARY                         GIJESIS                          Al.  A,S  GF  SKYRIM                          APPENDICES  AND  INDEX



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 ''Unrele
Shout is  used.  This  uses the  highest level  of the  Shout you  have  unlocked.

rae,"  that

Dragon Language Shouts: By holding down the Right Bumper BuHIOn, you  unlock Dragon  Language mode. While  holding  the button,  you can say one,
or three words of a shout to trigger that shout.  "Fus,,,  "Fus Ro,,, and  wFus Ro Doh// will all trigger their corresponding  power levels  (but remember, you can
only use the Words you,ve unlocked).

BuHon Pressing.. While  Kinect  is enabled,  the Lchond Right Bunons together can  be  used  lo trigger Shouts or Powers without the  use of voice commands,  if you

prefer.

Unrelenting  Force..  "Fus  Ro  Doh"

Dismaying Shout:  "Fads Ru Maar,,

Become  Ethereal:  "Feim Zii  Gron,,

Whirlwind Sprint:  ,,Wuld  Nah  Kest"

Elemental  Fury:  "Su Grah  Dun,,

Clear Skies:  "Lok Vah  Koor,,

Fire  Breath:  "Yol  Toor  Shul,,

Dragonrend:  "Joor Zah  Frul"

Call  of Valor:  "Hun  Kaal  Zoor"

Call  Drclgon:  ''Od Ah  Viing''  (no first-
or second-level variations of this Shout)

Animal A"egiance:  "Roan Mir Tah,,                        ig Drain Vitality:  ,,Gaan  Lan Haas"

Aura Whisper:  ,,Laos Yah  Nir,,

Disarm:  ,,Zun  Haal  Viik,,

Marked  for Death:  ,,Krii  Lun  Aus"

Frost  Breath:  ,,Fo  Krah  Diin,,

Storm  Call:  "Strun  Bah  Qo,,

Kyne,s  Peace..  "Kaan  Drem Ov,,

Slow Time:  "Tiid  Klo  Ul,,

Throw Voice:  "Zul Mey Gut"

Ice  Form:  ,,liz  Slen  Nus"
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Soul Tear:  ,,Rii  Vaaz Zol,,

Summon  Durnehviir:  "Dur  Neh  Viir,,

Battle  Fury:  "Mid  Vur Shaan,,

Bend  Will:  ,,Col  Hah  Dov,,

Cyclone:  "Yen  Gaar Nos"

Dragon Aspect:  ,,Mul Qah  Diiv,,

(no first- or second-level variations of this  Shout)

Inventory Menu

This  is usable only in the Inventory menu. The  Inventory Sorting commands are unique to Kinect and  make deciding what to sell  (or drop) a  snap.

[Category name]: Opens the menu to that category

Favorites                                Apparel                                            Scrolls                                        Books

All                                                              Also:  Armor                     Food                                             Keys

WecIPOnS                              Potions                                              lngredients                              Mscellaneous

Sort by  Name:  Sorts the  item  list by name,  increasing.  lf the  list is already sorted  by name  increasingly,  it sorts  it decreasingly.

Sort by \^leight:  Sorts the  item  list by weight,  decreasing.  lf the list is already sorted  by weight decreasingly,  it sorts  it increasingly.

Sort by Value:  Sorts the item  list by value,  decreasing.  lf the list is already sorted  by value decreasingly'  it sorts  it increasingly.

Close Menu:  Closes the menu

BqrterMenu

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

Their Weapons                     Their Ingredients

Their Apparel                         Their  Books

Their  Potions                            Their Keys

Their Scrolls                             Their Miscellaneous

ontoiner Menu

This  is only usable  in  the Container menu.
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My Items

Also:  All

MryWeapons
Also: Weapons

My Apparel

Also:  Apparel,  Armor

My Potions

Also:  Potions

er categories:  Opens the  item  list for the spoken container category.

tems                                              Their Food

ir Weapons                                   Their Ingredients

Apparel                                       Their  Books

AIso:  Their Armor                Their  Keys

Their Potions                                          Their Miscellaneous

Their Scrolls
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My Scrolls

Also:  Scrolls

My Food

Also:  Food

My Ingredients --

Also:  Ingredients

My Books

AIso:  Books

NIry Kjfeys

Also:  Keys

My Miscellaneous

Sort by Name

Sort by Value

Sort by Weight

Close Menu

Player categories:  Opens the item  list for the spoken  player category.

My Items

Also:  All

NayWeaporrs
Also: Weapons

My Apparel

Also:  Apparel, Armor

My Potions

Also:  Potions

My Scrolls

Also:  Scrolls

My Food

Also:  Food

My Ingredients

Also:  Ingredients

My  Books

Also:  Books

May YJeyS

Also:  Keys
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Mflnqging Your  Loot Limit

When looking at a chest, corpse, or other container,use the command  wLoot Items,,  to take

your Loot Limit.  This  is  less complicated than  it sounds,  as it,s  mimicking  what you do
armor or  iron  sword  back tQ a  Settlement to Sell  Or Craft.  Plus,  you can  set a  limit depe

Sot Loot Limit 0,' (default): The most restrictive setting. You,l[ 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 hoof Limit law: Al 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.

"SelLoof Limit 25',: At a  25:I  ratio, you  begin to exclude midlevel  items  like  Elven weapons and  steel  plate clrmOr.

Set LoofLimit 5er/: At a 5O:1  ratio, you take very little,  leaving  behind even  glass weapons and ebony armor.  This  is the highest limit at which you,ll take
SkillBooks.

"Set lcoL Limit 100,,: At  loo:I  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

Magi( Menu

This  is  usable only in  the Magic  menu.

[Category name]:  Opens  menu to that category.

Favorites                                   Illusion                                         Restoration                                    Active  Effects

AlI                                                  Destruction                                Shouts

Alteration                               Coniuration                            Powers

Also:  Effects

MqpMenu

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:

[Cily name]:  Centers the camera on that city. You can  say:                                     Plclyer:  Centers camera on the player.

Windhelm                         Markarth

Falkreath                                Riften

Dawnstar                           \^/hiterun

orthaI                               Winterhold

the Stols menu.

[Skill  name]:  Instantly sets the comer

Also:  Where Am  I

Waypoint:  Centers camera  on  player-set marker,  if applicable.

Quest Marker:  Centers camera on active quest target.  Saying  it multiple times

center on that skill's  perk tree.  All  the skills are  accounted

One-Handed                                   Heavy Armor                                 Alchemy                                     Illusion

twcrHanded                                   Light Armor                                    Speech                                       Restoration

Pickpocket                                         Alteration                                     Enchanting

Lockpicking                                         Coniuration

Sneak                                                  Destruction
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When  not clelving  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
Grafting  activities can  be.

The  Dragonborn expansion adds the ability to create a variety of
spiders, which you can  "cast"  (i.e.,  throw them) and ore treated
a  little  like scrolls  in your inventory.  Like the Atronach  Forge  in  the

College of Winterhold  (see page 270),  all the information  regarcling this
crafting  activity is detailed  in the specific quest, on  page 666.

ife> AIchemic Experimenlulion: An Overview
With an AIchemy

Lab, combinations of
ingredients become great
elixirs or potent poisons.

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 alreacly know what the end  result
of what the Grafting  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.

ln 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.

ife, Foraging for Ingredients
The  Foraging  Process

Living off tI.a lclnd is more than  just farming crops:  Scour Skyrim for ingrec]ients<

Calm  of Skyrim  is filled  with  dozens of unique  ingredients,  which  can
ategorized  into three major groups:  those that are grown  (such as

lowers,  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.
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Learning  Ingredient Effe(ts

Once you,ve collected one or more  ingredients,  you can  study it in your
inventory.  Notice that under its weight and value,  there are four effects-the
ingredient,s alchemic  properties-which  are all  initially "unknown."  Your
ongoing  task  is to  learn  what all  four of these effects  are.  Until  you do, your
initial  attempts  at Grafting  potions  can  be  a  little  hit or  miss.

Ingredient digestion: The easiest way to learn the properties of an
ingredient is to eat it!  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 alwclyS works.  The clownside  is
that for rare items, you'll  have to consume the item for no directly
effect.

Experimental pofons: Or you can learn an  ingredienf's properties by
ttempting to craft a potion with the ingredient.  Constant use of a  particular

gredient will graclually allow you to  learn  its effects and discover good
binations with  other  ingredients.

Crib sheets.. Or you can consult this guide,  which  helpfully lists the four
alchemic  properties for every  ingredient in  Skyrim.

-:; lrj!!._='?±P,H  2    GRAFTING



[ife`agr (rqfting potions
ln order to craft potions, you  must use an Alchemy Lab.  lfyou  plan 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.

Seleeling ingredients: Step up to the Alchemy Lab,  pick two distinct
ingredients  (you cannot combine two  identical  ingredients),  and  mix them
together.  You can optionally add a third  ingredient if you wish  (and want to
further experiment) I

Experimenrdl potions: lf you don,t know what effects the  ingredients
share,  the Alchemy  Lab will  cc]ution you  that the  result is  a  ''Potion  of
Unknown  Effect,"  but you  can  still  try  it.

When you combine  ingredients,  the Alchemy Lab checks the complete
list of the two  (or three)  ingredients,  effects.  lf none of those effects  match,  the
crafring  fails.  lf there  is one or more  match,  il succeeds.

Failure: lf 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,  inclicating you
don,I need to try it again.

Success: lf there was a  match,  the  resulting  potion or poison  has all  of
the effects that matched/  in a  much  more potent form  than simply eating one
of the  ingredients would  have given you- Most of the time, 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
ecommendations are great for quickly creating  just the potion you  need,
on,I forget to experiment to continue learning  new effects.

ife Advanced Alchemy

Alchemy Skill and Potion (reution
Your Alchemy skill  improves the effectiveness of the potions and  poisons you
craft:

(.,   lf an  effect has only a  magnitude  (e,g.,  Restore 50  Health), your skill

increases  it.

"?)   lf an  effect has only a  duration  (e.g./  Invisibility for 30 seconds),  your

skill  extends  it.

i  lfan effect has both a magnitude and a duration, a of the two

listed  in  this guide.  Consult the exact values  in  th
what you cart create given your
increases when:

;)  you leer

i  skill and

effect for an  ingredient.

ly craft a  potion.

i?  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  1 2  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.

ifefty Alchemic Recipes and (ombinqlions

Novice  Retipes

If you,re just starting out on your adventure,  here are a few good  recipes
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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 iusf a few examples:

NOTE      Fortidvic

Effects list, which  reveals every

of am ingredient and which ingr

hove these effects.

Dragonborn odds almost fl

ew ingredients, from

opper Jelly to Trama

hi¬h  EnfhH

and Perks" section/ bulk on

lake and gene"i

skill, consult the

us» Arcane Enchanting: An Overyiew
With an Arcane

Enchanter, items are both
ruinecl and rebom as

new and more pow
objects.

Enchanting  requires
make short-term

ices for long-term
"ds.  The  important

(and  sometimes difficult)
choices you  make throughout this process determine what items you can
create and  how powerful they will  be.  ln short, enchanting  is the art of
imbuing on item with magical enchanfroents powered  by soul energy.
However, this is done ot the expense of other enchc]nted items. To enchc]nt 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  (Coniuration)  or a weapon  enchanted with the Soul Trap

enchantment.

?  An unenchanted item. These are easy to find, though you may wish to
smith your own  in order to  have cl  ready Supply Of items tO enchant.

i)  The Arcane Enchanter: To enchant an  item,  you will also  need to use an
Arcane Enchanter.  lf you  plan to focus on  enchanting/  locate an Arcane

Enchanter you can  return to quickly and easily and  make a  point of

visiting  it often.  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 Enchclnter (See Page 98).
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negiv  Disenchqnling  Items
The only way to learn  new enchantments  is to disenchant an existing
enchanted  item. The disenchanting  process destroys the original item and
teaches you the  item's base enchantment-flat is,  its fundamentc]l ability

(e.g./  Fortify Health),  not its  specific value  (a.g./  Fortify Health 50).  Once you
learn  an  enchantment,  you can  QPPly it tO aS  many Other  items aS you  Wish.

Early on, disenchanting  may be a difficult,  even  pal.nful decision.  Enchants
items are both  useful and extremely valuable, while the enchantment you
learn does  nothing  in and  of itself.  You should definitely use enchantecl item
ou find,  rather than  rush to disenchant them all.  But when you outgrow an

or find  something you aren,I interested  in,  consider dlsenchanting  it
d of selling  it-you,re  making an  investment in your future.

lt 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 a  more valuable item doesn,I give you  a  better
enchantment, as these examples show:
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The conclusion? That to start with,  clt least,  it iS better to destroy a  lO-Glue
item  rather than  a  high-value one,  especially  if you want to  use or sell  the
higher-value  item.

However,  there  is one advantage to disenchanting  more expensive
items:  disenchanting  helps  increase your Enchanting  skill,  and your skill

will  increase faster when you disenchanl a  highvalue item than when you
disenchant a  lower-value one.

lf 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.  lf you,re coming  to enchanting  at a  later level  (2O+),  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,I expect to
disenchant your way to  100.

etfer off purchasing  an  empty one and  filling  it yourself.  Although  this
akes a  little  more work, the savings can  help you  break even  (or even  turn

refit)  on the item you enchant

Finding Soul Gems: An even  better option  is to find  (or steal) the Soul
Gems you  need:

Any Dwarven city, warlock den, vampire lair, or
have Soul Gems I
Automatons) often

There are several are
simply take Soul

Oryou can st

in these areas
ruin  will  us

ln order to trap a creature,s soul  in an empty Soul Gem, you will  need either:

The Soul Thrc]p Spell: Cast this spell  on  a  creature and  kill  it before the spell
wears off to snare  its soul.  lf you  plan to focus on enchanting/  purchase
this spell from  Farengar, the Court Wizard of Whiterun,  as soon as

possible.

A Soul Trap Enchanlmenl: lf casting  Soul Trap becomes a  nuisance,  look
for a 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.
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ife unenchqnTed Items
This se!eerion of weaponry
looks geed enbugh te try

your anchanfing an.

Unenchanted weapons
and armor can be
obtained  in one of three
WCnyS;.

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 to 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.
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.
lf you're not motivated  by money,  smithing also allows you  to create and
enchant exactly the  item you  want.

negiv  Enchaming

En(hunting a Weap
The fell-fale glow of an

en¬hc3nted WcaPOm,
made stronger by a

professional imbuer!

Now that your

preparations are
complete,  journey to any Arcane Enchanter with  the
enchclnt 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!

Enchunted Weapons and (hqrges

All enchanted weapons have charges.  These represent
energy that remains within  the weapon. When all
expended, the weapon,s enchantment ceases

unt of soul

becomes a  ,,normal"  or unenchanted weapon)  until you  recharge  it.

Think of this as a formula: Charge Capacity i Enchantment Cost =
Charges.

Charge Capacity: The  item's ccIPaCity  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.

Enchclntment 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
ou  make  it,  the higher the cost and the fewer total  uses you can get from

:hanting skill. The  higher your skill,  the lower the cost and the
I  uses you can get from the item.

The soul  and your Enchanting  skill  also determine the  maximum  strength
e enchantment you can apply to the item.

I balance: This choice is entirely up to you-experiment and see
af works  best for your play style.  lf you  keep a  large supply of Soul
ms on  hand,  recharging a weapon frequently may not be much of an

Sue.

74v

lf you don,t, or keep forgetting to recharge your weapon, a weaker
but longer-lasting  enchantment may work out better
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Cre!fiing a set of armor anc! enchanting  if 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.
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Enchanted Armor Sfrenglh: Once you've selected a piece of armor and
an enchantment you want to apply to it, you still  need
Unlike enchanted weapons,  enchanted clrmOr does n
armor grants you a constant bonus as long as you

oose a Soul Gem.
charges:  The

Instead,  the  soul,s
capacity'  in  combination with  your Enchanting  skill,  determines  the strength
of the enchantment you  can create.  ln effect, your skill allows you to squeeze
more power from a given Soul Gem.
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General Advice

lf 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 gcluntletS that both
increase your Heavy Armor skill  by +lO% will together give you a  bonus
of +Zoo/a.  Stocking  is especially powerful with  Elemental  Resistance
enchantments (to  Fire,  Frost,  or Shock):  keep a few items on  hand and

quip 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.

lf 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.  lfyou 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.  lf 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 os 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.

(ltqos Enchqnlmenls

There  is a  new weapon enchantment available in
DrclgOnbOrn:  the Chaos enchantment.  When a
weapon  is  imbued with  such an enchantment,  it
inflicts a  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 gel no extra damage,  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.

STUFF  Enchanting

adds the ability to enchant (create)  your own  staffs. You
attempt sta

(shown  in
that beco

nchanting  at the Staff Enchanting workbench  in Tel Mithryn
ic)us  picture).  This workbench  is  located  in a  locked  room

IBIS after you  complete Solstheim  Side Quest:  Reluctant
37). The  key that accesses

rt of your reward for the quest.

ln order to create a staff,  you will  need:

An  unenchante

purchase this  fr
cannot be cra

the room wi

i the correct type. You  must
etoth.  Unenchanted staffs
found as treasure.

One or more  Heart Stones.  You  must mine or find
these yourself-you can't buy them. They are found
in  deposits across the ash-filled  parts of Solstheim.

To know the spell you want to place  into the staff.  For example,

you can only create a  Staff of Thunderbolts  if you already know th
Thunderbolt spell.

Creating a staff works like forging c]n  item-you  just select the  item yo
to create and select "Craft.,, Your Enchanting  skill  has no effect on the result.
However, creating  staffs will  increase your Enchanting  skill  based on the
value of the staff you create.

ffiffiB          F®gr  ffi  e®mpiete  list  ®f  §!es#s  yaus  ¬asm  em¬beffin!/   e#msREit  thS?fflha!e

®"  grffl§©   i55.



ife Forging Ahead: An Overview
A noble Norcl profession,
a trade of gruff artisans

occurring across
the realm.

Smirhing  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  toil will  be.  ln short, smithing  involves forging and

progressively improving items.
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EN Forging

The Forging Process

The BIackemith's  Fora
Molcl  Raw material
info fabled weapon

anc! armor.

he first step  in  smithing
a to  locate a  Blacksmith/s
orge 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.  lf you  have the  necessary materials,
simply choose the  item you wish to craft,  and  it is  hammered out on the forge.
Simple!

NOTE     Yo ing skill impro

using the forge (olthoug

h lime you craft an item

y not increase
member that your skill has no direct

word isfln iron sword, whether it wa

or Eorlund Gray-Mane on the Skyforge itself!

As your adventure begins, your Smithing skill  is  low,  meaning you can
Ply work with a few kinds of basic  materials,  such as iron,  hide,  and  leather
owever,  as your Smithing  skill  increases and you  begin to choose  perks  in
e 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  Dragonscale gear!

Tr`c   5.-A.e.. JLJ¬C-=|`/Lc   ``,
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Forging Moteriqls

Forging  usually requires components  like melcll  ingots,  leather,  and  leather
strips.  However,  the highestqualily items may also require more or expensive
materials,  such as quicksilver,  dragon scales, or Daedra  hearts.  Knowing
what is needed to forge your next level of gear is imperative so you can
an eye out for it on your travels.

Purchasing materials: The easiest way to acquire  materic]ls is simply to
urchase them.  ln towns  (such as Riverwood), you,lI almost always find a
locksmith working the forge. These craftsmen  and women typically have

ore,  leather, and  leather strips for sale.  As your level  increases,  smith
a carry higher-level  materials too.  However,  you will always have lo

earch for I arest of components.

The purist won,I 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 animc]ls,
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 pockels!

ln  short,  purchasing  materials  is far 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 c]
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 ecISier than scrounging through dungeon after dungeon  in  the hope Of
finding  just the  right piece to complete  a  set.  Smithing  is also excellent for

creating  nonenchanted  items you,re planning to enchant later using your
Enchanting  skill.
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SMITHING

Arcane Blclcksmith perk in order to improve enchanted weapons and armor,
so if you don,I have it, make sure to sharpen or temper the item before you
enchant it!  Otherwise,  the order doesn,t matter.

Nomenclature: When you improve an item,  it receives a modifier that
indicates the amount of improvement you,ve made to the weapon. This
modifier is basecl on your Smithing  skill and perks. After you,ve improved  an
item,  you  can  only improve  it again once your Smithing  skill  and  perks will
allow you to raise  it to the next modifier rank.  For example:

lf you  have a  Smithing  skill  of 39  anc!  the Steel  Smithing  perk,  and

you  improve a steel sword at a grindstone,  the sword will  receive the"SuperI.Or"  modifier and a  [+3]  damage bonus.

Return with  a  Smithing  skill of 4O,  and your skill  has  reached  the  next
threshold,  allowing you fo  improve the sword again.  This gives it the
/Exquisite,,  modifier and a  better bonus,  I+5].

lf you  come back with  a  Smithing  skill  of 55,  your skill  has  not yet
reached the next threshold,  so you can,I improve that sword  again.  lf you
have a different steel sword you want to improve,  it will also receive the
"Exquisite"  modifier and  a  I+5]  bonus.



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.  lf you're tired of
paying  a  premium on  leather or ingots,  and you  have some time to spare,
make them  yourself!

Delve info 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 lo with.

Save those Daedra Heorls. These are among the rarest ingredients,  but
they're essential for forging  Daedric weapons and armor.  lf 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  (Enlhir,  also at the College  of Winterhold)  and  pay

ageous  premium.

ifegiv igr Dqwnguqrd: Smirking

Arrow (rqfting

You can  now construct arrows at any forge,  meaning

you  no longer have to search for or buy them  if you
don,I wish  to.  However,  for arrows of a  particular type

(such as Orcish  or GIass 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 sit.ghtly)  heavier.  Dragonbone
weapons are extremely rare; they are almost never
found as loot,  so smithing them  is by far the easiest and  most relia
for  master  Blacksmiths to acquire them.

(rossbows and (rossbow Bolts

Provided you  meet several  requirements, you are
able to construct Crossbows and Crossbow
For this to occur,  you  must first complete  Da
Main  Quest:  A New Order.  As only adventurers
allied  with  the  Dawnguard  can  finish  this quest,  only
Dawnguardflllied  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 SorineJurard  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 lo have the correct tools for making  these weapons and
bolts:  Although you can forge basic Steel  Bolts and  (once  learned)  Dwarven

at any forge, you can construct only Crossbows and the explosive
nced bolts at Gunmar,s Forge inside Fort Dawnguard.  ln addition, you

need  the Steel  Smithing  Perk to fashion  basic Crossbow and Steel  Bolts  (they
und  in  the  "Steel,,  Smithing Menu).  Similarly/  you  need  the  Dwarven
ing  Perk to make the Dwarven Crossbow and  Dwarven  Bolts  (they are
in  the  "Dwarven"  Smithing  menu).

iscellflneous and Jewelry Re(ipes

re also two Mscellaneous Recipes that you
ft+he Shellbug  Helmet (shown)  and  Bone

Hawk Amulet-which  are listed on  page  81

i8v
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Aetherium

At the end  of Side Quest:  Lost to the Ages, your
reward  is the Grafting of one of three unique
Aetherium  items al the Aetherium  Forge,  locate
deep  below the  Ruins of Bthalft in  the Rift.  Aeth
is  an  incredibly  rare  material,  so  much  so that only
one item-the Aetherial Crown, Shield, or Staff-
can  be  made.  A Smithing  skill  ism,I necessary for
this  creation.

ae» ffias  Hearlhlire: Smilhing

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.

Drqgonborn: SmiThin9

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 Grafted only after you
complete  both Thieves Guild Quest:  Meet the  Family

(see  page  287)  ancl  Solstheim  Regional Acfivily:
Thievery and the Karstaag Connection*  (see page
669). The ability to craft these  items is part of your
The armor has a  rating similar to  Steel armor  but is  lighter`

quire the Elven  Smithing  perk to create_
The qrmor has a

r to Steel armor but it
rare variant-Morag Tons Armor-worn by

n of Dunmeri assassins.

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,I be Grafted,  and from
Nord  Hero items,  which are a  reward for completing
the Companions Quest:  Glory of the Dead  (see page
245).  Ithas a  similclr rating  tO  Ebony and  Orcish

armor but is  lighter.

Smithing
im  items  require the  Ebony Smithing  perk

eclte.  You  must also complete Solstheim  Side
uest: A New Source of Stalhrim  (see  page 633)

to  unlock the ability to craft them.  Stalhrim  items
require  Stalhrim  Ore,  a  rare  matericll  found Only
on  Solstheim.  Think of Stolhrim armor as  being  like
Dragonplate Armor but lighter.

Note that these recipes require ore,  not ingots.  Stalhrim,  a  type of
elemental  ice,  can,I be  smelted  into  ingots.  You can  buy Sfalhrim  from
Halbarn  (the  blacksmith  in  Skaal village)  or  mine  it yourself (see  below).  All
Stalhrim  items have an  innate properly:  any Frost enchantments placed on
them  (e.g.,  frost damage for weapons,  frost resistance for armor)  are  lO%
stronger than  normal.
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Drogonborn 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
completelist.

BONEMOLD

#neltn(ghoLtedthel,  10  Bone Meow            Bonemold Armor

]oNneet(#oiotheT,  1   Iron  Ingot,  6                Bonemo[d  Boots

1   Netch  Leather,  4  Bone  Meal,  1                Bonemold

I   Netch  Leather,  6  Bone  Meal,  1

Iron  Ingot

1   Netch  Leather,  8  Bone  Meal,  I

Iron  Ingot

2  Net(h  Leather,  10  Bone Meal,  1

Iron  Ingot,  I   Void  Salts,  i   Sfolhrim

Ore,  1   Net(h  Jelly

Gauntlets

Bonemold  Helmet

Bonemold  Shield

I   Netch  Leather,  6  Bone Meal,  1

Iron  Ingot,  I  Void  Salts,  1   Stolhrim

Ore,  1   Netch  Jelly

1   Netch  Leather,  4  Bone  Meal,  1

Iron  Ingot,  1   Void  Salts,  I   Stqlhrim           Bonemold

Ore,  1   Netch  Jelly                                                 Gqunflets

"tchLeother,6BoneMeol,  I              Improved

Iron  Ingot,  1   Void  Salts,  I   Srdlhrim           Bonemold  Helmet

Ore,  1   Netch  Jelly

1   Net(h  Leather,  '8  Bone  Meal,  1
lu ltJluVOu

Iron  Ingot,  1   Void  Salts,  1   Stolhlim           Bonemold  Shield
A__       1     |l_i_I_     I_lI
Ore,  1   Net(h  Jelly

2  Netch  Leather,  5  Cm'n  Plots,  1

Iron  Ingot

I   Netch  Leather,  3  Chitin  Plots,  1

Iron  Ingot

1   Notch  Leather,  2  (hitin  Plots,  1

Iron  Ingot

2  Net(h  Leather,  6  (hitin  Plots,  1

Corundum  Ingot

1   Notch  Leather,  4  Chitin  Plots,  1

Corundum  Ingot

I   Netch  Leather,  3  Chitin  Plots,  I

1   Net(h  Leather,  4  Chitin  Plots,  1

1   Net(h  Leather,  3  Chitin  Plots,  1

Iron  Ingot

I   Netch  Leather,  4  Chitl'n  Plots,  1

Iron  I"got

1   Firewood,  1   Steel  Ingot,  1

Quicksilver  Ingot

5  Steel  Ingot,  2  Leather  Strips,  1

Quicksilver  Ingot

3  Steel  Ingot,  1  0uicksilvel  Ingot

3  Leather Strips,  6  Steel  Ingot,  1

1   Quicksilver  Ingot

82

Improved

32                        34                 290

12                            7                       60

12                            3.5

17                           4.5

idH                                    E

35                       43                  290

13                           9                      60

l3                          7                     60

18                             ll                      135

26                        ll                    95

(hifin Armor                               30                           4                     240

(hitin  Boots 9                                      1

(hitin  Brocers                                9                              2                       50

¬llf'_n_Heavy                              40                         35                   650
Armor

(hiti'n  Heavy  Boots                    1 4                             6

14                              5                       135

Chitin  Heavy

Helmet

Chifl'n  Helmet

19                                5                         135

1                             125

(hih'n  Shield                                 25                            8                      21 5

NORDIC

Nordic Arrow  (24)

Nordic  Bowleoxe

Nordi(  Bow

Nordi(  Carved

Armor
:;

0                    3

23                  650

37                  1600

2  Leather Strips,  4  Steel  Ingot,  1               Nordic (orved

Ebony  Ingot,  1   Quicksilver  Ingot

2  Leather Strips,  3  Steel  Ingot,  1

ot,  l   Oui(ksilver Iqgot

2  Leather Strips,  4  Steel  Ingot,  1

Ebony  Ingot,  1   Quicksilver  Ingot

1  Steel  Ingot,  I   Leather  Strips,  1

Quicksilver  ln

5  Steel  Ingot,  3  Leather Strips,  1

Quicksilver  Ingot

1   Leather Strips,  1  Steel  Ingot,  I

Quicksilver  Ingot

I   Leather Strips,  4  Steel  Ingot,  1

2  Steel  Ingot,  1   Leather  Strips,  I

2  Steel  Ingot,  2  Leather Strips,  1

0ui(ksilver  Ingot

5  Steel  Ingot,  3  Leather Strips,  1

Qui(ksilver  Ingot

Ingot

Nordic  Dagger

Nordic  Greotsword

Nordi( Mo(e

Nordi(  Shield

Nordic  Sword

Nordic  War Axe

Nordic

Worhommer

STALHRIM

i_I!p!.fr__SITi_Pi 6  Stolhlim  Ore,  1            stolhrim Armor

1   Firewood,  1   Stolhrim  Ore
Stolhrim Arrow

lflRII

5  Stolhrim  Ore,  2  LeotherStrips             -   Stolhrim  Bottleoxe

2  LeotheT  Strips,  1   0ui(ksilver  Ingot,        stolhrim  Boots

4  Stolhrim  Ore

3  Stolhrim  Ore                                                       Stolhrim  Bow

1   Stolhrim  Ore,  1   Leather  Strips                  Sfulhrim  Dagger

iui:kostive:fslt;igpos; 3 Stolhlim Ore,  1           stolhn.m Gauntlets

5 Srdlhlim  Orej  LeotheTStrips               iTelhjwmoII

Quicksilver  Ingot

20                          7                    550

8                         35                  ll5

20                          19                   585

27                          10                   335

ll                               12

12                                  14

:2:

2.L.!IT_t!.!!_S,Ti_P_S1  4  Stolhlim  Ore,  1             sfulhrim  Helmet                          22

3  Leather Strips,  5  Sfulhrim  Ore,  1            Stolhrim  Light

ot                                                           Armor

2  LeotherStrips,  I   Steel  Ingot,  3               Stolhrim  Light

Stolhrim  Ore                                                           Boots

2  Leather Strips,  2  Srdlhrim  Ore,  1            Sfulhrim  Light

Steel  Ingot                                                             Gauntlets

i  LeotherSmps,  3  Stolhrim  Ore,  1            Stolhrim  Light

3  Stolhrim  Ore,   I   Leather Strips

I   Leather  Strips,  4  Stolhrim  Ore,  1

2  Stolhrim  Ore,  I   Leather Strips

2  Stolhrim  Ore,  2  Leather Smps

5  Stolhrim  Ore,  3  Leather Strips

Tf_c   3_i..i._- £'C==J:a  '/
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Helmet

Stolhrim  Mo(e

Stolhrim  Shield

Stalhrim  Sword

Stolhrim  Woroxe

Stolhrim

Worhommer
6::
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food.  Cooking  is a  rudimentary method of living  off the land and  is far
surpassed  by alchemy (which  is a skill and creates  potions thclt 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.  lf 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  lO 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 lo recover a  little
health  in  a  pinch.  For those who wish  to  live as the  Nords do,  killing  their
wn  meals,  harvesting their own vegetables,  and cooking  the resulting

gredients  into a somewhat murky-looking  stew,  this is an authentic way to
ltiafe hunger and fatigue.  But for everyone else, cllchemy is a  better bet,

Recipes

Hearthfire adds the following  additions to your
cooking:

Cooking Recipes: There are two new recipes

(Steamed Mudcrab Legs and Clam Chowder)  that
can  be made at any cookpot.

Baking Recipes: When you build your own house, you canconstruct a
kitchen  in  the east wing  acldition.  One of its  unique furnishings  is an  oven.
This  clllOWS 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 onlywayyou can  gain access to one  is to build  it.

MIling Recipes: If you  purchase  land  in  the Pale and  build  Heliarchen
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  Heliarchen  Hall
and  make  it the epicenter of your pastry-based antics.

ife 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)'



BAKING  RE(lPES  (REQUIRES  HEARTHFIRE  OVEN)

Construct an Oven in your Hearihfire abode and bake some delicious freats!
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Mining  minerals find gems

(mnd craziest) way
fo 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 amountofgold,  but more
importantly/  it helps you  gather raw materials  for smilhing  (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  loo/o chance of extracting a  (random)
gemstone.
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Once  mined,  ore can  be sold for a  lgenerally small)  amount of gold,  or
smelted down to make ingots (a slightly better way to earn money from

your digging).

ENcev©  y®RE  eXhaffiusSffSal  esii?free  VeimS  ire   es   miffie?  There  wffii?  esb©#i  us
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ere to Mine?
can  look for  minerals  in  the wilderness of Skyrim,s windswept Holds,

hough  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:

i,:   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.

i?  Look for mines. Many settlements 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.

(.^j  plan your return lrip. Every ini)ame  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

lf you,re scouring  the lclndscape,  here eire  SOme general  tips 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 ohen found  in  more extreme environments,  such as deep in the
mountains or along  the northern coast.

T553ELBEL
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.

Drogonbom: Mining

Dragonborn adds several
new types of materials
to  mine:

Geodes are a special

type of ore vein that
produces gems of a
particular type. You
can find Amethyst,
Emerald,  Ruby,  and
Sapphire Geodes on
Solstheim.

Heart Stone is a  rare material  used  in Staff Enchanting  (see above) and as
a  reagent for the Ash  Guardicln  spell-

Stolhrim  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  Grafting  weapons
and armor.

ln  order to  mine  it,

you need an Ancient
Nord Pickaxe-normal pickaxes won't work. These can be found  randomly
in  chests or obtained  GIS  Part Of Solstheim  Regioncll  Activity:  Take Your Pick*

(which sends you to fetch one,.  see page 669) or Solstheim Side Quest:
Unearthed  (Rails,s unique pickaxe,  Hoarfrost,  is one,.  see page 645).

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
forlhem.
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White  Ridge  Borrow

Secondary  Locofl'on:  Impact Crater  (Burnt Spriggon)

Secondary  Lofflfi'on:  MI'ner  Immolation                                                                           2

Se(ondory  Location:  Impact Crater  ITel  Mthryn)                                                     1I Secondary  Lo(otl'on:  Reovers'  Folly

TR,&iP.il,rj, FJ,|r ',:   GRAFTING



ife smelling

the domecl smelfer, wit and franstorm your ore
info ingots.

You can  purchase ore from  most BlcICkSmithS,  Or  mine it yourself if money  iS a

concern.  But what do you  do with the ore?

Raw ore  isn,I useful on  its own  and doesn,I sell  for many gold  pieces.
However,  if you  bring your ore to a smelter, you can  smelt it into metal  ingots,
which you can then  sell  for more gold pieces or use it to smith your own
weapons and armor_
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Smelting  Recipes

The following  fable  lists all of the availc]ble smelting  recipes and  the type
of ingots produced  by each. All of these  recipes ore available to you
immediately,. you  just need the ore or scrap metal  required  for them.

Approach a fanning rack
ancl fransform a wild

animal  hic]e  into lecifher

or leather strips.

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!
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OTHER  CRAFTING ACTIVITIES
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Tinning  Recipes

The following  idble  lists all  of the available tanning
recipes.  All of these recipes are available to you
immediately;  you  just need  the  hides for them.
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Swing a wooc!cutter's axe,
cleaving a small  log  in
twain.  Now repeat until

youfve had enough.

There are several
wood-chopping  blocks
throughout Skyrim,  which
allow you  to execute this
most simple  of all  Grafting

exercises:  chopping
wood.  For this, you  need a woodcutter,s axe, which you can  purchase
from  almost any general  store  merchant or find  (for free)  at any lumber  mill.
Simply approach the wood{hopping  block,  interact with  it,  and you  begin
chopping.  For each chop/ two pieces of firewood are added to your Msc
Inventory.  When you,re finished,  sell the firewood to any lumber foreman for
5 gold  per piece of wood. You won't get a  better deal from any merchant.

hopping firewood is a slow and methodical way to e

iny amount of gold, While it is something you ctin  do

ew coins you need for a piece of armor, it,s -fly just a sma

(ting with the world. You  can also  load  lumber logs onto the

veyor hell ot lumber mills find watch o5 they're SIi(ed with

his manual ltibor is free/  lust something to pass the lime.

Lumber Mill  Locations

lf you,re determined  lo sell your firewood for the best possible  prices,  do so
at the following  locations, where you can speak to  (and  obtain  payment from)
the  lumber mill  owner or operator.  Note that not all  of these  lumber  mills  have
a wood-chopping  block.
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This section  looks at the broader aspects of adventuring  in Skyrim. There,s information on how Skyrim  is segmented so you ccln grasp how Where you are Within
this giant realm.  We explain the different types of map locations cmd the kinds of enemies and challenges that await you.  Finally, we provide a  range of tips on
mapping,  what to expect when exploring dungeons, who to speak fo in Skyrim and why, and what services,  areas of interest,  and collectibles you should  look for.

Skyrim  is divided  into  nine separate Holds:  Haafingar,  Hiaalmarch,  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,I see the borders of these Holds on your world  mcIP,  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,  \Mnterhold, Markarth,  Whiterun,  Windhelm,  Falkreath,  and  Riften.  These are the nine shields

(crests)  that you can  see on your world  map. While most Holds contain  smclller 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).

ife HqbilqTions
A city, fown'  or dwelling  populated with citizens who are almost always
neutral,  if not civil and friendly,  toward you.

Winclhelm, capitc]l of
Eastmarch

Hc]bitations  range  in

size from a small group
of Khaiiit Caravclneers
to the rugged  maiesly of
Solitude,  the sprawling
capital of Haafingar
Hold.  Here, you,re
likely to  find  citizens  in

need of help  (or at least a  Favor or two)  or who have rumors to share,  tasks
to accomplish,  quests to start,  and  interc]ctions that test your social  skills
more than  your skill  clt CIrmS.  The  major types of habitations are  listed  in  this

guide,s Atlas.

ife Dungeons
A location populated with hostile people or creatures that typically attack you
on  sight.

High Gate Ruinsjn
the Pclle

A ,,dungeon,,  is cl  place
where you will  find

and combat.
lt is an  allrencompassing
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 lypiccllly 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.

When you clear a dungeon-that is, explore it and defeat all of
the major foes within-your map typically marks it as ,,cleared.w  Some
locations cannot be cleared, and others can be cleared only under special
circumstances.

Most dungeons will  repopulate over time. This can  happen  in as little
as a week for a  location you left midway through and  may not happen for
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.

ne* other Locations
There are also many minor locations and encounters not flagged on your
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,  tiny
campsites,  dragon  burial  mounds,  or other odd occurrences that you can
stumble upon. There are also World  Encounters,  small events that occur
randomly. This could  be anything from a fox chasing  some chickens,  to a
challenge from an Orc,  to a  Khaiiil with  a  penchant for being economical
with  the  truth....

ife Mopping and RAovemenI

The realm of Skyrim  is vast and foreboding and at times almost
overwhelming-there are over 35O Primary Locations to discover!  Although

you can go where you want, do what you want, and see what you want,
it is worth consic)ering  the following  plans to explore a  location  more
logically:

Plan  I -The Base Camp: Use a  location you,ve cleared out or a location

you  know is safe  (such as Riverwood) as a  base camp until you,re familic]r
with your surroundings.  Learn  how far a  new location  is from this safe

place.

Plan 2-The Landmarks: Look for landmarks when you travel.  No mcltter
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 to charge off into the
wilderness,  and this  is perfectly fine.  But to efficiently discover everything
`ln the area of a  Hold,  it is worth  using the  network of roads  (cobblestones,

with signposts) and  pathways  (tracks,  goat trails,  and even foot-tracked
snow)- These almost always lead you close or directly to a  Primary Location.
Follow the roads to  make a circular trek around a  Hold,  then  return and
methodically search areas off this beaten track.

plan 4-Your Destination Marker: lf 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

un
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ZOO Secondary Locations, which  don,I show up on your world  map!  Simply gauge where a  Secondary Location  is by comparing  the world  map to the guide
map,  place the marker,  and  head there.

plan 5-use the AIos: This guide has a sizable section  revealing  every location  in  Skyrim.  Reference the locations and  maps  in  that giant chapter to  help you
OnyCJNrWCry.

ife;in Finding Your Way
Whethel. 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.  ln  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 entrance.
This allows you to exit a dungeon without having to backtrack.

Lighting Your Way

Carrying a torch 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  GIS a  Favorite so

you  can  quickly switch
between  it and your
combat weapons as needed.

Khaiiit and vclmpires can  cclll On  their  Nighteye  power to  see  in the dark,
allowing them to more easily slip through the darkness undetected.

Also  note the positions of lantems,  torches,  ancl braziers  inside
dungeons,  as they are almost always visual cues that point you  in the correct
direction.  lf you,re  lost,  look for these light sources to guide you.

ife:,  Dungeon Puzzles      di©   mlNOR SPOILERS

Many dungeons were sealed for cl reason-they contain the dormant (and
often  undead)  remains of a once-powerful  enlily.  To  protect these tombs from

grave robbers and brigands, the ancient Nords concocted many puzzles to
flummox cmd  foil  the  unwary.  The same  is true  inside  Dwarven  Ruins,  but on  a
far grander scale.  Here  is what you can expect:

Switches/  Levers, (hoins, and Handles
lf 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 CIaw associated
with the door-a
precious artifact that

holds the  key to this  puzzle.  ln 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
thedoor.

9O         tis
+
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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 to 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 setof
Nordic  Puzzle  Pillars or
a  lever,  chain,  or switch

you can use to open the
way forward.

Dworven  Puzzles

poisonous gas  into

Long  ago,  the ancient
dwarves constructed
immense clockwork
mechanisms and
complex steamworks.
The  ruins  of this  long-lost

race still yield a variety
of intricate and  unique

puzzles,  from  trying
to stop the flow of

a  chamber,  to carefully aligning  a  system  of mirrors  in  an
Oculory,  to inserting an otherworldly key into a strange slot.  ln  some cases,

you  may need to find the "key"  object beforehand,  or your progress will  be
limitecl  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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ffigiv Traps and Triggers

C£mQUS oil lamp trap: Tom the bum an your
enemies,  if you're quick ancl clever!

The unpleasant Poison BIoom Trap: What pretty
lattice-like petals.  \^/hat a  heady aroma...Gak!!

RE8RE        *H                     ffiREg£

Dungeon exploration would be nowhere near as
terrifying without the uncertainly of possibly stumbling
over a fripwire and being pincushioned by a dozen
rusty darts! Throughout your adventure,  expect to
run  into,  step on,  or trigger any of 3O different traps.
The following chart lists every major type of trap and
trigger, along with advice on  how best to avoid them.

Note that most traps have a small chance of
infecting you with a  rclndOm  disease.  lt might be WOrth
keeping around a Cure Disease potion  just in case...

THE  HOLDS OF SKYRIM      DUNGEON  EXPLORATION
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walkthrough.  However, due to their sheer number, traps

aeisife 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 more!

How Dragon Mounds Open
There are 22  Dragon  Mounds scatterecl tlnroughout 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),  itwill be  in one offour sfates.
Over the course of the Main Quest,  these mounds gradually open,  releasing
the dragons trapped within.

State I:  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
coverecl,  and  the site could easily be mistaken for an ancient Nordic burial
mound,  as the two are quite similar.

State ll: 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  awcly.
There is little for you  to do here.  But look around carefully-you  may well spot
the dragon at a  nearby Dragon  Lair!

Stole Ill: Awakened

As the Main Questgoes 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.  Slay the beast and claim  its soul
to unlock your power as  Dragonborn!

Stole lV: Resurretlion

And  in  a  few cases,  if you  stumble across  iusl the  right mound  clt just the  right
time,  you  may encounter Alduin  himself!  lf you  watch,  Alduin will  resurrect
the dragon  before your eyes,  then fly off to his  next destination.  Attack,
and Alcluin  roars into the skies,  mocking you,  before making  his escape  (he
cannot be harmed).  Meanwhile,  the resurrected dragon will turn c]nd  atfack!
lf you  miss this opportunity,  the  mound will  change to Sfate  Ill,  with  the  newly

resurrected dragon  remaining  near its  mound  until you arrive to challenge  it.

Dragon Mound Stages (horl

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.

"2       §  SfrTi--skTM
+

[3.0]  Dragon  Mound:

Yorgrim  Resurrectl'on

"B]  Dragon  Mound:

chwoter Pass

[5.l]   Dragon  Mound:

Rognvold  Vole

[5.T]  Dragon Mound:

Karthsoife  Bluffs

[6.B]   Dragon  Mound:

Roriksteod  Resurrection

Henge  Resurrech'on

ThePole                       lV         Yes

The  Reach                   Ill

Opens during  Act ll:  Elder  Knowledge.

Visit this  location  before  Act ll:  Alduin's

Bone is (omplete in  order to witness the

resurredion !

Yes      Opens during  Act ll:  Elder  Knowledge

The  Reach                   Ill          Yes      OpensduringA(tll:  Elder  Knowledge

TheReoch                   Ill          Yes      OpensduringActll:Alduin'sWoll

Whiterun  Hold

6.KI  Dmgon Mound:  Great        whitemn  Hold
I___   _     n__

[6.0]   DTOgOn  Mound:  Lone          whitelun  Hold

Mountoin

Eosmolth

Opens  during Act  ll:  Alduin,s  Wall.

Visit this  lo(otion  before Act ll:  Elder

Knowledge begins in order to witness

the  resurrectl'on i

Opens  during  Act ll:  Diplomatic

lv      yes    i#ll".ulni,s:'twthaii lboecgoitii:1nb:i::a"o

witTleSS the  resurrection I

Ill           Yes       OpensduringActll:  Alduin'sWolI

opens  during Act  I:  A  Blade  ih the  Dark.

lv       yes     yQOuUesY:illvi#d!iisnlothceotijoanckd,uf;TeTsoi#e

resurlecfion,  and  kill resurrected  dragon

ll            No        OpensduringActl:DrogonRising

"          No      vOopi::sdun'ngActl:TheWoyofthe

Il      <     No        OpensduringActl..DrogonRising

FolkreothHold          ll           No       OpensduringActll:Alduin'sWoll

FolkreothHold          Ill          Yes       OpensduringActll:Alduin'sWoll

FolkrenthHold          ll           No       Opensdun'ngActll:

I  !9u#m:Loogfo(nh Mwoouon]ds: TheRift                      "          No      #nuSn#IingActll:Diplomonc

I  i#MLDsrho8910enwMoooulnsd:                 TheRin                   "        No     OpensduringAct"leokFo"sBo"owII io9##oogs;nMound:Lost          TheRift                     "         No      #:nuSn#ringAct":DiplomDtiC

[i;!eNn]sDhI#!nMound:                 solstheim                 "I        Yes     OpensduringAct"mgonRising

I  [eSinSpTe!;aogthoiilsMound:                 solstheim                "I        yes     opensduringAc"..DrogonRising

+i I.. i  =- rJ,='r.'<  ADVENTURING ACROSS SKYRIM

I                      I-                                                   -..:,       ,,,I,.I      I".      I,,



(and choose one of the other stones
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ife standing SIones

Throughout the wilderness of Skyrim,  you can find  1 3  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,  clnd 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
major sets:  4  Skill  Improvement stones,  and  9 other stones.

Skill Improvement Stones

The Wart;or
Stone:  Located

at the Guardian
Stones

(Falkrecllh
Holc!).  Combat

skills increase

20%a faster.

Ttie Thief Stone..
Located at

the Guardian
Stones

(Falkrealh
Hold).  £itEgahh

skills increase

20c}%i faster.

The Mags
Stone:  becafed

af the Guardian
Stones

(Falkreath
Holcl). Magic
ski!ls improve

20% faster.

Four standing stones-Warrior, Thief, Mage, and Lover-increase the rc)te clt
which your skills  improve. The choice to use or not to 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 to them as quickly
as  possible.

You want to trek through  high-level dungeons  (such as Dwarven  Ruins ancl
Dragon  Priest crypts) as soon as you can.

You,re trying to maintain  a second set of skills lhatyou don,I use as often:
For example, your primary focus might be as a warrior, with a secondary
interest in  stealth.  You may want to fake
stealth-based skills keep pace.

the Thief Stone iusl to help your

You want to quickly increase a  skill or set ofskills that you  haven't used
before or that you've neglectec]:  For example,  if you decide fo add
Restoration  spells to your Warrior's repertoire or if you want lo pick up
some Illusion Magic to complernent your Thief's skills, the Mags Stone will
help you master them  more quickly.

You want fo make your cldVenture aS long and rewarding aS Possible
and want to see and do everything you possibly can in skyrim. your
adventure  is most enferfaining when you,re below Level 50.  lmpcltienCe
ism,t rewarded....

You're more interested  in experimenting with the drclmatic and variecl
effects that the other stones can have on your style of play/ rather thor
accepting these "hidden"  bonuses.

Other Stones
The Apprentice Stone,  locafecl  in  HiclcI!marCh Hold:
Recover Magicka twice as fast; f\^fice cls 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,I 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
il can  be offset
the dam
Resistan

having a summoned creature or Follower to help soak up
tons,  this weakness  is also offset by your racial Magic

it much  more palatable.

The AIronach 5fone, lqeclfed in Easfmarch
Hold:  50 issetra pt}ints 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,  locafec] in Falkreafh  Holcl:
Regenerate Heahh tind Sfamincl 25%o 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.
lt's also an excellent choice for vampires,
as if can offset your Health and Stamina
regenercltiOn  Penalties While  in  Sunlight.

The hot a, located in the Pale: 50 points of clamage
resistance, 25% magic resistance.

This grants you two excellent resistance bonuses in one!
The damage resistance bonus  is the equivalent to 50

points of armor,  which  is like giving your robed  mage
Daedric Cuirass  (and  makes an already well-armored

warrior even  more  resilient).I  The  magic  resistance bonus
is also soll.d,  cutting  spell  damage by a quarter.  Overall,
this is a good choice for any character who wants to
shore up their defenses.

I.:



The Ritual Stone,  locafecl  in Whiterun  Holc].  Raises all

clecld around you to fight for you.

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  lO corpses to take on  their former allies!

The Serpent Stone,  locatecl  in Winterholcl  Holc]:  Paralyze
the fargef for 5 seconds and do 25 points of clclmage.

Paralyze  is a  useful ability to  have on  hand, allowing

you fo 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.  lt'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 options at

your disposal.

The Shac!ow Stone, locclted  in the Rift:  Invisibility for

60 seconc!s.

This  power  is exceptionally useful for a  stealthy
character.  lt can  be  invoked  instantly/  silently/  with  no
Illusion  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 as a
backup.

The Steed Stone, localecl in HaaFingar Holc1: Carry weight
+1 00,  no movement penalty from armor.

Although  this  blessing  doesn't bring you the  instant

gratification or protection 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 extra
mobility and Carry Weight it affords you.  lt's also worth
trying  this ability before taking  the Conditioned  (Heavy
Armor)  or  Unhindered  (Light Armor)  perks;  you  may
even want to lake  it instead of those perks and Select another

The Tower Stone,  Iocafecl in winterhold Holcl. Unlock clny
Expert-level lock (or lower) once per clay.

lf 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     5tunding Stones fire a

are shown throughout

effects of fill Standing Stones/ (on5ul"he

section (pose 54),  earlier in Training.

ln order to draw upon  their magic,  you  must first cleanse them of Mraak/s
influence  by using  the  Bend Will  Shout on  them.  Doing  so destroys the  shrine,
frees the people enslclved  by Miraak,s power,  and  releases a  powerful  Lurker
that attacks you.

There is one exception: The Tree Stone, located in

af Miraakfs rfemple/  cannot be (leansed in this wa

it is to defeat Mirook in  Drogonbom Main Quest: AH

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
this power again.

Beast Stone: Grants you the
Conjure Wearbear power,
which summons a werebear
for 6O seconds wherever the
ccISter  iS  POinting.

Earth Stone: Grants you the
Bones of the  Earth  power,
which  protects you from  8O%
of all  physical damage for 30
seconds.

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.

"±        ¢
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Sun Stone: Grants you the Sun
Flare power,  a  I 00-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 2OO points.

liee Slone: GrrlntS yCIU the
Root of Power, which causes
all spells to cost 75% less for
60 seconds.

..*±iife±±_   _.--__±th\l±ii±1ee

Wind Stone: Grants you the
North Wind power, which
does 2O points of frost
damage to all enemies within
range for  10 seconds.
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A strange rune on a building  in 5olitude'  lt has ci  mat3ning to those  in ihe know.

Eagleeyed 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  informcltiOn  On  Shadowmarks,  see  page 3O4.

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.

ffigiv  skill  Books
The Dqors of Oblivion (Coniuration), 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  9O 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 4OO.  However,  you  only receive a
skill  increase the first time you  read  any particular title,.  rereading  that book
or any of its copies  has  no further effect.  This  means you can  only use Skill
Books to  increase each  skill  by a  maximum  of five  points.

For example:  Those  interested  in  the  Sneak skill  should  look for Three
Thieves  (four copies),  292O,  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.

ife Spell Tomes
Spell I;ome:  ice Storm (Destruction), which  is located  in

the world or purchclsed from select venclors.

Spell Tomes are  books of magic with  the sigil of their
school embossed on the front cover. When you recld
them,  the book is consumed and you  instclntly leam
the spell 'lt contained.  lfyou  later find another copy of
the same Spell Tome,  sell  it,  as  it ism,I of any use to you
anymore.  You can  purchase Spell Tomes from a  few
selectvendors,  the CourtWizards  in  each of the maior Hold capitals, and the
mages of the College of Winterhold. You can also find  Spell Tomes randomly
in  dungeons.

ife Functional Books
Lost Legends of Skyrim hints clt 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 a 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  informcltion  is  identical_

grg?giv (ommon  Books
The Lusty Argonian Maidl v2, one of only three copies

cff this scanc]alous 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 fo
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 ro read  (or collect,  if you  like).  Some are quite
common,  while others are rare and valuable.

ife Notes and Journals
A Note frc)m Folk Firebeard of Solitude, delivered by

courier during Side Quest: The Wolf Queen Awakenecl.

ln addition to books,  there are a wide variety of
notes and  journals used throughout your adventure to
convey shorter or more personal  messages, from the
important to 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 c"Cad,  if you  have the time.

BI«k Books and Apocryphq Powers

One of seven known Black Books, with the power fo
transpc)rt you into orealm 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
founcl 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
Kolbiorn  Barrow.

lf you are on  Solstheim  (and  not Skyrim), and you aren,I engaged  in
combat,  reading a  Black Book will transport you to the book's corresponding
Apocrypha  realm.  lf you are not on  Solstheim or are  in combat,  the book
doesn,I work.

OTHER SITES OF  INTEREST      SHADOWMARKS  I.  BOOKS
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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 c)rea
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
I 065)  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  into the chuming, buming skies of Apocrypha, where all forbidc!en

knowledge is learnecl...

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,I obtain a

quest because Miraak confronts you and throws you out of the  realm. You
can,I 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 thclt you need tO
complete  it.

Drogonborn Black Books and Apocrypho  Powers List

when you appear in Apocrypha for the first time, 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.  lf you  leave the
realm and  return,  you will arrive at the last checkpoint-you don,I have
to start all  over again.  These checkpoints are  never seen or known,  but

you,re likely to appear iusl 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 actucllly
killyou.

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  distinct set of rewords  (see page 53  for the

powers and  the following  table for a  complete  list).  Some are  passive clbilitieS
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

youlike.

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 ata  lime.

OT[       Note that the Waking  Dreams Reward Book (found qt the

end of Dmgonbom Main Quest: Al the Summit of Apocrypho)

s differently: It displays imges of the  1 8 (onstellations.

with these images to reset your perks in that tonst

Stool your skills.

You can

The following table shows the  rewards for each of the seven  Black Books available in Apocrypha.

BLACK BOOK: WAKING DREAMS

I   [s.N24] Temple of Mirook

Shadow Constellations

Drogonborn  Flame

Drogonborn  Frost

96

[S.AO7]  Apocrypho:  Waking  Dreams of a

Stolless Sky

Ach'voted Obie(t.  You  may spend  a  Dmgon  Soul

to  reset all  of the  Perks  in  a  skill  constellation.

Drogonbom  Main  Quest: The Temple of Mirook, At the Summit of Apo(rypho

You con  spend os many  Dragon  Souls in this way os you  like,  allowing you to completely retool your (holocter's  perks whenever you

wont. This is great for experimenting  with  different (ombinofions of perks, ol for changing  the feel of the  game when  you wont a

new  challenge.

BLACK BOOK:  EPISTOLARY ACUMEN
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[S.AO 1 I  Ape(rypho:  Epistolary Acumen

Passive  Ability..  Your  Unrelenting  force  Shout

does more domoge, and  using  all three words

may disintegrate enemies.

Passive Ability.  When  your Fire  Breath  Shout

kills on enemy/  a file wyrm emerges from their

(orpse to fight for you for dos.

Passive Ability.  Your Frost Breath Shout encases

foes  in  ice for  15s.

Trc   5i.,=e..SL.I::iS  {{
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Drogonbom Main  Quest: The Gardener of Men

Increases the  domoge of Unrelem'ng  For(e to  1 0/25/50.  Enemies will  only be  disl'ntegroted  if you use the complete shout  (all

three words),  and only if the domoge would  hove  killed  them  onywoy.

Fire Wyrms fl'ght in  melee,  doing  modest domoge and  sehing foes on fire;  see the  Besfl'ory for (omplete details. They do not count

os or replace any summoned  creatures you may hove. They remain ot the spot where they were (rooted  (instead of following you),

mking this mu(h  more useful early in a  bohie.

Foes encased in  ice ore porolyzed  and  unable to othck  (just os with the I(e  Form  Shout),  although it,s wowh  noting  that, unlike  lee

Form,  they do not take odditionol domoge over time.  Enemies immune to porolysis ore immune to this effect os well.

h I,l`lL,:-  -_r  -i  _   ADVENTURING ACROSS SKYRIM
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I   [s.Nl7]  White Ridge Bmow

[S.N1 6]  Benkongerike

I   [s.soo]  Raven Rock (Mine)

[S.AO4]  Apocrypha:  The  Sallow  Regent

[S.AO5]  Apocrypho:  Untold  Legends

[S.AO6]  Apocrypho: The Winds of Change

i   solstheim  side  Quest  BIG(k  Book:  The Sallow  Regent

Solstheim  Side  Quest:  Block  Book:  Untold  Legends

i   Solstheim Side Quest:  Block Book: The Winds of Change
(

ffigiv Apocryphq Fonts

ln 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.

TR&!r!!f,!t3                         THE  INVEftiTORY                         THE  BESTIARY
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ife Quests
Quests are a  series of related  objectives that mclke  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!  ln game,  the QuestJournal 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 Objectives,  Favor Quests,  and World  Encounters and
Interactions to discover as well.  Every quest is documented  later in  this guide.

E!P       The OuestTargef Mflrker is exceplional!y useful,  amd you sh®uiti

a!wtiys keep the target for your current quest(s) turned  on.

Remember to set your quest or objective as ''A(tive''  first,  then  highlight

the quest and press ''Show on Map'' to disp!Gy the WOrld  map Centered

eit the location you  need to reach. The  marker will  «Iso oppetir on \/our

compflss to guide you.

ire Fqvors and Friendship

Ingrotiale yourself with  important Folks,  such as JarI  Laila Law-Giver of Rifien, to

gain  socicll  Standing and  Power.

When visiting  a  city,  town,  or settlement,  take cl  moment tO SPeak With
everyone you  meet.  ln addition  to learning  more about the area,  they often
have cI  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 sclm
settlement,  and you,ll  soon  hear the guards mention your pleasant reputatio
Consult the Miscellaneous Objectives and  Favor Quest chapters,  beginning
on  page 489, for a list of the huge "mber 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  to  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 details.

leting Ftivors for a Hold/s inhabitants also wins you

glVen

arl's allention. (omplele the Jorl's quest or Favors,  and

the title of Thuns. Thanes ore gmnted the servi(es of a

house(all (see Followers/ page  100) and receive more lenient treotmem

for Crimes they Commit (see (rime/  page 64). You con become the Thnne

or all of the nine  Holds.

=f-a  5:de-- S--=clJ:a  `]
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ife Houses
Buying a  House

when  the time comes to establish yourself as  more than  just a wandering
dragon-slayer, you can  put down  roots  in any (or all)  of Skyrim,s major
capitals  by purchasing a  House.  You can't just saunter into town with  a  hefty
bag of gold and  demand a dwelling,  though:  You  must first win the JarI,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 Thclne task in the Favors
section  (see page 5O2).

¥!P       Remember,  the (ivil W«r tifiecis who controls e#ch of ike five

maier cities.  !f your fticiion t«kes control  oi a  city/  you  con  be

sure the newly installed Jqrl wii!  rewarti your efforts Cnd  mtiy give yCu

p©rmissian to  purchtise  a  house  immetlititeiy!

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 a variety of accoutrements,  ideally keeping your
areas tidy.

C)nco you,ve purchased a  house, you con  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.  ln  addition  to  purely cosmetic  items  like chairs or
cupboards,  decorations also  include such  useful  things as crclfring  Stations,
weapon  racks,  mannequins,  and  bookshelves.   Simply return  to the steward
and  buy the decorations you want; when you  return  fo your house,  they have
been  installecl.

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 crafting  stations and a  bed you own  (for the Well  Rested or
Lover,s Comfort bonuses,  see page 54).

You can store any weapons,  armor,  Grafting  materials,  or other items you
have in your house,  knowing they will always be there when you  return.

You  can  prominently displcly 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 ccln find your housecarl  in

your house,  ready to  join you at a  moment,s  notice.

lf 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!

_:_-  1 : i:. i-i_ :.   ADVENTURING ACROSS SKYRIM
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segiv hailahle Properli

JarI (in Solitude): Jarl  Elisif the Fair

Steward: Folk Firebeard
Avoiloble Decorations:

Bedroom  (2,OOO)

Living  Room  (2,OOO)

Alchemy Laboratory (2,5OO)

Enchanting  LclbOratOry  (2,5OO)

Patio Decorations  (500)

Kitchen  (1 ,500)

Tordl Cost: 36,OOO gold

ffias windstqd Manor (Hioqlmqr(h Hold)

Price: 5,OOO gold  (for land and deeds only)

JarI (in MorlhaI): Jarl lgrod Ravencrone
Steward: Aslfur

n of Training,  starting

OOO gold  (for land

JarI (in Dawnslar): Jarl  Skald the Elder
Steward: None
Available Decorations:

See Hearthfire section of Training,  starting on

page  112.

rel Hall, Mflrkonh (Th

e: 8,000gold
Jarl (in MclrkOrth): Jarl  lgmund  or Jarl Thongvor
Silverfish

Steward:  Raerek or Reburrus Quintilius

Available Decorations:
Bedroom  (8OO)

Living  Room  (900)

Alchemy Laboratory  (I ,OOO)

Enchanting  Laboratory  (1 ,OOO)

Entrance Hall  (500)

Total Cost:  1 2,200 gold

Price: 5,OOO gold

JarI (in Whiterun): JarI  Balgruuf the Greater or
Jarl Vignar the Revered
Steward:  Proventus Avenicci or Brill

Available Decorations:
Alchemy Laboratory (500)

Beclroom  (300)

Loft  (ZOO)

Dining  Room  (25O)

Total Cost: 6,250 gold

!rim, Windhelm (Eostmarch)

Price:  1 2,00O gold
Jarl (in Windhelm): Jarl  UI
Brunwulf Free-Winter

Steward: Jorleif or
Awei[able

gold (for land  and deeds only)
JarI (in Falkreath): Jarl  Siddgeir
Steward: Nenya
Available Decorations:

See Hearthfire section of Training,  starting on

page  112.

Honeyside,  Riften  (The  Rift)

Jarl  (in  Rifren): Jarl  Laila  LcIWgiVer Or Jarl
Maven  Black-Briar

Steward: Anuriel or Hemming Black-Briar
Available Decorcltions:

Bedroom  (600)

Kitchen  (500)

Alchemy Laboratory  (1 ,OOO)

Enchanting  Laboratory  (1 ,OOO)

Garden  (80O)

Porch  (4OO)

Total Cost:  1 2,ZOO gold  pie

Severin Manor

ementary' after completing
]e Quest: Served Cold
Raven Rock): I eril Morvaym

I                I                    ®      ®

i

andchi dren cannot live here
i

3

The pr©{lg& icidtlofl of ev
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Solstheim  Si(

Councilor (in

Aval'lable

None.  ltco

IMPROVING YOUR STANDING  IN  SKYRIM
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©   MINOR SPOILERS

Throughout the realm, there are those who
stand  ready to join you  in your adventure
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 c)thers will  follow you  indefinitely.  This  section  explores these and
other details about your Followers.

.. ire General Trqils

ancl friencl.

When a  Follower has agreed to join you on your cldVenture,  there are Several
advantages they bring and  help you can expect from them:

Equipment: Your Followers will always equip the best wecIPOnS,  armor,
and  items they have available and will try to use staffs a
effectively.  They take their own  skills and  proficiencies  int
making  these decisions,  so all else  being  equal,
to prefer a  bow to a two-handed sword ancl ligh

Skills: All  Followers have a  specific set of favor
which  improve as their level  increases.  Unlike
not become better at the skills they use-for

expectJe

rocker,  Follows
e,no maifer how hard

you try lo force Marcurio (a mags) to be a greatsword-wielding warrior,
he,ll always be better with  magic. Make sure to 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 to 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,I 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 sheclthe your Weapons,  SO Will they.

When attacked, they will use their best weapons, spells, and tactics to
efend both themselves and you.

Up: lf you travel on  horsebclck  (or w.rfh the great loping strides
wolf), you  may find that your Followers fall  behind.  Don't worry

them,. there are several ways you can  help them catch  up:

using  the Wclit System),  and they,ll  use the time to ccltCh  UP.

any new space, and they'll be right behind you.

I anvyhere,  and they,ll arrive next to you.

ding Home: If you dismiss a  Follower,  they will  return  home and  fake
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
s passecl.

:   1g6_`)
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Deolh and Dying: When a  Follower's health  i
collapse.  Heal them  or finish the combat an
regenerate, and they will recover, none the worse

ne> AI Your (ommqnd
you  can also  issue orders to your Followers. To do this, either speak to them
or enter Command  mode  (target them,  then  press and  hold the Activate
button  until  the cursor changes).  The available orders are:

Woil/Follow:  lf you want to explore an arecl on your own or try a
stealthy approach,  use the Wait command to tell your Follower lo 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,I accompany you  (such as to jail,  if you,re arrested).
lf 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.

I+Ode Items: 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 lake 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.  lf they judge the item is heifer than what they
currently have,  they,ll  equip  it immediately.

adog!

lt,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
etlemies more quickly.  However, there are two cases to be wary of:

lfyou  plan to take a  stealthy approach  to your next mission,  Followers
an  be  more of a  hindrance than a  help.  Even with a well-ourfitted  stealthy

llower, they can,I use cover and concealment as effectively as you can.
hen stealth  is essential, you  may want to go  it alone.

lf 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 Coniuration  instead-Atronachs are
immune to spells of their element, and Zombies are,  well,  dead an)^^/ay.

TR.air+i;\S PAST 3.  ADVENTURING ACROSS SKYRIM
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ife Types oI 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: lf you are named Thane of a  Hold,  theJarl 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 loin you  if

youask.

Hirelings

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.
lfyou dismiss them,  they may charge you that fee again.

Belrand,  in Solitude

(Haafingar)

Spellsword:
One-Handed,  Light
Armor,  Destruction,
Restoration

Stenvar,  in
Windhelm

(Eastmarch)

Vorsrdg,  in Markarth

(the  Reach)

Warrior:
One-Handed,  Heavy
Armor, Archery,  Block

RiftenMarcurio,  in

(the  Rift)

Mage:  Destruction,
Knight: Two-Handed,        Restoration,
Heavy Armor,
Archery,  Block

Teldryn sere,  in  Raven
Rock  (Solstheim)

Spellsword-
One-Handed,
Destruction,  Light Armor,
Coniuration, Restoration

Alteration,
Coniuration,  Sneak

JencISSa,  in Whiterun

(Whiterun  Hold)

Archer:  Archery'  Light
Armor,  One~Handed,
Block,  Sneak

Erik the Slayer,  in
Rorikstead  (Whiterun
Hold)

Barbarian: two-Handed,
Light Armor,  Archery,
Block.  (You  must

complete Miscellaneous
Objective:  Erik the
Slayer before you can
hire  Erik.)

TRAihi!hi¬J;                        THE  INVENTORY

FOILOWERS

Animal CompclniOnS.. Loyal dogs who will fight at your side in combclt.
The following are also available:

igr Armored Trolls,  Armored  Frost Trolls,  Death  Hounds, and  Huskies

A Steadfast Dwarven Spider and a Steadfast Dwarven Sphere

Hip       ire  find  the exa¬g leecation  of every  F¢!!ower/  simply  look  up the

settl®rmemB  rm©it?ie«©al  in  their  description  i!i  !he  Ati«s.

House(orls

The following  Housecarls are bodyguards sworn to your service as Thane.
For advice on  becoming the Thane of one or more  Holds,  consult page 5O2.
You do  not receive a  Housecarl for becoming Thane of Winterhold.

Jordis Ike Sword-Maiden,
Housecarl of Solitude

(Haafingar)

Housecarl:  One-Handed,
Heavy Armor, Archery,
Block

Housecarl of Markarth

(the  Reach)

Housecarl: OneHonded,
Heavy Armor, Archery,

Rayya,  Housecarl
of Lakeview Manor

(Falkreath  Hold)

Housecarl:
OneHanded, Heavy
Armor,  Archery,  Block

THE  BESTIARY                        GUESTS

Valdimor,  Housecarl
of Windsfad Manor

(Hiaalmarch)

Housecarl:  Heavy
Armor, One-Handed,
Archery,  Block

Lydicl,  Housecarl of
Whiterun  (Whiterun
Hold)

Housecarl:
One-Handed,  Heavy
Armor, Archery,
Block

lono,  Housecclrl Of
Rifren  (the  Rift)

Housecarl:
One-Handed,  Heavy
Armor, Archery,  Block

Gregor: Housecorl of
Heliarchen  Hall  (The
Pale)

Housecorl: Heavy
Armor, One-Handed,
Archery,  Block

Colder,  Housecarl
of Windhelm

(Windhelm  Hold)

Housecarl:
OneHanded, Heavy
Armor, Archery,  BIock

ATLAS  OF  SKYR!M                       APPENDICES  AND  INDEX
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The (ompqnions

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.  VisilJorrvc]skr in  Whiterun  to find  them.

Aela the Huntress

Archer: Archery,
Light Armor,
Sneak, Speech,
OneHanded

Expert Trainer:
Archery

Athis

Warri|or..
One-Handed,  BIock,
Archery/  Light Armor

Expert Trainer:

One-Handed

Njada Stonearm                   Rid

\Narrtor..                                  \l\lorrtor..
One_Handed,                        OneHanded,
Block,  Speech                         Heavy Armor,

Expert Trainer:
Block

Archery,  Block

Farkas

Warrior: One-Handed,
Heavy Armor,
Smithing,  Speech

Master Trainer:  Heavy
Armor

Torvar

Warrior:
One-Handed,
Heavy Armor,
Archery,  Block

Vilkas

Knight:

Two-Handed,
Heavy Armor,
Archery,  Block

Master Trainer:
1ivo-Handed

The (ollege of Winterhold

Your fellow students at the College of Winterhold will  ioin you once you are
a  member of the College and complete their specific College of Winterhold
Radiant Quest:

mH    a

Brelyna Maryon

Mage:
Alteration,
Illusion,

Coniuration,
Sneak

Tr.e   Si_,=e_- Sc=cliS   'J
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Dark Brotherhood Assassins

After completing the Dark Brotherhood questline,  two new initicltes 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:

Dork Brotherhood Initiate

(Male and  Female)

Assassin:  Sneak,
OneHanded, Archery,
Light Armor

Cicero,  the  Fool of Hearts, Jester and
Keeper of the Night Mother

Assassin:  Sneak,  OneHanded,
Archery/  Light Armor

Quest-Related  Followers

The following citizens of Skyrim and Solstheim sometimes accompany you on
specific quests c]nd 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.

Adelaiso Vendicci

(Side Quest:  Rise  in
the  East)

Townsperson:
Alchemy,
Enchanting,

mithing,  Speech

Erandur (Daedric
Quest: Waking
Nightmare)

Healer:
Restoration,
Coniuration,
Speech, AIchemy

A'anea (Daedric
Quest..  The  Black
Star)

Mage:  Destruction,
Restoration,
Coniuration,
Alteration

Fred  (Dragonborn
Main Quest: The
Temple of Miraak)

Shaman:
One-Handed,
Alteration,  Light

Armor,  Restoration,
Archery

Eoha  (Daedric
Quest.. The Taste of
Death)

Nightblade:
Destruction,
One-Handed,
Alteration,  Sneak

Lob (Daedric
Quest: The Cursed
Tribe)

Archer: Archery,
Light Armor,

One-Handed,
Block,  Sneak

OgoI  (Doedric
Quest: The Cursed
Tribe)

Warrior:
One-Handed,
Heavy Armor,
Archery,  Sneak
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WcIIrilOr..

One-Handed,
Light Armor,  Block,

Sneak

Rieklings  (Solstheim
Side Quest: The Chief
of Thirsk Hall)

Riekling:  Archery,
Two-Hancled,  Light
Armor,  Sneak (see the
Bestiary on page  187
for complete details)

Ugor (Daedric
Quest: The Cursed
Tribe)

Archer: Archery,
Light Armor,

One-Handed,
Block,  Sneak

Downgutird 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 Serancl with you,  but not
another higher-functioning  bipedal  Follower.  For these  Followers,  request their

presence after the Dawnguard Main Quest is over.

Agmoer

Dawnguard  Recruit:

Durak

Dawnguard
Hunter: Archery,
One-Handed,  Light
Armor,  Black.

You  must be allied
with the Dawl
and complete
Dawnguard Main
Quest:  Prophet.

Beleval

Dawnguard  Recruit:
One-Handed,
Two-Handed,  Block,
Light Armor,  Heavy

Celann

Dawnguard Warrior:
One-Handed,  Heavy
Armor,  Archery,
BIock.

You  must be allied
with the Dawnguard
and complete
Dawnguard Main

st:  Prophet`

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.

Solitude,a Castle Dour

(Haafingar)

Knight:  Two-Handed,
Heavy Armor, Archery,
Block

nSPerSOn:

emy,  Enchanting,
Smilhing, Archery

FOLLOWERS

FaendaI, the hunter
clnd  lumberjack Of
Riverwood  (Whiterun
Hold)

Archer:  Archery'  Light
Armor,  One-Handed,
Sneclk

Journeyman Trainer..
Archery

CSUEST3

of Whitefun  (Whiterun
Holdl

Warrior: OneHande

of Kynesgrove

Alchemy/  Enc
Smirhing/  Om



Derkeerhus, the
kidnapped fisherman,
held  in Darkwater
Pass  (Eastmarch)

Archer:  Archery/  Light
Armor, OneHanded,
BIock,  Sneak

Annekke Crag-JIJmper,
the adventuress of
Darkwater Crossing

(Eastmarch)

Archer:  Archery'  Light
Armor, One-Handed,
Block, Sneak

MioII the Lioness,
adventuress,  in  Riften

(the  Rift)

Knight: two-Handed,
Heavy Armor, Archery,
Block

Khorio,  the
bodyguard for
Ahkari,s Caravan

(Khaiiit Caravans)

Warr.lor..
One-Handed,  Heavy
Armor, Archery,
Block

Tahas Fathryon,
Master Neloth/s
apprentice  in Tel
Mithryn  (Solstheim)

Mage:  Coniuration,
Restoration,
Destruction,
Alteration,  Sneak

ArimoI (ompanions

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,I carry items:

VIgilance: A war dog you
can purchase from  Banning
at Markarth  Stables  (in the
Reach)  for 5OO golcl.

Armored I+all

ln  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 5OO

muE

Meeko: A dog you find jn the
wilderness close to Meeko,s
Shack,  in  Hiaalmarch.

Bran

ln  Fort Dawnguard

Dawnguard  Husky:  Bite
attacks.  Animal companion.
You  must be allied  with  the
Dawnguclrd and complete
Dawnguard Main Quest: A
New Order.

Straydog: A dog you can  meet in a
random World  Encounter (Corpses
in  the Aftermath of a  Dragon Attack
or Dog  Fending Offa  Pair of
Wolves; see page 677).

ln Castle Volkl.bar

Death  Hound:  Claw clnd  Bite
attacks. Animal Companion.
You must be allied with
the Volkihar Vampires and
complete Dawnguard Main
Quest:  The Bloodstone
Chalice.

StcadfosL Dwarven Spider:
Your prize for completing  the
first battle  in  Kagrumez,  as

part oF Solstheim  Side Quest:
The Challenges of Kagrumez*

(see page 65O).
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Armored Frost I+all

ln  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 to  hire this troll  from
Gunmar for 5OO gold.

ln Castle Volkihar

Death  Hound:  Claw clnd  Bite
attacks.  Animal companion.
You  must be allied with
the Volkihar Vampires and
complete Dawnguard Main
Quest: The Bloodstone
Chalice.

SceoIQng

ln  Fort Dawnguard.

Dawnguard  Husky:  Claw
clnd  Bite attacks.  Animal
companion.  You  must be
allied with the Dawnguard
and complete Dawnguord
Main Quest: A New Order

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).

Tx:A!N!N6 P4,,I:I ,j`j. ADVENTURING ACROSS SKYRIM

"¬                                         :i         ,:fL,!SE



Red Foxes
(adopted  girls only)

Skeevers
(adopted boys only)

White Foxes
(adopted girls only)

ife 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+ust 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.  lf 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)_

CSLiESTS



ife controlling a Horse
When  ricling 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 obiects or speak to others.

TheJump button causes your horse to rear dramatically. You can  iump
while riding a  horse if you,re running  at a  moderate pace.

The Sprint button allows you to gallop.

RES Fast-Traveling umd Horses
lf you ovm 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.

you're riding a stolen or borrowed  horse, your horse will only
=vel with you  if you,re riding  it when you trigger the  Fast-Travel.

Otherwise, you,ll  leave  it behind.

Horses won,I accompany you  into cities,  dungeons,  or other interiors.
lf you  FastTravel  to a  city,  your horse will  be  left al the  stables  just outside.

ife 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  loo/a of its health
or less,  it drops you and tries to flee.  lfyour horse takes  lethal  damage,  it
willdie.

lfyau own a horse and it expires, a  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.

ffi»ap  mounted Combat
This informc]tion  is designed to  be read after you've familiarized yourself
the section on  Horses  (see above).

The uhimctte steec! ancl rider of Skyrim: Arvak

r the warrior, charging a group of bandits on the Whiterun  tundra  has
er been  so epic,  especially if you,re  riding a steed and bloodying your

ilo on  horseback!

of Moumted (ombat
e off with  bludgeoning from  horseback on your mind,  it's worth

re

l]  amount of practice first and  learning  the rudimentary rules for
clhOrSe:

= to use one-handed weapons, two-handed weapons, or archery
ws/crossbows)  in  mounted combat.  You can,I use staffs, torches,
lds,  or spells of any kind.
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Only the weapon equipped  in your right hand  is used for mounted
combat.  lf you equip a weapon  in your left hand,

ln  mounted combat, you wield twcrhanded wed
they swing  much  more slowly than onehanded w
equip anything  in your left hand while using

Weapon AItacks

The Left Hand  button will  use your equipped weapon to a
the horse.  The Right Hand button will use your equipped w
to the  right of the  horse.  lf you  hold either the  Left or Right

you will draw back and  hold your attack until you release the
makes  it easier to time a  ,,ride+by"  attack.  This strike  is also

(which costs Stamina,  hits harder,  and does more clamage).  lf 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 Alto(ks

Bow attacks work as usual,  although you cannot aim  behind you.  Archery
Perks  like  Eagle  Eye  (zoom)  and  Steady Hclnd  (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 mcmeuver around a group of foes and rip them apart
from your steed,  consider the following advanced tactics:

lf you,re wielding a one-handed weapon,  equip a  shield.  Even though you
can't actively block with  iL,  the shield  still  increases your armor  rating.

lf you,re a dual-wielding specialist,  don,I despair!  You  may not be able to
use your left-hand weapon  in  mounted combat,  but just having  it equipped
will  still  allow you  fo 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)
mounted.

You can sprint on the horse while attacking. This dcesn,i
in any way (damage,  stagger chance, etc.),  but it will
easier for you to flee.

During  mounted combat, virtually all  incoming damage will  be absor

your horse. While horses have a fair amount of Health (around
into), this damage adds up quickly, and you have no way to heal

horse while mounted.  lf you aren,I careful,  your horse will clie,
Sing  horses can get expensive fast.  lf you  plan to use mounted
at extensively/ you may wish to consider a more sturdy beast

or one you can  recall  if he should die (Arvak).

af keeps you and your horse together.  Particularly when
ricling Shadowmere, you may wont to consider whether you could be
more effective fighting  separately_

Advflnttiges o"oumed (ombat
Your horse acts as a dclmage 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.

Disadvtlntoges of Mounted (ombqt

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 damclge 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.
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with stealing  Frost from the Black-Briar Lodge in the Rift.  At the end of
Ibis quest, you have the option to betray the man who sent you on that
mission,  Louis Letrush, and  keep Frost for yourself.  lf 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.

hadowmere: At the start of Dark Brotherhood Quest: The Cure for
qdness (page 327), Astrid-the leader of the Dark Brotherhood-

ummons Shadowmere, a powerful steed.  From this point forward, you
have ownership of Shadowmere.  ln 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.

Summon Arvak to aid you on your travels.  Select Magic = Coniuration
> 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.

ife (qrriqges: Hold Cqpilql Travel Hgiv ng  Ferries: Setting Soil
Gort waits patienfiy on the
ivy 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  itdie  in  the
wilderness? Then why not
travel  through  Skyrim  by
sea  (and  specifically'  the Sea of Ghosts), courtesy of Skyrim's fledg
system?  Recently launched,  there are  now ferry boats  moored at th

ln addition, once you complete Dawnguard Main Quest: Awakening,

you can ask any ferryman to bring you to CcIStle Volkihar (Serana,s home),
although it,a describe
startles the ferr

"an  island  near the border of High  Rock.~ This

y believe the plc)ce is cursed and won,t take



You  can  equip and  use most spells and Shou

ife Dragon Timing

nco the Bend Will Shout is lecimed, you may summon a Drc]gon insteac! of
baffling if.  This occurs throughout Skyrim or Solsfheim

ln 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:

lf you  have completed the Main  Quest,  you can call  upon  Odahviing,
using  the Call  Dragon  Shout_

You  can  also tame almost any drclgOn  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 to tame it.  You  must use the
full  Shout (all  three words),  or  it will  have no effect.

ife Dragon Riding

Drclgons offer great profeclion, swift frave!, and the ability to Fast-hovel,
cluring combat!

After you successfully tame a dragon,  it will  land  nearby.  Press your Achfate
key lo mount up and begin  riding.  \IVhile riding a dragon,  you can:

rbit: By default,  the dragon will simply begin flying around the
area.  Enjoy The view-its often spectacular.

ts: You can press the Jump button or key to enter or exit
ode. While you are in target lock mode:

name of your current forget will  be clisplayed  below the compass.
camera will  remain focused on this forget as the dragon flies around.

can cycle between targets with the left and  right arrows on

You can order your dragon to attack by pressing the Sneak button
orkey.

\~_Tot-i
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will  be grayed  out).  Given  the drclgOn'S  high
spells and  Shouts tend to be effective,  though.

Fly lo a Deslinafion:  While your dragon  is flying,
to  Fast-Travel  to cllmOSt any location you  have diS
still  mounted and  ready to engage in  combat.

you  CC]n  Ca

While riding a dragon,  you can FaslTravel 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.  lf you change your mind, you can

press the Activate button or key again to cancel the landing.

Death from Above: Advice for Proficiem Dragon (ombol

The might of the Dragonbom wins over this most ferrilying of beasts:
Sky-bouncl to victory!

lfyou use Bend Will on a dragon but decide not to ride it or are at a locario
where the dragon can't find room to land  (such as Deep
dragon will  just orbit your position and engage your
often as (or more)  useful than actually riding  it-you ca

not to ride your dragon, then change your mind, jus

get it to land again and allow you lo climb on.  How
tend the duration of the Bend \^/ill effect.

se not to enter Target Lock mode,  your drclgOn Can Still
I will  initiate combat if attacked,  pick its own  targets, and

continue fighting  until they are defeated.  Leaving Target Lock mode does no
cause your dragon to break off combat.

When you first enter Target Lock mode,  your initial forget is either your
dragon,s current combat forget or the nearest available target (if your dragon
isn,i 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 ldrget 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).  lf you  have

le connecting,  choose a  spell  with  an  explosive  impact,  like Fireball

lfyour dragon  loses too  much  hec]lth,  it will  land and  remain  on  the

ground  until  it dies or its  health  recovers enough  for  it to fly again.  lf you
have the  Restoration spell Grand  Healing/ you can  use  it to heal  both the
dragon and yourself.

lf you  are  not riding your clragon,  it will  fight For you  until  the  Bend  Will

Shout expires,.  then  it will fly away.  lf 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.



ire Achievements/Trophies
lf you want to obtain  all  the different Achievements  (PC  and  Xbox 36O)  or Trophies  (PlayStation  3)  that Skyrim  has to offer,  consult the Appendices.  lt lists all
of them and provic]es 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.

ne» services and Traders
othetory*t

(orqvon*f

Number Available:  1 7

This  is a shop where
alchemy ingredients
and  potions are sold.
Apothecaries can  be
found  in  mosHowns and
cities and  typically display
a sign  such astheone
shown  here.

Innkeeper/Bartender*t

Follower/Hireling*[

Number Available:  2 I

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.

Fence:   1O

Food  Vendor:   1O

General Goods Vendor:  25

Lumberjack:  9
"Special''  Vendor:  5

Spell  Vendor:  14

ife (rotting stqlions

table-sized
laboratory

ncl  poisons
using your

Artone Enthtint

Blacksmith/Fletcher*t

Number Available:  41

ln  medium  or large
settlements, you can
often find a  smith, which

typically includes  several
smithing  and  crafring
stations, often  manned  by
a  smith who sells weapons

and armor.  Most display a sign  like the one
shown  here.

Stables/(orriage Drivers *

other major cities.  These are Primary
the Atlas.

h Forge*                  (ookimg Pot and S
he tools of
blacksmith,
forge, or

n  anvil

llow you to
orge metal,
eather, and

ore esoteric

rmor, and  jewelry by

your  Smithing  skill

number of these-one in alm
house.

DRAGON  MOUNTS.:I:  SERVICES,  COLIECTIBLES,  AND  ITEMS OF  INTEREST
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Grindslone*

A footLdriVen  Stone

wheel that allows

you to sharpen and
improve weapons by
using your Smithing
skill.

Tunnimg  Rock*

A wooden  rack that
allows you to dry

pelts and tan them
into  leather  (or leather
strips)  for smithing  or

selling.

Smelter*

A furnace that allows

you to smelt ore
(clnd  some  Dwarven
materials)  into  ingots
for smithing  or selling,

Wood (hopping Block

n old tree stump where

you can split logs  into
firewood. They can
be found  in almost
any lumber camp or
settlement.

Staff Enchqnter*

A table-sized  piece of
furniture  located  in  Tel

Mithryn  that clllOWS

you to enchant staffs
using  your Enchanting

skill.

Workben(h*

A sturdy bench  that
allows you  to temper
and  improve armor by
using  your  Smithing

skill.

ife colletribles

(aptured (ritler*[

Number Available:  5

An  insectcaught in  a  glass

jar.  Find  these as  part of Side
Quest:  Captured Critters*.

(rimson Nimroot*t

Number Avclilable:  30+

Related Character:  Avrusa  Sarethi

(Sarenthi  Farm  in  the  Rift)

A special  red variant of the odd, chiming

plant,  found only in  the underground
realm of Blackreach. Collect these as part
of Side Quest:  A Retum to your Roots.

Dragon Acolyte Mask*[

`/_ ]IgL A,

Number Available:  4

An ancient ceremonial  mask,
infused with great power and worn
by a  frightening servant of Miraak
the Dragonborn.  Find these as part
of Solstheim Side Quest:  Masks of
the Acolyte  Priests.
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ife BooksI
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.

Block Book*t

One of seven fabled tomes of forbidden knowledge
thclt transport the reader tO Apocrypha,  the  realm of
Oblivion where Hermaeus Mora  resides.  See more
information on  page 95.

Skill  Book*tf

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.

Treasure Mop*[
Number Available:  1 3

These pieces of parchment have a visual  map drawn
on them,  revealing  the  location  of a  hidden treasure.
Consult Side  Quest:  The Great Skyrim  Treasure  Hunt
and  Solstheim  Side Quest:  Deathbrand  for details.

Unique Weopon*tt
Number Available:  98

These items are separated into unique weapons found
in  dungeons,  those found or given  to you QS Part Of a

quest,  and  Daedric arfifcICtS.  Beta,lls about all of lhes

items can be found in the Inventory

usutil Gem*I
Number Available:  24  (plus Crown)

Related Character..  Vex  (Thieves Guild  in  Rifren)

Occasionally you  may stumble across one of these
Unusual Gems,  which are actually stones from the
legenclary Crown of Barenziah.  Consult Thieves Guild
Radiant Quest:  No Stone Unturned.
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ife» pqrl  I: Land ¬rqb

Learning about land for sale and purchasing  if.

Hiaalmarch Holc!: A
rather pleasing view

acrc)ss the salt marshes
toward Solitucle.  Expect

amazing sunsets.
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Learning About the  Land
You can  purchase land  in one of two ways:

lf you,re Level  9, you eventually receive a  letter (via a courier, when you
enter a  settlement)  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.

lf you've already attempted some Thclne Tasks by working for any or all
the Jarls of Morthal,  Dawnstar,  or Falkreath,  continue these

you  receive the title of Thane, you also receive news  (de
that land  has become available.  Simply return to the SIC

purchase the land.

ff]ffB        Whasi  e%es¬fiy  must y©us  d®  t®  isee©me  ff  Thffffie  ef  #ifftiiffiitir¬i1;  ih®

Pce!e/  ®r  Ffflikereasf!1?  Vtigi©uss  Fti5i(S  demflnded  by  iite  Effiri  #mal  inis

®F  ifeeFT  eiiiZeaeS.  Refer  t@  the  Tkcane  T#sk  s©£9ism  sf?iiis  faook  (pasge  5®Zj  feF

ffil!  tifee  amSw©r§.

Purchtising the hand

Once you,ve befriended the Jarl,  they will acknowledge your service to the
Hold and  inform you that a  piece of properly is for sale.  Talk to theJarl,s
Steward

t.

(or,  for the Pale, Jarl Skald)  and tell them  ,,I,d  like to purchase a
here isn't one available,  but there is a  plot of land.  Agree to pay

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.

a  MISCELLANEOUS OBJE(FIVE: Visit your new property in [the Hold

in question]

>  Windslad Manor Charter (Hiaalmarth Hold)

>   Heliarthen Hall Charter (Ike Pale)

>   Lakeview Manor {harler (Falkrealh Hold)

TBrtiN!NG DART 4,  HEARTHFIRE
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re* ptirI 2: Oulslanding in Your Field
Commencing consfrucfion on your manor house.

The  remaining  information  applies to each  of the three  building  plots
available.

a  MISCELLANEOUS OBJECTIVE: Use the drofling table to begin

buildimg your  house

The foe)ls of the home
builc]er:  the drclf[ing  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,  clnd  anvil.

The Dmfting Table
Approach this first, as it allows you  to create the plans for a  basic small
house layout.  After that, you can  return to the drafting table and add
additional structures to this first one.  For now, create the small  house layout.

A  MIS(ELLANEOUS OBJE(TIVE: Use the torpenter,s workbench to

build the foundfllion of your house

The smclll  house layout,  in

mid construction.

The final exterior
construction  is finished.

(flrpenler's Workbench
This allows you to take the drafted  plans and  realize them. The various
elements of the structure are broken down into separate pieces so you
know what components they require,  mJch  in the same way as smithing or
alchemy.  For now,  build the "house,  foundation,, and  "house, wall framing.

Then stop, rum around, and watch the skeletal
shape.

Return to the carpenter,s workbench clnd COnStruCf the "house,  Walls."
Then add the "house, floor" and  whouse,  roof framing." Then finally/  add the
"house,  roofw  and whouse,  door."  Congratulations!  You,ve  just built yourself a

home!

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  mclin  hall;  C]  Cellar,.  and  east,
west,  and north wings.

The Beginner's Guide to 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.

(host and Anvil
Inspect the chest.  lt 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.  ln fact,  it,s an excellent plan to leave all the components you,re

going to need  in this chest so you aren,I encumbered,  and you,ll  know where
all your building  materials are.  To help you  get started,  theJarl  has filled  this
chest with a supply of raw materials,  so take the clay,  Corundum  Ingots,  Iron
Ingots,  and  Quarried  Stone that you wclnt from  here.

Inspect the anvil  (or  indeed,  any anvil you find  in  Skyrim),  and you,il  see
an additional  menu:  Building  Materials.  Thi.s  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 to 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).

REP part 3: Measure Twice, {UI Once
Gathering supplies to turn  info building components.

Tiaking a pickaxe to a clay
deposit yields malleable

builc]ing blocks.

Raw materials are
the vitcll and  literal

building  bl

important to 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,I 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,I encumbered.

Sawn lJOgS: You aren,I equipped lo fell trees,
so you  must sc)urce 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.

-¬¬_sss_i:S=

Heliarchen  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
vampirel).

OVERVIEW: A PLACE TO CALL HOME      CRAFTING:  BUILD YOUR OWN  HOUSE
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visit the proprietor of the lumber mill,  and  request they provide you with
logs. twenty sawn  logs cost 200 gold,  so carry your coin  purse with you.
These are automatically added to the log  pile al your dwelling.

Iron and Corundum Ingots: All  of your basic  hinges,
fi»ings,  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  Lakeview Manor

(Falkreath),  while  Heliarchen  Hall  has a  corundum
deposit nearby. When those run out,  locate what you
need  from vendors or mines.

T[P       lfyou hove iron o"orundum ore buidonlwonttotr8iPSei© ti

smelter elsewhere  in  Skyrim  to iurre  i? into  ingots,  why  ltOf basiidi

eme yoursell?

There tire mtiny other mecesstiry components as well,  but those tire "in!y

used for furnishing ¢r augmenting your abode. All are listed  below.

Don't ftincy lugging  rocks or mining for ¬!cey? Then  hove your own Steward

tlo the dirty work for you  (see below).  You  cti!1 hand Over your  reining/

co!!ecting,  tlnd  !o¬fliing  of components,  fl!ihough  ibis  costs you  cadditiontii

fumds.

!n  a  hu"y t® quarry stone or dig  up some c!fly?  By far the fastest way

to timass ti  rock collection is to equip  pickaxes in  both  hands/  use your

Elemental  Fury Shout/  find then  tittes(k the rock with  ti vengeance.

RE part 4: Archilecluml Improvements (Advice)
The additional structures you can add fo your abode.

Extending Your Abode: Outbuildings

Animal  Pen

A small enclosure  is built

against the wall of your
home.  Initially empty/  you
can ask your Steward to

populate il with a cow or
up to three chickens  (see
below).

Apiory

(Lakeview Manor only)
For those wishing
to harvest bees and
honeycomb,  bul.ld  this
beehive,  which  is  much
more flame-resistant
than  the ones  in  the
Goldenglow Estate.

Armorer Workbench

lf you want to hone
ur smithing/  you  can

onstruct a workbench
where you can  improve
any type of armor,

provided you  have the
necessary Smithing
Perks.

tliE

Tf±  5-c`.e-.JSc=|.LS    .

s---iZij--RTM

Fish  Hatchery

(Windstad  Manor only)  A small  hatchery  is constructed  in  the  marsh  lake  just
below Windstcld  Manor.  Initially empty,  you  can  add  fish  or fish  eggs to  it,
which will  hatch  into fish of the same type after a day or so.

Fish  hatchery Ingredients

Silverside  Perch                Cyrodilic Spadetail

Abecean  Longfin             Histcarp

River  Betty                            ScllmOn  Roe

Golden

A large section of earth
is tilled  near the side

of your house,  and  I I

patches of fertile  soil
are ready to receive
food  or ingredients that

you,ve collectecl on your
travels.  Once planted,
wait a day/ and these
sprout and can be

Slaughterfish  Egg

Clam Meat

Ta±'Nl\j3-  3or=- i:    HEARTHFIRE
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Grindston

A grinding wheel with
a place to sitand
sharpen your blades  is

positioned close to the
other crafring stations
a  Blacksmith  uses  (such

as the workbench or
sme]ter).  As with  any
other grindstone,  you
can  improve your
weapons here.

Mill

(Heliarchen  Hall only)
A  small  milling  stone  is

sunk  into the earth close
to your dwelling.  With
three sheaves of wheat,

you ccln Create a bag  Of
flour,  which you  use  in
mclny Of your kitchen,S

baking  recipes.  For this
reason, you  may wish
Heliarchen  Hall to be primarily a  place where you grow crops  in your garden
and greenhouse,  and you  may want to install a  kitchen addition.

Smeller

As with  all  smelters,

you ccln  reduce Ore and
raw materials  (such as
Dwarven  scrap)  into
metal  ingots, which  are
required to create and
improve weapons and
armor. Only now, you
have a smelter in your
backyard.

a linked upper parch for

panoramic views_

The greenhouse, trophy
room, anal kitchen create
a hunter and collector,a

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 Droffing Table: This allows you to begin work on a  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  entr)M/ay  (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 Corpenlers Workbench: This has cI  "iSC''  menu to Check Out,  Which
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.

Simply continue to collect the  necessary components to  build the structure

you want.  Your house can  be as large or small asyou wish.  Once the main
hclll  has been added and your building  starts to look more like a  manor and
less like a hovel,  inspect the various options available when constructing  new
wing,, additions.

When  itcomes to  building  a wing/  you can  build  out in  three dir

(to the north, east,  and west).  For each wing/  you  must choose betwee
three  mutually exclusive options.  For example,  your west wing could  hl
bedrooms,  a greenhouse, or an  Enchanter,s Tower,  but only one of those.
Look to the
more  infor

Guide to Homesteading  (or the pictures  below) for
ut what ecICh Wing  adds tO your home.

sh an addition once it is built,  so  plan outwhatyo
to look like.  Here are some design decisions I

Aeslhdics: You may not think you  need west wing bedrooms until you
realize it come
the scenery ar
arguably the

large exterior porch. This offers elevated views of
bode,  so  if your home  is  Heliarchen  Hall  (with

you  might want this addition to show off the



Smtill  House

storage clnd  forging  OPtiOnS.  Best of all,  you can  create a  shrine  to  rival  the
Temple of the  Divines  in  Solitude,  with  nine divinities to  receive  blessings

from!

Addition: West Wing - Bedrooms

I r6y\
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clement conditions  (see the  Plclntable  Ingredients  list On  Page  1  14).  When
used  in  conjunction with  the garden  outside,  you  mcly never again  run  Out Of
ingredients for your potions-

Addition:  North Wing-Trophy Room

After a titanic struggle with a  particularly fearsome foe, you  may want to
display your conquest as a  trophy.  lf 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.

-Rf`  +p¬- 3hiL   HEARTHFIRE
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Addition: North Wing-Al(homy Lobomtory

solace for an Alchemist,
including  an  alchemy lclb 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

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.

Additiom:  East Wing - Kitchen
Chefs who crave

the  latest in

fty Part 5: Archiletfurql Improvements (Tables)
The following tables provide an exhaustive list of the items needed fo create
the structural elements of your home_

Dmfling Table: options

Small house layout

Main  hall

Addition: West Wng

Bedrooms

Greenhouse

Enchanter,s Tower

(orpenter's Workbench

Addition:  North Wing

Storage room

Trophy room

Alchemy laboratory

Addition:  East Wing

AImony

Kitchen

Library

Remodel  house into
ewhvyay
Add/remove
workbenches for each
room
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GREENHOUSE

EN(HANTER'S TOWER

STORAGE  ROOM

TROPHY  ROOM

AL(HEMY  LABORATORY

|i.8 \
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6: Home ls WIlere the Het]rI
manor with fine furniture or

Now that the outside of
manor has been

covered,  it's time to head
inside.  Poke around
inside your dwelling,
and you,ll  notice  it,s
rather sparse, with only
a chest and workbench
to be found  in the small

ouse and another
ench  in each

The moment
omplete the small
e,you  can furnish

it with  objects.  This

complete clutter.

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.

Tafe``! -a_i  ='i=T ~    HEARTHFIRE
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The tables that follow reveal every interior object you can create for
each room.  lf you don,I see them in your Workbehch  menu,  it usually means

you need to create other obiecls 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 hcIS more than One
workbench).  The actual components  needed vary wildly:  While  locks and
fittings can  be easily crafred at any forge, you  may need to scour Skyrim for
other items.

Some of the more unhinged Skyrim aclventurers c]ecorclte i eir rooms entirely
in refuse, scavenged bric-a-brae, ancl even gore ancl 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 ccln  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.

T!P       Remember thtit you con  pick up/  p!esee,  «nd display ©bie¬is on
the top of tobies,  ®n shelves/  or even scattered in fl  p«#ern  on

the floor.  Need somewhere fo show off your ingot co!Ieetiese? Them find ti
:      fltit surftice and  plfl(e whatever you wish.

:      Bon't want to spend the  time  huiiding  «  coi!ecticn  cf obieT al/«rT when  your

Trusted  Stewtird  co!l  furnish  etich  room  for  ce  piif!ing  i/5C©  coins? Then

spend  your fusnds  linishing  ti  rcom  insiefial  of doing  it yourself.I  See The

S?Sward section  below.

ffi= pqrl 7: Home ls Where the Hearth ls (Tqbles)
The following fables list the items needed fo creclfe different furnishings in

your home-

Smoll  House

furnishings are repositioned in the entr)fway improvement insteclcl.

Entrywfly

A more suitable entrance
fo your manor. Remember
that the exterior sconces

give your home a
welcoming light on

the outsicle.

Main  Hall: Main  Room

The lclrgest room in your
manor is dominated by
a warm hearth, a long

c!ining table for banquets,
ancl two crafring stations.

GRAFTING:  BUILD YOUR OWN  HOUSE
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Maim  Hall:  Bedrooms

PIacing beds here is
obvious, but il also gives

you (and your fclmily)
places to sleep:  Staring at

the colc] c]eac] eyes of a
mountecl elk hecld.

"o      S sfrf--sirM
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Main  Hull:  Bqtk Room

Note the anvil  (allowing

quicker smithing than
heacling a)utsicle), the safe

and storage areas, and
cl trapdoor down to the

cellar,  if built.

West Wing:  Bedrooms

Your spouse ancJ children will prefer these more luxuric)us accommoc]ations,
although they aren't requirecl  if you've built the beclrooms in your main hall.  But

there's plenty of storclge here, foe.

T=_  i,  i,,-  I-i_i   HEARTHFIRE
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West Wing: Greenhouse

The planters are unique
to this room, as you
can place Food and

ingredients in them for
cultivcltion ancl eventual

harvesting-

TRAiNirWG                         THE  INVENTORY                        T

West Wing: En(honter,s Tower

Although the conditions
can be cramped, you're
able to place cln Arcane

Enchanter in here and can
access the turret platform

anc] view

North Wimg: Storage Room

This is the place to store
all your itemsl. I;a avoicl

confusion, pick particular
storage vessels to hold

specific item types.
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North Wing: Trophy Room

This is the only room
where life-size moc!e!s

of enemies you,ve
encountered can be

constructed:  Check the
Trophies table below-

North Wing: Alchemy Laborolory

A seconc] AIchemy Lab is
available here. There's a

lack of room but there are
three floors,  incluc]ing cln

exterior roof turret_

mf

The  S'id¬rSc=c|:s  i/
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East Wing: Armory

Another option for those
who refuse to throw

anything away. Have you
collected every type of
weapon? Then clisplay

them here!

¥_iir+!hiC. i:A3T 4   HEARTHFIRE
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Ylou can only construct trophies in the trophy room addition. Why not create
"sets" of creatures (such as ''clnimals" with a bear, cave bear, deer, sabre cat,

and wolf)?

LARGE TROPHY  BASE

l24    :;
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SKYRIM

nefe part 8: Home Security Part I -
Hiring a Slewqrd

How to keep your properf.IeS Properly manned by hirin

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 payment!).  The benefits of having a Steward are aS follows:

House Improvements
When  speaking with your Steward,  you ccln  request that they make the
following  improvements to your house  (which are here the next time you
return):

Carriage (5OO gold): A
horse and carriage are

parked at your house.
The driver is an  amiable
fellow and offers to drive

you  lo 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 settlement (village,

Bard (1,goo gold): A
musician well versed in
singing and  playing the
drums,  lute,  and  flute
an  be found  inside
our home.  Ask  him or

a variety Of

ditties at your pleasure.

Horse (I/COO gold):
Provic]ed you've built
the stables, a  horse
is waiting  for you on

your retum.  This  horse
belongs to you and will
return to your house if

you decide to leave it for
her steed.

Cow (200 gold) and
Chicken (25 gold):
Provided you  built an
animal  pen,  c] cow and

(up to)  three chickens are
waiting  on  your return.
Keep them or slaughter
them  for food.

TF:,air!!tC.  F,iaT.:i    HEARTHFIRE
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Building Moleritils

You can  make a  request for builcling  materials. Your Steward then goes off lo

gather the following  based  on yc)ur choices:

Lumber (Sawn Wood):  2O for 2OO gold

Stone  (Quarried Stone):  2O for  loo gold

Clay:  2O for 20 gold

These are added to the chest next to the cclrPenter,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 Grafting 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 bricra_brae added.
Be patienl!  The costs are listed  below:

On you
them a

andits and other wilderness creatures taking

pound? Then it,s wise to receive a Housecarl who can help re
yicle peace of mind as you  leave on your cldVentureS.  ln

obtain a Housecarl, you need to complete the following:

Return fo theJarl of the  Hold you  have a  property in and speak to them.
Agree to complete any of the series Qf tasks the Jarl requires you to

(these are part of the Thane Tasks on page 5O2 orJobs for theJorls on
page goo).

When you  retum  from successfully finishing these  jobs,  head  into the Jtirl,s
Longhouse and the Housecarl will be waiting to greet you.  ls 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.

Fincllly, 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  proiecls.

Avoilqble Housecqrls

The following  Housecarls are available, depending on your home,s location:

Hiaulmqrth  Hold:                                                               Fulkreoth  Hold:

Valdimar                             ThePole:Gregor              Royya

in  mace and  spell                 in  two-handed                        adept in dual-wielding
combat.                                    combat.                                    combat.



REfty part  I I: Radiant Ouesls-Gel Off My Land!
Combc]ting undesirables who dare trespass on your properly.

Life should  be a  breeze with a compound  in  the marsh,  woods,  or tundra and
with  an  item  collection  to  rival  any Khaiiit Caravan.  But you  must still  be on

your guard,  as  unwonted visitors sometimes  make their presence fell.

NOTE      *    Quest "!mes mrketl with thissymbol do not qpp

your  Ouesl menu,  although their objectives may

The (ow (Iobbering Giqnt*

lf you,ve bought yourself a aggy cow for your compound,  prepare to
intercept a wandering giant who is on course For clobbering  (and  possibly
eating) your prized  heifer.  DeFeol the giant, or face losing your farm animal.

Wolves tit Your Door*

lf you,ve purchased chickens for your homestead,  prepare lo defend them
viciously from  cI  Pack Of hungry Wolves.  Expect up to three wolves to be
skulking around your properly when you  return from your travels.  Deal with
them,  or face a  chickenless future!

Skeever lnfestotion*

Once you,ve dug down
and  built a  cellar under

your main  hall,  there,s
a  [random]  chance thclt
when you  head down to
inspect it next,  you'Il  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,I hostile to you at all.  lf you  keep the fame
Skeever,  jt scurries around the cellar without causing you consternation  (and

you won,I 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.
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Bandit Attack: Trespassers*

lf you  leave your

premises, you  may
return  to find  three
bandits  (including  a
chief)  mooching  around

your  house.  lf you  hclve
a  Housecarl,  they are
already engaged in
combat agains"hese
foes. The bandits appear
only if your structure  has three or more rooms  (so an entr)^^/ay,
one or more additions).  Simply slay these trespassers.

Bandit Attack:  Kidnoppers*

Bandits are becoming  much  more troublesome  in your area,  and your spouse
is in danger of being  kidnapped  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  retum  to your
home,  a  bclndit iS Waiting Close tO 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 objective.

a  OBJE(TIVE: Read the bondit's ransom note for [your spouse]

a  OBJE(TIVE: Rescue [your spouse] from [o mndom bandit dungeon]

our betrothed  by applying one of the following  plans:

dit dungeon, and slay everyone and everything you aren't
is is your only option  if you  slew the bandit at your house.  ln

fact,  kill  any banclit and  all  Will  turn  On  you.

Enter  into  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

poncler, 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 thclt your spouse be freed.
lf 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.  lf
successful, your spouse is then  released to you  (or travels back to the
house).  The  bandits  remain  pecICeful  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 tranquil existence.
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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 family?

ffi* part  I: Reudying Your Home
The prerequisites leading to an adoption are discussed here.

Your newly constructecl
dwelling has numerous
bec]s. This one is perfect

for a child.

ln order to  house your
rambunctious child,  you'll
need  to provide lodgings

store their possessions.
The amount of room

forthemtosleepinand      5ae
.I

needed depends on the type of house that you own:

(ity Dweller or (ounlry (ompound: The Property Owner/s Dilemma
Are you  part of the landed gentry of Skyrim?  Do you  have an  abode in the
cities of Solitude,  Markarth,  Whiterun,  Windhelm,  or  Riften? 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  Rifren  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 into a children,s bedroom.  Items 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,I want to house a child  in
that home.

Heqrthfire  Homes: The  Builder,s Choice
Are you designing and  building your own  manor in Skyrim? Then you can
easily house a child  in your new home,  as  long as you  have the proper
furnishings.  Simply add  a  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.

ife 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.

Sheet Urchins: These are- children you  may not have encountered  before,.
they eke out a  living on the streets of a city.

ln 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

yONONn.

Orphunoge Orphans

Francois Beciutari                  Hroar                              RuncI                            Samuel

Initially/  there  a

in  Riften.  ln  order

orphans you can adopt from the Honorhall Orphanage
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 Brafherhood Quest:  Innocence Lost (see page 3 1 8),  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 to
settle down.

Wait 24 hours or so  (and  make sure your Bounty in the Rift is at zero),
and then  return and speak 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 tell  her where you want your child to
live,  and she eventually gives you  her blessing.  lfyou don,I meet the
requirements,  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.  lf Constonce Michel
accidentally" died along  With Grelod, don,I despair.  Come back in  another

clay or two,  and you can  speak to the orphans to adopt them directly.

CRAFTING:  BUILD YOUR OWN  HOUSE       HEARTHFIRE:  ADOPTION
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Orphaned (hildren
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Braith (Amren,
Saffir),  living  in

whiterun.

Brifte  (Lemkil),

living  in

Rorikstead.

CIinton  lylvieve            Dorthe (AIvor,

(Michel  lylvieve,         Sigrid),  living  in
Azzada lylvieve,            Riverwood.
Julienne lylyieve),
living  in Dragon

Bric!ge.

Eirid (Dagur,
Haran),  living  in

Winterholc!.

Erifh  (Daighre),
living  in  Left

HancI Mirle, near
Markarfh.

Frodnar (Hod,                Gralnach
Gerdur), living  in      (Grosfa),  living  in

Riverwoocl.              Heartwood Mill.

fE-E::,i:if_.1- ---!jg
Skull (Eydis,              Svari (4ddvar,              Aeta  (Finna,

Leontiys),Iiyi_ng          Greta)!  Iivi.ng  in          oslaf),  living  in

ir:tdeaPl:a             so"tube             skasa.llsf;I::%

There are  15  children  living  in  Skyrim who can  be orphaned.  ln  order to
adop"hem, you  must:

Own a  home with a children,s bedroom or a  Hearthfire home with suitable
furnishings  (see  Part  1).

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 damage from

your Storm Call Shout.  Or you can  slay the  parents yourself!

Wait 24 hours or so  (and  make sure your Bounty in the Hold  in question
is at zero).

Locate the child.  Once you complete Dark Brotherhood Quest:  Innocence
Lost,  if Constance Michel  is still alive,  newly orphaned  children  are usually
sent to Honorhall Orphanage  in  Riften.  Otherwise,  you can  find them
wandering  the  streets of their city or living  in  their old  house.

"m   i
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lf 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 yc)ur abode.

NOTE      Again, if (onstance Milhel dies/ you can
hours, then speak to any adaptable chil

Street Urchins

i:TI-i=E::-I:=iI:-i:---i.:
Alesan.. An errand      BIaise:  A stable              Lucid:  A girl                 Sofia:  A girl

boy in Dawnsfar.         boy at Katla,s                begging in               selling flowers
Farm.                  Whiterun's plazcI.       On the Streets Of

Windhelm.

There are four other orphans you can find living on the rough  streets of a
city in  Skyrim.  ln order to adopt them,  all you  need to do  is own  a  home
with  a  children,s  bedroom  or a  Hearthfire  home with  suitable 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 L'lke
These...,  if you  have not adopted a child,  expect to receive a  note entitled
''Consider Adoption"  from  Constance Michel,  suggesting 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.

lf you c]ecide to move to another house you own, you can  speclk to

your spouse  (who tells the child),  or if you are unmarried, you can tell your
children yourself.  Assuming your next dwelling  has the correct setup for cl
child  (c] chl.ldren,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.

lf you,re building a  Hearthfire home,  your child always moves into the
west wing  bedrooms addition  if it is built and  furnished  properly,  lf 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 chilcl to move into the bedrooms addition.

ife part 3: You've Got lo Be Kidding
The harc! work of caring for a child is soon learned and cherished.

Sclmuel may stomp his
feet and hate sweeping,

but he's cl  kincl  chilc]

af heart.

Now that you  have one
or two children  in your
home,  a  number of                  \,
additional  benefits and
lacks presen"hemselves.
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.

oT[      Father,s/Mother,s Love: Heqling spells afld potions
25 percent more heollh for 8 hours.
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The Gift of Charity
lf you give your child an  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 addition
to clny Other effects the gift may have.

Your (hild/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.  AIter lunch,  they
go outside and  play until dinnertime.  ln the evenings,  if you've given your child
cl weapon and your house has a  practice dummy,  they often  spar with  it.  lf

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 chilcl obeys it
for three hours or until 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.

The orders you  have available and  how they are carried out (along with
their  priorities)  are  as  follows..

I.   GoOulside: Available from  6:OO a.m.  to 9:OO  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:OO p.m.  The child  begins

a  sweeping  regimen throughout the house.

4.   GofoBed: Available from  6:00 p.m.  to  8:OO a.m.,  ifrhe child  is  not

already asleep. The child goes to sleep in their bed.

Givimg Orders: Games

All work and  no play may make your child more prone to tantrums,  so it,s
important to play games with  them. This is one of the conversation options

nd works as follows

sk them  if they want to play c] game,  lf this occurs at night, your child
asks  if this  is  really okay,

Then you can choose either a game of tag or hide_and-seek.

Follow the Miscellaneous Objective prompts and watch out,.  if other
children are present, they can get raped into the game,  tool

Asking your child to play a game cancels anything  else they are doing,.
this order has the highest priorily'  However,  once the game is under wc]y,

giying your child another order ends the game.

Giving Gifts

Samuel looks smart in
his  new runI'C,  but he'CI

rather be wielding a
wooden sword.

Children are happiest
when they,re

preoccupied,  ideally with
a gift you've picked up
on your travels.  Such
items  include:

Children's weapons  (daggers or the wooden sword)

Children's clothes  (these clre gender-specific  miscellaneous  items)

Children's books (yellow book of riddles,  ere.)

Children's toys  (a  doll)

Sweets  (such as a sweetroll or tatty)

Such  items are mostly found  in  shops/  though you  may find them  in
cupboard or other containers on your travels.  lf you're searching for a gift

you want to give your child with  some urgency/  try the following:

Most general goods vendors and  miscellaneous contclinerS  (SUCH GIS
cupboards)  have a chance of having a wooden sword, cloll, or children,a
clothes'

lf you visit Radiant Raiment in Solitude,  Endarie always has a complete set
of children,s clothes  in  stock.

Visit any of the three Khaiiit 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 fake it immedicltely (any Previously equipped Weapon
is  placed  in  their bedroom chest).  lf you  have a  practice dummy in your
house,  they run off to spar with  it immedic]tely 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,I interested  in  this gift.  Your girl  plays with  the

doll for about on  hour.  lt reappears from time to time as a  basic behavior
as your girl  plays with  il.

Books: The book is  placed  in their bedroom chest.

Food: lf you  hand over some food,  they eat it immediately.

ometimeg

gifts you give
ift jn return.

Regardless of the gift you  hand over, you're rewarded the Gift of Charity
blessing:  +1O to Speech  for one  hour.

Your Child/s Bedroom (host

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 a 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.  lf you  move to
a  different home,  your child will  stclrt a  new COlleCtiOn there  (any items  in  the
chest in your old  home remain there).

Returning Home and Other Antics
After a particularly arduous quest,  returning 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 retum,  expe

your child lo be eager to  interact with you  in one of the following  (usually
randomly determined)  wclyS:

Thaltke for Adopting Me!: Your child  rushes  in to scly hello and thanks you
for adopting  him or her.

Thanks for Adopting Me, lJOOk What I Found!: Your child  rushes in  to greet

you, thanks you for adopting them, and then tells you there,s a few items
they've collected  in their bedroom chest. You can take one or all of them  if

you/a  like.

LookWholI Found!: Your child  rushes  in to loll 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?:  lf your family doesn't already have an animal
companion, and you haven,I previously banned them and you bring hone
an animal compclnion, your child  may ask  if they can  keep the animal
when you  don,t need  il.  Consult the  Hearthfire  Pets section below for more
details.

APPENDICES AND INDEX



ll Followed Me Home!: lf your fclmily dOeSn,I already have a  Pet and you
haven't previously banned them,  there's a chance that your child  is waiting
foryou with  a  small animal.  Your child  asks  if they can  keep  it.  Consult the
Hearthfire  Pets section  below for more details.

MLIdCrobS are Smarter than yOu!: lf you  have two Children,  When you
arrive home, your children  may be calling  each other names.  lf you don't
intervene, the argument ends with  both children  beginning a game of tag.
Speak to either child  to:

(:)   Break up the argument.

(.J   Order the child you,re speaking with to their room.

c)   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 Hagrovenl:  lf you  have two children,  when you arrive
home,  they may be calling each other names.  lf you don,I intervene,  the
argument ends with one of the children  running  off and crying. They head
to their room for an  hour,  You  can:

c:   Break up the argument.

c)   Order the child you,re speaking  with  to their room.

c:   Or back off and  let the argument continue'

Can I Have MyAllowonce?: Your child  may run  up to you  and ask for
money.  Respond to this  mini-shakedown  by handing  over some of your
current gold, which can  range from  nothing all the way up to  1 ,00O coins.
Any gold  is added  to your child/s  personal  collection  and will  raise the
vcllue Of any  items they Subsequently find  and  gift tO you.

lf you give your child one or more gold, you  receive the Gift of Charity
blessing.  lf 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 ill

I CofYou 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  Ilo 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 cllSO deducted  from  their Savings,  SO  don,I
expect a  one-time allowance to support pricey gifts for long.  Over time,
this always works out in your favor,  so giving your child  3O gold always
results  in them giving you  items worth  more than 30 gold.

lf you agree,  then  later dismiss your animal companion,  they will  retum to
the  house your children  are living  in and wait for you there.  You can ask
them to  rejoin you at any time.

lf you  decline,  your children  won,t ask again  for at lecISt  15 days'

lf 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.  lfyour adopted
animal companion  is  killed, you can  adopt a  replacement.

i`?   TIP       !f you're trying to get your children to adopt your qnimtii

companion  but they ore engaged in another activity instetid,  try

leavillg  tow"  find  COming  bOCk  ill  another  day  Or two_ You  con,I force  this.

Nale fhqt some nnimfll tompunignst ou

and Death  Hounds, dolt't moke good Pe

react, bu"hay won'l tisk lo 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

I Wanta Presenl!: Your child  may dash  up to you  and ask if you,ve
brought them a  present.  You can:

o   Ask what they want, c]nd they point you  in  the direction of a
vendor with  the  item  (usually Radiclnt Raiment or one oF the  Khaiiit
Caravans).

a   You can give them a gift,  and your child  takes itwith a gleeful
exclamation.

a   Oryou can  refuse to give them a gift,  and yourchild  leaves you
feeling  a  little  insulted.

Con We Play a Game?: Your child may dash up to you ask if you want to

play a game with them. You can answer yes and begin a game of either
fag or hide-and-seek.  Or, you can answer no  (mentioning the hour if il,s
between  lO:OO  p.m.  and 6:OO  a.m.)  and yourchild  leaves you  feeling  a
little  put out.

B> Heqrlhfire Animal Adoption
An  added  benefit of cldOPtiOn  iS thCIt your Children  Can  take Care Of

your animals.  There are two types of animals they can  ''adopt'':  animal
companions and  pets.

Animal (ompanions

Bring hone a four-lagged
friend and your child will

and hug him
eeze him...-

lf you  bring  home an
clnimal  COmPaniOn  (Such

GIS  a  dog)/  your Children

may ask if they can keep
it,  You  have three options
at this  point:
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/re no"he 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  ine animal  lives  in your house,  following your child
around.

You can  refuse,  and your child sends the clnimal away.  They won,I try to
adopt another pet for at leclst  15  days.

You can  refuse with vigor,  saying  "no pets" firmly.  Your child  never asks
again and won't show interest in adopting an animal companion either!
Fine,  be  like that!

I      Youcon odoplonlyonepetqtatime. lfyour (urrenlpelis

killed, you can adopt a replacement. This event has a mn

occurring, so you  can/I force it.

The following  pets are available for adoption  if your children  brings one
home:

Hares  (girls  only)                       Skeevers  (boys only)

Mudcrabs  (boys only)            White foxes  (girls only)

Red  foxes  (girls  only)
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Behold the charts and  tables of Skyrim!  The following  pages deluge you with  information on the thousands of spells, weapons,  armor sets, and items that you
can  acquire during your adventure.  lf you,re interested  in the  properties of an  item you  haven,I found yet, want to compare it to another item,  or simply want 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 to give you  a
stronger result.

Colorcoding:  ln the following tables, elements from the origiml game ore in white and grq

Elements from the Dawnguqrd,  Heorfhfire, and  Drogonborn qddi)ns have been coloreoded

Downguord/Heowhfire

B Tqble 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 ListNotes

Only spells that can  be  used  by your character are  included on this  list.  lt does not include powers,  such as a
Vampire,s Embrace of Shadows or a Werewolf,s  Beast Form,  or enemy spells or spell.like effects that you can,I 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 5Oo/a 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
onstamina'

All Shock spells do Magicka damage equal to  half their Health  damage  (except where otherwise  noted).  This  makes them  ideal  for crippling
enemymageS.

Spell LislKey

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
oflhelist.

Stondord Costs 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,  etc.  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  loo Cosft The cost of the spell  clt Skill  level  loo,  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  ir effectively.

INVENTORY OVERVIEW.  SPELLS
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SPELLS



Coniuration Spell:
Deac] Thrall

;    l34`)

Destruction Spell:
Blizzard

Tr.e   Sit_de= Sc.-I.,|ls   'J
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Destruction  Spell:

Fire Storm
Destruction Spell:
Lightning Storm

Destruction Spell:

Vampiric Drain

THE  INVENTORY

Illusion  Spell:

Invisibility
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ife Table ll: General Dqlq

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.

0  you can obtain  items earlier than  the  indicated  level  in  a variety of ways,  such  as aggressively increcISing your
Smithing  Skill,  discovering  an  exceptional  item  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 enchanlmenls 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:

/I   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).

0   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  I).

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.



ife "ble 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
materialfype.

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  I,Leveled/'  have several different leveled variants,. you will always receive the one most
appropriate to your level.  Higher-level versions may have better statistics and  stronger enchclntmentS than the example listed  here.

All weapons with  the exception of Unique Weapons  (of any type) ccln  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,I be disenchanted  unless their
enchantment is one of the base enchantments.
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a "ble lV: 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 same enchantment levels as an  item  of the  indicated
materiallype.

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 CIothing  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:

0  your Heavy Armor skill  doesn,I make you  any better with  a shield.

0   lf you  have  perks that only work  if you,re wearing  a  full  set of light armor or no armor,  holding  a  shield  doesn,I count against you.

CIothing often  comes in a Variety Of appearances that aren,I 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 exception  of unique Armor  (of any type)  can  be  found  in  a  variety of locations throughout the world.  Unique
Armor and Outfits are tracked  in the Atlas Chapter (page 685)  and Appendices of this guide.
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Heclvy Armor:
Dwarven Armor

:J!_4J

Heclvy Armor:
Orcish Armor
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HecIVy Armor:
Sfalhrim Armor

Light Armor:
Ancient Shrouded

Armor

Light Armor:                                  Light Armor:
Armor of Ike old Gods            EIven Gilded Armor

THE  INVENTORY
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Light Armor:
Fur Armor
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[8,13]  Norfu

Shin  Pass  (1)

[3.00]  Downstor

(The  White  Hall)
Found  on  Ice Wraiths.  the(k the Atlas

foHeferenCeS  tO  this  (reqtUre.

uomqge                  i   DorkBrotherhood

;   Magi(kq  Regen    ;   #ep;;;To  Ki"  an
)

Forffty Mogicha

Weakness     i   Fohify

Morksmon

Forty Stomino

i   (ure  Disease

Unique  Ingredient  The  only jorrin  Root

in  Skyrim  is  given  to you  by Astrid

during  Dark  Brotherhood  Quest:  To  Kill

on  Empire.  You  (on  use  it for the  quest,

but donlthove to.  Eating  itwill  kill  you

instantly.  lt mqkes  by fur the strongest

ainly found in Eostmawh

Mainly found  in  The  Reach.

Found  on  Elk.  Ch8(k the

referen(es to this creotur

I  Swamp pan
[2.03]  Robber,s

Corse (Exterior)  (3)

This species of mushroom grows on

dead tree stumps, mainly outside across

lne forests.

ResistPoison          i   ResistFire
[6.27]  Riverwood

(river  bonks)

The  banks of most

rivers  and  lakes

Found  on  Mudcrobs.  Check

references to this (reoture

tharfuo; fo;i

Retleot  (10)
Reasonably plenflful in the

[S.NC]  Woterfull and

Gmzing  Notch

Restore        "ovoge
Mogicko       "agicko

[S.SOO]  Coast around

Tel  MithTyn

I  Folkre8th  (10+)

Alchemist/s  Camp:

[l.00]  Solitude  (Hall

of the  Dead)  (6)

Fortify  Mogicko

[S.SOO]  Raven

Rock Mine

(Bloodskol  Borrow)

2.05]  Clobbers

;   Any wildemess.

(1 )                    I-I

i   Resist Shock
[9.25]  Shorts  Stone

Dqmoge  Health    (   ([ibO)0]  WhiteIUn

",,,,-a ,, ,,J,,,4,,,,i ,,J,,drrJ,rJ:,,,,,,,,i,,,,I,,rr,,,,,,,i,,fr ,,,,,,,,, f;oj

|llff

[6.02]  Roriksteod

(Lemkil's  House)   (5)

[1.20]  Shodowgreen

(overn  (10)

H_a  Side_. £crsi:a  1,i

SKYRIM

why wildemess.

Usually found  on the  remains  ol  Netch'

Grows outside  (mainly in pine i

and inside sore dunoeons.

Aside from  Sorethils  Form,  these ore

usually found on shipwrecks,  or along

the coast.

These  orange dragonflies ore common

in  the  wilderness,  especially  around

Easier to  purchase from Ape

Otherwise verv role

Look for birds'  nests with  these mohied

in forested areas.

Found  on a  Mammoth.  Check the Atlas

for references to this creature.

Plenrful  around these areas.

Any wilderness.

Plenfliul  around the  Copiful  of Whiterl

and within the spacious Shodowgreen
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ife> Tqble Vlll: Bqse EnchqnTmenls

The two tables  below list all  of the base weapon  and armor enchantments.

When  Disenchanling  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 lo a subset of armor pieces,
as shown  below.

Absorb  Health

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.

You can  putMuffle on any pair
of Boots,  but only on  Boots.

WEAPON BASE ENCHANTMENTS

Absorb #  Health

Absorb Stomino Absorb # Stomino'

50% chance each of # fire and rf shock domq

Fire  Domoge

Mogicko  Domoge

ti? fire  domoge

# mogicko damage.

Shock  Domoge # shock domoge.

SIANDARD ARMOR ENCHANTMENTS

Fortify Alchemy
Potions  and  poisons you

croft ore #% stronger.

Fortify Archery
Increases  bow domoge

Fortify  Destruction
Destruction spells cost #yo

:  Fortify  Illusion
Illusion  spells  cost #o/o  less

Fohify  Lockpicking Locks  ore  #o/o  eq;ier to  pick.

GLjESTS



neS Thble IX: Derived Enchantments
This  table  lists  all  of the  Enchantments  that can  appear on  items you  find  in  the world.

Derived EnchanmlentS Key

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  base enchantment,s description'

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 Wnterhold  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.

ln addition 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 Coniuration  I+50o/. Magicka  Regen;  1 2% Coniuration]

Apprentice  Robes of Coniuration  [+75% Magicka  Regen,.  1 5o/o Coniuration]

Apprentice  Robes  of Destruction  I+75% Magicka  Regen;  1 5%  Destruction]

:i:iZ~ ~, THE iN\fENroF'¥
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Sfaff:                                                  Book:

Staff of Vanquishmenl             Heavy Armor Forging

Scroll:
Scroll of Soul Trap
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rRAiN!NG

+40o/a  Bow Domoge,

0.5        221       +15%StominoRegen,

EHE

Potion  of Larceny              0.5

DroughtofLor(eny            0.5

Philter of Larceny               0.5

Elixir  of  Larceny

Grand  Elixir of

horceny

Potion of Plunder

"a     :i i:;: Lp:c(kkpp!c(kkientg,

192      +!9:%;  !9:kPiCking/I

+Zoo/a  Pickpocket

246     :!!:I: i:c(kkpP!C(kkient9,

+30%  Lockpicking,

+30o/a  Pickpo(ket

a.5       358     +!!i%; !9:kPitking,I

+35% Pickpo(ket

a.5      5"     +M2a!!C:ar#mWo;ig!hmf, +20

AveISiOntOFire                    0.5        164.?5o5sO/oFireResisfun(e,

"  PotentAversion                   A  r        mr      -70%  Fire  Resistance

OTHER  ITEMS

Drought of Plunder

Philter of Plunder               0.5

Elixir of  Plunder                    0.5

Lotus  Extract

+30 (orry Weight, +30

Max Slomino

1 096   #o! !#inWo;i!hmt, +40

+50 (orry Weight, +50

Max Sfumino,  5m

1 "3   #o! i:lmryinWo:ig;hmt, +60

+70  Carry Weight,  +70

Max Stomino,  5m

QUEST POTIONS

0.5         86        DomogeHefllth6/s,10s

Its Wraith  Bone                 0.5

Nightshade  Extoct

SleepingTreeSop             0.5       loo

Esbernls  Potion

Voermino'sTorpor             0.5          0

Domoge Health  50

Domoge  Health  1,  10s

+100 Max  Heal

Dragons do  250/a less

domoge.

Enter the dreams of those

Hue"yhitephiol                 o.5       341      Wiesbyeife(I.
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REP Table XV: Other Items
This  section  lists all  of the other  major
items you  can  find  in  Skyrim.

POTIONS - DRAGONBORN
Restore Heath,  Mogicko,

and  Stomim  15

Potion  of Well-being 84      qRneitoslfeo::nO#,!Mogicko,

"9     qR:ito!r[eo!:no!th!,!Mogicko,

Restore Health,  Mogicko,

and  Stomino  75

PotionofExtreme             a.5       239

WelLbeing

Restore  Health,  Mogicko,

and Sfumino  90

potion o"m.mte          o.5      269     oRnelstosrfeq!:no!i,o!ogicha,
WelLbeing

Potl'on of

Woterwolking

Food:  Suiamma

"64           ®S-
\

Dragon Claw:
Ruby DrclgOn Claw

Tf_e   ¬/-,=¬= SL.rC`tliS.,,(

iry_RTin

Quest Item:
Skeleton Key

0.5       500     Woterwalking60s

SPIDERS

Tosses a dead  spider on the ground  which  explodes

a.5       1 00       fdOolmlo6g-e96(bpohsyesj(ooldyooTIOieeveOlrw2h6e-nl oOn6efi'nr:my

gets (lose.

Tossesvo dead spider on the ground  which  explodes

a.5       I 00       fdOolmlo6g-e9ibpohsyesjcooldyooTIOieeveOlldw2h6e-nl !n6 efrnoesiy

gets (lose.

Tosses a  dead spider On the ground  Which explodes

o.5       I 00      fdOqlio6g-e%(£hseysjcooldTOoTroieeveolPw2h6e-nl # epno!smoTn

gets close.

Tosses a  dead spider on the ground which explodes

o.5        loo       for  16-96  physicoldomogeond  26-106shockI                                 /I                    I                                     I               l\            I

domoge  (based on your level)  when  on  enemy

gets (lose.

Tosses a  Flame  Clooked spider on the ground that

0.5        100        willfollowyou  and(ouse  l5-40fiTedOmOgePer

se(ond to enemies that get too close.

Tosses a  Frost Clooked spider on the ground that

0.5       100       willfollowyou  ondcouse  15.40frostdomogeper

second to enemies that get too (lose.

Spawns a  glowing  spider that will follow you,

0.5        100        lighfl-ngthesurroundingoreo.  Onlyone(onbe

spawned ot a time.

Tosses a Jumping  Flame spider on the ground that

"      I00      :ilifoOd#fyo:U1 ::9d610pUhn!cioiedlfo:tongeeo:bnyd e2n6e-tl;e6S,

fi.re domoge  (based on your level).

Tosses a Jumping  Frost spider on the ground that

a.5      1 00      :il;lfoOdl!:;fyo:U1 06:9d610)Uhn#(ioiedl!:tangeeO:bnyd e2n6e.fl:e6S,

frost domoge  (based on your level).

Tosses a Jumping  Poison  spider on  the ground thor

"      1 00      :il;lfoOdl!:;fyo:Ul ln9d610pUhn!(iaiedl!:tongeeO:bnyd e2n6e_flf6S,

poison do"ge  (hosed on your level).

Tosses a Jumping  Shock spider on the ground thor

a.5       loo       Will follow yO"nd launch  itselfot nearby enemies,
exploding for  1 6-96  physical  domoge and  26-i 06

shock domoge  (based on your level).

o.5       loo       (reOtUreS and People thOtthiS SPide"ttO(heS tO
will fight for you for 30s-

o.5      loo      iPhOe#lSfOeeSIPsidthe[reT:nseel:lete" flommoble oil

Tosses a  Poison  Clooked spider on the ground that

0.5        100        willfollowyouondcouse  15-40  poison  domoge

per second to enemies that get too close.

Tosses a  Shock Clooked spider on the ground that

0.5       100       willfollowyou  ondcouse  15.40shockdomgeper

second to  enemies that get too close.
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DRAGON CLAWS

7         RestoreStomino  25

Restore Stomino  1 5.

0.5            10       RegeneroteStomino

300/a slower for  dos.

CHILDREN'S CLOTHES                          HOUSE COMPONENTS

CHILDREN'S TOYS

(HEARTHFIRE)

-----           ®
'y

(HEARTHFIRE)

FIARAGON STONES

(DAWNGUARD)
"`+`.`    `        ``-I.ife'

Tr.e  £|ne=Sc-r_`':,   I,,
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TomotoSoup                       0.5            5

VegetobleSoup                   0.5             5

Restore  Health  1 0,

Restore  Stomino  10

Regenerate  Health

1/I 2m,  Regenerate

Stomino  1/I 2m

Venison  Chop                          2                5          Restore  Health  5

Venison Stew                      0. 5            8

il=`T,~»l\

il-:=``,_        -\

Restore Stomino  1 5,

Regenemte  Health

1/1 2m, Regenefote

Stamina  1/12m

0.5             7          RestoreSfumino  15

Drum                                                      4

5oO21

Dwemer(up                                   0.5            6

Dwemer Dish                                     0.5             8

Dwemer  GeoT                                         2               1 5

DwemerGyro                                      2              15

Dwemer  Lever

Dwemer Pan                                   0.5            8

Dwemer  Pop                                        3              1 0

Dwemer Plots                                     1                8

DwemerS(ropMetol                       2              15

EmbolmingTool                                0.5              3

EmptyWineBottle                          0.5              1

iilewood                                           5              5

Flagon                                                     0.5              I

Flower Basket                                     1                5

Flute                                                        2              25

Goblet                                                   0.5             5

Hammer                                                  3                1

Horker Tusk                                             l                1 5

Imperial  War  Horn

Inkwell                                                     0.3              1

Jug                                                             2              10

Kettle                                                    2               4

Knife                                                     0  5             6

Lanfem                                                 2

te!otrrug

Decorative  Dwemer

Large  Dwemer Plots Metal

Large  Dwemer Strut

Linen  WTOP

kP

ek:
Ll

i:;

;;;
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©   mlNOR SPOILERS

THE  BESTI
The wild and  untamecl  lands of Skyrim are teeming with adversaries,  from the wretched to the powerful/
to the meek. This chapter presents them alphabetized  by type,  so you can  identify the foes you're about
This allows you to identify weaknesses that you can exploit,  bolster your defenses against the spells and
enemies will  use,  and  know what kind of loot to expect.  Heed the following  notes before exploring the Bestiary i

ife Enemies
Enemies that are members of one of the ten  races that you can choose from
have all the benefits of their race  (which you can  read about at the start of the
Training  chapter)  in  addition  to any statistics  indicated  in  the  Bestiary below.

For example, a  High  Elf Warlock has a  higher Magicka than  indicated
due to their Highborn Magicka  racial ability.  A Breton Warlock will  be more
resisfont fo spells because of their Mc]gic  Resistance ability.  A Nord Warlock
will  shrug off frost spells  (Frost Resistance),  while a  Dark Elf \^/arlock will  be
more resistant to fire  (Fire Resistance)-

As your level  increases, the difficulty of the enemies you encounter
will  typically increase  in  stages.  This  is  most visible when  you  read  the
name of your adversaries, which  usually indicates their level.  For example,

ne"lams and Spells
(PclrentheSiS) indicate that an  item may

or may not be present-random chance per
creature.

A / Slash inclicates that one of the items will
be present,  the others will  not.

[Brockets] indicate that the version of the
item carried by the creature cannot be looted
from their body.  For example,  most Skeleton
armor can,I be taken from Skeletons.

Many creatures have some form of Loot
Item  (eg.  Skeleton  Loot). These are typically
lists of small  items  (food,  ingredients,  etc.)  that
the creature may be carrying'. a creature may
have  none,  one,  or several of these items on
them when  killed.  For each creature type,  we,ve

provided  a quick summary of the kincls of things
they,re likely to be carrying'

a  "Novice Necromancer"  (Level  1 )  is noticeably weaker than an  "Apprentice
Necromancer,,  (Level 6)  or a  "Master Necromancer,,  (Level  36).  A few
characters  (such  as your  Followers)  work differently:  Their level will  gradually
increase as your level does,  though  possibly at a  slower rate.

Ordinary citizens of Skyrim and  unique enemies for particular quests
are not listed  in  this  section.  The vc]st majority of unique enemies  borrow their
statistics from  a  related  crecltUre that iS On the Chart,  Perhaps With  a  Slight

change to their weapons,  armor,  or spells.  For exclmPle,  Gill  Of the Civil War
military camps have cI commander With a Unique  name.  However,  these are
simply named versions of the "Imperial  Legate" or "Stormcloak Commander"
characters  in the Bestiary.

irEi~B
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AFFLICTED - WARRIORS



ife Animals
This list includes wild and domesticated animals that appear only appear in one or two forms.  Minor Treasure includes a tiny chance of: A few gold,  a gem,  or

DomesticclfeC! Animal  (Cow)

Tr_e  8_der Si`=c+.a  `',,

s_Try_-RTin

Wild Prey (Mammoth)
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ife Apocryphq Keepers
Apocrypha  is the plane of Oblivion  ruled  by Hermeus Mora,  lord of fate and  keeper of forbidden  knowledge.  The Daedra  of this  realm  come  in two forms:
Seekers are  masters of illusion,  who  use  invisibility and  mirror  images as distraclions while they sap your strength,.  use a quick area-ofLeffeCt attack tO  break
through their decoys and find the real  Seeker.  Lurkers are lowering  monstrosities with  powerful  physical and poison-based attacks;  poison  resistance is effective
against them,  but your best defense  may be to simply keep your distance and attack them from  range.



Ash Spawn Spellsworc!

(Ash Spawn lmmolator)

ife Bqndils
Bandits are among  the most common threats in  Skyrim,  and  include members of every race.

tu~~c+c~thwl~      in*ae       4Z        -       Cat           er~t7,

)/|Jj^ ,
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Bandit (Warrior)
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BANDIT CHIEFS - 2H

BonditChief        lH  Worrier

f        lHWolrior

lHWorrior          28

25        160     2HWeopon,OrcishDogger Heavy  (uiross,  Heavy  Boots,  (Heavy  Gauntlets),  Heavy  Helmet,  (Shield)       Gold

25       195     2H  Weapon,  Elven  Dagger       HeovyCuiross Heavy  Boots

25       258     2H  Weapon,  Elven  Dagger       Heavy  Cuirass,  Heavy  Boots

tlets),  Heavy Helmet,  (Shield)       Gold

(Heavy Gauntlets) Heavy  Helmet,  (Shield)        Gold

ife chqurus
The  insectoid  Chaurus often  fight alongside their Falmer masters.  Their  high  health  and  lingering  poison  attack
makes them dangerous opponents.  Be sure to increase your resistance to poison with  potions or enchantments
before facing them.

When  a Chaurus reaches the end of its natural  lifespan,  it forms a cocoon and  is reborn as a flying  Chaurus
Hunter.  Hunters have more powerful  attacks,  greater health,  and  stronger chitin that resists physical damage,
making  magic a  more effective choice against them.   Minor Treasure  includes a tiny chance of:  A few gold,  a

gem,  or cl  ring.

(HAURUS

Bc]nc!it (Banclit  Chief)

Chaurus Hunter

ne (ullisls
Mraak/s  human  followers,  the Cultisls,  oversee  his  plans on  Solstheim  and  carry out their  master,s will  across Tamriel.  Cultists are  powerful conjurers,  with  the
ability to command or banish your summoned creatures,  and often to summon creatures of their own,  including  Seekers from Apocrypha.  Cultist loot includes a
chance of:  Gold,  Ingredients,  Potions,  Scrolls,  Soul  Gems,  Spell Tomes,  or  Recipes.

Miraak/s strongest servants are his three Acolytes,  powerful  Dragon  Priests who followed  him to Solstheim  in  the distant past.  Each Acolyte uses spells from one
element exclusively,  so prepare for battle by using  potions or equipping gear that gives you  resistance to their element.  They have  no special weaknesses.

(ULTISTS

I.i-..,E        :   a_   :_:    f.,,,---=±-P:.i-:S_    i-3.,,,OR                          i-I,.,--S             S3=i-S                                                                      f

(ultist                             12         192        198      25      Dagger,(Staff)
Culfist Robes,  (ultist Mask,

ulfist Boots,  Cultist Gloves

(Coniure  Flame AtTOnO(h),  Fast  Healing,  Firebolt,  Flames,
((ultist Loot)         sToneflesh, SteodfasMrd

"       525      270     25     Dog9e"Sm       [#!;;i:!etsS,iuUlltiT'!sft6Toovsek;     ((ulfistLoot)

27       767      323     25     Dog9e"Sm       [#;;]Oo!g,,c(uUlltiT'ssftGToovsek;     (cultistLoot)

##t;err                       36       942      383     25     Dagger,(Stuff) !:!i:i ioo!etss,, (cuulltiT'ssft61oovsek;     (cultist Loot)

Ar(hCultist                46      "25     500      50     Dagger,  (Stuff)       :#sS;BR:::s,,(Cuu#'!sft6ryoOvSek;     (cumstLoot)

mEI

Tr_e  3i_de= Sc=c.,Ls   i,/
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(Conjure  Seeker),  Banish  Doedro,  Close  Wounds,  Fast

Healing,  Lightning  Bolt,  Sparks,  Stone[lesh,  Steodfost Word

(Conjure  Seeker) ,  Chain  Lightning/  Close  Wounds,

(ommond  Doedro,  Expel  Doedro,  Fast Healing,  Lighming

Bolt,  Stoneflesh,  Steudfost Word

((oniure Seeker),  Choir  Lightning/  Close  Wounds,

(ommnd  Doedro,  Expel  Daedro,  llonflesh,  Lightning  Bolt,

Greater Word

((oniure Seeker),  Chain  Lightning,  (lose Wounds,

Command  Doedm,  Expel  Doedro,  lronflesh,  Thunderbolt,

Greater Word

l|E£S:':=r~     i  _

Cultist (Arch  Cultist)
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ife Dqedm
Daedra  include all  manner of creatures  native to Oblivion,  from  elemental Atronachs to the  powerful  Dremora.  All  of the
Daedra  in  this  list will  be affected  by Daedra-banishing  spells and  effects  (Banish  Daedra,  Expel  Daedra,  etc.).  Don,I bother
using  Illusion  spells against Daedra,  but do take advantage of the Atronachs, elemental weaknesses-obviously,  fire spells are
best against Frost Atronachs,  and  frost spells against  Flame Atronachs.

Note that Atronachs summoned  by the common coniuration spells are generally weaker than those bound  in  more permanent
ways (such as the ones you often find  in Warlock dungeons).  You  can claim  Daedra  Hearts from the bodies of slain  Dremora,.
these are one of the  rarest ingredients  in  the game,  and  essential  for smithing  Daedric  items.

G*EST£



ife Dqwn9Uqrd
Long  ago,  the Dawnguard were an organization  of elite Vampire Hunters.  Under the leadership of lsran,  they have  begun to rebuild their base in Skyrim,s
eastern  mountains,  and their agents are beginning  to spread throughout the Nine  Holds.  Dawnguard  loot includes a chance of food or clrink,  lockpicks,

jewelry,  gems,  tools,  or ingots.

CROSSBOWMEN

DAWNGuARD  LEADERS

With  a fearsome bite and  bloodlust the equal of any vampire,  these undead dogs will rend the flesh of any who
oppose their masters. As allies,  their bite and ever-present Frost Cloak  mecln they dO Significantly more damage
than a  common dog,  although common dogs will  have more Health  at higher levels.  When facing them,  consider
increasing  your  Frost Resistance fo  minimize the damage from  their Frost Cloak.   Spells that clamage or turn  undeacl
also work well  against them.

Minor treasure  includes  a  tI.ny Chance Of a  few gold,  a  gem,  Or CI  ring.

ife Dogs
While dogs are a common  sight in
Skyrim,  purebreeds like  Huskies are
rare.  The  DcIWngUard  train  them aS War
dogs,  using them to seek out vampires

DawnguclrC] Crossbowman

DcIWnguard \^lerriOr (C)ne-Handed)

DawnguarcI Warrior (Two-Hclnded)

Death Hc,und

and  hunHhem  down.  With  almositwice          Dog H              Hh               B:

the  Health,  Stamina,  clnd  attack  power             Dog                Trained              10*    100

of an overage dog,  the armored  Huskies      ffEEREREREarREERERERE
are a worthy companion for any
warrior. Minor treasure  includes a tiny
chance ofa fewgold, a gem, or a ring.

tl nE!
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24          8  Dmg                      Dog  Meat  (MinorTreosure)

65          8  Dmg                     Dog  Meat  (MinorTreosure)

-rlEEES?~F   :rJ  <f

Dawnguclrd IHusky
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ffi;S Drq9OffS
Dragons are among the most formidable foes, with attacks and vast reserves of health.  A
to choose whcther to fight or flee as soon as you spot them. when fighting a dragon, stay on I
careful of Revered and  Legendary Dragons, who helve a  powerful Shout that drCIinS your healt

dragon,s color indicates their difficulty'  allowing
- patience and ranged attacks work best.  Be especjall

ka, and Stamina.

Dragon  Loot includes a chance of:  Dragon  Bones,  Dragon  Scales,  Gold,  Gems,  Weapons,  or Armor;  Dragons usually have several of these items.  lf you  intend
to smith dragon weapons or armor, make sure to save a couple dozen Dragon Scales, or a few Dragon Bones.

Ancient Dragon



ife Drtiugr
Draugr are among  the most common foes
in Skyrim,s  many crypts and catacombs.
Fire is your best weapon against them.
High-level  Draugr,  like  Dragon  Priests and
Deathlords,  are especially deadly foes- don'l

go toe-to-toe with  Deathlords unless you can
withstand some serious damage.  Draugr Loot
includes a chance of jewelry,  gems,  soul

gems,  ingots,  or potions.  Note that you can't
loot their armor  (would you  really want it?).

Tr_e  8|,`i`er Scr3i:a.V?
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ife Dwqrven Aulomqtons
Automatons are the mechanical constructs left behind  by the Dwarves who once  inhabited  Skyrim.  As constructs,  most Automatons are immune to  poison,
lllusion  spells,  Frost spells, and Soul Trap,  and  have 25% Magic  Resistance.  Dwarven  Loot includes a chance of:  arrows,  scrap metal,  oil,  ore,  gems,  or soul

gems.  Spheres give more  (and  more valuable)  loot than Spiders,  and Centurions  more than Spheres.

DWARVEN  SPHERES

i:,i:         -E=_____  :   E=  E=    =:    E--:,..,:_   ==,!=:i
-f=;:-:;I_:_:-:-::-          ___--_---I-   -   :      -:I    :::-;             :I-.:i--.---:_I        _:-_:-_:_:-==

Dwclrven AutomclfOnS (Centurion)                   \^lerpec] Dwarven Sphere

DWARVEN  BALLISIAS

UNIQUE AuTOMATONS

EN» Ebony NIrrior
The Ebony Warrior is a  unique and  powerful  foe,  with  high  health and  some of the best weapons and armor tO  be found
anywhere.  He  is  marginally  more vulnerable to  Fire than  the other elements,  since only his  shield  confers  Fire  Resistance,
and  he won,I have it equippecl  if you fight him from  range.  Defeat him, and you can claim  his geclr for your own.

DRAUGR      DWARVEN AUTOMAroNS   `  EBONY WARRIOR

TRA!NiNC;                          THE  !fndVENTC)RY

The Ebony Warrior
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ife Fqlmer
Falmer inhabit the deep caves and dwarven  ruins of Skyrim,  as
well as the Forgotten Vale.  Most poison their weapons for added
damage and charge into battle with their pet Chaurus and  spiders.
Since  Falmer are blind,  you  can  use  light spells and  torches without
being  detected. They have excellent hearing,  though,  so keep your
distance and  move slowly if you  plan a stealthy approach.  Falmer
Loot includes a  chance of Falmer Ears,  poisons,  or gold.

FERAL  FALMER
Falmer (Shac!owmaster)
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Forswom (Briarheart)
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EN Gargoyles
Gargoyles are predatory creatures with a stony skin that allows them to protect themselves and  helps ambush
their prey. Gargoyles in statue form are immune to all damage and magical effects. Once they emerge,

gargoyles are still  highly resistant to  physical  attacks and drain  health  frc)m  their victims with each  hit.  Keep
your distance and use magic or enchanted weapons to bring them down.

Gargoyle Sentinel



ife Hqgrqvens
wlches who surrender their humanity become Hagravens, creatures of corruption and decay revered by the Forsworn
of the Reach.  Before fighting  them,  do what you can to bolster your fire  resistance.  Warriors should close to melee
range rather than try to tclke them on at a  distance.

184
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After the fall of the Blades,  the Penitus Oculafus were created lo serve as the Emperor,s personal  security force.  They have an outpost in  Dragon  Bridge.
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ELRgiv  Rieklings

Rieklings are small,  blue-skinned  humclnOidS that inhCIbil the  icy northern  regions Of Solstheim.  They tend  to

live in small clans,  stealing or scavenging whatever they can to survive.  Some clans raise and  keep Brislleback
Boars, which  their  best warriors  use as  mounts.  Riekling  Loot includes a  chance of: Junk,  Ingredients,
Gems, Jewelry,  Potions,  or Gold.  Boar Loot includes cI Chance Of:  Boar Tusks,  Boar Meat,  Potions, Gold, or
Mushrooms.

RIEKLING  WARRIORS

RIEKLINe  SPEAR-THROWERS

BRISTLEBA(K  BOARS

UNIQUE  RIEKLINGS

I:;..,i---i  =   :   :  :    f  i  T=....-S      _;.,S::i

Rick"ngChief                     22         401           0        "4    !R?ieeqk::ng Riekling  Loot
Resist Frost

25o/a

ife sailor
solitude,  Dawnstar,  and Windhelm are all  important Imperial  ports,  and
many sailors from those cities crew the ships that ply the waters along  the Sea
of Ghosts.

MOUNTED  RIEKLINGS

RieklingRider                         25         605           0        246     !R?ieeqk;jng

Riekling  (ourser

Riekling  Charger

o        274     ;Rpieeokrljng

o        306  ,!!i:_k_ling

Boor Loot,

Riekling  Loot

Boor loot,

Riekling  Loot

Boor  Loot,

Riekling  Loot

Resist Frost

25o/a

REifjE:iiiifffii!j-,,___A-,i , I'I,'!!"-I-.I-!!!lll.!ffRE#:i.,___fj!-_i,.i:fffffi,!ffFft#RElj iifiE_--iijli;jfff£*:£:!jj:_ -:-,!fi3

ir±-±----E -------EfREREE=?I_-_±±
"AINiNC; THE  !rtiVENTOR+'

BEAVERS       RIEKLINGS
--ct-  187

ifetd`  Trif-  a,gST!/\Rt                      fjUESTS                       ATLAS OF  SKYR!M                      AFtPENDiCES  AND  INDEX



ife skeletons
The skeletal  remains of the dead are a constclnt threat around  Necromancers and Vampires.  Unarmored skeletons tend
to be weak, while armored skeletons present a  much  more difficult challenge.  As with all  undead,  use fire magic or spells
that damage or repel the undead to deal with them.  Skeleton  Loot includes a chance of: Jewelry,  Gems,  Soul Gems,
Ingots,  or  Potions.

SKELETON  AR(HERS

Skelefon

SKELETON  WARLO(KS

SKELETON  WARLORDS
Skeleton Warrior

"88      ® Sfr¥frin
t
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ifeife soul Guards
The Soul Cairn  is the plane of undeath,  home to lost and accursed  souls forced to wander there for eternity.  All Soul Guards are undead,  so spells that clamage
or repel  undead work well against them, as does fire magic.  Soul Guard  Loot includes a  random chance of Soul Gems,  Soul  Husks,  gold,  gems,  jewelry,  or
ingredients.

BONEMAN  AR(HER

TRA!NIFul£                         I+lE  !NVENTOF3.Y

Boneman
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(ONJIIRED  SOUL GUARDS

REfty  spiders

Frostbite Spiders ore giant arachnids often  found  in  Skyrim,s caves and  ruins.  They have a  dangerous  poison  spit attack,
though their bite is  lust as poisonous-try to keep your distance and focus on  ranged attacks.  Despite their name,  they
are  not actually resistant to frost.  The white variety of spiders  is somewhat tougher than  the red variety for each size
category. Minor Treasure  includes a  tiny chance of:  A few gold,  cl gem,  Or a  ring.

Solstheim  Spiders are a  unique species of spider that has recently been discovered on  Solstheim.  Prolonged exposure
to certain  minerals  (particularly gemstones)  seems to cause the ,standard/  Albino Spider to take on  new and volatile
forms.  When  fighting  these spiders,  observe their coloration  and  Prepare yourself With  Fire,  Frost,  Shock,  or  Poison
Resistance cICCOrdingly.  The damage from  the  jumping  and  exploding variants  is  half physical  and  half elemental,  so
while  resistance will  help,  it won,I mitigc]te the damage completely.

SPIDERS

Flame  Clooked  Spider

Frost (looked  Spider

Poisonous  CIooked  Spider

Shock (looked  Spider

Jumping  FIome  Spider

Jumping  Frost Spider

Jumping  Poisonous Spider

Jumping Shock Spider

5        41         4         45      2Dmg+3/sfor3s                     AlbinoSpiderPod

50     2Dmg+3/sfor3s

4         50      2Dmg+3/sfor3s

4         50     2Dmg+3/sfor3s

50      2Dmg+3/sfor3s

4         70      2Dmg+3/sfor3s

91.     4          70      2 + 3/sfor3s

91         4         70      2Dmg+3/sfor3s

lot     91        4         70     2Dmg+3/sfor3s

Domoged Albino  Spider  Pod

as> soldiers a Guards
Each of Skyrim,s  Nine  Holds maintains  its own  standing  force of guards, who owe their
loyally to the Jarl.  As the Civil War rages between the Imperial  Legion and the Stormcloaks,
their soldiers will  take  posession  of the  military camps,  forts,  towns,  and  cities of Skyrim,
replacing  some of the local guards.

[Hold]
(Imperial/           [Hold]  Armor,          ITor(h),  (Food),

6ljuoI[ulJ                        20*       252         50       183     I::prmclo\qk         [Hol'd]l;hjeld,        LDrirl?,  (Amulet),
Weapon)              Boots,Helmet     ,(Gold)

Guards use the

weapons of the

faction  their  Hold

is  loyal  to.

"o      #s
Y
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Frostbite Spider

Jumping Shock Spider

Excrete  Oil

Flame  (look

Frost (look

Poison  Cloak

Shock  (look

Fire  Spit,  Fire  Explosion

Frost Spit,  Frost Explosion

Poison  Spit,  Poison  Explosion

Shock Spit,  Shock  Explosion

Redoran Guard

Immune to  Fire

Immune to  Frost

Immune to  Poison

Immune to  Shock

Immune to  Fire

Immune to  Frost

Immune to  Poison

Immune to Shock

Soldiers a Guard
(Hold Guarcl)
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lmpericll  Legion (General) Sformcloaks (General)

grgrae  spriggan
Spriggans are spl.rits of the forest,  often dwelling  in  secluded groves and grottos. They are
accompanied  by bears,  wolves,  clnCI  Sabre Cats that Will fight to  Protect them.  Most Sprig

The Burnt Spriggans of Solstheim are another matter.  These tortured creatures are immune to

tough  in  melee as with  ranged attacks,  and are often a
re vulnerable to fire,  so use  it against them whenever pos

(and actually use it against you),  but they lack the allies of
other Spriggans.  Use ranged weapons or magic to take them out from a distance when  possible.

SPRIGGAN

TR,AiN i NC3                            Ttr! i-i  !f*\fE ENTC)Li`f

SOUL GUARDS      SPIDERS      SOLDIERS a GUARDS  i,'.,  SPRIGGAN
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ife Thalmor
The Thalmor are the agents of the elven Aldmeri  Dominion,  charged with  overseeing  the implementation of the
White-Gold Concordat,  the  peace treaty between the Dominion and the Empire.  Most view them as spies,  or worse.
Thalmor Loot includes a chance of gems,  food,  or drink.  Thalmor Wizard  Loot includes a chance of gems,  soul gems,

potions,  or ingredients.

THALMOR AR(HER

THALMOR SPELLSWORD

Thcllmor (Wizclrd)

mEI
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rep Trolls
Trolls are among the most feared of Skyrim's predators. They regenerate health, so attack aggressively-it's worth taking
some punishment to  keep the attacks up. Trolls are notably weak to fire.   Minor Treasure includes a tiny chance of a few

gold, a gem,  or a  ring.

Recently, the Dawnguard's beastmasters have found a way to tame these fearsome creatures.  Properly trained and ourfiifed
with  heavy iron  plates, their Armored Trolls are fearsome allies in the fight against the vampire menace.

ife vampires
Vampirism  begins as a disease,  Sanguinare Vampiris,  but quickly progresses to
something  much worse if left untreated. Vampires tend to congregate in clans,  and
their feclrSOme reputation  iS Well deserved.  It,s worth spending those scrolls and  potions

you've been  hoarding to defeat higher~Ievel vampires.  You can,I let the fight drag on,
because their primary attack heals them while hurting you. VclmPire Loot includes a
chance of lockpicks,  potions,  jewelry, gems, gold,  books, or staffs.

TRAINING                       THE  INVENTORY BESTIARY                        QUESTS

Troll  (Frost Troll)
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y, 9ife Werebeqrs

Among the most fearsome of lycanthropes, \^/erebeclrS are tough and Vicious

predators who have sacrificed almost all of their humanity.  lf possible,  kill them
before they have a chance to transform, as their health and resistances are far
stronger once.in  beast form.  Fighting a transformed Werebear in  melee can  be
difficult- they move quickly/  hit hard,  and can endure a  huge amount of damage
before they fall.  But like Werewolves, they lack a  ranged attack, so archery and
spells are effective against them if you can  keep your distance.   Werebear loot
includes a  smclll Chance Of:  Gold,  Ingredients,  Gems,  or Jewelry.

beasts move quickly and have fast,  powerful melee attacks, but they lack any kind
find yourself facing a werewolf, take advantage of this by keeping your distance,

your advantage, and attacking with ranged weapons and spells. Minor Treas
fewgold, a gem, or a  ring.

: WEREWOLVES

nged attack. Should you

g obstacles and cover to
udes a tiny chance of a



ife wisps
\Mspmothers are always found With a group Of Wisps (typically 3). While the Wisps live, each grants the Wispmother a
bonus to her Health, MagickcI, Or StclmincI.  Make sure to kill the Wisps before attacking the Wispmother directly;  she is much
weaker without them.  When  her health  is low,  the Wispmother will conjure two illusory Shades as a distraction.

B> wil{hes
Witches are female sorcerers trclining to become Hagravens, and often serve under them.

Wisp (Wispmolher)



QUESTS

¬{@      MAIN SEl
tE

®

The Main Quest begins the moment you  start your adventure.  Over the course of three acts,  these quests  involve some of the most important and wide-ranging
events  in skyrim.  Once you escape the town of Helgen,  you are free to continue or ignore the Main Quest whenever you wish.  However,  it is recommended
thclt you complete most of the first act sooner rather than  later,  as you,re rewarded with  several  important powers  (including Shouts)  that can  make your other
adventures less fraught and  more entertaining.  Remember that you can completely finish  the Main Quest and then  return to tackle any other quests  (or just
explore)  without penalty.

TE     {rass-Referen{in9: Do yo 0 See mops and leflm more

about the trtips,  nan-quest-related items, colle(Iibles, trafling

areas, and other importflnt rooms of note in every location during these

quests? Them (ross-refereflce the location you tmvel to with the information
that locatiolt [Ontained in this guide,S Alias.

NOTE     The main quest also involves a number of Skyrim,s other
factions.  For more information, Consult their Quest listings.

nformation an  Hadvar,  Ralof,  General Tullius,  and  Ulfric Stormcloak/

consult the  Civil War Ouesl  Introduction.

There are a total of 20 different Main Quests  in  three acts.  Each quest leads directly into the next,  as shown  in  the following table:

# "o" t This quest is optional and

(un be completed at any point

oftEr Alduin/s Bone/ even after the MaI'n

Quest is over.

quest oc(urs only if the (ivil War still

|98  `!

5 across 5kyrjm. See its description for

more deltlilS.

The Greybeards umd the  Blades hflve their

own Faction  Radiant Quests. (onsulHhe

section  marked /tOther  Factions:  Quests" on

page 408 for more information.

Trc  5i.=e=Scr=.i:s  i+/

__   __:

Main Quest:

Diplomofic  Immunity

Complete  Main  Quest:  A

BIode  in the  Dark

Main Quest: A                    (omplete Main Quest

Comered  Rot oh'c  Immunity

Main  Quest:  Alduin,s

Wall

Main  Quest: The

Throat of the World

Main  Quest:  Elder

Knowledge

Main  Quest:

Bone

Complete  Main  Quest:  A

Cornered  Rot

Complete Main Quest

Alduin's Wall

Complete Main  Quest: The

Throat of the World

ACT Ill

MoinOuest:The                CompleteMoinOu:si

fallen                                         Alduin,s  Bone

Main  Quest:                         Complete Min  Quest:

Poorthumoxt                        Alduin,s  Bone

Main  Quest:  Season         Complete Main Quest:

Unendingf

Main  dud;_I The

World-Eater,s  Eyrie

Moin Quest:

Sovngolde

Main  Quest:

Drogonsloyer

Main  Quest:  Epilogue

Alduin,s  Bone

Complete  Main  Quest:  The

Fallen

Complete Main Quest The

World.Eater,s  Eyrie

Complete Main Quest

Sovngorde

Complete  Main  Quest:

Drogonsloyer

SKYRIM a,jE:.,T'S   MAIN QUEST:  ACT I
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(i/ii!iAiN   QUEST:  ACT   i

INTENSE(TING GUESTS: Main Quest:  Before the Storm

LO(ATIONS: Helgen

{HARA(TERS: Alduin,  Elenwen/  General Tullius,  Gunior, Gunnar,

Hqdvqr/  Hqming/  Imperial  (optain,  Imperial Soldier/  lngrid,  Lokir,

Matlora,  Priestess of Arkoy/  Ralof, Stormcloqk Soldier, Tholmor

Soldier, Torolf, Torturer, Torturer's Assislonl,  UIfric Stormtlouk, Vilod

ENEMIES.. (ave Bear,  Frostbite Spider, Imperial Soldier, Stormcloak

Soldier, Torturer, Torturer,s Assistonl

a  OBJECTIVES: Mke your way to the Keep,  Enter the Keep with

Hodvor or Ralof,  Escape Helgen,  Find some equipment,  Loot Guniqr,s

body/  (Optional) Search the barrel for potions,  (Optional) Attempt to

pick the lock lo the cogs

B Bound for lhe Block
The clattering  of hooves
against cobblestone and
the sway of the  prison
cart wakes you.  Ralof, a
Stormcloak rebel,  wastes
no time  in  talking  to you.
You,re  joined  on  this
condemned wagon  by a
horse  rustler named  Lokir
who hails from a town

called Rorikstead and cl large,  imposing  man who is  bound and gagged.
After Lokir addresses the  man without proper respect,  Ralof tells him to watch
his tongue:  he,s  speaking  to  Ulfric Stormcloak,  the true High  King  of Skyrim

and  leclder Of the Stormcloak  Rebellion  against the  Empire!

The convoy continues toward the gates of Helgen,  a fortified  hamlet in
Falkreath  Hold. You  pass by General Tullius,  leader of the Imperial forces
in  Skyrim,  and  his ThcllmOr adViSOrS.  Ralof looks around the settlement,
remembering  his youthful  indiscretions.  You  pass a  boy named  Homing/  who
wants to watch the soldiers parading  in  his town.  His Father quickly herds
him  bcICk indoors. The wagon  stops.  This is the end  of the line.  The  prisoners
clisembark, and their names are recorded.  Lokir attempts to flee but is cut
clown  by Imperial archers.  An  Imperial  Soldier named  Hadvar beckons you
forward and asks for your name.

ou should [reate lhe

lo fldvenlure os. You need Only

and distinguishing features (from

on your face). The only choice that affects y

each rule hug spe(ifi( sir fld powers. (a

preti5e ChumCfer

nture is your ro(e, fl5

I the Tmining section of

ight.  For the purposes of this guide/  fl

has  cl  rCIther  One-SiCle

Hadyclr turns to  his

superior and asks her
who"o do with you,
as you're not on  the list
of captured  rebels.  The
Imperial Captain  tells

Hadvar to ignore the
list,. you,re going to the
block. You step forward,
where General Tullius

Stormcloak,  interrupted only
by a  strange guttural  sound  in the distance.  A Priestess of Arkay a#empts to
bless the  rebels before they,re put to death,  mentioning the "Eight Divines"

(Thalmor law prohibits the worship of the Nordic god Tales, Tiber Septim,.

TRAINING                       THE  iNVENTORY

this infuriates the Stormcloaks).  After the headsman  swings  his axe,  the first
rebel  is beheaded,  and you,re summoned to the block just as clnOther bellow
echoes through the mountains.  Resting your head on the block,  the headsman
raises his axe...and a gigantic  black creature arcs through the skies,  landing
hecIVily On  Helgen,s central  tower and  unleashing  a Thu,um  (or Shout)  that
scatters everyone,  both  rebel and Imperial alike!

a OBJE(TIVE: Make your way to the Keep

ife The World-Eater Returns
Amid the chaos,  Ralof

yells for you to follow
him-  Oblige  him  (as

you're still  bound,  and
dashing about in a  panic
doesn,t further your
cause).  Follow Ralof as
he reconvenes with  Ulfric
Stormcloak  inside the
Keep and  beckons you

to follow him  up the steps.  As you  reach the Keep,s second  landing/  a section
of exterior wall comes crashing down, and the black dragon roasts the area
with fire before flying out of view.  Ralof tells you to leap across to the ruins of
the town,s inn. Jump across,  landing  in the upstairs area,  then  head down to

ground  level.

The streets are filled with fire, wreckage,  and  panicked citizens.  Hadvar is
removing the boy Homing from danger,  before recommending you follow him
to  (relative)  safely.  Shadow Hadvar as you  both weave through the ruins of
Helgen,  briefly pausing  to watch  hapless  Imperial  forces trying to bring down
the dragon. You can,I help or search corpses,  as your hands are still tied.
Eventually/  Hadvar brings you to the main  Keep/  where you  both  run  into
Ralof.  After a short but tense standoff,  they run to separate doors of the Keep
clnd  Shout for you tO  head  inside With  them.

a  OBJECTIVE: Enter the Keep with Hodvor or Rqlof

This quest splits into two parallel paths al

this poinl|he general route out of Helgen

sums, but your Ollie"nd enemies will he different.

rson you ioitt with here affects who you ioumey with in I

and sets you up with  tin  alliance i

!r/  you [qn

ape with.

h sides aft

a  OBJE(TIVE: Es(ape Helgen

ife Bqtlle Through the Keep
Path A:  Helping Hodvar

OVERVIEW      AVAILABLE  QUESTS   I  UNBOUND

THE  BESTIARY

War  OLJ8StS

lf  so it doesm,I matter who

®Follow Hadvar into
Helgen,s Keep,
where he removes

your bindings and
recommends you search
the  bclrraCkS for any
weapons and items you
can find.  Step over to the
Warden's Chest, which
has what you need.

C£ugSTS                        ATLAS  OF  SKYRIM                        APPENDICES  AND  INDEX



I                  , a  OBJECTIVE: Find some equipment
rgr#co era
!gJ;!fNI+AyAVX+ur         X®   CQ

>   Imperial Light Armor                   >   Imperial Light Boots

>  Iron Sword                                   >  Hel9en Keep Key

After searching the room  (there,s a weapon on the weapon  rack by the
wall and  more items in one of the other chests),  Hadvar opens the wooden

grating, allowing you to continue down a corridor to a  second  pull chain
and grating.  Equip your new weapons and armor,  and then  slaughter the
Sformcloak Soldiers  in the room  beyond.  When they clre both dead, you Can
ransack their bodies for items and different equipment.  Unlock the gate to the
west and proceed.

Path  B: Rendezvous with Rolof

®Follow Ralof
into  Helgen,s
Keep/ where he

encounters the remains
of his comrade, Guniar.
After wishing  him  a  quick

journey to Sovngarde,
he cuts your bonds and
instructs you  to tclke
Guniar,s gear.

A  OBJE(TIVE: Loot Gunior's body

>  Iron War Axe           >  Slor"Ioak Cuirass           >  Fur Boots

After inspecting  both exits  (which are locked),  Ralof notices some incoming
lmperials and crouches down  ready to ambush them.  Equip your new
weapons and armor,  and then  slaughter the Imperial Captain and Soldier.
When they are both dead, you can ransack their corpses for items and
different equipment. You,ll find the Helgen  Keep Key on the Captain,s body.
Unlock the gate to the west and proceed.

>  Hel9en Keep Key

(\;`¬.?-`:`;   TIP       ChtirG¬fer  Development:  During either  PGth A or  Ptith  B,

you  should  be  letirnimg  flli  of the following:

How io loot corpses,  letirning what t¢ iflke and  leave hehimd eefld seeimg

whicll  items give you the best S!tii increases. The small fritingle  next to  items

in your inve«tcry signifies thai they tire better than the OneS you Currently

have equipped.

How io equip weapons and tirmor,  tis well tis any spei!s or powers you may

have bectiuse of your mte.

What it feels like to wield ti weapon,  ti spell/  a weflpon  and shield,  or

two wetipons.  Or, ttike ike two-hflnded weapon one of your enemies was

cflrrying and  use it. These help fo increase different skills,  which you  can

sturt doing  right ttow!

How to rendy oltd sheathe your weflpon(s),  perform  regu!or «nd  power

flitacks,  find  block  (either with  a  weflpon  or  ffl  shield).

You con set your  favorites to a  combination cf weopons and  powers iltGt you

enjoy,  qnd then a se(o»d se"o switch betweei1.

You con switch  between first- «nd third-person views to see which you  prefer.

Merged Path: Helgen Escape
Follow your ally through the gate and down the steps. The dragon causes
the roof to collapse,  forcing you  left clnd  into a  Storage room.  Two enemies

(of the oppc)sing  faction)  are  in  this chamber.  Bring  them  both  down,  helping
your ally as much or as little as you wish.  He  recommends you  look around
the room  for potions,. you'Il  need them!

a  OBJE(TIVE: (Optional) Seorth the barrel for potions

200  'i

T[e  §+1+e= Sc==-I:i  I,'
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You can  search for whatever you wish.  However,  simply look in the barrel
indicated,  collect the potions,  and  meet up again with your ally.

>  Potions

commotion  is over,  grclb the  items

Head back out into the
main corridor (on the
other side of the roof
collapse),  and follow

your friend down  into
the torture chamber.
The Torturer and  his
assistant  (both  lmpericllS)

are fighting  Stormcloc]ks
in  here. After the

from the knapsack on the tclble,  read Or
take the Book offhe Drogonbom, and steal a dagger and any other weapons
from the chamber.  Your ally notices that one of the torturer,s cages houses the
corpse of a  mage and suggests you  pry open the lock.  You,re given  lockpicks
for this purpose.  Open the lock  (Novice),  and take the mage's clothing and

your first Spell Tome.  Then  head out of the chamber.

>  The Bookoflhe Dmgonborn     >  Novice Hood

>   Lockpick (12)                                  >   Novice Robes

>  Loose gear                                       >   Spell Tome: Sparks

:;

`z TIP      ¬ifeam¬ler  Development: AI ibis poi!1t, you Should be:

Swopping,  dropping,  and equipping weapons fhflt you find

interesting.

Opening the two other cells io further improve yotir  Lockpicking skill.

Recading  both  books find  !eoming the Sparks spell from the Tome.  Now equip

this  spe!i  ill  One  Of your  hClidS  if you  Wtillt  te  try  it  OUT.

Donning the mags/s  Novice  Hood qncl  Robes if their enchammelit scits you

better than your previous cuffii.

Wind your way post the prison cells and down the steps,  and  be ready
fo combat enemies  in the two-level lower dungeon.  You can  leave your
ally to soak up most of the damage or wade in yourself. There are some

particular methods of tackling the foes  in  here:

The terrain  is  narrow,  meaning  movement is restricted.  So watch your step,

as well as the foes armed with  bows.

Quickly take down a foe and grab a bow and some arrows.  Use those on
the enemy,  ideally from  range and the upper level.

lf you  have a fire-based spell  (because of your race), you can set fire to the

pool of oil on the opposite side,  burning  some foes.

Or you can  use Sparks and weaken enemies with electrical damage from
a distance.

Follow your ally out of the lower dungeon  to a  bridge that he lowers using
the  lever  (or you  can  do this  if you,re  impatient).  After crossing  the  bridge,
a giant slab of stone crushes the structure,  stopping you  from  backtracking.
However, you can drop through the wreckage and follow the path down the
rushing subterranean  stream.  Follow the flow of water past a skeleton  (take
its coin  purse)  and down  into a cobweb-filled cave.  lt is  here that you're set
upon  by around  six Frostbite Spiders.  Use rc]nged attacks to weaken them,
followed  by melee strikes to Finish  them;  this  is the best way to  battle them.

13uESTS   VAIN QUEST  ACTT    4
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Leave your ally lo clttack his own arachnids, or
of them.

After crossing a small
natural  bridge, your ally
crouches and  indicates
the presence of a bear

just ahead.  He suggests
two ways to get past her:
sneaking so as not to
disturb  her,  or  hitting  her
with an arrow from the
bow he gives you. The
choice is yours. You can:

Crouch  (which  means you're sneaking) and quietly hecld left (southeast)

down the cave into a tunnel, avoiding the bear completely.

Ph   L®ngB®w      >   IromArrow(l2)

Quest (onclusion
After the bear encounter,  the cave narrows to a winding tunnel,  with  light
streaming from The far end. This is the way out!  Main Quest:  Before the Storm
begins  immec]iately.

PREREQUISITES:   (horatler Generation, (omplete Main Quest:

Unbound

lNTERSECTING  QUESTS: Mflin  Quest:  Unboumd,  Main  Quest:  Bleak

Falls Borrow, Side OuesI: The Golden (low

LOCATIONS:,  Helgen,  Riverwood, Alvor and Sigrid's House,  Hod and

Gerdur's House, Whiterun,  Dragonsreach

{HARA{TERS: Alvor,  Dorlhe,  Frodnar,  Gerdur/  Hodvor,  Hilde,  Hod,

lrileth, Jarl  Balgruuf the Greoler of Whiterun,  Provenlus Avenic(i,

Ralof, Sigrid, Sven

[NEMIES: Rabbit, Wolf

a   OBJECTIVES: Talk to Alvor in  Riverwood, Thlk to Gerdur in  Riverwood,

Talk to the Jorl of Whiterufl

A Wander Down lo Riverwood

You emerge into the bright light of Falkreath  Hold,  north of the
still-shouldering ruin of Helgen. You and your companion watch

the drclgon

Speak to  him so the objective updates.  At this point, you ccln:

?  Follow him down the hillside, which  is advisable if you want to
complete this quest.

§   Head off alone,  ignoring  him: To continue this quest,  simply meet up
with Hadvar's or Ralof's contact in Riverwood, or journey to Whit
and speak to the Jarl there.

(ivil War: The lands of Skyrim ore engaged in a fierce (ivil War between the

lmperiols and Stormcloaks. In fucl, if you decide lo begin the long and bloody

routing of the faction you oppose/ consult the (ivil War Ouesls elsewhere in

this guide. The (iviI War can affect some of the Main Ouesl after this quest, but

only if you,ve made de(isions during the (iviI War Quests. Such variations ore

flogged throughout the Maim Ouesl.  lf opplicoble, they give you ample time lo

side with your Fqclion if you wish.

a  OBJE(TIVE: Thlk to Alvor in Riverwooda  OBJE(TIVE: i,Is-k tC i:-,3: i=  R-,.-sr.,.,l-cd

'xRI,>rX   ,I,i,>Xr',   X,XX-Xac-Xr  y---'L,,I,ex:"n±''X'ZL'-'''<'m',33-WJHer /rr<'^Xx'.C  J»1iREas!seX'«'Xvas''yXXk¢:6'¢!S::a¢iZSlr!:fSl:S'%«!=y','x=-«r'X.-::=='---:-vr,'.I_exc-.xx3usL:ou1>4::Zso9>soX;>>:'>?X»iJRE,i9:S>>i>>'9>;9.:¢>)S:us«f,

A  OBJECTIVE: Talk to Gerdur in  Riverwood                                               [

I TARGET: Your friend,s conloct, in the lawn of Riverwood            ,rtyl
-,                                                     .,A.i

River,  which
the current si
interrupt hi
the path a

flows from Lake llinalta to the west. Your friend

Whiterun  Hold.

is talking about
lg your chosen Faction when a couple of wolves
ck, or watch your friend defeat them. Then follow
ancl into Riverwood, which is on the edge of

"gr       R®tirmimg  AFOusmd:  !nVeSligufe any netirby Pri"ry Loftitioms
on y¢tir way tC  Riverwcod.  Either before or GfteF you reach

Rivsrw®©d;  b© sure i® imspect the  6utirditifl Stones amd perhaps fight off ti few

bcendits inside  EmbsrshttFd Mine. You (tin also spot stilmoae leaping the  rapids,

try the how Cnd Shoot ti  rtibbit Or two, G»d Pick any Wildf!owerS Or O!her

ingredients growiftg n®carby.  Coaesu!f The guide,s Atltis (hqpter (beginning on

pGge 685) tc see every ne«rby !ocatioI1,  Cfld What each ¬OntainS.



® Imperiols: Alvor and Sigrid

Enter Riverwood, where Hadvar beckons you to meet his uncle.  Head to the
blacksmith/s, where Uncle Alvor is hammering  away in  his forge.  He seems
confused and troubled by his nephew,s appearance and  is convinced to
hgad  inside  his  house to talk.  sigrid  (Alvor,s wife)  will  prepare some vittles;  it
looks like you could  use some sustenance.

Head  inside AIvor and  Sigrid's House.  Hadvar tells of his assignment
to General Tullius,s guard and the dragon attack in  Helgen.  Alvor accuses
Hadvar of being drunk,  saying  the dragons were wiped out long ago.
Hadvar finishes the  story/  telling  Alvor that he owes  his  life to you.  Hadvar
wishes to  leave for Solitude,  but you  both  need food and a  place to stay.
Alvor offers you a gift, while his daughter Dorthe watches silently. You can
take any or all of the items offered. Then Alvor turns lo you:  Riverwood  needs

your help. Jarl  Balgruuf of Whiterun  needs to know if there,s a dragon on
the  loose,  GIS  Riverwood  is defenseless agclinSt it.  Soldiers  must be sent here.
Your Quest Objective updates, along with your map, and you can ask Alvor,
Sigrid,  or anyone else further questions before you  leave.

>Gifl

Stormclouks: Gerdur and Hod

Enter Riverood, where Ralof walks around the left (northern)  side of the
Blacksmith's to  meet his sister.  Sven  and  his  mother,  Hilde,  can  be  heard
arguing  about the dragon she saw.  Ralof shouts a greeting to his sister
Gerdur, who  is delighted to see him.  She seems concerned,  especially after
learning  thclt Ulfric  Stormcloak  had  been  ccIPtUred.  She  is convinced  to  move
to a quieter area away from eavesdroppers.  She yells for her husband, Hod.

By the river,  Hod and Gerdur (and  later,  Gerdur,s son  Frodnar)  listens to
Ralof cls he recalls the ambush  by the lmperials outside Darkwater Crossing.
It was as if they knew the Stormcloaks were there. After narrowly escaping
the headsman,s block, and after a mistrial for Ulfric, a dragon appeared over
Helgen and inadvertently saved them!  Now you both  need food and a place
to say.  Gerdur offers you a key to her home,  and a gift. Then she tells you
that Riverwood  is defenseless,  and Jarl  Balgruuf of Whiterun  needs to know
if there's a dragon on the loose. While Ralof and his  relatives head  back to
"Gerdur,s hoIT\_e, you  Can follow them Or Set Off.  Your Quest Objective  updates,

long with your map. You may also ask Gerdur,  Hod, or anyone else further
uesfions before you leave.

IteyloGerdursHouse          >  Gill
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bridges,  on the opposite side of the stream to Chillfurrow Farm,  and  pass the
Honningbrew Meadery. You may hear the sounds of combat coming from the
outskirts of Pelagia  Farm,. a giant has  lumbered  into this area,  and a group of
fighters called The Companions  is fighting  it.

Make your way past the
\^/hiterun Stables and
then  up the  hill,  over the
drawbridge, and to the
main Whiterun gate- As

you approach, a guard
stops you,. the city is
closed with the news of
the dragons spreading
faster than you can
travel.  You  can:

GUESTS   VAIN QUEST:  ACT I

'r,"I       ',ll;,",      ;-I.i_il     F.;(i;;;



§  Tell the guard that Riverwood

plan, and only available with

(Persuade)  Or you can tell the gtJard yO
the dragon attack.

id. This  is the  opti

§   (Bribe)  Or bribe the guard with a portion of your collected gold.

§  (lntimidclte) Or order the guard to stand aside.

Kynareth Temple),  and the Shrine to Talos.  Climb the stone steps to discover
Dragonsreach,  home of the Jarl.

toward the huge
entral fire on either
ide of the banquet

tables. The inhabitants of
Dragonsreach ore a  little
on edge. As you step
forvyard, you are  met
by  lrileth, Jarl  Balgruuf/s

HousecarI.  Explain  to  her
that you,re here to see

the Jarl,. you can  be as forthright or secretive with the  information,  depending

ilf you mention Alvor, JorI Balgruuf notes that hers a reliable, solid fellow

and not prone lo flights of fancy.

lf you  mention Gerdur, Jarl  Balgruuf says that she,s a pillar of the

community amc]  not prone to flights of fancy.

This gives  more credence to your story.  You can give theJarl as many

personal details as you wish  in the course of his questioning clnd your
story.  After a discussion  in which  lrileth wisely asks for troops to be sent to
Riverwood  immediately/  Proventus Avenicci  (the Jarl,s steward) warns thclt the
Jarl of Falkreath  may see this as provocation.

Ouesl Contlusiom

After Avenicci  slinks off to tend to other duties, Jarl  Balgruuf thanks you  for

your initiative and gives you a small token of his esteem,  based on whichever
Armor Skill  (Light or  Hecny)  is  higher.

>  Leveled Armor

Postquest Activities
Main  Quest:  Bleak Falls  Barrow begins  immediately.

lNTERSECTING OllESTS: Main Ouesl: Before the Storm, Main Quest:

Dragon  Rising/ Side Quest: The Golden (low

LOCATIONS: bleak Falls Barrow,  Bleak Falls Temple/  BIeok Falls

Sanctum,  Riverwood, Sleeping Giant Inn, Whiterun,  Dragonsreach

{HARA(TEES: (omillo Valerius,  Delphine,  Foremgar Secret-Fire, Jorl

Balgruuf the Greater of Whiterun,  Lucon Valerius

ENEMIES: Arvel the Swift,  Bandits,  Dmugr,  Frostbite Spider,  Frost Troll/

Skeever

A  OBJECTIVES: Talk to  Forengqr ,  Retrieve the  Drqgonstone/  Deliver the

Drogonstone to Forengor

giv Reliable Sources

A  OBJE(TIVE: Talk to Farengdr

ancient stone tablet.  Ask for further information,  and  Fclrengar e

you,re to look for something called a  "DrclgOnStOne," a tablet Said lo
contain a  map of the dragon  burial sites across Skyril
the stone  is interred  in the mairI  Chamber Of Bleak Pal

engar bell.eves

)  OBJE(TIVE: Retrieve the Dragonstone

I  TARGET: Dragonstone,  on  Drqugr Lord, inside  Bleak Falls Borrow

i;i



ife» unreliable Bqndils

Head up the mountain  path  north of Riverwood,  passing the Riverwood  Folly

(where bandits roclm).  At the summit,  the Nord tomb appears through the
blizzard.  Expect more bandit activity in this area.  Locate the arched carved
:dear leading  into Bleak Falls Temple.  Inside the first chamber, you  hear two

bandits around a campfire talking about a  Dark Elf heading farther into the
Barrow.  End their conversation swiftly before venturing down the stairs.

are a trio

Pass through the
spiderwebs and the
burial  urns,  and around
the dead Skeever.
Engage another bandit
on yourway to a
ceremonial entrance
room.  A portcullis  blocks

your path, and the
lever nearby is currently

of threesided  pillars. ApprocICh
the i,lrst; they can be activclteCl.  Each side has a d,lfferent animal carving: the
Hawk, Whale, and Snake-

Puzzle Solution: Rotate the pillars so a Snake, Snake, and Whale face
out. The carved  Nord heads above the portcullis  (and the fallen  middle one)
hold the answer in their maws<

ev-~»';ss x''  ';.+vr'rx'r6'er(.9`;See:,ee''X'Cgr'ft'W',V  firs'+'=<:S'  -, I-'/;;/
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g» Knee-Deep in Ike Nordic Dead

e Open

Follow Arvel,  passing
through  the crypt_
entrance and down into
the catacombs.  The Swift
soon  meets the dead, as
Arvel falls  under a  flurry
of Draugr attacks. The
Nord undead now turn
their attention to you.
Battle them  back or run

spiked gate and pressure plate.  Keep to the extreme
left, and you can activate the swinging gate trap without being  hit.  Use it
as a  skewering device against the Drclugr,. then search Arvel. Among  his
belongings are the Golden Claw and the Dark Elf/s journal.  Read  it for more
clues on  this  Barrow,srsecret.

>  6oldelI Claw                >  Arvel's Journal

Continue downward,  battling  Draugr and searching corpses,  both  resting
and animclted,  aS you gO.  At the swinging  blades,  s
the closest blade swings past you.  Brandish your w

lard the moment

ut don,I be
overzealous with fire in the passc]geway with puddles,. this  is actually oil
leaking from a hanging  lamp/  and the corridor erupts  if flclmeS touch the

ground.  Use this as a trap against your bony foes.

Eventually, you climb steps into a tall chamber with a waterfall, and
another Draugr. The Borrow,s secret lies past a portcullis above the
stream.  Locate the chain  next to the portcullis and activate it before
down the slre
Head to a
fire down

nd into a larger cavern with an opening af the far en
I bridge below the waterfall, or stand atop the

a enemy below (this  is either a  Draugr or a  FrostTroll). B
avenge on the curved path below

entrance to Bleak Falls Son

weaveyou+ way to
a bladed corridor. C
he Draugr beyond into
this trap before dashin
through  it,  into lhe Great
Chamber.  Expect attcICkS
from Draugr bowmen on
the bridge above and
melee strikes from the

ground.  Remember you
can drop oil lamps and
burn these foes as you
head over the bridge and
to the Iron  Door leading
into the  long  Hall  of
Stories and to a  Nordic
Puzzle Door.

Puzzle Soluton: The door consists of three "rings,, that rotate when you
activate them.  Each of them  has three animals plated  into the structure, and

you  unlock the central  keyhole by using the Golden Claw itself.  This puzzle
is inaccessible without it. The puzzle solution  is actually on the palm of the
Golden Claw;  rotate it in your inventory to see the three circular petroglyph
carvings on the Claw's palm. Move the rings so the Bear, Moth, and Owl
appear on  the outer,  m,lddle,  and  inner rings,  respectively. Then  insert the
Golden Claw into the keyhole.



ife ¬uqrdiqn of lh¬ Drq

his reveals the
arrow,s secret at last:
ceremonial  burial

grotto with waterfalls
surrounding the
long-forgotten chamber.
Move lo the carved stone
center, and check the
chest and sccIVenge What

you  need; then  inspect
the Word Wc]ll, where you,re grc]nted c] Word of Power!  However,  this stirs
cl toughened  Draugr from  his rest, and you  must defend yourself from this
final  BclrrOW guardian. After the fight,  inspect the corpse of the Draugr,.  he is
carrying the Dragonstone you seek!  Grab this before tclking the staircase on
the chamber,s left side,  activating the handle to raise a secret stone slab door
out in an  upper Barrow alcove,  and then exit out into Skyrim.

>  Word of Power: Unrelenting Forte    >   Dragonslone

A  OBJECTIVE: Deliver the Dragonstone to furengor

I TARGET: Farengar Secret-Fire,  Dmgonsreach, in Whiterun

;a;.:;   T[P      The 6o!tie» ¬!«w:  Remember you sti!! have it!  if you wont to
(omplete the Side &uesi,  too,  return it to  Lu(fan iffi the  Riverwood

ThrGder first.  He rewards you with a large sum cf gold  (the evmcunt you

receive  depeltdS On  your  ieVel!.

umwasffifed  equipmemi.  You  !tim:

vA   visii Riverwootl tiled purchase or btirter «T fhe Riverwo®ti Trader.  Locate

Aivor the  B!ffi¬ksmith for  ail your smiihifig  !1eedS.  Visit the S!eepimg  8itiflt

inn  find  !ofeefle the A!!hemy  Lab  Lfifo to ¬rtift some  potioltS.

0   Visit WhiTerun tend peruse the m«rkei area/  which htis various stti!ls, shops,

amd fl  BIticksmith.  ferengflr Secret-Firs also has ti  htindy En(hanfittg

Workbelt¬h  esnd  Se!!S SPS!iS.

Quest (onclusion
Return  to Dragonsreach

(the quickest way is to
Fast-Travel directly to
it),  and  immediately
consult with  Farengclr.

lf this  is the second time

you,ve visited  him,  he
is  joined  in  his  study by
a mysterious hooded
figure named Delphine-

possibly the ''reliable source"  he referred to eclrlier.  He is talking about
the cross-referencing of texts that mention drc]gons.  Finally,  Farengar turns
to you,  impressed that you didn,I die in the Barrow.  As you  hclnd aver the
Dragonstone,  he says that you,re a cut above the usual brutes the Jarl sends
his way.  Speak to the Jc]rl for your reward, which occurs during the initial
conversations of the next quest.

PREREQUISITES: (omplete Main Quest:  Bleak Falls Borrow

lNTERSECTING QUESTS: Main  OuesI:  Bleak Falls Borrow, Main Quest:

The Way of the Voice

LO(ATIONS: Westem Waf(hlower, Whiterun, Drogonsreqch

(HARA{TERS: Forengar,  Hrongar,  lrileth, Jorl Balgruuf the Greater,

Provenlus Avenicci, Whiterun Guard

ENEMY: Mirmulnir ("Loyal Mortal Hunter")

a  OBJECTIVES: Tholk to Jarl Bolgruuf, Meet lrileth "r the Western

Watchtower, Kill the d"gon,  Investigate the dragon,  Report back lo JarI

Bolgruuf,  (Optional).Use your new Shout power

ife All Along Ihe Wqtchlower

A  OBJECTIVE: Talk lo Jorl Balgruuf

cllready undertaking. Then the Jarl turns to you,  seeking your help once
again. Your experience at Helgen means you're most experienced in dealing

ith drclgOnS. As a token of his esteem,  he,s  instructed Avenicci that you,re
5rmitted tO  Purchase Property in Whiterun.  Assuming you,re alive and have

enough goldl  You,re also gifted something from the Jarl,s personal armory:

>  Leveled Armor

BLEAK FALLS BARROW ,:',  DRAGON  RISING

TRAIN!NC;                       THE  INVENTORY THE  BEST!AR ATLAS  OF  SKYR!M                       APPENDICES  AND  INDEX



i§`    a  OBJE(TIVE: Meet lrilelh near the Westem Wot(htower

the stone path thclt eon

As the Jarl  prevents
Farengclr from Viewing
the dragon, exit
Dragonsreach.  lf you
stride through Whiterun
with  lrileth,  she gathers
some \^/hiterun Guards
and explains the
situation.  Or you can
leave \^/hiterun.  Follow

the tundra  plains,  heading  for the lone
tower in the  middle distance.  As you get close,  step up to lrileth who is  hiding
behind a  rocky outcrop.  lf lrileth  is behind you, you can  either wait for her

(and the soldiers) to arrive, or investigate the Watchtower on your own.

lf she,s with you,  lrileth notes that the Western Watchtower looks to have
been ferociously attacked. The small fires and  rubble confirm this assertion'
She believes the dragon  is still skulking  nearby and orders you to spread out
and  look for survivors.

A closer inspection  supports lrileth/s summation,. the place has been
struck and  lives lost. Move  into the tower. As you enter,  a fearful Whiteru
Guard yells that the beast is still out there and has already taken two guards
named Hroki and Tor when they tried to flee! Moments later, a boneshakin
roar announces the return of the dragon!

A  OBJE(TIVE: Kill the dragon

ife Dmgonbom Rising
There's  little  time to wcltCh

thegiantlizard  circling           ftyg¥

overhead; you  must try
to kill the creature as

proficiently as  possible.

Dragon Slaying:
Switch to whatever
long-range offensive
weaponry you have,
ideally ranged magic or
a bow and arrow.

You are fortunate
that lrilcth and a few
White?un Guards are
attempting to strike the
dragon, too, thus keeping
it from predominantly
clttacking you.  lrileth/s

_  _

mclgiC  iS StrOng'  SO aid  her by attacking  from  Cln  opposite direction.  Split up

so there are fewer of you to fry at once!

:£o:6:'':
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lf you,reUSlng a bow and arrow,  remember to aim (and Slow time,  if you
have the perk)  for a better chance to hit.

This dragon  breathes fire,  so consuming  potions or casting
lessens fire-based damage (see The Inventory

good  idea.

When the dragon drops to a hover,  it is usually preparing a gout of fiery
breath. Take as many ranged shots as you deem safe, ancl then I
around the creature.  Fire agclin aS the dragon flies Off.

When the dragon lands, attack from the sides,.  ranged attacks are still

just QS  Strong/  but melee attacks are  now POSSible,  aS  long aS you  tr
down the dragon  between breath attacks or from the side`

lf worse comes to worst, flee into the tower and use some Health potions.
You can also attack from the tower's top or use the stairs to head down, out
of the dragon,s breath attacks.

a  OBJECTIVE: Investigate the dragon

Approach the dead dragon.  As you get close,  it begins to burn!  Fortunately,
this isn't harmful;  in  fact,  the crackling flesh  merges into the ethereal  soul of
the dragon, and a  mclelStrOm Of energy and light Whirls around you.  You,re
actively absorbing the soul of Mirmulnir!  Once the light subsides,  search the
dragon for some valuables.  Now approclch  lrileth.  The normally stoic  Dark Elf
is showing a little emotion after this battle.

>  Dmgom Soul Absorbed

A  OBJECTIVE: Report bock to Jarl  Bolgruuf

O  OBJECTIVE: (Optional)  Use your new Shout power

i   #hink        hd         A      hfddin_Thhb        ckhbd,      A:UT'hO"ghffl

Access your Magic  menu,  scroll down to Shouts, and equip the Unrelenting
Force Shout.  You  have the Dragon Soul  necessary to conjure this Shout,  so try
it out.  lt isn,I wise to do this on  your c]llies  (although  they won,I attack  back),
so try staggering  cl  nearby enemy Or  iuSt yelling  at the tundra  itself.  Your
Shout then  recharges,.  note the Compass gradually fills from  blue to bright
white before becoming a  normal white color.  With  lrileth  taking command at
the Watchtower, you should  leave for Jarl  Balgruuf,s at once.

Quest Conclusion
Return to Dragonsreach and approach the Jarl, who has recently been  joined
by his equally imposing  brother,  Hrongar.  Explain  to the Jarl that you,re
actually ,,Dragonborn" and that you absorbed some of the dragon,s power
when  it was slain. Jarl  Balgruuf is shocked;  it appears that the Masters of
the Way of the Voice-known colloquially as the Greybeards-were not
only correct in  their  predictions,  but also are actively summoning you.  Your
reward? A trek to  meet them!

Poslquesl Activities
Continue the conversation with Jorl  Balgruuf as Main Quest:  The Way of the
Voice begins.

QUESTS   VAIN QUEST:  ACT I

PR!i,I/i  i?LF.!fi;'!l.   f#A"iviE  fiti!BE EfflEfflEJ ERE i REfflEEREHREit!if BRERE



PREREQUISITES: (omplete Main Quest:  Dmgon  Risimg

INTERSECTING QUESTS: Main Quest:  Dmgon  Rising/ Main  Quest:

The  Mom of Jurgen Windculler

LO(ATIONS.. High Hrothgar,  Ivarslead,  High Hrothgur (ourtyqrd,

Whiterun,  Drogonsreach

CHARA(TEES: Hrongor, Jarl Bqlgruuf the Greqler,  Lydio, master

Amgeir, Mtister Borri,  Master Einarth, Master Wulfgar/  Provenlus

Avenic(i

ENEMIES: Bandit,  Frost Troll, Sabre (ot, Wolf

O  OBJECTIVES.. Speak to the Greybeards,  Demonstmte your
//Unrelenting  Force" Shout, Speak to Arngeir,  Learn the Word of Power

from Einqrth,  Demonstrate your "Unrelenting Force" Shout (3),  loam

the Word of Power from  Borri,  Demonslrale your ,,Whirlwind Sprint"

Shout, Speak to Amgeir for further training

REP Arise, Thane of Whilerun

A  OBJECTIVE: Speak to the Greybeords

e

rothgar involves a
engthy/  spiraling iourne
clockwise around the
base of the throat of
he World.  the first stop
long this path is a"he
ass of the 7,00O steps,

n the town of lvarstead.
xit Whiterun and trek

stone bridge over the
White River,  ancl follow the marked signpost to ivarstead.  Continue along  this
stone path  past a few encounters with wolves to a fork in the paths. At this

point, you can choose one of two recommended routes to lvarstead: the long
and winding  road or the short and  steep trail.

The Long omd Rood
You  may continue
along  the marked  path,
ignoring the track up to
the Giants of Guldun
Rock.  Prepclre to Pay
a  toll  (or fight)  at the
bandit-infested Valtheim
Towers. Then descend

past the waterfall,  along
the same path past some
a stepped side path

indicating the entrance to Hillgrund/s Tomb.  Cross the bridge oyer DclrkWater
River and  journey south  (and  southeast),  right past Fort Amol.  Head over
another bridge close to a waterfall and continue cllOng the Stone Path.
Beware of more animal encounters,  including a Sabre Cat  or two!  Head
over another bridge,  next to cln even-more impressive Waterfall,  and trek eCISt
upa  hill,

You finally reach

stone path deteriorates.

turns southwest,  up a  long'  steep slope,  past SncIPleg
thwest,  ignoring the bridge.  Head  into birch woodlancl
is located.  Expect elk, deer, a hunter,s tent or two, and a

a bridge over the Treva  River.  Continue farther into
s west,  past a  junction and  more drystone walls-
at the small stone ruins near Honeysfrond Cave.

crossing another stone bridge.



Q£E!H :,;.;f`?i;   Hjgr       ffievk5seg  !usr®esds: A"his point,  you should  helve !eerifedi

ftifll iffiking  es  !©aeg  rofid  to  fin  imporitimt  obie¬iive  (ire  this  ¬tise,

lvfirsteGdi!  ism,i ti  iOur»ey WtiSiedi/  aS your  us»f¢Ver SeVerti!  Primtiry  Loccfions

along the wasy.  Yous  eesm  e%p!ore Ehes© immediately or fat your  leisure. You

sheae!d  fl!s®  !e«rn  fhiGt  USi»g  the  PfflthS,  Trffiiis,  tired  rivers  is the  best way?o

tiflderstcefld  esnd  remember where you tire in the raegged  lands of skyrim.

R®erd  REerFkimgS:  Both sigmposts timd  markeFS  (the  ¬OileCiiOnS Of SitiCked

f!ot st®mes,  sometimes with «  primitive flag atifflched io them) «Fe ViSuG!

notes tfedit indi¬erfe  ti  fiearby tireev  @f interest.  L®ok for them.

ife 7,000 Sreps Above lvdrsleqd

Hrothgar; they don,I think the 7,00O steps are safe. You,ll find out soon
enough!

Your pilgrimage begins af the other side of the stone bridge.  Almost
immedic]tely/ you spot a small s
an Etched Tablet carved into th

spect it more closely/  and you,ll see
arch.  Read the emblem for the first of

plateau.  Follow the path down and up two sets of snowbound steps/.  remain
on the side of the mountain,  as the drop  is precipitous.  The fourth  shrine  is
near some stab stones and a  small copse of fir trees. You  may find another
traveler at this shrine,  a  pilgrim  named  Karita_

Use the marker stones as you wander up/  into a granite gully. A Frost
Troll  is  likely to be guarding  this area,  leaping  down  to maul you.  Refaliclte
or  run.  The fifth  shrine  is  just beyond the  Frost Troll ambush.  The blizzard  is
worsening/. trek north down the snow steps,  passing a few windswept trees

he sixth  shrine,  in front of a stone marker.  Continue north and  locate the
nth shrine  jutting out to the west,  on a  precarious promontory.  lf you
a see it, you,d be looking out across southern Eastmarch. Turn north,

or the eighth shrine in front of a  rocky outcrop,  to your left lnorthwest).

entrance

r^ZAVgiv,*`

he ninth  shrine is below
cI  Stone Statue tO Tales.

see this as you
round the bend in the

path clnd COme across
the High  Hrothgar
monastery. As you close
in on  the final set of steps

(did you count 7,OOO?),
the final  shrine  is set off

stairs.  Climb the entrclnCe Steps,

Tra  giJder£CvCi:S  'f

s iri+TFT_in

knows who you are. Speak with  him, and he asks for a taste of your voice.
Oblige  him.

_i2j^gg:=

a  OBJECTIVE: Demonstrate your "Unrelenting Force" Shout

a  OBJECTIVE.. Speak to Arngeir

outou

TARGET: Arngeir, inside High  Hrothgor

Select the Unrelenting  Force Shout from your Magic  menu, and  bellow at or
near Arngeir, The other Greybeards,  Borri,  Einarth, and Wulfgar come to
watch.  Your fate is confirmed,.  speak with  him again,  and  he welcomes you to
the monastery. Master Arngeir speaks for the Greybeards and asks why you
have come. Answer any way you wish  (questions lead to more information
on the monastery and the Greybeards' existence). When you are ready' tell
Arngeir that you,re "ready to learn." Arngeir wishes to train you so you,re
better able to execute a Thu,um,  or Shout.

E

B

a  OBJECTIVE: Demonstrate your Unrelenting Force Shout (3x)

e button  until  the Shout

The monks  have three
targets for you to bellow

your Shout toward.  As
the first ghostly monk
figure  is coniured,
execute your Shout.
The trick to this  Shout,s
strength  is the  length
of time that you  hold
the Shout button down.

is omitted.  Tap the  button  if you
wish to lessen the stagger you  inflict upon your foes  (or in this case, your

ghostly Greybeard). After you complete three Shouts to Arngeir,s satisfaction,
he congratulates you c]nd  motions for you to follow Master Borri  into the
courtyard.

F[P       P!tiy tiround with the !engiit of time you  itold the button down

before Fe!ecaSillg il to strengthen or wetiken your Shout, so you

know how long fo attempt this tibiiify_



A  OBJECTIVE: Learn the Word of Power from Borri

and absorb the
knowledge of the Word.

Follow Master Borri
to the door to High
Hrothgar Courtyard and
step outside,  stopping
nex"o Borri, who is
ready to teach you a
new Shout-the Wu/I (or
"Whirlwindw).  Stand  over

the snow that Borri  has

projected the Shout into,
approach  Borri clnd  he glows,  gifring you  his

>   Word of Power.. Whirlwind, Whirlwind Sprint

a  OBJECTIVE: Demonstmte your "Whirlwind Sprint', Shout

Master Borri walks toward an  iron gate.  Before following  him,  enter the
Magic i  Shouts menu to change your Shout to Whirlwind Sprint (you  don,t
want to bellow Unrelenting Force at the gate!).  Stand between the two stone
columns facing the gate, with Master Wulfgar in view.  He demonstrates the
Whirlwind Sprint,  rushing at an amazing  speed through the gate before  it
closes.  Now il is your turn: The moment the gate opens,  execute the Shout
and  rush  forward, aiming for the single stone column  by the cliff edge.  You
should easily pass through before the gate closes.  lf you don,I,  try again.

A OBJ[{TIVE: Speak to Amgeir for further training

Quest (onclusion
Master Arngeir is astonished at your quick mastery of a  new Thu,um.  He
tells you that the gods gave you this gift for a  reason,  but it is up to you to
figure out how best to utilize it.  For now,  though, you are ready for the final

part of your trial:  Retrieve the Horn  of Jurgen Windcaller,  the founder of
the Greybeards.  Arngeir tells you that the  horn  is  in Windcaller,s tomb  in
the ancient fame (temple) of Ustengrav.  lf you  remain  true to the Way of the
Voice,  you will  return.

Poslquest Activities

Continue to c]sk Arngeir questions if you wish.  Main Quest:  The Horn of

Jurgen Windcaller has already begun!

PREREQUISITES: (omplete Main Quest: The Way of the Voice,

lO gold pieces

INTERSECTING QUESTS: Main Quest: The Way of the Voice, Main

Quest: The  Ham of Jurgem Wind(oller

LO(ATIONS: High Hrothgqr,  High Hrothgar (ourtyqrd,  Riverwood,

Sleeping Giant Inn,  Ustengrav,  Ustengrov Depths

CHARACTERS: Delphine, Master Amgeir, Master Borri, Master Einorth/

Master Wulfgor/ Orgnqr

ENEMIES: Bandit,  Bqndil Thrall, (oniurer,  Drougr,  Fire Moge,  Frostbite

Spider,  Necroman(er , Skeleton

A  OBJE(TIVES: Retrieve the horn, Meet with whoever look the ham,

Retum the ham to Amgeir,  Leqm the Word of Power from Wulfgar,

Receive the Greybeards' greeting

ife underground in uslen9rqY

a  OBJECTIVE: Retrieve the horn

I TARGET: Horn of Jurgen Windculler, inside Uslengrov

eastern edge of the great marsh,
Your first task is to descend from  High  Hrothgar.

Once Arngeir gives

you this quest, you
may ask him about
the Greybeards,
why dragons are
returning/ who Jurgen
Windcaller is,  clnd  Other
conversation topics. Turn
to your world map and
locate Ustengrav on the

rthal  in  Hiaalmarch  Hold.

TRAINING                       THE  INVENTORY

"ii7_)z   Tip      Yourdescemcan bedone on fooior by horse  (if you came on  a

steed),  but es "ch quici(er plan is to halve the distance betweefl

here at Ustengrflv and  Fast-Travel to Whiterun, the Westem Waf(htower,

or any io!ation closest to the temple iamb.  Don,i forget to use your new

Whirlwind Sprint Shout to cover distances more swiftly thtin  before!

When you finally reach  Ustengrav, you  may find cI Small Campfire and
lean-to by the circular barrow entrance.  Expect a confrontation with  banclits
and a necromancer. Then descend the barrow steps clnd open the door to
Ustengrav.

Heading down the wicle
slops,  into the gloom of
the ancient temple, you
stumble upon a group
of mages and conjurers

picking  clean  the  remains
of a thwarted bandit
attack.  You ccln  SIink by
using Sneak or engage
he magicians  in combat.

Tip      The  BonditThr«lls Ore being conlroiled by a necromoncer-

kill  him,  and the ihrtl!Is die too.

Locate the opening  in the northeast wall of the temple entrance, and follow
the trail of lanterns down  the steps. This soon  becomes a trail of mage
corpses,  as you watch a group of Draugr demolish the wizards clnd make a
run at you. Cut down the Draugr, or use whatever cunning magic or sneaking

you wish,  before continuing  into the first burial crypt.  Scavenge whatever you
wish, then  head east and turn south, down a passage lit by candles.

There are steps down to your right (west),  leading to a small crypt.  Grab
the items and yank the pull{hain- A section of wall  rumbles open,  leading

you down a cramped tunnel to a secret deadend chamber and a treasure
chest.  Retrace your steps.  Enter the great hall, with a stone bridge ahead of
ancl above you.  Fend off the Draugr that clamber out of their vertical  tombs.
Then climb the interior stairwell,  and cross the bridge you  just passed  under.
Locclte the iron door and enter the Ustengrav Depths.

THE WAN OF THE VOICE   '', THE  HORN OFJURGEN WINDCALLER
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Head down the winding
tunnel  until  it opens  into

a  gigclntiC,  multileVel

grotto.  lt is  immense
enough to have trees, a
waterfall, and a Word
Woll!  Continue down
the tree-root ledge and
tunnel,  heading south
and then east. You

appear on cl bridge overlooking an ancient banqueting  hall.  Follow the
steps dc)wn, eliminating  Draugr as you go.  To the east are the remains of
a food-preparation area  running  parallel to the hall.  Head  south,  up more
stairs,  and cross a second  bridge to exit the hall.

The tunnel to the southwest widens into an entrance room with cl  middle

pillar.  To the left is a  double  portcullis  (open  it with two wall  handles,.  one  is
farther along the southwest wall)  behind which  is a small  room with treasure.
Take this clnd OPtiOnally Shoot the  lamp down  Onto the Oil  below to  burn  any
Draugr that come to investigclte you.  Head west through a gap in the wall.
Here, there are steps up to a small preparation alcove, and more importamly,
an earthen and  rock corridor that leads into the gigantic grotto.

Follow the collapsed
bridge down to the
massive  pillars  under the
chclmber,  Where Parts  Of
an  clnCient fire  trap  Still

burn and skeletons roam.
Cut down all the bony
fiends  in  this two-floor
area,  inspect the throne
area  (with another

and then run  northeast around the perimeter wall
ledge, down to the rocky base of the grotto. Moments lclter, you learn a word
from the Become Ethereal Shout. Afterward, you fight with a  Draugr over
a treasure chest behind the waterfall.  Before you  leave,  try your Whirlwind
Sprint Shout and traverse the collapsed  bridges in this area,  leading to a
small chamber you can  loot.

>   Word of Power: Become Ethereal

ife The Tomb Raider

balcony above, and

Backtrack to the throne
area where you fought
the skeletons,  and look
to your east. Cross the
large natural bridge
that spans the grotto,
to a second two-floor
underchamber on the
eastern  side.  First, clear
ouHhe skeletons from the

then  inspect a set of three strange stones back on the
lower underchamber area.

Puzzle Solufl'on: If you stand close to each one of the three stones, they

pulse with  an eerie,  magical glow. This has the added effect of opening one
of three portcullises in the tunnel to the east.  However,  after a second or two,
the  light switches off,  blocking  your pclth.  This  is the only way the  portcullises
open.  lfyou get through one or two of them, you  must turn  back; all three
must be raised for you to continue.  The trick here is to line yourself up on the
western side oF the stones,  as shown  in the preceding  picture with the stones
between you and the portcullises. Then execute a Whirlwind Sprint Shout,
followed by another to make sure you dash past the stones and the opening

portcullises  immediately-

Continue east,  jumping
to the natural rock
on either side of the
circular floor tiles,  as
they blast gouts of fire
when you stand on
them.  This can  prove
handy when you reach
the raised section of
floor in the room of
alcoves-a pack of Frostbite Spi

2TOvl v:)

ers descends from the ceiling  to attack.

Trc  §)de..S'c.raja  'v'
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Optionally back up so the spiders scuttle onto the floor tiles and are  bumed
along with your own attacks.  Exit by hacking the cobwebs from the doorway
to the east. Then open the wooden door.

Pull  the chain  to  raise the portcullis that leads  into the final  resting  place of

Jurgen Windcaller.  As you step forward,  four dragon  statue  heads  rumble up
from the water.  Continue across the  bridge over the flooded  lower floor and
approach the ornate tomb. The  horn  should  be still clutched  by the carved
arm ofJurgen  in  his sarcophagus...but it isn,t!  Instead,  there,s a  Small  Piece
of paper.  Take and  read  it.  The damned thief who took the horn  has left you
a  note;  it requests that you  rent the attic room  at the Sleeping Giant Inn  in
Riverwood,  and  it is signed  ,,A friend.,,

>  Mysterious Note

a  OBJE(TIVE  FAILED: Retrieve the horn

a  OBJECTIVE: Meet with whoever took the hom

;\   I TARGET: ''A friend" inside Sleeping Giant Inn, in Riverwood

ffi* A Mysterious Stranger
/d  think  wa  fr.lend//  wouldn,I wc]nt you  risking your  life  in c]  Draugr

ungeonI Stifle any indignant rclge you  may be eXPerienC!E  g,  and  Console

yourself with any treasure you find through the wooden  door behind the
sarcophagus.  There  is an  exit tunnel  in  the  left  (north)  wall,  offering  a  shortcut
to an  iron door, and a  lever that lowers a section of stone wall,  clllOWing you
to step  into the  initial  crypt,  up  into the temple entrance,  clnd  Out Of Ustengrav.

to rent

Fast-Travel  (or trek  back)
to Riverwood,  and follow
the  instructions of the
Mysterious Note.  locate
the Sleeping Giant
Inn,  enter,  and  locate
Delphine,  who owns the

place with  her slightly
dense friend  Orgnar.
Step up to Delphine and

the attic room for  lO gold. After the money changes hands,  she
tells you the Sleeping Giant doesn,I have an attic  room,  but you con take the
room on the left.  Enter the room,  and after a  few moments,  Delphine  joins

you.  Apparently you're the Dragonborn  she's been  hearing so much about.
As a way of a  Peace Offering,  She hands you the horn that you Seek-

>   Horn of Jurgen Windcqller

a  MAIN  QUEST: A Blade in the Dark begins

A  OBJE(TIVE: Return the horn to Arngeir

I TARGET: Master Arngeir, in High Hrothgor

C:!llESTS   VAIN  QUEST: ACT I

LT+. ,I,i :,  0.i_.I l-L''i ,   i.Ai,A,i  8L!i i3t                        '!i,!t,;f`!i.i. #RiREA¬Aridi!fa.CSfA



Enter High  Hrothgar,  and  head through the monastery until you spot Arngeir.
He already knows you  have returned with the  Horn  ofJurgen Windcaller and
remarks that the lime  has come for the Greybeards to recognize you formally
as  Dragonborn.

i iwgv:Sx

S

isfro   a  OBJECTIVE: Receive the Greybeards, greeting

Remain  in the center of the  room. The Greybeards stand at each  point of the
diamond paving/ and Arngeir greets you with a ferocious chant in dragon
tongue.  You withstand the blast, which  pleases and  impresses Arngeir.  You,ve
tasted the Voice of the Greybeards and passed through unscathed.  High
Hrothgar is now open to you!

West Attivilies

tasks you can attempt with  the Greybeards from this point on.
thor Faction Quests on page 4O8. Also remember that Main

A Blade in the Dark is already under way!

Return to Ustengrav and activate Jurgen Windcaller,s tomb.  The horn
returns to its  righrful  resting  place,  and you  receive a  bonus Dragon Soul.

>  Dragon Soul



in before; he rampaged through Helgen and prevented your execution.
this  interesting  but is annoyed that she's still  blundering  around

Our next move is to find out who is controlling these dragons,  and the
.the faction that rules the Aldmeri  Dominion-are the best lead.

n  if they aren,t inyolved, they,ll  know who is.  Delphine believes that there

Orgnar that she,s traveling, and sets off on the long walk to Kynesgrove.
This settlement is in the northern  part of Eastmarch  Hold,  just southwest of
Windhelm. To reach there, you can do the following:

e the journey on foot. You can either keep  up with  Delphine or you can

your way alone.  Stay on the roads,  prepclre for WOrld encounters,
and discover as many Primary Locations along the way as possible

(that you can return to and explore later).  Remember to also use your
Whirlwind  Sprint for a faster pace.

are no worse enemy to humankind than the Thalmor.  She also has some
ideas for getting you  into the Thalmor Embassy,  but she needs time to plcln.
You receive her secret Key and are told to meet her back in  Riverwood.

>  Delphine,s Secret Door Key

Postquesl Activities
Delphine's Secret Door Key opens the cabinet in  her room  in the Sleeping
Giant Inn.  Return to Riverwood when you wish to begin Main Quest:
Diplomatic  Immunity Act I  now concludes-

GUESTS: MAIN  QUEST: ACT  I  ,+  MAIN  QUEST: ACT 2

T)P,i',li  :)i-i!(I.I.i  l',.il.I.i  6J"i)f



PREREQUISITES: Complete Main Quest: A Blade in the  Dark

lNTERSECTING  QUESTS: Main Quest: A Blade in The  Dark,  (iviI

War Quest: Message lo Whiterun, Dark Brotherhood Quest: Bound

Until  Death, Thieves Guild Quest:  Dampened Spirits/ Miscellaneous

Objective: Molborn,s Long Shodow*

LOCATIONS: Riverwood, SIeeping Giunt lmn, Solitude, Winking

Skeever, Thalmor Embqsay, Reeking (aye, Thqlmor Embassy/

EIenwen,s Solar,  Dungeon

CHARACTERS: Brelas,  Delphine,  Erikur,  Etienne Rarnis,  Geneml

Tullius,  llldi,  Mqlborn, Jorl  Balgruuf, JqrI  Elisif the  Fair, Jorl  ldgrod

Ravencrone, Jorl  lgmund, Jarl Siddgeir, Maven  Black-Briar,

Ondolemar,  Orlhus Endario,  Provemtus Avenitci,  Razelon, Tsovani,

Vifloriu Vici

ENEMIES: EIenwen, Frost Troll, Gissur, Rulindil, ThaI- Guard,

Thalmor Soldier, Tholmor Wizard

O  OBJECTIVES: Meet Delphine in  Riverwood,  Meet Molhorn in

Solitude, Give Molbom the equipment, Meet Delphine at the stables,

(reote a distraction and get qwoy from the ptirty, (Optional) Retrieve

your gear, Search for information ohout the dmgons retuming/
Escape the Thalmor  Embassy/ Talk to Delphine,  Recover your

equipment

Journey to Solitude, an the Winking Skeever tavern, close to the main

gates. Step inside and find the shifty-looking character, Malborn. Tell  him that
a mutual friend sent you, and he says that he can smuggle some equipment
into the EmbcISSy that you Can  Pick uP Once you,re  inside,  just in  Case you
need a wecIPOn Or two if you,re accidentally discovered Or if the Plan
become§ roblematic.  He tells you to hclnd  aver What you  CC]n,I live Without,

it ready to grab once you,re inside.

?.;-3    Higr        Wifean#  ¬®  BFiusg:  Fei!@w Manib®rn/s  evdvi¬e,  aifd  bring  iierms ihtit

avid  yeusr sseeeviting/  sus¬h  9S a  dagger  you  (tin  inf!iCi Smetik  «mdi¬kS

w#h;  iflems ihest sefte!3  y®Ur  f©C#eriiS;  tinal  P®iiefiS er tisegmeniu?iCraS &hari ¬fin

keep  yens  ha®ffl!thay  (er  fas!i  8f  STcemimce  ®F  Mffgieiter)  duriseg  f8mbesi.

lf you stink at sneaking,  simply load Malborn  up with yo
weapons,  some potions, and a full  suit of armor. You can

you wish  to  him.

After you hand over your preferred equipment to Malbor
thclt he,ll  Seek you  Out at the  Party/  and  Says tO  meet uP With  De
has some ropriate attire and an  invitation to the event.

[^- w6w 6"Bii®(ilRAvirfu:ffi%;;I Delphine ol the stables



turn and  listen to Razelan, who's late for the party and  in  a  slightly
rambunctious mood.  He,s certain there,s not enough drinking going on  in
the world today.  Politely leave him,  and amble over to talk with the Thalmor
Guclrd and Show him your invitation. You  have other conversation options,
butyou can,I proceed  until the  invitation  is shown.  Head  up the steps,  past
the guard and  into the Embassy.

'i\ ';% vL
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H]gr        V©as  mesy  e%p!®re?keg  gF©us"d£  Of the  Embtissy  (wi?ha  some  aleft

sre¢ffiiting!/  b«E it's  met  pFev¬?iCer!,  raer  m®¬eSSfiry - iilere,S  fflmPie

®pp®grEarmiiy  i®  m®ve  fiF©asnd  ihe  gr®umal3  im  ffi  few  m®memts_

A  OBJE(TIVE: (reale a distmction and gel owqy from the party

ir.\   I TARGET: Various, then Molborn/ ot the Tholmor  Embassy

bard,  offering timid and  underwhelming  performances.

Th.a  Ei'^.die:, £c=..ails  i¥

sitv-h-~RTin+

You  may spot a good friend among  the assembled guests.  Possible
friendships  include Vittoria Vici,  Mclyen  Black-Briar,  Ondolemar,  or any of the

Jarls,  depending on your previous interactions with them.  Begin a quiet chat
with one of them and ask if they would cause a small disturbance. When they
agree,  back away toward McllbOrn, and Watch your friend Cause a scene
with  Razelan, despite the drunkard's innocence.  Head to Malborn quickly!



T:--i               -                         ___i                                            _                _--              ---         :--i--_::--

if y®sefr© reading this prior t¢ The  qaesst ¬ommeaefing/  refer to

iine  FffivoF  ®useStS Om  Ptige  497  fer imfsrmtition  tiboui  how t© win  Favor

wiEh 3h©se  gu®sis,  S¢me  ¢f your  /'friendsj/  rm«y  f®qREir©  «  Speech-based

P¢rsseesSi©ae  i®  tigre6 3o  seruse  «  tlistr«sti¢ac:

Th©ss  fFTievedS Wiii  tiCt WiEhcacf  Pers«fisicm:  Jtiri  idgr@d  it«vem¬r¢rse,  Mtiven

Bl«¬k~BFi«r,  Jcer!  B«!gruuf,  cr  Cr?hug  End«ri©.

These  fri©mds wiii  fflc?  on¬© you  P®rsutide therm:  jasF!  !grmuredi,  Jdiri  E!isif,  Jesri

Sididigeir,  ©F  6ifdei¢m«r.

Viffleriti  Vi!i  is  reevsr  «  frieveal  bast  ¬«re  be  Per9uexded?e  ¬ti«Se  ti  diStra¬ti®veo

®mdieiem«r  is  fusriouss wi?h  your  evgti6mS  «f&er you  P©FSufidi©  him  tintl

becomes your enemy afieF this quest_

You Can,I Ge"he Staff These Days

Speak to Erikur at the

party/ and you'Il see that
he has  his eye on  Brelas,
one of the waitstaff.
Speak to Erikur and offer
to talk to Brelas to see
whether she's interested
in  a clandestine
rendezvous with  Erikur.
Brelas,  being  of high
morals  (and taste),  declines the offer

(Lie)  That she,s  interested,  or

That she  isn,I interested  at all.

Either response  makes  Erikur accost Brelas,  causing  a  distraction  and
allowing you to head to Malborn,  and quickly!

During any of these distractions, Malborn  heads to the door leading  into the
itchens and wclitS for you tO approach.  He,ll then open  the door and close  it
ehind you.

%BJE(TIVE: (Oplionol) Retrieve your gear

I TARGET: (host, in the Thalmor Embassy larder

) OBJE(TIVE: Search for information about the dragons returning

I TARGET  I : Small chests (2), Thdlmor Embassy,  EIenwen's Solar and

Dungeon

I TARGET 2: Etienne Romis/ Thalmor Embassy/ Dungeon

prepared for a fight with the wellrarmed Thalmor Soldiers  patrolling  the
building.  From the first corridor,  face south,  and check the room to your
left (east),  info a  long  hallway wl.th two ThcllmOr Guards. You may engage
them  in  combat,  or stay out of sight  (behind the doorwcly/  Or Via  a  Spell  Or
sneaking) and wait for them to  leave so you can sneak past them,  or shut the
door and easily sneak by.  Use the small storage room or the room divider to
hide  behind,  iF necessary.



grounds, taking care not to be seen  by the patrolling guards  (or rush  in and
altock them  if you don,I believe in the element of surprise).  Either perimeter

path allows you access into the snow-laden garden, and the door into
Elenwen,s Solar.  Enter that door as soon as you can.

neak)  lf you,re disguised or sneaking,  there,s usually a Thalmor Mclge
na this door.

(High  Elf)  If you,re a  High  Elf and wearing Thalmor Robes, you ccln
actually trick the guard  into  leaving  his  post with  a  quick conversation!

When you enter the solar, you  hear a Thalmor called  Rulindil  (one of the
spymasters responsible fo
talking  to one of his spi
interrogation  room  b

quietly to the bar and
room  that has  mullipl

ing  and  utilizing  clandestine chatter)

ely man  named Gissur.  They mention  an
a  patrolling guard  here as you move

if you're  hiding)'  or  into the withdrawing

You  may folk to the prisoner moaning in the first cell  (and  Brelas if you used
her as a  party distraction).  The prisoner,s  name  is Etienne Rarnis,  and  if you
speak to him,  he reveals that he may have mentioned the location of a  man
named  Esbern who may shed some light on the resurrected dragons returning
to Skyrim.  The Thalmor are certainly interested  in  him.  As you  release the

prisoner,  two Thalmor Soldiers and Malborn appear,  so fight off the Thalmor
if they attack. Take down any guards and search them for the Trap Door Key

(there are two available),. otherwise you won,I be able to escape.



PREREQUISITES: (omplele Main Quest: Diplomatic Immunity

lNTERSE(TING QUESTS: Main Quest.. Diplomatic Immunity, Main

Quest: Alduin,s Wall, Thieves Guild Quest: A (honce Armngement

LOCATIONS: Riften, The Bee and Barb, The Ragged FIagom, The

Ratway/ The Rqtwoy Voulls, The Ratwoy Warrens,  Riftweold Manor,

Riverwood, Sleeping Giamt Inn

CHARACTERS:  Brand-Shei/  Brymiolf,  Delphine ,  Esbern ,  Keerava,

Modesi,  Rifren Guard/  Sqlvionus, Vekel the Mom

ENEMIES:  Dmhff,  Gissur,  Hefid the  Deaf,  Hewnon

BIack-Skeever,  Kniokr, Shovori/ Skeever, Thalmor Soldier, Tholmor

Wizard

O  OBJECTIVES: Talk to Bryniolf, Search the Rotway for Esbern,s

hideoul, Find Esbern in the Rotwoy Warrens, lolk to Esbem

B A Den ol Iniquity

A  OBJE(TIVE: Talk to Bryniolf

I TARGET: Bryniolf, in Riften

lne instructs you to meet with  her contact, a  member of the Thieves
Guild named  Bryniolf. However, before you go, ask her about your birthright.
You can  also ask why the  Blades are on the run. Turns out it,s because the
Thalmor were systematically hunting them down thanks to the WhiteGold
Concorclat, which was signed with the Empire.  lt ended the war but gave the
Thalmor free rein to stomp out the worship of Tales. You  may cllSO ask about
the Thalmor,  the arrogant and extreme rulers of the Aldmeri  Dominion,  or

hat used to be the Imperial  provinces of Summerset Isle and Valenwood.
When you've heard enough,  leave the Sleeping Giant Inn and travel
to  Rifren.

You meet a mysterious character in the Grand Plaza

(during  daylight hours)  or  inside the  Bee and  Barb the
first time you  look around  the Grand  Plaza  in  Rifren.

First-rime Thief: If you,re meeting  Bryniolf for
the first time,  and  if you  have some general  skills  in
concealment or silent stealth or you,ve dealt with the

guard at the Riften gate without resorting to violence,
a  man  named  Bryniolf strikes up a conversation with

you.  He may have an errand for you to perform to
test your skills and  may reward you with gold. Thieves
Guild Quest: A Chance Arrangement must now be completed  before Bryniolf
releases the knowledge of where Esbern  is hiding out.

(Persuade)  Or you can  use your verbal chclrms to reveal the location of
Esbern,  without playing  Bryniolf/s  little game.  lf so,  you  can  skip A Chance
Arrangement.

Guild Member: If you're meeting  Bryniolf and you've already proved

yourself skilled  by completing Thieves Guild Quest:  A Chance Arrangement,
Bryniolf is  happy to  point you  in  the direction  of where  Esbern  is  hiding  out,
once you ask him abou"hese matters.

TIP      You don,t hove to pitiy along with  Brymiolf,s schemes/ though.

(Persutide) You  ¬flm speak to  Kee"vo inside the  Bee and  Barb to

!©tirn ttbout the  Ragged  F!tig®It, Which  gets you Parkway there.

Or you con skip tiheod to /The Rtitwtly  Hidey-hole/ «nd iusf follow the

directions strtiigh"a Esbem_

esp Interlude: A Chance ArmngemenI
He tells you  to  pilfer a  silver  ring from a  stclll  OWned  by Madesi  in  the
marketplace while he creates a distraction.  Place it in the pocket of a  Dark Elf
vendor named Brand-Shei.  lf you,re caught, you,re on your own,  but if you
succeed,  he'll have some  better-paying schemes.  lf you've met Bryniolf during
the evening or night,  he'Il be waiting  between eight in the  morning ancl eight
in  the evening for you.  lf you  met Bryniolf at night,  woit until  daylight and



Bryniolf is waiting  for you  by his own  plazcI  Stand,  Where  he,S about tO
hawk  his  "amazing,,  Falmerblood  Elixir.  Naturally/  this  patter is  designed  to
draw a crowd  (including Madesi  and  Brand-Shei),  allowing you to quickly
move around  the plaza's  perimeter via the stone wall  and crouch  behind
Madesi,s stall.

Lockpick [Novice])  Produce your lockpicks,  and  unlock the sliding door
under the stall counter.  Quickly rummage around  inside Madesi,s strongbox.
You can  happily help yourself to any of the  items  here,  but the valuable

you're concerned  with  is the Silver  Ring.  Steal  it quickly,  before any of the city
guards spot you.

>  Mtidesi's Silver Ring

A  A CHAN(I ARRANGEMENT OBJE(TIVE: Plant Madesi's Ring

I  TARGET: Brand-Shei/  Grand  Plozo im  Rifren

Creep around so the assembled beggars and storekeepers don,I see you,
and  position yourself behind  Brand-Shei.

(Sneak)  You  must now "reverse-pickpocket"  the  Dark Elf.  This  involves

pickpocketing/  choosing your own Apparel  menu,  selecting Madesi,s Silver
Ring/  and  giving  it lo  Brand-Shei  to finish  the technique.  Remember,  no one
must see you attempHhis!

lf you,re successful,  Brand-Shei  is mistaken for a thief and  hauled away to
Riften  prison.  Your paths  may cross  again  in  the future...-

a  A (HAM(I ARRANGEMENT OBJE(TIVE: Speak to Bryniolf

I TARGET: Bryniolf, Gmnd Plaza in  Riften

Speak to Bryniolf after the ring-plant misdirection,  and  he congratulates  (and
rewards) you.  You  receive no  monetary gain  if you failed. Then he mentions

organization  has been  having  some bad  luck but mentions thclt there,S
money to earn  if you can  handle it.  Reply that you can, and  Bryniolf
lmends you  meet him at the Ragged  Flagon tavern,  deep inside Riften,s

subterranean  Ratway.  He also  points you  in the direction of Esbern when you
ask him,.  he,s down  in  the Ratway.

>   loo gold pieces

A  OBJE(TIVE: Seorth the Rotwoy for Esbern/s hideout

I TARGET: Ragged Flagon, inside the Rutwoy/ in Rifren

Tre  EiL^-a_- S==_~,|=  `,
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Tip       This is  Gn  OPtimtil  time  tO Strike  uP  a  friendship  With  Other

members of the Thieves 8uiid  find  perhtips begin ti series of

quests with  them.  (onsuIT the Thieves 6uiid Guests siGrting On  Ptige  278

for all the periinent information.

g» The Rqlwqy Hidey-hole

Open the barred gate by the water,s edge and go into the sewers that run
the  length  and  breadth  of Riften.  Down  the first tunnel, you  may stumble
across two equally odious characters:  Drahff and  Hewnon  Black.Skeever.
They attempt to  mug you for all your equipment.  You can:

(Persuade)  Try ro let Drahff know that you,ve  killed  dozens  like  him.

Any other option  results  in violence.  This doesn,I impact your standing  in

Riften and  is the recommended choice.

Now continue through  this  smclll  maze Of interlocking  Sewage tunnels.  Watch
for hanging oil traps,  and a  bear trap along the way.  lf your Lockpick skill
is high enough,  there,s a chamber to check out,  but your main  purpose is
finding  the  Ragged  Flagon.

above a sewage conduit chamber. When you spot
Bryniolf,  he  is talking  with  the  barkeep  (Vekel  the
Man),  speaking about Bryniolf's predicament with
his "organization."  Speak to Vekel the Man,  or seek
out another Thieves Guild  member named  Dirge and
ask either of them  if they've seen  ''an old guy,  hiding
out,,  somewhere  in  Riften.  Both  Vekel,s c]nd  Dirge,s
minds are cloudy/  so you  may need to clear them  by:

(Persuade)  Appealing to his sense of urgency and telling your contact that
Esbern,s  life  is  in danger.

(Gold)  Appealing  to his sense of greed and offering gold  so he
remembers.

(Brawl) Appealing to his  boisterous side and  proving your might with a
bc]reknuckle fight.  No weapons,  or this suddenly gets a  lot less friendly!

When one of these choices succeeds, Vekel or Dirge tells you that Esbern  is
haled  up in the  Ratway Warrens and  hardly ever leaves the Place.

lf you're already a full-fledged  member of the Thieves Guild, which
requires you to  have Thieves Guild Quest:  Loud and Clear active and to have
been  awarded your thief/s clothing/ Vekel and  Dirge also  point you  in  the
direction of the  Ratway \^/arrens.

a  OBJECTIVE: Find Esbern in the Rotwoy NIrrens

I TARGET: Esbern, inside the Ratway/ in Riften

¬'JESTS: VAIN QUEST: ACT
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>  Shaya#s RE®i®

gife Rememberfug lhe 30Ih oI FroslfalI

lf you were directed into the Ratway Warrens or eyen stumbled
own, the Thalmor are already prowling this maze of connecting corridors
around a central  hub room  (which you,ve  iusl entered).

However,  if Dirge or Vekel directed you to the Warrens, you are
forewarned about the Thalmor ambush, allowing you to expect any attacks
and even trying to ambush the guards and gain the upper hand.  Either way,
unless your sneaking ability is exceptional,  expect to fight around four of
these enemies throughout your navigation of the Warrens.

From either entrance  into the \^forrens,  there

The first is to navigate aroufld

sneaking  past or fighting Tha mar
ferconnecfed corridors and chambers,

enemies and a few Skeever along the
way. This  is the long  route,  but it allows you to remain

clear the Warrens of foes for the moment.

Or, you can appear on the upper balcony of the mu

hidden, or at leas

entral  hub

room, which  is well lit and has a cart and hay bale at the base of il.  Drop

to the open gate on the eastem side of the bottom floor- The entrance to
the Ratway Vaults is just south of this point,  at the bottom of the Warrens.

Open the wooden door and enter the Ratway Vaults.
The Thalmor haven't found this clrea yet,  and  it iS rarely
trafficked.  One of the reasons  may be the lunatics who

populate the chambers  here.  Beware of Hefid the Deaf,
and  Kniakr the mad chef,  as both of them get violent
when they spot you.  You'll also have to contend with
a  brainuddled man named Salvianus, who talks to
himself.  But you're actually here to locate the well-locked
door on the upper balcony of the hub chamber,  in the
southwest corner.

Sidle up to the door and activate it,  and you'll  hear an old  man shouting
for you to g
of eyes pe
Esbern  is.

way.  Persist, and the door,s shutter slides open and a peir
ut. They are attached to a man who claims to not know who

No amount of persuasion or pleading gets the man to unlock the door
Use the quote Del
FrostfalI.,,  On

lf you  haven'f

e told you to tell the man:  ''remember the 30th of
oes the man  reveal  himself to be Esbern and  unlock the

to  Delphine after escaping the Thalmor Embassy,

you can  inform  Esbem thatyou,re Dragonborn,  which  is enough to pique his
interest.

a  OBJECTIVE: Talk to Esbern

Ouesl (onclusion
Once you're inside Esbern's hidey-hole,  he asks how Delphine  is after all
these years,  regarding the situation as ,,hopeless.''  He tells you that
has  return

Alduin
as the prophecy said.  Esbern  believes il to be the e

fact,  the only glimmer of hope would  be if a Dragonb

Postquesl Activities
During the conversation, Main Quest:  Alduin,s Wall  begins immediately.

A CORNERED RAT
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lNTERSE(TING QUESTS: Main OuesI.. A (ornered Rot, Main Quest:

The Throat of the World

LOCATIONS: Kqrthspire,  Riften, The Ragged FIugon, The Rotwoy/ The

Ratrmy Warrens, Riverwood, SIeeping Giant Inn, Sky Haven Temple,

Alduin's Wall

CHARACTERS: Delphine,  Esbern/  Orgnar

ENEMIES: Forswom, Thfllmor Soldier, Thulmor Wizard

a  OBJE(TIVES: Escort Esbern to Riverwood, Thlk to Esbem, Gain

entrance lo Sky Haven Temple,  loam the secret of Alduin's Wall

ne> History and Prophecy

a OBJE(TIVE: Es(art Esbem lo Riverwood

I TARGET: The Sleeping Giam Inn, in Riverwood

he knows the way out of here,  and  he sets off running.  Follow him out of
hidey-hole or request that he follow you.  Head down the stairs in the sew

junction chamber. As you both enter the sewer passages, Thalmor agents
begin to appear.  Defeat them.  Combat continues CIS you  Push  uP the Stairs
and  into the Ratway \^/arrens.  Let Esbern fight the Thalmor Soldiers that may
appeclr,.  Esbern  is a  powerful wizard and can  hc]ndle himself in a fight.

Head west, through the open gate in the hub room and into the
connecting  sewer tunnel.  Go north  past the tree routes and  up the stairs by
the dining chamber.  Next,  travel around to the south,  above the hub room.
Cross the middle balcony of the hub room, and go to the upper balcony
overlooking this same hub room chamber.  Head west into the Ragged
Flagon.  From  here,  head west,  into the Ratway mead-tc]sting  room,. then turn
right  (north)  clnd  Use the Wall  lever to  lower the wooden  bridge  if you  hcIVen,t
done this already.  From  here,  you're one winding corridor away from exiling
into Rihen. At this point,  you can  Fast-travel or trek back to Riverwood and
The SIeeping  Giant Inn.

Tip      Esbem simply crouches when overwhelmed by enemy tiiitl(ks

ffred then  rises tigain.  Boil,a worry about him being kiiied.

a  OBJECTIVE: Tholk lo Esbem

:220i
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into her secret cellar.
Esbern reveals a

particularly important
historical  location:

ky Haven Temple,
DnStruCted around

main Akaviri  militc]ry camps  in  the  Reach,  during  the conquest of
Skyrim.  He also places a  book on the table.  Read  it at your leisure for some
history.

>  Annuls of the Dra9OngUqrd

Delphine  isn,I impressed  until  Esbern  informs you  both that the Sky Haven
Temple is where Alduin's Wall was built to set in stone all  their accumulated
dragonlore.  But the location of the wall,  one of the wonders of the ancient
world,  was lost.  Fortunately/  Esbern  knows where it is and why the three
of you should  journey there: The ancient Blades recorded  both  history and

prophecy on Aduin,s Wall.  With any luck,  it may reveal  how to defeat AIduin
himself.

A  OBJE(TIVE: Gain enlronce to Sky Haven Temple

ife Forswor"nd Forsaken
Delphine knows that
Esbern,s clescription fits

an area of Skyrim called
Karthspire,  in  the  Karth
River Canyon.  She asks
whether you should all
travel there together or
whether you  should meet
them at the Sky Haven
Temple entrance.  The
choice is yours. You can:

Fast-Travel to the nearest location closest to the temple,  and then walk
there.  Or FastTravel to the temple entrance  itself,  if you've already

discovered  it.

along  Falkreath  Hold, which  involyes fending off any

the wcly and fighting  aS a  trio.  This takes  longer but clllOWS

you to raise levels and watch your teclmmCIteS' COnSiderable fighting
talents.  Neither of them can die from enemy attacks, so you can back them
up in combat if that,s your style.

Take the same,  lengthy route on your own or on horseback. You won't
need fo wait around,  butyou  have no backup during any fights.

Catch a carriage from Whiterun to Markarth, and then approach on foot
from the west,  as Delphine recommends.

After the  meeting,  Delphine says her last good-byes to Orgnar the barkeep
and  leaves the Sleeping Giant Inn for good.

The Forsworn-primitive
tribesmen  fighting  to
drive the Nords out of
this western hold-are
clctive  in  this area.  They
are formidable warriors
and  mages,  especially in

groups as large as those
you find at the Karthspire
exterior.  Depending on

your play style and whether you're traveling  cllOne Or With  Delphine c]nd
Esbern, expect a protracted and furious battle across the sprawling wooden
and stone battlements as you cross the platforms spanning the Karth  River.
After some fine sneaking or impressive combat,  seek the  inky-black cave
entrance and enter Karthspire interior.

QUESTS:  MAIN  QUEST:  ACT ll
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ern abouHhe entrance. He studies th

"p       if you lose Delphine find Esbem during the i8usfney tO the Sky

Haven Temple, they appetir when you enter thee  itarthspire interior'

lf you told them fo go ahettd,  they wi!!  b9 Wtiiting  On the  r®ffial  ¬!OSe tO the

entrance,  near the Kfirthspire Forsworn (amp (unless you retich there first).

bridges that cross the width of the chamber. Move up to the three tricornered
small  pillars atop the dirt ramp.

Puzzle Solution: The square tile  in the  middle of each column  is
significant;  study the hieroglyph  in each one.  One looks like am eye with
a pair of horns clbove it.  One looks like a ceremonial  bowl with stylized
fire. The third looks like two dragon heads facing each other and an arrow

pointing down.  This  is the symbol of the Dragonborn. Activate the pillars so
the "Dragonborn" tile is shown and the line atop each  pillar points east to
west. The bridge to your left (south)  lowers with a  rumble.

Cross the bridge and wait for Esbern to give his opinion on the tiled floor
in the connecting chamber.  Expect a fiery death  if you step on the  incorrect

pressure plate.  But there  is a  method to this madness:

Puzzle Solution: Look for the plates that have the ,,Dragonborn,,
hieroglyph on them.  Step only on those plates to wind your way across the
floor,  before you finally reach a carved dragon head and a lever.  pull the
lever,  and the second crossing  lowers. This has the added  bonus of switching
off the pressure-plate trap.

ffi> Allegory and Mylhic Symbolism
Head north across the
two lowered bridges
and  into the Sky Haven
Temple entrance,  a
large and remarkably
well-preserved chamber
Esbern strides toward
a big stone head at
the far (west) end.

murmuring someining about
needs blood to a
Cyrodiil, and
the historical

ivate: your
Ie place

Once

ing a "blood
he clnCienl

appears lo
es revered Roman

be a shrine to him. Esbern exp
of this site.  Listen for as  long  as

you are ready/ stand in the center of the circular floor ca
the blood seal. You cut your palm, dripping blood into I
Remcln Cyrodiil,s giant carved  head  lifts open.

ish,  butw

2

i;-i   a  OBJECTIVE: loam the secret of Alduin,s Wall

Quest (onclusion

e

You  moywish to run
on ahead or witness
Esbern's excited
discovery of Akaviri
has-reliefs.  BuHhe main
chamber holds the real

prize.  While Delphine
waits  impatiently/  Esbern
explores the entirely of
AIduin's Wall,  which

the wall,  Esbern discovers that the
ancient Nords used cI Shout to defeat Alduin.  Delphine asks if you  know of
such a Shout. Answer that the GreybeclrdS might know.  Delphine responds
with a few choice words about the Greybeards,. she believes they shrank
from their responsibilities and destiny.  She recommends you  hecld off to see
them while she  remains,.  Esbern  is  likely to be  here a while.

i_i    i_   -_-iii-  i-i_--i---i---   i__      -    -    iii
Postquest Aclivilies
Esbern con inspect Alduin,s Wall as Main Quest: The Throat of the

itI'On, you  Can  Start tO  befriend  Delphine and  Esbern
em

rS,
plc and complete the four Blades Factions

items,  dragons to kill,  and blessings from
Consult that Chapter for details.

///,  PREREQUISITES: (omplete Main        /
Quest: Alduin/sWall                                     .         ©   MINORSPOIL[RS /

ife sky AboveJ Voice Within

INTERSECTING QUESTS: Main Quest: Alduin,s Wall, Main Quest:

Elder Knowledge Favorites, Main Quest: Poarlhurmx

LO(ATlONS: High Hrothgar,  High Hrothgar (ourtyard, Sky Haven

Temple, Throat of the World

(HARA(TEES: Delphine,  Esbem, Muster Arngeir, Master Einorlh,

Pqorthurnox

[NEMIES: lee Wraith, Troll

a  OBJECTIVES: Talk to Arngeir,  Learn the (Iear Skies Shout,  Use the

(Ieqr Skies Shout lo open the path, Talk lo Paurthurmx,  Learn the

Word of Power from Paorfhurnox,  Use your Fire Breath Shout on

Poarthurnox, Talk to Paarthurnox

"AIN!fr!B                      THE  !rtiVENTORY

a  OBJECTIVE: Thlk lo Arngeir

I TARGET: Master Arngeir, High Hrolhgor

nile Esbern  inspects the

then  must navigate the 7,OOO steps again to High  Hrothgar. You should
el  if you,re feeling  impatient.  Seek out Master Amgeir,

you need to learn the Shout that was used to defeat Al
Greybeclrd  is angered by your request,  blaming the meddling BIG
reckless arrogance. Arngeir ends the conversation  (no matter what you soy)
by admonishing you for straying from the path of wisdom.

ALDUIN'S WALL..,,, THE THROAI OF THE WORLD
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Master Einarth  murmurs something to Arngeir in dragon tongue,  and
Amgeir calls for you to stop.  He apologizes for his outburst and  informs

you that the Shout is called  wDragonrend.//  It is unknown,  even to the
Greybeards of High  Hrothgar,  as it is deemed evil.  Only the master of the
Greybeards-Paarthurnax-ccln answer your questions. You are beckoned
into the courtyard and are taught another Shout that will open the way to
Paarthurnax.

a  OBJE(TIVE: Learn the (Ieqr Skies Shout

I TARGET: Master Arngeir,  High Hrothgor (ourtyord

Follow Amgeir toward the ceremonial fire pit on the raised area of the
courtyard, where he bellows three glowing/  runic words into the carved stone
on the ground below.  Step onto   and absorb each of them,  so your Clear
Skies Shout is the strongest it can  be. Then absorb the knowledge from the

glowing Master Arngeir.  You  learn  Lok  (wSky,,),  Vah  (//Spring"),  and  Koor
rSummer"). Then enter your Magic i Shout Inventory menu,  and  select this
Shout.

old ol Power: Sky/ (leor Skies

Word of Power: Spring/ (leur Skies

>  Word of Power: Summer, (leur Skies

a  OBJECTIVE: Use the (leaf Skies Shout lo open the path

I TARGET: The moumtuin fog/ atop the High Hrothgor steps

before bla g

With the Shout selected,
turn and depart from
High  Hrothgar,  heading
up the steps from the
fire pit to the southeast.
You are greeted by cI

perimeter arch, through
which  is on  impenetrable
fog.  Execute the Clear
Skies Shout and the fog

the mountain again. This gives

you a cleclr View Of the Path tO the mountaintop.

A  OBJECTIVE: Talk lo Poorthumax

I TARGET: Paarthurmx, the Throat of the World summit

I+a  ¬i_4er SL`rCiis  'if
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SKYR]M

A deep  booming voice echoes clrOUnd  the giant rocks and  SnOWbankS CItOP
the mountain.  Paarthurnax greets you.  Speak to this giant white dragon,  who
asks why you  intrude upon  his meditation.  Explain that you  need lo  learn the
Dragonrend  Shout.  He responds that patience is  required and that formalities
must be observed.  Paarthurnax lands on the ground nearby and encourages

you to hear his Thu,um and  respond-if you are truly Dovahkiin!  He opens
his maw and scorches a  nearby rock in a great gout of fire!

A  OBJE(TIVE: Learn the Word of Power from Paarthurnox

The rock soon glows with  a  runic Word of Power. Take this as the gift it is
intended to be, and absorb another new Word of the Fire Breath Shout. You
then absorb Paarthurnax's knowledge of the Word...except the beast is still
alive and doesn,I need slaying.

>  Word ol Power: Fire Bretith

A  OBJE(TIVE: Use your Fire Breath Shout on Paarlhurnox

Paarthurnax now wishes you to greet him,  not as a  mortcll but aS a dOVah

rdragon'').  Select the Fire Breath Shout from your inventory' and yell  it
directly into the dragon,  bclthing  him in your fiery blast.  Paarthurnax doesn't
become hostile;  this is the ceremonial greeting  he was expecting.

A  OBJECTIVE: Thlk to Paorthurnox

er dT the nme-Wound
Paarthurnax is  happy to make your cICqUaintClnCe and asks What you Wish
of him. When you repeat your request to learn the Dragonrend Shout,

x has been expecting this.  After further conversation,  the great
that even  he does not know the Thu,um that you seek. After

another question,  he asks why you want to learn the Shout.  Reply with any
answer you wish,  but do tell  him you  need to stop Alduin.  Paarthurnax
describes his elder brother as  "troublesome.'' This hermit soon asks you why

OUT answers won,I be correct,  so he tells you  he meditates at this spot,
was where Alduin was defeated  by the clncient Tongues.  But even the

Dragonrend Shout wash,I enough,. they had to employ the Kel-or Elder
Scroll-to create a Tiid-Ahraan, or Time-Wound, and cast him adrift on the
currents of Time.  lf you ask,  he explains what an  EIder Scroll  is and  reveals
he has been waiting:  For thousclndS Of years,  until Alduin  began to emerge
from Time.  This  is  important to your cause.  If you  found  an  Elder Scroll at this
exact location, you might be able to cast yourself back to the other end of the
lime break-and learn Dragonrend from those who created it!

Quest (onclusion
You,re  left with  one overwhelming  question...

Poslquest Activities
",.which  is answered during  Main Quest:  Elder Knowledge!

"¬'JES,TS.  MAIN  QUEST:  ACT
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PREREQUISITES: (omplete Main

Quest: The Throat of the World ©   mlNOR SPOILERS

INTERSECTING QUESTS: Main Quest: The Throul of the World,

Main Ouesl: Alduin,s Bone, Main Quest: Poarthurnox,  Daedri(

Quest: Discerning the Tmnsmundone, Other faction Quests (The

Greybeurds Quests): Word Wall  Revelations*,  Other Faction Ouesls

(The Greyheards Quests): Meditalions on Words of Power*/  (allege

of Winlerhold Quest:  First Lessons

LO(ATIONS: Alftand, Alflund Animonculory/ Alftand (athedral,

AIftand 6laciol  Ruins, Alftond  Ruined Tower ,  BIackreoch,  (ollege of

Winterhold/  Hall of lhe EIements, The Arcanaeum/  High  Hrothgor

/  High  Hrolhgor (ourtyord, Seplimus Signus,s Outpost/ Sky Haven
Temple, Throat of the World, Tower of Mzark, 0(ulory

(HARACTERS: Esbern,  Foralda, Master Arngeir,  Paorthumqx,

Septimus Signus,  Urag gro-Shub

ENEMIES: Dworven (emurion,  Dwarven Sphere, Dworven Spider,

Falmer,  Froslbile Spider,  Horker,  Ice Wolf, J'darr, Skeever, Wolf

a  OBJECTIVES: loam the location of the Elder Scroll,  (OptiomoI) Talk

to Esbern,  OR (OpliomI) Tholk lo Amgeir,  Obieclive:  Re(over the  Elder

NOTE       *   ouesl mmes marked with thissvmbold

Quest Menu list,  olthouah  ob

us» Higher Leqrnin9

A  OBJECTIVE: Learn the location of the Elder Scroll

I TARGET: (allege of Winterhold

a  OBJECTIVE: (Oplionol) Talk to Esbern

I "RGET: Esbern/ a"he Sky Haven Temple

a  OBJE(TIVE: OR (Optional) Talk to Arngeir

I TARGET: Master Arngeir, at High  Hrothgor

I conversation with  Paarthurnax by asking  him lo impart all the
information about the Elder Scroll that he can.  According to him, when you
return with the Scroll, you  shall  meet Hakon,  Gormlaith,  and Felldir-the first
mortals to whom  Paarthurnax taught the Thu,um and who led the rebellion
against Alduin.  Complete your talk with  Paarthurnax,  and then  leave to locate
the Elder Scroll,  if you  haven't Found  it yet.  There are two optional clues that

point you  in the correct direction.

Talking fo Esbern: To learn more about your er Scroll search, you may wish
to return to the Sky Haven Temple.  Esbern  is usually standing outside
the mountain the temple is dug  into, gazing over the Reach.
temple pavilion and speak to him.  He recommends you visit the College of
Winterhold_ Your map updates.

earn more about your Elder Scroll search,
rothgar and speak with Master Amgeir. The Greybear

not concern themselves with the Scrolls, but such blasphemies have always
been the stock-in-trade of the mages of Wnterhold.  He suggests you try their
College. Your mclp updates.

pep Insane Ruminqtions

be entrance to

Begin your journey to
the city oF Winterhold.
The College  is  linked  to
it by a bridge. A"he
bridge,s near end, a
High  Elf wizard guards
the entrance.  She stops

you,  wc]rning  that it,s
not safe to cross the
bridge and that you will

the city.  She will become hostile  if you take a swing
at her. Although  she has some complaints about the College, which you can
cISk  her about,  you  really just Want tO enter the College.  Ask if this  is  possible,
and she asks why. Choose the answer that best suits your demeanor.  She
requires that you take a test to show you're at least competent in the use of
magic.  You can:

\^/alk right in without dealing with  Faraldcl,  if you're cllready a  member Of

the College of Winterhold and  stclrted that line Of Side Quests.

(Persuade)  Tell  her thclt you  both  know you,Il  be successful.

Agree to take the test. When the test begins,  Faralda  requests you aim a
spell at the seal on the ground  near to her.

Ask if she would grant entry lo the Dragonborn.  Faralda asks if you  really
have the Voic

Spell Casrimg:
has requested.

how her any Shout you have.

p your Magic menu and choose the spell Fara!da
can choose Firebolt, Magelight,  Fury/ Conjure Flame

Atronach, or Healing Hands, depending on your available spells and
knowledge of particular magic styles. Aim at the secll clnd Cast the Spell.  After
a  successful casting/  Faralda tells you to find Mirabelle Ervine inside the
College.

Dragon Shouting: Bri
choice is Fire Breath

our Shout inventory, choose any Shout (a good
it at the seal, and bellow. After you strike the seal,

Faralda fells you that there is much you  both can  leam from each other and
that you,a be a superb addition to the College.

You can  now ask Faralda  more questions about Mirclbelle and the
College,  or even receive training  in the clrtS Of Destruction MclgiC.  College of
\Mnterhold Quest:  First Lessons is now active,  and you are told fo report to
Mirabelle Ervine.  However, this objective is  not required or part of the Main
Quest. Cross the bridge, enter the College,s exterior courtyard, open the

grand doors, and enter the Hall of the Elements.  Immediately make a  right
(east] turn ancl eltfer the Arcanaeum.

il¥-,   TED       Do you wanTto mingle with other mqges? Then  consult the

College of Winterhold Quests for further informtilion on the

demizeltS Of this epicenter  Of mtigiC  in  Skyrim. This is also fl  greflt time to

start their quests/  if you htiVen/I done SO ceiready_

THE iriROhT OF THE-W6R|D  - tL-i)EfaiNi5ivLEbGE
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Look for the Orc Mage
named  Urag gro_Shub,
who runs the Arcanaeum.
Although you can ask
to assist him  in  College

business  (which allows

you to accomplish
several College-related
tasks unrelated to this

quest) and can ask about
the Arcanaeum  library, you're here to ask him about the EIder Scroll.  Urag
isn,I too hcIPPy With you Offhandedly asking about Such a  powerful artifact.
You  may listen to an overview of the Scrolls  before asking  if there,s an  Elder
Scroll you could  use.  Urag  laughs at this question,. he wouldn,I show the
likes of you,  even  if he obtained one.  Ask if he at least has any information
on them.  He agrees to  locate cI Couple Of arcane tomes that may have some
clues.  But mostly they contain lies leavened with  rumors.

Urag gro-Shub locates and places two tomes on the nearby desk:  Effec/s
of the EIder Scrolls and  Ruminafions on the EIder Scrolls. tier readilng
both  books  (which you  may keep or leave on the desk), you find that the

incltiOnS tome  iS the work Of a  madman.  Daedric Quest:  Discerning  the
nsmundane now begins.

>   Effects of the Elder Scrolls             >   Ruminafions on the Elder Scrolls

A  DAEDRIC QUEST OBJECTIVE: Ask Urog about the insane book

Return to Urag and let him  know that the Ruminations book is
incomprehensible.  He doesn,I seem surprised; after all, this book was the
work of Septimus Signus.  Although Signus  is the world/s master of the nature
of EIder Scrolls,  Urag tells you  he's "been gone for a  long while.I, You suspect
he means both mentally and physiccllly.  He currently resides north of the
College in the treacherous Ice Fields.

)  DAEDRI( QUEST OBJE(TIVE: Find Seplimus Signus

I TARGET: Septimus Signus,s Outpost

se> The Hermit of Hermqeus Morq
The giant chunks of ice
floating off the Northern
Coast are your next
destination.  Exit the
College and run down
to the frigid coastal
waters.  Hop across any
floclting  ice that you Can,
navigating your way
north.  Expect to slice
into a few Horkers along
the way' and you may
encounter wolves and lee
WalNes.

Septimus Signus,s
Outpost is cut into one
of the  hill-sized  icebergs,
close to a moored rowing
boat. climb down the
ladder and the slope to reach cl  lone mCIge in a Chamber Of ice.  He appears

be guarding some kind of Dwemer box about the size of a house.

Asking Septimus about the Elder Scrolls results in a torrent of knowledge.
where the Scroll is,  and after receiving  moderately useless information,

ask once more  (either pleasantly or with a  more lhrecltening tone).  Septimus
agrees to tell you,  but in  return, you  must venture into Blackreach,  a  strange
underground  Dwemer city that lies below Alflclnd.

Ask about getting  into Blockreach.  Septimus keeps up  his riddle+based
rattling QnCl  hands you two items: The first is an oddedged  lexicon,  used

the Dwemer for inscribing. The second  is an Attunement Sphere, which

pparently "sings" when you near an importclnt Dwemer door. Once these
are in your grasp, your Main Quest updates.  Stay and speak further with
Septimus  if your sanity can stand it.

>  AIIunemenl Sphere              >  BIank Lexicon

I,,,  cr,r,r,,I.    ,I,~,"'r''r.  ,

f_~2j_-glj

Tre  gil,_ler Sc.I::1:S   i+?

sdirt-RTri

a  DAEDRl{ QUEST OBJE(TIVE: Tronstribe the Lexicon

I TARGET: Tower of Mzark

a  OBJE(TIVE: Recover the EIder Scroll

I TARGET: ltwer of Mzork

ife Trek lo lhe Tower

"p      You must have the A#un9menf Sphere on your person in order
to continue,. otherwise,  you connef access the  route necessary to

reeseh?he  EIder Scroll. The fo!iowing  location  is one  of a  few entrtinfes !o ti

gitimi underground city called  Blflckreflch. This is the optimal  path,  but there

tire others.  Consult the Atlas to see ol! the ways io enter this stibterranetin

cii«del ant! tile Tower of Mzark.

Alftand  is located on
the glacial  mountclinS

southwest of \^/interhold.
Your trek there is
usucllly interrupted  by
wild animal attacks.
The exterior of Alftand
is a series of dotted
structures,  both  Dwarven
and  Nordic  in  nature.

Below the glaciers is the Alfrand  Ruined Tower, which offers a dangerous
route to the glacier,s top. A much better way is to stay outside to reach the
two windswept huts, an  inaccessible Dwarven tower, and a precarious

platform that winds down and around the rooftops, on the side of the glacier.
Head down the planked  bridges until you  reach the entrance to the Alftancl
GIcICial  Ruins.  This  is  the way to go.

a  CCmneC

Wind through the

glacial tunnels that have
been mined out and
left in a  real  mess, with
debris and cookin
equipment strewn
about, and the signs
of fighting everywhere

you lcok-  Follow the
tunnel down until you

of the Dwarven architecture,  a stone turmel that enc]s
om with a stone table, and a large barred doorway fo i

nly be unlocked from the other side. On the nearby table
arch Notes. Whoever wrote it thought he saw a strange

human figure on the other side of the barred doorway.

>  ReseurclI Notes

At this point, the passage west heads up a ramp and down the other side,
into another glacial intrusion- Watch for attacks from a Dwarven Spider as

you go. A Skoomaflddled Khaiiit is shouting about being trapped here and
attacks if he sees you.  Drop him,  clnd continue down  into the Start Of the mCIin
Dwarven  ruins.  The ceilings tower above you cls you  reach cI COg and  Piston
room with a  raised center cmd two Dwarven Spheres appearing from their
wall  holes to attack.  Continue north fo a vent chamber with a  locked gate

[Novice)  leading to a few scrcIPS Of treasure.  Head through the gold door
and up to a  Dwarven Spider-infested  passage stretching south. This leclds
to a  locked  (Apprentice) gold door with  items lo steal  behind  it, and a  main

path around to the east, which  brings you back into the cog and piston room.
This time, you,re above the raised center.  Navigate the pistons  (jump over
them,  or you  risk being  pushed off by them)  in a counterclockwise route to the
short corridor and door to the Alftcmd Animonculory.

"p      There tire many triltkefS Of Dwemer origin to pick up (and 5el!
oltCe you  leave). Among the vendors across Skyrim,  a wizflrd

named falcelmo in Markarfhfs Understone Keep is most interested in these

iiems und gives a good price, although you  cart Se!! them tO any merChunf

or vendor who wants them.

GUESTS,  MAIN  QUEST:  ACT ll
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the stone steps. Otherwise,  head UP

ove through the
reen-tingecl  corridor to
n opening  on your left

his leads to a
eworks corridor.

Avoid two Dwarven
Spheres by staying on
the low ground, and
head through the gap in
the gold fencing to the

the steps, over the pipes, and up
the ramp with the central  slit.  Walk on the slit so you don,I trigger a  blade
trap by stepping on the pressure  plates.  At the barred doorway/  use the lever
on your right to lower the bars.  The  lever behind the bars rcliSeS them, Which
isn,i necessary unless you,re being  pursued and want to halt your attackers.
Step out into the grand Animonculory shaft-a  long vertical drop you  need
to descend without falling.  Remove any Dwarven Spider threats,  and  hecld
down  the sloping stone walkway to an arched entrance platform.  The gold
door here  (Apprentice)  just leads to a dead  end and  more treasure.

Peer over the edge of the
tone platform facing  into

the shc]fr.  The walkway
below has crumbled,
orcing you to drop onto

the  iufting  gold  pipe and
then the  rubble  platform.
There is a walkway to
the west,  heading  up to
a  precarious  ledge,  a

Dwarven  Spider battle, and a  piston that can  push you  over the edge.  The
way forward and downward  is to the northeast.  Look for the  lantern  and
falling water,  as the sloping walkway is  hidden.

As you descend,  something  horrific shuffles out of the shadows:  an
eyeless figure,  thought to be myth. These are Falmer,  the degenerate remnants
of the original  Elven  inhabitants of Skyrim!  Dispatch  four of them  as you
follow the winding  platform  down.  Tc]ke care  not to  lose your footing  and fall
to your declth.  Next,  face the  jet of fire blasting the entrance to a gold door.
Dart through  or around,  and enter a  Falmer nest.

Falmer appear from  their huts,  forcing you to fight or sneak by.  Follow
the passage down to a second set of Falmer in a boiler chamber. Watch for
those rattling/  hanging  bones if you,re sneaking/  as these startle the Falmer
into finding you.  Head down the steps, watching for Skeever attacks, and
ook for a gold door on the southec]st wall. This  is the way onward,  but

you may wish to turn to the northwest, open a gate, and enter cln ancient
Dwarven  Elevator.  Pull the lever ancl you ascend to the Alfrand Glacial  Ruins.

Step arou
the Research

OOF

BIG and to the barred doorway where you found
ll a wall  lever here,  so the bars retract.  This allows
up and down the Animonculory if you explore  here in

ure.  For now,  use the elevator to head back down, and open the gold
in the southeast wall. This leads down the sloping walkway to the shc]fr,s

bottom, where you encounter another Falmer attack and face a  Frostbite
Spider.  From here, you have only one set of corridor steps and a claw trap

(move around the trip wire)  before you enter the Alfrand Cathedral.

above the entrance from which you came.  This raises the spears,  enabling

you to enter the cathedral platform, where a giant steam-powered mechan
monster roars  into  life.  This  Dwarven Centurion  is a
should defeat it,  as it carries a  handy key.

>  Key lo Amand Lilt

arm,  but yQ

tower you couldn,I access when you first reached here. Open the gate from
the inside using  the wall  lever (so you can access the cathedrcll directly from
the surface during  future adventures),. then travel  back down to the cathedral.
Approach the Dwarven Mechanism  now,  and  insert the Attunement Sphere
Seplimus gave you. The floor parts,  revealing  stairs down to a  hidden gold
door and an entrance  into the mysterious undercily of Blackreach.

UP,

Exiling  Blackreach  using
the appropriate Dwarven
Elevator  involves
a  romp west.  First,
though, you  may wish
to head southeast, to a

golden button encased
on a  Dwarven head

pedestal.  Press  it,  and
the elevator behind lights

to ascend and exit back outside.  Open the gate, allowing

you to enter from  the Great Lift of Alftand  (a  new tower entrance northeast of
Nighlgate Inn).  Return to Blackreach and find the cobblestone  path  heading
roughly west.  Follow it past ancient structures and towering  luminescent fungi.
Continue with a giclnt lake and cascading waterfalls to your left (south),
heading over a stone bridge.  Go west and turn  left (south)  to  reach a colossal
elevator tha ou to ascend  into the Tower of Mzark, your destinatiom

a  Varl

to the
are CO

enSeS

Venture along a corridor
with a  burst steam  pipe
and small camping area,
and through gold doors
into a  gigantic,  circular
Aedrome chamber. The
hamber is dominated

by a  huge sphere.  This
appears to be acme kind
of massive Ocul

and other golden  machinery attached.  H
i controls on  the platform above the Oculory. The con
of five cylindrical devices:  a  Lexicon  Receptacle and

positioning  buttons embedded  in  pedestals.  There is cI Certain Way tO use
these devices to produce something  hidden  in one of the lenses.

Puzzle solution: Activate the  Lexicon  Receptacle,  so the Blank Lexicon
rests on top of it. The two pedestals to the Receptacle,s right-the only one
urrently active-open and close the Oculory lenses.  Press the taller of

pedestals  (right of the middle one with the lens charton it)  three or four
eS,

a
until the pedestal with the blue button to the left of the micldle one starts

glow. Move to this  new pedestal  (at this point,  the  Blank lexicon  may be
glowing  blue). The two pedestals to the left of the Receptacle-The taller of
which  is now active-control the ceiling  lens array.  Press the button of the
taller,  left pedestal twice,  until the button  on the far left,  smaller pedestal
begins to glow  Now press that button, and a large set of lens crystals
descends from the ceiling and stops.  The main crystal  rotates and splits apart
to  reveal a tubelike carrying device.

EIDER KNOWLEDGE
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Drop down from the balcony controls and approach the open  lens crystal.
Take the Elder Scroll  from  its elaborate compartment.  Then  exit using  the
door under the Lexicon  Receptacle. This  leads to one final  Dwarven  Elevator,
which allows you to open the gate from  the Tower of Mzark,  step out into the
exterior,  and add  another possible entrance to  Blackreach,  if you decide to
return.

>   EIder Scroll

As soon as you take the Elder Scroll,  I
addition, you are able to return to the
and can continue Daedric Quest:

point on.  Consult that quest for further

z¢

i <^f+REREOUISITES: (omplete Main
i                Quest:  Elder Knowledge ®   mAJOR SPOILERS

lNTERSE(TING  QUESTS: Main Quest:  Elder Knowledge, Main

Quest: The Fallen,  Main Quest:  Poorthurnax,  Other  Faction  Quests

(The Greybeards Quests): Meditations on Words of Power*,  Other

Faction  Quests (The Greybeurds Quests): Words of Power*,  (allege of

Winterhold Quest:  First Lessons

LO(ATIONS: Throat of the World, Tower of Mzqrk, Oculory

(HARA(TEES: Felldir/ Gormluilh,  Hukon,  Poarlhurnax

ENEMIES: Alduin

A   OBJECTIVES:  Read the  Elder Stroll at the Time-Wound ,  Learn the

Dmgonrend Shout from the  Nord heroes,  DefeoI Alduin

ife A Bldsl from lhe hst

O  OBJE(TIVE:  Read the  Elder Scroll fll the Time-Wound

I TARGET: Throat of the World (mountain summit)

lS  memory

OUT vision  pitches back
into the past,  thousands
of years ago, when the
Nord  heroes of old first
fought Alduin  and  his
dragon  brethren.  But
Gormlaith,  Hakon,  and
Felldir are  seen  as  if

you could reach out and
touch them. You cannot

play out. You watch  as Gormlaith and
Hakon  cleliver a  series of killing  blows to a dragon, with  Hakon worrying
that Alduin  may not appear and fall  info the trap they have set for him.  Felldir
has  seen  none of his  kin  stand  against Alduin,  not Galthor,  Sorri,  or  Birkir.
Gormlaith  replies that they did  not have Dragonrend.  But as Alduin cannot be
slain  like a  lesser dragon,  Felldir has  brought something to even the odds-
cln  Elder  Scroll!

The giant black dragon  soon descends on the trio of Nord warriors.
As planned,  the three heroes bellow out Joor  (,,Mortal"), Zak  (,/Fir"'fe"),
Frul  rTemporary")I  At the same moment in  present time, you absorb I
knowledge of this Shout yourself.  Alduin  is confused, and sees fear for th
first rime.  While Gormlaith  is torn and tossed about by an enraged Aldui
Hakon  yells to  Felldir to use the  Elder Scroll.  After Felldir yells the  incanta
Alduin  is consumed  by a  massive ball of energy,  sucked  into the Elder
Scroll,  and  is banished  from the world of Skyrim...of the pcl
the present?

Power: M¢rltil, Brtigoflrend

a  OBJE(TIVE: Defeat Alduin

I TARGET: AIduin, Throat of the World

e World-Eqler Asunder

ut  is cut

omething  black Gin

jagged arcs throug
lizzard.  Alduin  ho

your attempts at reading
the  Elder Scroll  but
arrives too late to prevent

you  from  learning the
Shout that may be his
downfall.  Paarthurnax
attempts to  intercept

down and  lands heavily near you.  He tells you to
Dragonrend Shout if you can.

ragon slaying: Immediately select Dragonrend from the Shouts,  and
target the Thu,um directly at Alduin  as he flies down to a  hover,  swoops past,
orlands,

Try to lengthen the attack of the Shout (by holding  down the Shout
button). when  he lands heavily/  utilize your favored attack (which can  be a
second or third Shout as well as your magic and  ranged or melee weapons).

lf Alduin  fakes to the  skies,  use Dragonrend  again,.  it is the only

guaranteed way of dropping him back down to earth.



.

PREREQUISITES: (omplele Main Quest: Alduin/s Bone

INTERSE(TING QUESTS: Main Quest: The Fallen, Main Quest:

Paarthumox,  Other Faction Quests (The Greybeards Quests): Word

Wall  Revelations*,  Other  Faction  Quests (The Greybeards Quests):

Meditqtions om Words of Power*

LOCATIONS: Whiterun,  Dragonsreach

(HARACTERS:  Esbern,  General Tullius, Jarl  Bolgruuf the Greater, Jarl

Vigmr the Revered, Master Amgeir, Paarthumqx,  Ulfric Stormcloak

ENEMIES: Alduin,  Odqhviing

a   OBJE(TIVES: Talk to  Podrthurnqx/  OR Talk to Arngeir,  OR Talk to

Esbern, Talk to the Jorl of Whiterun,  Learn Shout to call Odahviing/

Prepare trap for Odohviimg/  Ctlll  Odahviing lo  Dragonsreach,  Defeat

and trap Odahviing,  Interrogate Oduhviing

a  OBJE(TIVE: Talk To PqorThurnox

I TARGET: Throol of the World

)  OBJE(TIVE: OR Talk lo Arngeir

I TARGET: High Hrothgor

a  OBJECTIVE: OR Talk lo Esbern

I TARGET: Sky Haven Temple

Alduin collapses
blow.  But the
Akatoshi

I. Ptiurthurnox

i you are favoring the kinship of the Greybeards over
he Blades, you  may seek council with  Paarthurnax.

ention that you  need to find out where Alduin went,
nd the dragon  ponders this.  Perhaps an ally of
is could  be convinced to betray him.  Paarthurnax
entions That the palace in Whiterun-Dragonsreach-
as originally built to house a captive dovah  (dragon).

I would be a fine place to trap an Alduin  ally.  You
ention that theJarl  might need  some convincing  (as

the quest updates). Then  Paarthurnax tells you the story
of how the place came to be named Dragonsreach.

2. Arn9eir

ELDER  KNOWLEDGE  I,:I,  ALDulN'S  BANE   :',  THE  FALLEN
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to Whiterun and visit Dragonsreach within  its walls.  Approach
who is  usually sitting  under  Numinex,s  skull.  Numinex is the dragon

thatJarl Olaf One-Eye brought back to Whiterun.  Request that the Jarl  help

you,  GIS you require a trap to Snare a dragon  in  theJarl,s palace. The Jarl,s
responses,  and even theJarl  himself differs,  depending on  how the Civil War
is  progressing:

®Jarl Balgruuf the
Greater is the Jarl

if the  lmperials  still

have this  Hold  during

the Civil War or if you

haven,I decided to
start the Civil  War.

lf the Stormcloaks

have one Hold left or
have been completely wiped out,  and the lmperials  (to which Jarl  Balgruuf

has pledged  loyally)  have emerged victorious  in the Civil War,  the Jarl

begrudgingly agrees to let you try out your insane dragon-trapping  plan.

OU can skip Main Quest:  Season  Unending  (which  occurs in  the  middle

of this quest), and continue your plan on the Dragonsreach  balcony.  Main

Quest:  The Fclllen  (Part 2)  begins.

lf the Stormcloaks have more than one Hold  left during  the Civil War,  or

you  haven't started any
pressing  matters than
begins.

Jarl  Vignar the  R

he Civil War Quests yet,  the Jarl  has  more

atic  schemes:  Quest Conclusion  Part  1

eJarl  if you've attacked Whiterun  and

Once you  have convinced theJarl  to aid you,  you still  need a way fo lure a
dragon  into your trap.  You  have a choice of teachers:

Esbern: who has been  busy in  the Sky Haven Temple library.  lt appears

that the ancient Blades  recorded  many of the  names of the dragons they

slew.  By crossTeferenCing  the  burial-Site  map that Delphine created  from

the Dragonstone,  Esbern  has  identified one of Alduin,s raised dragons.

Paarthurnax: whose arcane knowledge and commanding expertise of
Shouts enables  him  to easily inform you of the Shout that you seek.

Because the names of dragons are always three Words of Power (Shouts), the
dragon will  hear and come to you when  his name is  bellowed.  Your teacher
has the  name of Od-Ah-Viing  rWinged  Snow Hunter,,),  and you  learn the
Shout to call  Odahviing.

a  OBJECTIVE: Defeat and trap Odahviing



The mighty red  beast soars up and attacks the battlements.  At this point, you
must bring  Odahviing down and  spring the trap:

Dragon lTapping: It is important to  note that you're trapping-clnd  not
killing-Odahviing. Attacking with  ranged  spells or arrows usually annoys
Odahviing-enough  for him to swoop and  land  on the battlements-

An easier plan  is to yell the  Dragonrend  Shout at Odahviing. This
hampers his flying and  makes  him  drop onto the battlements without having
to  lengthen  this alreadyrdifficult battle.

When he drops onto Dragonsreach, Odahviing advances on  his wings,
furious at being forced to land.  Back up  (to the southwest)  so Odahviing
enters the giant hallway and  passes  between the two huge chains attached
to the giant stocks contraption.  When  the dragon  moves forward,  the stocks
slam down,  trapping Odahviing!

a  OBJECTIVE: Imerrogote Odqhviing

:'l                  I___I                           llllllllll"ll                   I              lL.

door to Sovngarde is located at

Odahviing feels
humiliatecl  clnd  iS

perhaps a  little impressed
by your trapping  talents.
Ask where Alduin  is
hiding  (clnd  then ask

again), and Odahviing
reveals Alduin  has
traveled to Sovngarde to
regain  his  strength.  The

uldafn,  one of his ancient lanes  (temples)
high  in the eastern  mountains.  After answering your questions,  Odahviing
asks to be freed.  Answer that he must serve you.  Odahviing initially refuses
but remembers one  important detail  he forgot to  mention...

Quest (onclusion  Purl 2
lt seems that Skuldafn can  be entered only by flying.  Odahviing offers to fly

you there,  but only after you free him.  This conundrum  is concluded at the
start of the next quest.

Postquest Activities
Once you,re  pondering  how to reach  Skuldafn  and setting  Odahviing free,
Main  Quest:  The World_Eater,s  Eyrie  begins.

PREREQUISITES: (omplele Main

Quest: Alduin,s Bane ©   MINOR SPOILERS

lNTERSE(TING  QUESTS: Maim Quest: AIduin,s Bone,  Other Faction

Quests (The Greybeards Quests): Word Wall  Reveltitions* ,  Other

Faction Quests (The Greybeqrds Ouesls): Meditations on Words of

Power*,  (allege of Winterhold Quest:  First Lessons

LO(ATIONS: Riverwood, Sleeping  Giant Inn, Sky Haven Temple, Throat

of the World

(HARA(TERS: Delphine,  Esbern, Master Arngeir

ENEMIES: Paorthurnox

A  OBJE(TIVES:  Kill  Poorlhurnax, Talk to  Delphine or Esbern

B> slqyin9 the Summit,i Hermit

a  OBJE(TIVE: Kill  Poorthumdx

I TARGET: Throat of the World (moumain summit)

with them that Paarthurnax has change

Your alliance with  the
Blades  sits  uneasily
upon a  knife edge.
They refuse to help you

(which  basically means
you cannot access their
Other Faction  Quests)
until you,ve defeated the
monster at the Throat of
he World.  Reasoning

is ways and now embodies

peace and  meditation falls on deaf ears. They simply want you  to remove
Paarthurnax,  as they perceive him to be partly responsible for the many
deaths of their ancestral clan  members.

Paarthurmax does not fiffett the future Main Quests;

I still be tiBIe Io Complete your task  of killing

Alduin, without any complications.

Return  to the Throat of the World  (or remain  here after the end of Main
Quest:  AIduin,s  Bane)  and  approach  Paarthurnax.  Kill  him  using your favorite
weaponry.  One  method  is to  launch  Fire Breath  (the Shout he actually taught

you)  into  him  until  he  starts  to flinch  and  takes to the skies.  Then  wound
and  bring  him down  to the ground with  Dragonrend.  Finish with your other
attacks,  using a  bow,  magic, or melee weapons. Gather the gold and bones
from  Paarthurnax,s corpse,  but only after absorbing  his soul.

>  Dragon's Soul

a  OBJE(TIVE: Talk to Delphine or Esbern

I TARGET: Riverwood or Sky Haven Temple

Ouesl (onclusion
Retum to Delphine or to Esberm  Depending on when you killed  Paarthurnax
or who gave you  this quest,  expect a similclr response from either of them:
They clre extremely happy,. the ancient evil  is avenged,  and the shades of
many Blades salute you this day!

Return to Master Arngeir,  and the greeting  is slightly colder. You are
lucky the Grey-beards are men of peace, as you've tested their philosophy
beyond the  breaking  point. You've thrown your lot in with a cabal of Akeviri
barbarians. You are no longer welcome in  High  Hrothgar.

Tip       To gtiill The most ki10Wiedge and  help from  both the 6reybeords

timd  the  B!«des/  Complete  both  of the  Cfher  Ftictions  6reybe«rds

Guests to y¢uer stitisfoction/  and then  complete this quest. After that;  you

have limitetl ¬¢nt«ct with the  6reybetirds but are on  excellent terms with tile

B!mdes. You  can complete the four different («!1d some  rePe«tuble)  Other

Ftictions  Blade  Guests ofterwtird.

Poslquesl Activities

Your other Main  Quests continue as  normal.  Contact with  the Greybeards is
now kept to a  minimum;  they want nothing  more to do with the likes of you.
The Blades welcome you  into their fold. You  may begin any of their Other
Faction Quests after speaking to Esbern or Delphine.

THE  FALLEN       PAARTHURNAX
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PREREQUISITES:  Pqrtiql (omplete Main Quest: The  Fallen

INTERSE(TING  QUESTS: Main Quest: The  Fallen/  Main Ouesl:

Poqrthurnqx/  Other Faction Ouesls (The Greybeqrds Quests):

Word Wall  Revelations*,  Other Faction  Ouesls (The Greybeards

Quests): Meditatioms ofl Words of Power*

LO(ATlONS: High Hrothgqr, Solitude, (ostle Dour, Whilerun,

Drogonsreath, Windhelm,  Palace of the  Kings

CHARACTERS: Delphine,  EIenwen,  Esbern,  Galmar Stone-Fist,  GenemI

Tullius/  Jarl  Balgruuf the Greater, JorI  EIisif the  Fair, Jqrl Vignar the

Revered ,  Legate  Rikke, Master Arngeir,  Ulfri( Stor"Iook

ENEMIES:  None

a  OBJE(TIVES: Get Greybeords, help in negolialing a truce/ Talk to

Arngeir, Talk to General Tullius/ Talk to  Ulfric Stormclook, Talk to

Armgeir/ Take your seat,  Negotiole a truce

all Unettding only occurs if the (ivil Wflr still roses

across Skyrim;  consult the previous quBStiOr more

a  convin(a Genertll Tullius and JtirI  Ulfric lo allen

esf.  Once holh  htive ugreed

more (ivil War Qu

ire A Modicum of Civility

a  OBJECTIVE: Gel Greybeards, help in negotiating a truce

a  OBJECTIVE: Talk to Arngeir

I  TARGET: Master Arngeir, in  High Hrothgar

Return to High  Hrothgar and seek out Master Arngeir.  lnitially'  he talks about
the difficulties  in  capturing  a  dragon.  Inform  him  that you,re actually here to

get his help stopping  the Civil War.  Arngeir reluctantly agrees to this and
requests that you  journey to  Ulfric  Stormcloak and  General Tullius,  and  tell
them that the Greybeards wish  to speak to them.  You  may approach the
leader of the Stormcloaks and the lmperials in either order.

A  OBJECTIVE: Thlk to General Tullius

I TARGET: (ostle Dour, in Solitude

a  OBJE(TIVE: Talk to lllfric Stor"look

I TARGET: Palace of the Kings, in Windhelm

®General Thullius: Plot a  path  and trek lo Solitude.  Enter the walled
city.  Progress to the entrance to Castle Dour, where the high-ranking
lmperials command the ongoing war efforts.  Approach General Tullius.

He  hcIS a  different greeting  depending  On  how the Civil  Wclr  iS  Progressing
clnd Whose Side you,Ve Chosen,  but he Certainly  remembers you  from  Helgen.
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Speak to the general again  if he fobs you off and tell  him you have a
message from the Greybeards-they are convening a peace council at High
Hrothgar.  You  can  attempt to  persuade Tullius,  tell  him  that Ulfric  has already
agreed  (if this is the case)  or convince him with answers that you choose:
Eventually he agrees to the treaty.

®UIfric Sformcloak: Figure out a favored route and journey to
Windhelm.  Step inside the walled city.  Move to the entrance to
the  Palace of the  Kings,  where the  Stormcloak chieftains  plan  their

ongoing  raids.  Approach  Ulfric Stormcloak.  His opinion  on  you  differs,
depending on  how the Civil War is progressing and the side you,ve chosen,
but he can,I forget his time  at Helgen.  Inform  him of the  message from  the
Greybeards,  thclt they hCIVe requested a  Peace council at High  Hrothgar.  You
can  try persuading  Ulfric,  letting  him  know Tullius  has already agreed  (if this
has  happened),  or  bring  him  around  with  answers of your choosing.  Finally,
he agrees to the sirdown treaty meeting.

A  OBJE(TIVE: Talk to Arngeir

I  TARGET: Master Arngeir,  in  High  Hrothgar

RE» war and peace

Paarthurnax, the conversation  is slightly different,  depending on  how you,ve
dealt with the dragon. The conversation ends,  Arngeir expresses further
concerns to you-especially that this place was built and dedicated to

peace-before all parties are requested  fo lake their Seats for the COunCil.

A  OBJE(TIVE: Take your seat

Enter the grand hall  in  High  Hrothgar, and take your seat opposite the
entrance.  The various  members of the factions attending  this meeting  are as
follows:

¢
®

®

®

Legate  Rikke,  cl  loyal  and  disciplined  Second-in{Ommand  and  a  true

believer  in  the  rightness of the  Imperial  cause.

Jarl  Elisif the  Fair,  the figurehead  of Solitude who defers to Tullius.

General  Tullius,  the  leader of the  Imperil)I  forces  in  Skyrim.  He  is

practical  but impatient and  unimaginative.

Jarl  Balgruuf the Greater,  of Whiterun.  A strong'  noble,  and valiant
leader,  he attends  if he  still  rules  his city.

(3¬,JESTS.  MAIN  QUEST:  ACT Ill
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Elenwen,  a  steely, determined,  and  ruthless head of the Thalmor observers.

She sits near the lmperials,  but her machinations are more complex.

Arngeir,  Delphine,  and  Esbern sit in the adjacent chairs, opposite you.

Their alliances are disparate but well known to you.

Ulfric  Stormcloak,  the Fiery and charismatic Jarl  of Windhelm,  is

attempting to win Skyrim,s independence.

Galmar Stone-Fist is  Ulfric,s grizzled,  hard-bitten,  and fearless

housecarl.  Importantly,  he  is also completely loyal.

JarI Vignar of Whiterun,  if the Civil War has progressed and the

Stormcloaks  have Whiterun  under their control.

a  OBJECTIVE: Negotiate a truce

Opening Remarks
The negotiations now begin.  Due to the variations that your previous choices
have alrecldy had On this Peace Process,  there are Several VCIriatiOnS and
discussions.  But it is vitally  important for your own  machinations that you
understand what you  should  be seeking to accomplish from this:

Failure is not on option

The good  news is,  unless you  start brandishing  a weapon  and slashing
dignitaries,  there  is  no way to  ,,fail,,  in  this  meeting.  But you  must tailor the
agreements to your personal wishes.  Here,s  how this all  breaks down:

Every time you,re asked your opinion,  you  need to favor a  faction,  either

the  lmperials or the  Stormcloaks.  Logically/  you  should  side with  the faction

you  are  helping  (or wanting  to  help)  in  the  Civil  War,.  strongly agree with
all their statements.

Or,  you  can  favor the opposing  faction.  This  is counterintuilive,  as  it

will  only anger your allies  and  (if you're  interested  in  the Civil War)  will

force you to retake any Holds you gave away thanks to your terrible
negotiations.

You  can  favor one faction a  little or a  lot.  Read the answers you're about

to give to determine what are strongly or weakly favored  responses.

Or, you can favor neither side  if the Civil War doesn,I interest you,  the

Civil War Quests haven,t started yet, or you wish to simply be impartial.

This has  no real effects on the faction you  may be leaning toward.

Begin: Whose Side Are You On?

Hold lmporlonce

First, you should  understand  how the  Holds of Skyrim are broken  down,  in
terms of //type,,,  for this meeting. The following table shows which  Holds are
strongholds  (the base of operations for a faction), which are mcliOr Holds

(important),  and which are  minor Holds  (less  important):

Negoliotion  I :  Elenwen
As soon as the negotiations begin,  Ulfric raises objections about Elenwen
even  being  involved  in  this council.  Tullius or Ulfric  asks you what your
thoughts are:

®
¢

To c]gree with  Ulfric and  kick out this  unwonted  entity

To disagree with  Ulfric and  keep  Elenwen  in  the  meeting

Negotiation 2: Markarth or Rifren
The  next item  to discuss  is giving  up a  major  Hold.  lf you  take the Stormcloak
side,  General Tullius will  demand  that Rifren  be turned  over to the  Empire.
Otherwise,  Ulfric will demand Markarth  be surrendered to the Stormcloaks.
The opposing  faction,s reaction depends on the state of the Civil War:

The faction that controls Markarth or Rifren  asks you what you think is a

fair trade for the city.  Your answer is always one of two choices:

§  An exchange of a  major Hold the opposition  has

¢  An exchange of a  minor Hold the opposition  has

The council goes along with whatever choice you  make.  Bear in  mind that

the side that controls Markarth  or  Riften  will  be  unhappy if it  is  bargained

for a  minor  Hold!

Negotiation 3: The Archivist Speaks
At this  point one of the factions threatens to leave the bargaining table,  This
is always the faction that is  most unhappy at the moment (the one you  have
favored the least).  Esbern  restores order with an  impassioned  speech about
the greater danger,  and  both sides grudgingly agree to continue.

Negotiation 4: (oncessions
lt is now time for the faction that you,ve favored  less  (and thus  "losing" the
negotiations)  to ask for adclitional concessions.

For each demand, you can choose whether to agree to the concession.
This continues until the side demanding  a concession from you  receives  it or
they run out of concessions to ask for  (which  requires you to refuse all their
demands).

F!P       This is an  excellent opportunity to really stick  it te?he side you

aren/i «l!ied with!  Rermember thtit onv Changes you «gree to

(susgin  «s  a  hold  (htinging  hunds)  from  here  on  will  «ffeci  any (ivil Wsr

Guests that tire currently flctive.

Quest (onclusion
The council  now concludes.  If you've favored  the enemy over your initial
allies, you will  be scolded  by your allies.  The quest then concludes.

Postquest Activities
Al this  point,  Main  Quest:  The  Fallen  begins.  Consult Part 2  of this quest

(shown  previously)  for more  information.

SEASON UNENDING
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PREREOllISITES: (omplete Main

Quest: The  Fallen
©   mlNOR SPOILERS

lNTERSE(TING  QUESTS: Main Ouesl: The  Fallen, Main Ouesl:

Sovngarde/  Main  Quest:  Pqurlhurnox,  Other Faction Quests (The

Greybeards Quests): Word Wall  Revelotions* /  Other Faction

Quests (The Greybeords Ouesls): Meditations on Words of Power*,

Side Quest: Masks of the  Dmgon  Priests*

LOCATIONS: Skuldafn, Skuldofn  North Tower, Skuldofn South Tower /

Skuldafn Temple, Whiterun,  Dragonsreqch

(HARA(TERS: Jorl Bqlgruuf the Greater, Jarl Vigmr the Revered/

Odahviing  ("Winged Snow Hunter"), Whiterun  Guard

ENEMIES: Dragon,  Drougr,  Frostbite Spider,  Nahkriin the  Dragon  Priest

A   OBJECTIVES: Set Odohviing free/ Talk to Odahviing/  Reach Alduin/s

portal to Sovngorde/  Enter Sovngqrde

Quest names marked with this symbol do n¢l appe

ur Quest Menu list, although objectives my.

ire Eqslwqrd, to The Afterlife

a  OBJECTIVE: Set Odahviing free

I TARGET: Odonviing/  Dmgonsreach in Whiterun

Although you,re right
to be suspicious,  the

nly way to reach
Skuldafn  is to agree
to free Odahviing/  on
the condition that he
transport you there.  You
may also witness  lrileth/a
and Farengar Secret-
Fire's reactions and

questioning  of the dragon.  Then climb the steps to the side of the hall where
Odahviing  is waiting.  Instruct the guard to open the trap.  The guard  isn,I too
happy,  so confirm these are your wishes.  lf you don't wish to wait, you  may
activate the  pull{hain yourself.

A  OBJE(TIVE: Talk to Odohviing

When you return to the dragon,  he turns and lumbers to the parapet and
waits for your arrival.  Odahviing  is awaiting your command.  When you are
ready (and fully equipped for this final adventure),  tell Odahviing you,re
ready to be taken  to Skuldafn.  You clamber aboard the dragon and set off for
a flight across the eastern  mountains.

A  OBJE(TIVE: Reach Alduin,s portal lo Sovngarde

I  TARGET: Exterior portal, the roof of Skuldofm Temple

_isEEH     Odahviing  deposits

st                            J    y9u.qn.th: edge of the
Skuldafn  fane  (temple)
and  departs,.  this  is  GIS  far

as he can take you.  Bring
up your map; you,re
on  the eastern  side of
the Velothi  Mountains,
out of the Skyrim  realm.=.-_=L  i
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Edge through the first of two giant stone arches ancl cross the brI.dge.  You,re
likely to be set upon  by a dragon at this point,  but it may depclrt the areCl
before you can take it down  (or utilize  Dragonrend).  Don't overstretch

yourself fighting  it if it flees  (or use  DrclgOnrend  if you Want it tO flee).  After

passing  through  the second archway on  the bridge,s opposite side,  there are
other foes to concern yourself with.

The first of these are
Draugr that clatter down
the stone steps as you
intercept (or sneak past)
them.  Continue south,
into a cracked courtyard

i±   --i    with temple outbuildings
--a|b    to investigate.  But first,

the dragon  returns to try
and finish  you.  As with

your other dragon  battles,  employ the tactics already learned:  down the beast
with  Dragonrend,  and  then  dispatch  it with your favorite  killing  implements or
augmentations.  You absorb the Dragon  Soul after you  slay the creature. There
is  little time to  rest,.  another dragon  attacks only  moments  later.  Deal  with  it in
a  similar fashion.  Should  you  wish  to flee,  the only areas  suitable are the  side
temples,  filled with  Draugr.  Absorb another Dragon  Soul  before continuing

your Draugr dispatching.

>  Dmgon Soul (2)

e

Take a  moment to
survey the scenery:

i   This  sprawling  fame  is

i   comprised  ofa  South
Temple Tower,  a  north
temple tower, and a main
temple  interior,  which
is the  likely location to

(   head to when looking for
Alduin,s  Portcll.  Before

main  stone  stairs,  split by a  torch  and a  stone column,  inspect
the Skuldafn South Tower.  Inside is a  spircll  staircase and a  small chamber
with  'ltems to gather- A second chamber is atop the stairs and  has a chest and
a  Few other  items.  Expect at lecISt Six  Draugrs as you  battle through  this tower.
two upper exits allow you to safely check the main temple and the courtyard
from which you  just came.

Head  back down to the courtyard.  Move east up either of the two stone
staircases and  under either arch to a  small open folly with a treasure chest at
the top.  Next,  head  north,  under another arch,  before beginning a  pitched
battle  (or a sneaking  maneuver)  against the remclinS Of the Nord dead.  The
Draugr continue to appear as you encroach  up the  main stairs toward the
main  temple sanctum.  When you,re fighting  up the stairs,  beware of Draugr

perched atop the templets roof, as they can strike you with  ranged fire.  Fight
back using your own  projectile attacks,  or move to the door so the rooftop
foes can,I aim at you.

Before entering the main temple, you can  optionally turn around  and
head south,  down the eastern  platform overlooking the ruined  outer buildings

you  just navigated,  to the entrance of Skuldafn  North Tower,  This  provides
more  Draugr for you to defeat.  Take the spiral  stclirCaSe tO an  upper Chamber
and exterior balcony.  The balcony leads back to an otherwise-inaccessible
interior corridor with a treasure chest lo raicl.  After you emerge back on

GL)ESTS   MAIN  QUEST  ACT  Ill
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of you,  surrounding  a  second embalming table.  Ascend either set of steps
to an  upper chamber,  where the vertical  Draugr coffin  lids fly open,  and out
spills more emaciated  bags of bones for you to thwart.  After eliminating  the
Draugr,  you,ll  notice the two archways clhead are blocked by portcullises.
Investigate the pillars and  lever to continue your progress.

Puzzle Solution Part I: A lever raises the portcullises,  but it is currently
not attached  to the mechanism.  ln  the upper chamber, there are three pillars
with  carved  animal  petroglyphs on  them.  Investigate the two outer pillars
first.  On  the outside  of the ceremonial  arch  structure they are  silting  under is
a  second carving/ which  is  resting  in  the mouth ofa  stone  head.  Move the

pillar on the western  side so the Whale glyph  is facing  the chamber,s western
side  (in  the  same direction  as  the carving  above the  pillar).  Move the  pillar
on the eastern  side so the Snake glyph  is facing  the chamber,s eastern  side.
The mechanism  is  now attached.

Puzzle Solution Part 2:  Before you  move the middle pillar,  peer at the two

portcullises. Above each  is a stone head,  and  in the  mouth of each  head  is
another glyph,  partially obscured  by the stone crossbeam.  The left (northwest)
mouth  has a  Snake.  The right (northeast)  has a  Hawk.  Now rotate the  middle

pillar so the Snake or the  Hawk faces the lever pedestal. Then  pull the lever,
and the portcullis corresponding to the Snake or Hawk opens.  You can  have
only one  portcullis open  at a  time.

the steps through the left portcullis  up to a  hallway (as the right
area and small chest), and drop to the altar and

Fight through  cobwebs and  Frostbite Spiders, and
webbed alcoves reveal a  hidden chest or some

puzzle chamber.
re chests before you

east, and walk around
lyph  in  its  mouth.

turn  it so the

hove.  Locate the

The cloor rumbles down,  allowing you to step into cl  huge main Crypt.
The place  is silent compared to the Draugr infestations you've beaten  back

previc)usly.  Approach the Word \^fall at the crypt's far end ancl absorb
another-and extremely potent-Word of Power. Then depart the temple
interior,  optionally checking  an embalming chamber to the side,  before
opening the double wooden doors to the temple exterior.

>   W®Fti Off  P®weff: storm ¬ti!l



PREREQUISITES: (omplete Main

Quest: The World-Eater,s Eyrie ©   mAJOR  SPOILERS

lNTERSE(TINC QUESTS: Main Quest: The World-Eoler,s Eyrie, Main

Quest:  Drogonslayer

LOCATIONS: Sovngqrde,  Hall of Valor, Shqdowed Vale/ Whq!ebone

Bridge

{HARA("RS:  Erlendr the Quick,  Felldir,  Gormluith  Golden-Hilt/

Hakon,  Hunroor the Agile, Jurgem Wind(qller ("The (aim") ,  Olflf

One-Eye/ Stormclook Soldier, Tsun/  Ulfgar the  Unending/ Ysgromor,

und many others.

ENEMIES: Alduin

a   OBJECTIVES:  Find out how to defeat Alduin/  Gain odmittqnce lo the

ne? seeking valor

Hall of Valor/ Thlk lo the heroes of Sovngqrde

ifefty Terror in the Shadowed Vole

a  OBJE(TIVE: Find out how to defeat Alduin

I TARGET: Lost soul, in the Shadowed Vale

monolithic cowled  statues and  into the valley of mists-the Shadowed Vale.

stones  and  blue  torchlig icates the  main route to take.  Soon you
make out a figure,  a  Stormcloak Soldier,  lost and terrified,  He pleads with

you  to turn  back.  The fellow splutters out a  riddle:  "vain  is all  courage against
the  peril  that guards  the way."  You  surmise  he,s talking  about Alduin.

He tells the tale of his own  demise  but is even  more terrified of AIcluin,
whose  hunger  is  insatiable.  The drc]gon  hunts the  lost souls  snarecl within
this shadowed valley/  feasts upon them to regain  his  power,  and returns to
Tamriel.  The  soldier pleads with  you  to take  him  to Shorts  Hall,  wh
heroes of old  await their eternity  in  safety from Alduin,s hunt.  An

you wish.  Perhaps you  might seek some help inside thi

a  OBJECTIVE: Gain admittance to the  Hall of Valor

I TARGET: Tsun, in Sovngarde

leaf Skies Shout once more to spot the  Hall of Valor silhouetted
Ioomy skies in the distance to the north Venture farther into
d the oath  splits, continuing around  both sides of a central

tcrop. You can climb the steps cut into the outcrop.  Watch Alduin as
eps about in the  middle distance,  plucking  souls lost in the fog  and

them.  Atop this central outcrop/ above the fog/ you can also view
entrance to the Hall of Valor,  a gigantic whale skeleton that spans a

less chasm void.

The  Ei ud¬-. ,8L-I,J,+:  t
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Return to the path  below.  No matter which  path to the whalebone bridge that

you take,  expect to encounter two or three  lost souls caught forever in the
fog.  Expect both Stormcloaks and  lmperials here,  along with those you  may
have dispatched during your adventure.  Along the left-hand  path, you ccln
also meet High  King Torygg, whose death at the hands of ulfric Stormcloak

plunged  Skyrim  into civil war.  All  fear the World-Eater.  Emerge from
Shadowed Vale and approach the steps leading to the whalebone bridge,
where a  mighty figure stands  before you.

Approach  Tsun.  lf you,ve
studied your Tamriel
history/  you,ll  know  he  is

a  hero of ancient times,
the brother of Stendarr,
shield-thane to Shor,  and
a warrior of supreme

quality.  To  Nords,  he  is
revered as the greatest
warrior who ever lived.
As you approach,  he asks what brings you to

him and attemp"a cross the briclge witho
forTsun to catch you  in this  maneuver,

m the skies.  lt strikes you  repeatedly,  ft

e and to your death.

ask,  he tells you that he iuds
e the Hall of Valor. After furl

you seek to en ll and thatyou have a

ith  a  series of verses.  This warrior poetry is rille
ting,  rugged  beauty.  You  receiye a  Separate  response  if

achieyed any (or all)  of the following:

S   Become the leader qf the Companions.

§  Become the head of the College of Wnterhold.

S  Achieved the status as the  head of the Dark Brotherhood.

§  A¢hieved the status as the leader of the Thieves Guild.

Tsun  agrees to let you  into the  Hall,  but only after you  pass the warrior,s
n  unsheathes  his two-handed  battleaxe and advances upon you!

is  battle  need  not be difficult.  You  may utilize any of the  Shouts that
learned  that damage foes  in  combclt  (Fire  Breclth  iS a  good  Choice)

these ranged attacks with your favored offensive weaponry. Once you
wound Tsun  enough,  he  halts the attack,  judges that you fought well,  and
steps aside,  allowing you to cross the Whalebone  Bridge.  Don,I fall  off the
briclge as you cross!

A  OBJECTIVE: Talk to the heroes of Sovngorde

I  TARGETS: Gormlaith  Golden-Hilt,  Felldir, and  Hakon, in the Hall

ofVolor

GUESTS   MAIN  QUEST:  ACT  Ill
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he g'lant doors to the
all of Valor appear

before you.  Push one
en ond enter the

grand  hall.  Heroes from
Tamriel's recent and
distant past walk this
Hall,  which  is dominated
by mead and meat:
A banquet,  including

a  huge  spit-roast is  underway,  and  Shorts subjects make merry' awaiting
his summons to the last battle.  You are greeted  by the mighty warrior who
adapted  Nordic writing  from the elves, Ysgramor- This  revered ancestor of
the Companions tells you that three warriors stand  ready,  awaiting your
word to loose their fury upon the perilous foe.  Their names are Gormlaith the
Fearless,  Hakon the Valiant,  and  Felldir the Old. You  may remember them
as the Nordic warriors you saw in your Elder Scrolls vision.  Seek them out
among the other heroes of Sovngarde.

The following  heroic fighters from yore are among the  honored guests  in
the  Hall  of Valor:

Erlendr the Quick,  a friend of Ulfgar,  who was turned  into a stone pillar by

a  mage  named Grimkell.

Jurgen Windcaller (,,The Calm,,),  the founder of the Way of the Voice.  The
Greybeards  honor him.

Hunroor the Agile, a companion of Ulfgar, who was turned  into a Stone

pillar  by a  mage called  Grimkell.

Ulfgar the Unending' a  Nord  barbarian who has fincllly found  his Way

home,  along with  his brethren.

Olaf OneLEye,  a firstLera  king Who helped Capture a mighty dragon  named

Numinex and  housed him  in  Dragonsreach.

Quest (ontlusion
When you,re done
wandering among the
heroes,  locate the three
Nordic warriors who
defeated Alduin the first
time around:  Gormlaith
Golden-Hilt,  Hakon
One-Eye,  and  Felldir
the Old,  Gormlaith  is
raring  to  seal  Alduin,s

doom,  but hold council  before the battle begins. They agree that Alduin,s

mist is  more than  a  snare,.  it is  his  shield  and  cloak.  With  the four voices of
the  heroes and  Dragonborn  joined  in  unison,  the mist can  be removed and
AIduin  brought to battle. The World-Eater fears you,  Dragonborn!

Postquest Activities
Once the Nordic heroes agree to fight Alduin, Main Quest:  Dragonslayer
begins.

PREREQUISITES: (omplete Main

Quest:  sovngorde         I                                          ©  MAJOR SPOILERS

lNTERSECTING  QUESTS: Main  Quest: Sovngqrde, Main  Quest:

Epilogue

LOCATIONS: Sovngarde/  Hall of Valor, Shadowed Vole, Whalebone

Bridge

(HARACTERS: Gormlqith Golden-Hilt,  Hakon  One-Eye,  and  Felldir

lheOld

ENEMIES: Alduin

a  OBJECTIVES: Help the heroes of Sovngarde dispel Alduin,s ml.st,

Defeat Alduin

ife¢ ,,I,ve wailed qn Eternity for This Day,,

a  OBJE(JIVE: Help the heroes of Sovngarde dispel Alduin,s mist

I TARGET: Nordic heroes/ Shadowed Vale, in Sovngarde

Leave the  Hall of Valor and cross the Whalebone  Bridge to the edge of the
Shadowed Vale, where your Nordic brethren are gathered. They are eager
to slay Alduin  for a second time,  while the World-Eater roars away in  this
mist.  When the three heroes  have assembled,  use your Clear Skies Shout to

blow away the nearby mist - your allies will  join you.  Alduin  bellows  back
with  a  Shout of his own,  and  the mist descends once again.  Continue your
Shouts  until  Alduin,s  might  is  broken.

"p       Have till your favorite Weapons,  Spells,  find Sl10uiS Set uP SO you
(oil  swiT!h  between  them  quickly,  dependi!1g  On  how COmbtit  goes.   :

A  OBJECTIVE: Defeat Alduin

mists permanently dispelled,  Alduin,s  massive,  iaggecl form swoops
down  into the vale.  He begins to launch a  barrage of fire attacks at you, the
Nords/  clnd any of the lost souls that have been freed from their permanent
fog.  The time  has come to finish  Alduin  forever!

Dragon Slaying:
Alduin  is a  lot less  mobile

when  he,s writhing  in
agony and having to
land after a Dragonrend
attack strikes  him.  Make
this your earliest priority,
and dodge any attacks
he  launches from  his
mouth.

Utilizing  the  Dragonrend  is  imperative;  Alduin  is  invulnerable unless  he/s
writhing and descending to the ground or unless he,s on the ground after

TRAINING                         THE  INVErndTORY
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being  affected  by Dragonrend.  lf he  isn,I bathed  in  the  blue  light from  this
attack,  he,s  impervious to your weapons.

Stand close to your fellow fighters so you can vary the attacks and  so

you  don,I face Alduin on your own.  If your coordinated attacks come from
different directions,  Alduin won,I focus all  his attention  on  you.  Meanwhile,

you  have the  luxury of striking  only him.

You  need only one Dragonrend  to down Alduin; you can  switch to
another Shout (such as Fire  Breath)  and attack with that and with your
favored weapons.  Use any that you've employed  successfully against
dragons  in  the past.  But remember to attempt this only when  Dragonrend  is
still  affecting  him.

Quest (onclusion
After you  strike the  killing  blow,  Alduin  writhes  in agony and  his  soul  begins
to  dissipclte....

Postquest Activities
After you  strike the  killing  blow,  Main  Quest:  Epilogue  begins.

PREREQUISITES: (omplete Main

Quest:  Drqgonslqyer
©   MAJOR  SPOILERS

lNTERSECTINO QUESTS: Main Quest:  Dragonsloyer, Main Quest:

Paarthurnux

LOCATIONS: High  Hrothgor, Sky Haven Temple,  Sovmgorde,  Hall of

Valor,  Shadowed Vale, Whalebone  Bridge, Throat of the World

(HARA(TEES: Delphine,  Esbern,  Felldir,  Gormloilh  Golden-Hill/  Hqkon,

Master Arngeir/  Odahviing/  Paarlhurnax/ Tsum

ENEMIES: Alduin

A  OBJECTIVES: Speak to Tsun to return to Skyrim

ife Banishment: Ziil gro dovah ulse!

NOTE      Onre you romplete Main Quest:  Drugonslayer, this quest

aulomotically begins.

A  OBJECTIVE: Speak lo Tsun to retum to Skyrim

I TARGET: Tsun, Whalebone Bridge, in Sovngarde

*

}

ly

+i+

P

Alduin thrashes on the ground as  his soul  leaves  his corporeal  form.  With a
final,  thunderous  spasm,  Alduin  is torn  apart,.  not even  his  skeleton  remains
in  this afterlife.  Tsun  is the first to congratulate you  on  your mighty deed;  you
have cleansed Sovngarde of Alduin,s evil snare. They will sing of this battle
in the Hall ofValor!  You  may speak to any of the  heroes who  helped you  in
battle.  When you,re ready to leave,  only Tsun can trclnSPOrt you from this

place.  Tsun  summons  Shor,s Might clnd  returns you  tO the Throat of the World.
First,  though,  he grants you a Shout,  one that brings a  hero from  Sovngarde
to your side  in your hour of need.

>   Word of Power: Hero, (all of Valor

ly         >  word of power:champion/ (qllofvllor

>   Word of Power: Legend, (all of Valor

2%       S  Sthif?-sRiM
+

Quest (onclusion

You  return to the Throat of the World,  with  a full complement of dragons

perched on the mountaintop at your arrival.  The two recognizable beasts are
Odahviing  and  Paarthurnax  (if he  is  still  alive).  These  beasts  roar  in  a  death
chant for their Fallen god-their leader,  Alduin,  and then  rake to the skies.
Should you attack,  they depart without fighting  back.  Poarthumax greets you,
impressed  by your teats.  Then  he,  too, flies away,  leaving  only Odahviing.
Speak with  him,  and  he  informs you  that he  is  now  in your service.

MOTE      The (nlI  Dmgon Shout now summons him to do your bidding_

Retum to High  Hrothgar and speak with Master Arngeir.  Inform  him of your
actions,.  he  believes Alduin  may yet rise again,  but that is for the gods to
decide.

lf you  return to Sky Haven Temple,  Delphine asks whether you  have good
news.  But there,s  still  the matter of Paarthurnax,  if he  lives,  The  Blades are

grateful  but are certainly more apprecicltiVe  if Alduin,s  brother  is also slain.

Postquest Activities
Once you  return to the Throat of the World,  you can continue exploring
SkyrI.m and  finish  any Other quests.

;i'JEST'5   VAIN QUEST:  ACT Ill
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RE> optimal OuesI SIarI
You can start the Companions Quests when you  arrive al Whiterun for the
first time, or at any point thereafter. Warriors may wish to join sooner rather
than  later for access to a wide range of combat skill trainers.

B> sanctuary: Jorrvaskr, in Whilerun

The Companions,  sanctuary is the Nordic  longhouse adjacent to Dragonsreach, on the upper end of Whiterun.  This  is an ancient and  honored  mead  hall where

generations of Companions have met.  According to local  legend, Jorrvaskr is actually the oldest building  in all of Whiterun.  lt existed alone on the mountain
while the city was  built up around  it over the centuries.  lt features a  main dining area,  below which are the living  quarters for the whelps and for the Circle and
Harbinger.

Outside,  there  is a training area,  and close by is the Skyforge,  where the Companions, weapons are formed.  The forge  itself is large,  ancient,  and  built
outside on a  mountain,  close to the sky.  Below the Skyforge is a ceremonial area  known as the Underforge,  which  is out of bounds except on  rare occasions.

se> Imporlanl {haraclers
Founder: Ysgrqmor

Ysgramor was born  in
Atmora,  the ancestral  land
forall humans.  He and
two of his sons were the
only survivors of the Night
of Tears, when the elves
attacked Saarthal and killed
all  the other inhabitants.

sgramor retreated to
tmora,  rallied an army

of Five  Hundred Companions,  and  led them to
vanquish  the elves and drive them  out of Skyrim.

Harbinger: Kodlok Whitemqne
For 2O years now,  Kodlak
has commanded the
Companions,  balancing
his  tactical  skill,  ferocity  in

combat, and commanding

presence.  But those days are
drawing to a close. A year
ago,  Kodlok contracted the
rot and  his condition has
rapidly diminished.  He  has

become weak in  body/  and  his frustration shows.
He,s taken to locking  himself behind closed doors,

poring over old documents, desperate to cure
himself of lycanthropy.

The (ircle: Aelo the Huntress
Aela  is the latest in a  long
family of women  in the
Companions.  Her mother
was a member, as was her
grandmother clnd every
woman  in  her family for

generations.  Aela  claims
that her  line runs  back
to Hrotti  BIackblade,
one of the original  Five

Hundred Companions.  Aela was not raised  in
the Companions like Vilkas and  Farkas were,
but it has been a fixture in  her life from a very
early age.

>  Tminer (Archery: Expert):
Aela the  Huntress

The (ircle:  Forkos

big deal  in the Companions,  but he shows  more
disrespect to the older members than others do.
Farkas  is  also..-a  bit slow_

*  Trainer (Heavy Armor: Master): Parkas

The (irtle: Vilkos

Vilkas and  his twin  brother,
Farkas,  were raised  in
Jorrvaskr-a place not
accustomed to the sight
of children.  Only "lma
the Haggard offered them
anything  in  the way of
comfort.  Severcll years
ago, Jergen was  killed  in a
battle with  brigands near

Dawnstar.  Vilkas serves as the Master at Arms
and  is in charge of training younger members  in
weapon combat.  He  is hard on  his students  but is
an  excellent teacher.

>. Trainer (Two-HaIIded: Master): Vilkas

The (ir(le: Skior the Scarred
Skjor,s early life was
one common among the
Companions.  He fought
in the Great War and
returned to Skyrim after
the Empire,s defeat.  He
earned oreputation as
being a sword for hire and
was eventually recruited
by the Companions.  Skier

has always seen  his role as the steady and loyal
friend to those in  power.  He has few ambitions
of his own,  beyond supporting and standing by
those to whom  he has sworn  loycllty. There is no
one  in the Companions with a greater sense of
duty and honor.

CJNE!INTEW

TRAINiNG                        TLiE  INVENTORY THE  BESTIARY cauE;SIS                        ATLAS  OF  SKYRIM                       APPENDICES  AND  INDEX



Member: Athis
Adept in one-handed
weaponry,  Athis is a  Dark
Elf who keeps quiet most
of the time.  He  is civil and
loyal,  but never at the
forefront of any battles.

>   Trainer (One-Handed: Expert): Athis

Member: Nioda Stonearm
An  impressive brawler and
expert at blocking,  but with
an  unpleasant attitude and
uncaring disposition,  Niada
has few friends,  which  is  just
how she likes  it.

>   Tminer (Plo(k: Expert): Niada Stoneorm

Member:  Rid
Rid  is the youngest of
the whelp recruits and  is
determined to fight and
die alongside her Shield.
Brothers.  She is especially in
awe of Aela the Huntress.

B Training
The  main  members of this guild  of fighters are
extremely talented  in  a  particular skill.  Speak
fo each of them and  increase the chosen  skill
by a  point,  to a  maximum of five points before

you  level  up.  lf you  have enough gold, you can
complete this  numerous limes:

v2"3i`

Member: Torvor
Torvar is a  recent whelp
and  isn,I taking  well  to the
intensive training.  He grows
ever weary and anxious,. the
thought of dying  in  battle
terrifies  him.

Member: Vignor the Revered
Vignar the Revered was
once a general and
commander  in  the  Legion
during the Great War.  He
led  brave warriors for nearly
3O years. That was a  long
time,  though, and  now
Vignar lives a  life of peace
and  relative quiet.  He holds
a place of honor among the

Companions,  and the group welcomes his council.

Housekeeper: TiI" the Hqggqrd
Tilma the Haggard  has
been the single servant of
Jorrvaskr for as  long as
anyone can remember. The
Companions  ioke that they
built the mead  hall around
her.  To an outsider,  it may
seem  as  ifTilma  is  little

more than  cI  Slave.  But she
is definitely there by choice

and  is committed  to her duties and the warriors of
Jorrvaskr.

ife Avqilqble Ouesls
There are a total of l9
1 3 are Radiant Quests

Critical Path Quests

Blutksmilh:  Eorlund Gmy-Mane

Eorlund Gray-Mane is
the patriarch of Clan
Gray-Mane, one of the
oldest,  most respected
families in Whiterun.
Eorlund  is widely known
to be the best blacksmith

"#  :no:: ocfosmkypr::i;:lf:us:li,
his wares helve become

the stuff of legend and are especially prized
by the Companions.  Eorlund  is very old  (and
has a  brilliant mane of long gray hair),  but his
long  hours working the Skyforge have kept him
incredibly fit.

>  Trainer (Smilhimg: Master):
Eorlumd  Gray-Mane

TIP      Forging Ahead: Once you
(omplete (omponions Quest:  Glory

of the  Defld, the Skyforge ctin forge a  unique

set of Nord  Hero weapons.  Skyforge steel

weaponry is slightly better than  normal steel.

ompqnionship:
s, Aelo,  Athis/  Rid,

Niadu/ and Torvor a oble to be married

on(e (ompanions Quest: Glory of the Detid is

over.  (onsult Temple Side Quest: The  Bonds of

Matrimony (page 423) for more details.

ts available with the Companions.  Six of these are Critical  Path Quests, and

Simply referred to as "quests," these are the mCIin quests you attempt With  the Companions.  All  but the
first quest have one or more prerequisites,  as shown  in the following tclble:

Radiant Quests
These are usually smaller quests that require you to complete a task for a  particular Companion.  The
Initial Wave Radiant Quests are available first,  and  remain available after the critical  path quests are
complete.  The Second Wave quests are  next; you  must complete two to begin Companions Quest:
Blood,s  Honor.  The  Final Wave quests only become available after Gill  Of the Critical  PCIth  quests are
complete.

ln each case,  the objectives of a  Radiant Quest clre  usually random. They are listed  in  more detail
after the Critical  Path Quests,  but consult the following table to learn the  prerequisites  required to  begin
every Radiant Quest:

Tre  8'`ie.- ,Sc|.I:_i  i+/
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PREREQUISITES: None

lNTERSE{TING QUESTS: (ompanions Quest: Proving Honor,

(ompqnions Rodiqnt Ouesls

LOCATIONS: Pelagia form/ Whilerun, Jorrvaskr,  Living Ouorters/

Skyforge

CHARA(TERS: Aelo the Huntress, Athis,  Eorlund Gray-Mono,  Farkas,

Kodlak Whilemone,  Niqdo Slonearm,  Rid/  Skior/ Vilkos

ENEMIES: Giqm

A  OBJECTIVES: Speak lo Kodlak Whilemqne, Tmin with Vilkos/  Give

Vilkas,s sword to Eorlund,  Bring Aelq  her shield,  Follow Farkas lo your

refty Training The Whelp

You hear the sounds of a  pitched  battle across the plains,  close to Pelagicl
Farm, within  the outskirts of Whiterun. Come closer to the fight,  and you'll
witness two warriors attempting to topple a giant who was trespassing too
far into the fc]rmland.  You  may wcltCh Or join  the fracas.  After the giant is
killed  (you can  search  him without penalty), you  may speak with Aela the
Huntress,i Ria,  or Farkas,  the warriors who slew the giant.  They explain who
the Companions are and how you  may join their Guild:  Head foJorrvaskr iF

you,re worth anything  in a fight.

Enter the city of Whiterun
and climb the streets
until you  reach  the  steps
leading  up to Jorrvaskr,
the Companions,
longhouse.  When you
step  inside,  you'll  likely

see a training  fight
in  progress,  with two
recruits (Athis and  Niada

Stonearm)  brawling.  The other Companions watching the  melee offer words
of encouragement.  The sparring  is overseen  by an  intimidating,  oneeyed
man  named Skior.  Speak to him when you wish to proceed with  important
knowledge about this Guild.  He explains the Companions are known  by
many names,  and  not all of them complimentary. The battle switches to fists,
and  Niclda Stonearm  lives  up to her last name, finishing  her opponent and
ending  the fight.

You  may speak with  her and  listen  to her rude replies.  But when you  cISk
her (or other Companions) who is in charge,  she mentions someone  named
Kodlak Whitemane, who is the Harbinger,. this  is the closest to a  leader this
rabble have and to whom they pledge their loyally.  Once you learn about
Kodlak,  this quest officially commences.

a  OBJECTIVE: Speak to Kodlak Whilemane

Kodlak calls  "a urden  lo bear.'' They

Head fo the longhouse,s
south end, down the
stairs,  clnd open  the
doors to the Living
Quarters.  Head along the
main  lower-floor corridor
to reach  Kodlak.  He is
usually speaking with
Vilkas,  who  still  hears the
call of the blood, which

speaking and look at you: There
is a  stranger  in their  hall.

You can  ask Kodlak who the Companions are, why he  joined them,
where they stcmd on the Civil War,  and,  most importantly for this quest,  if

you can  join them. Although Vilkas voices his disapproval,  Kodlak says thclt
Jorrvaskr has some empty beds for those with a fire burning  in their hearts.
He then asks  how you are in  battle.  You  may answer how you wish,.  it results
in  Kodlclk requesting  that VilkcIS take you  Outside to  See  how you  handle

yourself.

a  OBJE(TIVE: Tmin with Vilkos

OVERVIEW      TAKE  UP ARMS
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ExitJorrvaskr and  head  into the courtyard to the structure,s  rear.  Vilkas
instructs you to take a few swings at him.  Oblige by unsheathing your
favored  melee weapon and  striking Vilkas,  who expertly blocks with  his
shield.  Stop your attacks when  instructed  (or you'll soon  learn why crossing
the Companions  isn't a  good  idea).  Vilkas seems to think you  have an  inkling
oF promise,  but you,re still  considered  a  whelp to them.  ln  the  meantime,  you
have some orders to take care of:  Vilkas wants you  fo take his sword  up to
Eorlund Gray-Mane,  who is waiting  to sharpen  it.

>  Skylorge Steel Sword

O  OBJE(TIVE: Give Vilkas's sword to  Eorlund

I TARGET: Skyforge, in Whiterun

Gray-Mane works the steel.  ln arm

Take the sword

(optionally testing  it out
in an  unrelated adventure
or two),  and  bring  it
up the steps  hewn  into
the rocky outcrop to
the  north  of Jorrvaskr.
You  reach the Skyforge,
an  impressively large
forge where Eorlund

Eorlund of your errand.  Depending on

your answers,  Eorlund tells you to remember that nobody rules anyone  in  the
Companions,  so subservient attitudes aren't necessary.  They haven't had any
leaders  since Ysgramor.  Eorlund  isn,I a  CompclniOn,  but he'S an  expert in
working the Skyforge, which  produces the best steel  in all of Skyrim.  Before

you go,  Eorlund  has a  request:  He wants you to take a shield to Aela the
Huntress.  Seeing  the  irony of this  request is optional.

>  Steel Shield

a  OBJECTIVE: Brl'ng Aelo her shield

I TARGET: Aelo the Huntress, in Jorrvoskr in Whiterun

Return  toJorrvaskr,  and  search the hall or the  Living Quarters for Aela the
Huntress,  who  is  usually speaking  with  Skior.  Tell  her you  have  her shield,
and  she gratefully receives  it.  She  leclrnS Who you  are  and  Of your fight
with Vilkas.  She asks  how you,d  handle yourself in  a  real  fight with  him.
Answer how you wish,  cllthOugh  She won,I like  it if you  threaten Violence tO a
Shield-Brother.  She tells you  to speak to  Farkas,  who arrives at the end  of this
conversation.

A  OBJE(TIVE: Follow Farkos to your quarters

Quest (onclusion
Farkas seems  pleasant enough,.  in fact,  he,s glad of the company.  He takes

you down the main  hall  of the Living Quarters,  to the dormitory you,ll  be
sharing.  You  can  pick any bed  that isn/I being  slept in.  The quest concludes.

Poslquesl Activities
Farkas ends the conversation,  asking whether you  might help with a

problem they are having.  You  may speak to him or ignore  him and seek
out employment from another Companion:  And so begins your Faction
Radiant Quests  (consult the quest name that appears clfrer agreeing to the
task,  and  cross-reference  il with  the Radiant Quest in  this chapter).  You'll
need to complete at least one of these before Companions Quest:  Proving
Honor begins.

PREREQUISITES: (omplete the

(ompanions Ouesl: Take up Arms,
©   MINOR SPOILERS

(omplele one Fuclion  Rodiqnt Quest

lNTERSE(TING QUESTS: The (ompqnions Quest: Thke up Arms,

The (ompanions Quest:  Proving  Honor / The (ompqnions Quest:

Brotherhood, The (ompanions Quest: The Silver Hand, The

(omponions Radiant Quests

LO(ATIONS: Dustman/s (oirn, Whiterun, Jorrvqskr

(HARA(TERS: Forkos, Skier

ENEMIES:  Draugr,  Frostbite Spider/  Giant Frostbite Spider/ Silver Hand,

Skeever

O  OBJECTIVES: Talk to Skior/ Speak to Forkas,  Retrieve the frugmenl,

Returm lo Jorrvoskr

The  ¬i.de`-ScrcL.I   ``'

s-kTy__irin

ife Trial oI Ihe Cohort

A  OBJECTIVE: Thlk to Skior

The Companions  have
witnessed your previous
work ethic, and once you
revisit Whiterun,  enter

Jorrvaskr,  and search out
Skior, you are greeted
more warmly.  He has
a  more  interesting task
for you  to  help with.  lt
appears a scholar visited

the Companions a week ago,  explaining where they could find another
fragment of Ysgramor's Blade.  Seeking out the fragment is considered a trial;
do well,  and you can consider yourself a  member of the Companions.  Farkas
is your Shield-Sibling  for this adventure.

GUESTS. THE COMPANIONS QUESTS
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a  OBJE(TIVE: Speak lo Forkas

Farkas  is usually within Jorrvaskr and  is ready to
retrieve the fragment when you are. You may speak
also to Farkas about personal  matters  if you wish.

a  OBJECTIVE: Retrieve the fragment

I TARGET: Fragment of Ysgramor,s Blade/

inside  Dustman/i (tlirn

ife ysgrqmor's BIessing
After a trek through  the
wilderness with  Farkas,
navigc]te northwest of
Whiterun and  up to

ustman's Cairn.  Drop
below the standing
stones.  Arm yourself
and  begin to navigate
through these catacombs,
and  listen  for  FarkcIS,S

advice. Take any treasure
GIS you  descend  Past
the  loose  burial  stones.
Continue deeper into a
ceremonial  hub chamber
with  multiple archways
and  a couple of thrones.

The way forward is
blockecl.  The only area
of interest is an archway
with  a  raised  portcullis,
which  leads to a  small
alcove with a  lever.
Activate it,  and the

portcullis drops,  trapping
you  inside  but raising
the portcullis of a  nearby

oks in and tells you  he,ll find the release,  but as he does,
he is surrounded by the members of the Silver Hand!  Severely outnumbered,
Farkas backs up before letting out a guttural growl and transforming  into a
massive werewolf that slaughters the Silver Hand where they cower!  After
freeing you,  speak to Farkas, who explains his  metamorphosis  (known
colloquially as his Beast Form)is a blessing  bestowed upon some of the
Companions.

Press on through the archway Farkas just opened. You face  multiple Draugr
and  Silver Hand as you descend  info this elorlgated crypt.  Beware of
occasional dart traps (watch for pressure stones beneath your feet that trigger
them),  and continue the slaughtering  up until you  reach the large crypt
chamber with a  locked  iron door at the eastern  end.  Check the burial  urns
nearby for a key that opens this door.

>  Duslman's Calm Key

Quickly deal with the Skeever problem once you're through the door,  passing
interconnecting chambers and stone pclssageways. A battle against a GI'ant
Frostbite Spider occurs soon afterward.  Continue through  another bank
of crypts,  until you  reach the moior tomb room,  where a  Draugr Wight is
buried.  Strange chanting draws you to the area  behind the raised tomb;  this
is a Word Wall, and a Word of Power is drummed  into your subconscious!
With the chant fresh  in your memory/  inspect the raised tomb and take the
fragment lying on top of it (along with any other spoils you wish).

>  Word of Power: Fire Breath     >   Fragment of Ysgramor,s Blade

a  OBJECTIVE: Return to Jorrvaskr

I TARGET: Jorrvaskr, in Whiterun

lf you checkyour map  (or the map provided  in the Atla
corridor off to the side of this tomb room,  behind the raised  stone cllCOVe.
Alas, when you  attempt to breach  it,  the burial  stones will  not shift,  but the
Draugr begin to clttaCk.  Drop into the main chamber,  where a  protracted
battle with  at least 20 Draugr (including a dreaded  high-rclnking  Draugr that
clambers out of the raised tomb)  takes place.  Keep moving,  retreat to safely
if you  need to,  and don,I leave Farkas to fend  for himself!  A final  Drougr
crashes through the burial stone,  allowing access  up a tight side tunnel.  At
the tunnel,s end  is a  lever, which opens a secret rock door leading  back to
the cairn,s entrance.

Quest Conclusion:  Brotherhood

From  here,  it is a simple
matter of returning to
Jorrvaskr and seeking
out Skior, who gladly
takes the fragment of
Ysgramor,s Blade from

you.  Vilkcls  is  also
waiting,  having heard
how well you did as
a  Shield-Sibling.  The
Companions are assembled  in the rear courtyard. They are concluding a
circle of judgment,  and  Kodlak informs you that you are now a  member
of the Companions.  You are welcomed  into the fold,  but you still  need to

prove yourself.

Postquest Activities
Speak to Aela,  Farkas,  Skier,  or Vl'Ikc]s,  and tell them you're looking for work
to  begin any other Faction  Radiant Quests.

TAKE  UP ARMS..  PROVING  HONOR
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PREREQUISITES: (omplele the

(ompqnions Quest: pr.oving I,lonor,   i--J9--U!N.9BiP9lLE?-S

(omplete one Faction Rodionl Ouesl

INTERSECTING QUESTS: The (ompanions Quest: Proving Honor/ The

(ompamions Radiant Quests

LOCATIONS: Gallows Rock, Whiterun/ Jorrvaskr, Skyforge,  Underforge

CIIARACTERS: Aelo the Huntress,  Farkos, Skior, Werewolf

ENEMIES: Krev the Skinner, Silver Hand/  Skeever

a  OBJE(TIVES: Talk to Skior/ Meet with Skior ot night/  Enter the

Underforge,  Parlicipole in the blood ritual, Talk to Aelq,  Kill the

werewolf hunters, Talk to Aelo

ife Forging the Lycqnlhrope

\  "BJECTIVE: Talk to Skior

After completing the
Companions Quest:
Proving  Honor,  Skior

i   has spentenough time

judging your worthiness
)   to become one of the
)   Companions.  When you

find Skior,  he says  he

;   hcIS  something  a  little
i   different planned for

requests you  meet him at the entrdnce to th_e_und:rforge
after nightfall.

a OBJE(TIVE: Meet with Skier ot night

a  OBJE(TIVE: Enter the Underforge

I TARGET: Underforge, in Whiterun

Once the sun has set
e between O6:00

O8:OO a.mJ,
head around the left

(north)  side of Jorrvaskr
building and  meet with
Skior by a  mclssive

protrusion of stone,
below the Skyforge.
Skior explains this  is the

most ancient part of Whiterun and that the Underforge taps a vein of magic
older than  men or elves.  Skior beckons for you to open the rock wall that
shifts cIPart,  allowing  entrance  into the  Underforge.

Skior enters the
Underforge with you.

ela the Huntress  has

throw away e

taken a  lupine form
and  is waiting around
the Sacred  Font.  Skior
explains the ceremony

you will  undertc]ke  is to
be done in secret, as
Kodlak is busy trying  to

Companions  have been granted,.  he thinks it a curse
rather than a  blessing.  Now join  in the shared  blood of the wolf and activclte
the Sacred  Font.

A  OBJECTIVE: Porticipote in the blood ritual

¢jrw,Jr,i,a,/+sex+,-jTC=C{=Cr,,-,r  ,1|/,",,  ,+/rI|+,I),a,«a,-jS,/  I,,  ,;,,

:T4£u)

The  Eilc`ie=Scre1:S   I,,

s_-kTV__RT_ri

You experience a tremendous change in your body structure.  Your vision  is
much  improved.  Your speed  is like that of the wolf.  Your social standing with
the locals  is possibly not worth testing out at the moment.  Soon, your eyes
close and everything turns to  black.

a  OBJE(TIVE: Thlk to Aela

I TARGET: Aela the Humtress, on the moors outside Gallows Rock

/3

;.i?   "p      As a werewolf/  any (rime you commit will not count «gtiinst you/
tis your identity is not known.  Ho-er/  everyone (except for the

CompanioltS)  iS  hostile  and Will  fight Or flee from you.  lf you  kill  fimyOne/

they  remain  dead  (so don't slay a  mer(kant ac(identfllly!). You  cain  howl

and sprimt plflces on fill fours for an even  quicker dash. You  may tum into fl

werewolf omce per day.

B> clawing The silver Hand
You wake up on the
moors,  clc]d  in  little  more

than your modesty. Aela
the  Huntress  is with you
and explains that your
transformation was not
easy but successful. To
celebrate becoming part
of the Companions, you
are to slaughter a  pack

hunters known as the Silver Hand,  who are camped  nearby.  But
first, ask Aela any questions about your "condition,,  that you wish. Then  place

your armor and clothing  back on,  and arm  up for the assault.

a  OBJE(TIVE: Kill the werewolf hunters

?;*;,i:S  t TARGET: Silver Hand (lop,  in Gallows Ro(k

Charge or prowl around
the exterior battlements
of the Gallows Rock
fortification  before
slaying the two Silver

and guarding the
entrance. Then step
inside. Judging  by
the spear bars on the
doorwcly/  the Silver

must have locked the place down once Skior charged  in.  Activate the
lever and hecld down the Stairs. Make sure Aela accompanies you, as she,s
helpful  in combat as a  Shield-Sibling.  Continue through this complex of stone
corridors,  removing  Skeever vermin and Silver Hand as you go.

TIP       Remember you can  use your  Beast  Form  during this quest.

Access it via your Magi(  menu.

Many of your brethren  lie
dead  in the cells,.  release
any who are alive so
they can  savage their
captors.  Then  push down
the stairs,  into a  stone
hall  with  skinned  pelt

hangings.  Battle through
and down the stairs to
the circular chamber

with the columns.  This  is the  lair of Krev the Skinner,  the Silver Hand  leader in
these parts.  He is flanked  by two lackeys.  Muster your combat potential and
savagely dispatch them all.  Then  ransack the chamber (and optionally/  the
entire area)  for loot.

QUESTS: THE COMPANIONS QUESTS
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a  OBJECTIVE: Thlk to Aela

Quest (omlusion
There are no rewards here,  only sadness.  Alas, Aelcl  has Seen  the body Of
Skior.  He is dead;  he should  not have come  here without a Shield_Brother'
Skior will  be avenged. The plot to kill all of those responsible for this outrage
begins now!

Postquesl Activities
You must now complete two additional Radiant Quests for Aela  (and her only)
to begin The Companions Quest:  Blood,s Honor.

PREREQUISITES: (omplete the

(omponions Quest: The Silver
©   mAJOR SPOILERS

Hand, (omplete two (ompanions Radiant Quests

lNTERSECTING QUESTS: The (ompanions OuesI: The Silver

Hand, The (omponions Quest: Purity of Revenge, The (omponions

Radiant Ouesls

LOCATIONS: Glenmoril Coven, Whiterun, Jorrvoskr/ Jorrvaskr

Living Ouorters

(HARACTERS: Aelo the Huntress/  Kodlak Whitemone, Vilkas

ENEMIES: Frostbite Spider/  Glenmoril Wit(h, Silver  Hand, Skeever

a  OBJECTIVES: (ollect a Glenmoril Witch/s head, (Optional) Wipe out

the GIenmoril Witches,  Return to Kodlak

B Hircine,s Curse
After completing the
Companions Quest:
Proving  Honor and then
tending to other business,
visit Kodlak,  who  is
usually down  in  his  Living

Quarters  in Jorrvaskr.  Sit
next to him and  begin

talk.  After telling  him

what you've been up
to, Kodlak asks if you,ve heard the story of how the Companions became
werewolves. The Order of the Companions is almost 5,COO years old,  but
the beastblc)od has only "troubledw them for a few hundred.  One of Kodlak/s

predecessors made a bargain with the witches of Glenmoril Coven,.  if the
Companions were to hunt in the name of their lord,  Hircine,  lheywould  be

granted great power. But there was deception!

Although  in wolf form the Companions are powerful,  the disease of
lycanthropy seeps into the spirit, and upon death, werewolves are claimed by
Hircine for his Hunting  Grounds.  For some,  the eternal chase and capture is a
boon,  but for a true Nord like Kodlak,  it is a curse,  for he wishes Sovngorde
to be his spirit home.  Rather than  resigning  himself to a wolf's death,  Kodlak
has spent his twilight years trying  to find a cure.  The answer lies  in the same
magic that the witches used to ensnare the Companions. You are to go to
their coven  and  strike down all witches.  Return with their heads-the seat of
their abilities.

O  OBJE(TIVE: (ollect a GIenmoril Witch's head

a  OBJE(TIVE: (Optional) Wipe out the Glenmoril Witches

I TARO[T: Glenmoril Witch, in GlenmoriI (oven

Enter the Coven, which is formed around a central hub cavern, where a
Glenmoril Witch awaits.  Strike  her with sneak,  ranged,  or melee attacks.
Beware of her frost spells and  her familiclr.  Continue combat until one of you
falls-be sure it,s the crone! Then  inspect the withered corpse and collect the
head  (as well as any Hagraven  Feathers you  may need for crafring).

>   GIenmoriI Witch Het]d

A  OBJECTIVE: Return to Kodlak

At this point, you are prompted to return to Kodlak.  Before you return

(which  is a critical part of this quest), you can also hunt down the four other
Glenmoril Witches who inhabit this coven.

:1;¬;.:;,;;   TIE       lf you,re having trouble locating any of the wit(hes, chambers/

cflrefully inspect the hub chomher (where the first witch wfls),  as

some  comnetting  tunnels can  be  hard tO SPOT.

Journey bc]ck to
Whiterun, and  head
toward Jorrvaskr. Judging
from the onlookers,
Aela,s drawn weclpon,
and the slaughtered
Silver Hand at her feet,
the longhouse was the
scene of a vicious Silver
Hand attack while you
were away.  Enter Jorrvaskr and speak with Vilkas.  He hcIS SOme SOrrOwlul
news,.  Kodlak was  killed  during  the fighting.

Quest (onclusion
The Silver Hand mclde Off With  all the fragments Of Wuuthrad that you  had
collected.  Vilkas vows that you and  he will bring the battle to their chief
camp.  Kodlak will be avenged.

Postquest Atlivities
The Companions Quest:  Purity of Revenge begins immediately.  There are now
no Radiant Quests available,  due to the recent Silver Hand attack.  Although

you may think the Witch Heads aren't of use, they become important during
Companions Quest: GIory of the Dead and afterward.

THE  SILVER  HAND      BLOOD'S  HONOR

TRAINING                       THE  INVENTORY THE  BES"ARY QUESTS                       ATLAS OF  SKYRIM                       APPENDICES AND  INDEX



PREREQUISITES: (omplete the

(ompqnions Quest:  Blood/s Homor    '\        ®  """vn JIV|LLnJ

INTERSE(TING QUESTS: The (ompanions Quest: Blood/s Honor,

The (ompqnions Ouesl: Glory of the Dead/ The (omponions

Radiant Quests

LOCATIONS: Driftshade Refuge,  Driftshade (ellor, Whiterun, Jorrvaskr

(HARA(TEDS: Vilkos, Werewolf

ENErvLIES: Silver  hand

a  OBJE(TIVES: Retrieve the fmgmenls of Wuuthrod, (Optional) Wipe

ou"he Silver Hand,  Return to Jorrvoskr

ife severing lhe silver Hand

©   MINOR SPOILERS

";       a  OBJE(TIVE: Retrieve the fragments of Wuuthrod

;       WBJECTIVE: (Oplionol) Wipe out the Silver Hand
li

I TARGET: Wuuthrad fragments, inside Drifrshade Refuge

Vilkas wishes to immediately depart for the Silver Hand  stronghold of
Driftshade Refuge and accompanies you as your Shield-Brother.  Purchase
any equipment if necessary,  and then  journey north  into the Mountains of
Winterhold,  to the southeast of Dclwnstar'  Combat begins  immediately-
Sneaking  is  inadvisable for a Companion,  especially one with an optional
objective to fulfill  and a  recently slain  advisor.  Dispatch  the foes guarding
the entrance to the Refuge.  Kill the one on the roof with  ranged weapons, or
sneak up the steps to the rear of the entrance.

r244M 'l

Tr.¬   8';dc= &cr=`(I:_i   ``,.

sirVTIT_in

Fight your way past the stocked wood and  barrels,  watching  for the pressure

plate lest you  receive a swinging gate trap in the face-a fate you can
attempt for any foes  if you wish. Venture farther into the cellar,  and  split open
the Silver  Hand  guarding  a  large distillery tank of mead.  Exit via  a  hole  in
the stone wall  and  into a  snow tunnel. You appear in a small cavern complete
with  holding  cells.  Release any werewolves  still alive  (they are  locals afflicted
with  lycanthropy,  rather than Companions).  The snow tunnel connects back
into the cellar.

mains of a werewolf and shred the foes  in the torture room.  Enter
the remains of the cellar,s grand  hall,  now full of collapsed  masonry.  After
more Silver Hand  slaughtering/  head  south,  up the steps and  back into the
refuge area.  Enter the small dungeon  room,  then turn  left and bound  up the
stairs. The  remaining  Silver  Hand are  in  this chamber.  Kill  them all.  Your
optional objective should complete at this point. Then  inspect the table on the
elevated dining area, where all the fragments of Ysgramor,s Blade can  be
found...again. fake them  before resting  for a  moment with Vilkas, who seems
to  have finally realized your prowess as a fighter.

>  Frdgmenls of VAulhrad

A  OBJE(TIVE: Return to Jorrvoskr

Quest (onclusion
Head  south out of Drifrshade Refuge,  back outside,  and then to Whiterun
and your longhouse  home.  As you  near Jorrvaskr, Vilkas remarks that your
brethren should  have finished  preparing the funeral of Kodlak by now.

Postquest Activities
The Companions Quest:  Glory of the Dead  begins  immediately.  There are
now no  Radiant Quests available, due to the preparations for Kodlak/s
departure.

QLj!-sis. THE COMIANIONS QUESTS
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PREREQUISITES: (omplete the

(ompqnions Quest:  purity of Revenge  i         ©  MAJOR SPOILERS

INTERSECTING QUESTS: The (omponions Quest:  Purity of Revenge/

The (ompanioms Rqdionl Quests

LOCATIONS: Whiterun/ Jorrvaskr, Jorrvqskr Living Outirters, Skyforge,

Underforge, Ysgromor's Tomb

CHARA(TEES: Aelo the  Humtress,  Dqni[o  Pure-Spring,  Eorlumd

Gmy-Mono,  Forkqs/ Jarl of Whiterun,  Kodlok Whitemune, Vilkos

ENEMIES: Companion Ghost,  Frostbite Spider,  Kodlak,s Wolf Spirit,

Skeever

a  OBJE(TIVES: Attend Kodlqk/s funeral,  Retrieve Kodlok/s fragment,

Give the final fragment to  Eorlund, Meet the (ircle,  Go to Ysgramor/s

Tomb with the (ircle,  Retum Wuuthrqd to Ysgmmor, Get to the burial

(homber, Speak to Kodlak,  Put witch head into fire,  Defeat the wolf

spirit, Speak to  Kodlok

B out of lhe Strong Comes Forth Steel

a  OBJE(TIVE: Attend  Kodlqk's funeral

I TARGET: Skyforge, north of Jorrvaskr, in Whiterun

Upon your  return  toJorrvcISkr,  there  iS  nO One  inside the building,.  they are all

at the Skyforge, where Eorlund  has prepared the pyre for Kodlak,s funeral.
The Companions are there, along with some of Whiterun,s population,
including  the Jarl ancl the  priestess Danica  Pure-Spring.  Aela steps forward
to  join  Eorlund  and Vilkas  in c]  simple,  strong-hearted  eulogy.  Aela  lights the

pyre, and  Kodlak/s body is set ablaze.  With  his spirit departed,  she requests
that the members of the Circle should withdraw to the Underforge to grieve
together.  Before you  leave with them,  Eorlund asks whether you  have the
Fragments of Wuuthrad;  he needs to prepare them  for mouming  back in
Jorrvaskr.  There  is a final  piece of the Wuuthrad that Kodlak always kept
close-  Eorlund  requests that you go to Kodlak/s chambers and  bring the piece
back for  him.

a  OBJECTIVE: Retrieve Kodlok/s fragment

I TARGET: Living Ouqrters, in Jorrvqskr in Whiterun

Enter Jorrvaskr and
descend into the Living
Quarters.  Head north,

pas"he chair where
you and Kodlak sat and
talked.  His bedroom  is to
the right (east).  Check the
bedside table and grab
the two  items within.  One
is the fragment Eorlund

mentioned,  and  the other  is Kodlak,s Journal.  You  mcly optionally  read  it.
Kodlak,s wishes for your role within the Companions are detailed  in  it.

>  Frdgm¬nt of Ys9ramOr'S Blade       >  Kodlok's Journal

a  OBJE(TIVE: Give the final fragmenHo Eorlund

Return to Eorlund,  who is  usually at the Skyforge,  and  hand over the
fragment.  He thanks you and says the Companions are waiting  for you  inside
the Underforge.

a  OBJECTIVE: Meet the (ircle

I TARGET: Underforge, in Whiterun

Open the loose rock wall below the Skyforge and enter the place where

you were once baptized  into the  moon-born. Vilkas and Aela are  having  a
heated discussion over Kodlak,s final wishes.  Although Aela  is at one with  her
Beast Form, Vilkas knows that Kodlak wished to meet Ysgramor and  know
the glories of Sovngarde and  the Hall of Valor. The curse of lycanthropy took
that from  him.  Aela relents,  understanding that Kodlak/s wishes are to be
respected.

Vilkas then tells you of the Tomb of Ysgramor, where the souls of
Harbingers past heed  the call of northern  steel.  But the tomb cannot be
entered  because Ysgramor's  Blade  is  in  pieces.  Eorlund  informs them that
tools c)re  meant to  be broken...and  repclired!  This  is the first time that all

pieces of the Blade have been  returned together,  and the flames of Kodlak
fuel  the rebirth  of Wuulhrad!  Eorlund  hands you the  blclde,  Which  iS  now  in
one piece,  and the Circle of Companions set off to enter the tomb and  help
cast Kodlak off into the Nordic realm of the afterlife.

>  rmulhrqd

a  OBJE(TIVE: 6o to Ysgromor,s Tomb with the (ircle

I TARGET: Entrance to Ysgrqmor's Tomb

T!P       Wuuthrcd the  E!f-S!tiyer is fl  poweriu! t-wo-handed wetipon thct

tioes 2O%  more damage io e!ven  foes.  !t is a suitab!¬  reword for

some®me who has brought honor to the  Comptinioms.

PURITY OF  REVENGE      GLORY OF THE  DEAD
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giv rfuming lhe Wolf
Northwest of Winterhold,
in  the  ice fields  of

the Sea  of Ghosts,
lies the  Nordic cairn
indicc]ting  the entrance to
Ysgramor's Tomb.  Climb
over the  lip of the cairn
and open  the iron door
that leads  into the tomb
interior.  Your  Shield-

inspecting  the weaponless statue at the tomb/s entrance

plinth.  Vilkas says this  is  the  resting  place of Ysgramor and  his  most trusted
generals,  and you should  be cautious. Then Vilkas reveals that he won,I be
accompanying you  on  this fincll  mission;  his  mind  iS too togged  and  his  heart

grieved.  He then  instructs you to grant Ysgramor,s statue its  rightful blade.

a  OBJECTIVE: Return Wuuthrad to Ysgramor

Approach the statue of Ysgramor and place the Wuuthrad in the statue,s grip.
The tomb entrance behind  (north of)  the statue slides open.  You,  Farkas,  and
Aela the  Huntress will  now meet Ysgramor,s guardians and fight your way to

the resting  place of Ysgramor'

a  OBJECTIVE: GeHo the burial chamber

Brush  aside the cobwebs and  investigate the tunnel beyond, which turns
and ends at a double door with an  alcove on either side.  From  each alcc)v
a Companion Ghost appears,  ready to test your mettle. Slay them as if they
were enemies,. you are  proving yourself to them  in  battle,  and there  is  no

greater honor.  Open the double doors and enter the entrance hall, where
three more ghosts appear to thwart you. rdckle them,  checking  on your
Shield-Siblings  in  case they  need your support.

Head  south, down  another level,  and  into the  hall of crypts.  Return
several  more Companion  Ghosts to Sovngarde as they emerge from their
venical tombs,  then  head  south,  hack.lng  at the entrance filled with  cobwebs.
Farkas parts company with you at this point. The cobwebs lead to two
connected chambers filled with  Frostbite Spiders  (expect at least one to be
Giant).  Dispatch  them  all  before activating  the chain  by the  portcullis to
the south.  Venture into the main tomb.  At least six more Companion Ghosts
appear to stop you between here and the corridor and the steps up to an

iron door.

Open the door to reach cl  long  hall With a  Pedestal at its far end.  Atop the
stol  is a  handle.  Pull  it to open  the portcullis  in the  sunken  corridor on

r left (north),  Head down  into a giant ceremonial chamber,  with the skull
of a  mammoth dominating  the central embalming table.  At least four more
Companion Ghosts appear.  Stick your bladed weapon  into their ethereal
forms.  When  the fight is over,  you  may climb the final steps,  open the double
doors, and  enter Ysgramor,s burial chamber.

A  OBJE(TIVE: Speak to Kodlok
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B> And So Slain lhe Beast Inside
Stride over to meet
the spirit of Kodlak/
who  (along with  his
fellow Harbingers from
history)  have  been
warming themselves
in this chamber and
trying  to evade Hircine.
Although you can see
only Kodlak/s spirit,  he

assures you  his  predecessors are with you,  in this  most sacred of chambers.
Tell  Kodlak that Vilkas  mentioned  a  cure was  still  possible,  and  Kodlak
instructs you  to take one of the witches,  heads clnd  throw  it into the  blue fire.
lt will  release their magic-for him at least

A  OBJE(TIVE: Put wit(h head into fire

a  OBJE(TIVE: Defeat the wolf spirit

Approach the  Flame of the  Harbinger and  drop a witch/s head  into  il- The
moment the  blue flames begin to devour the  head and the witch's magical

grip loosens,  Kodlak,s Wolf Spirt appears.  You  must destroy it in combat.

A  OBJE(TIVE: Speak to Kodlok

Quest (onclusion
eturn  fo  Kocllak/s spirit and  tell  him you  killed  his  beast spirit.  He thanks

you for this gift, one tclintecl  by sadness that the other Harbingers  remain
trapped  by Hircine.  Perhaps a  battle for their souls could be waged from
Sovngarde.  For today,  however,  you  must triumph  in your victory and  lead
the Companions to further glory!

Postquest Activities

Locate any treasure chests you wish to plunder.  Pull the chain and exit via
the raised area on the chamber,s eastern  side.  Head  up the spiral  stairs to
a second chain  that removes a  section of rock wall.  Return to the entrance
chamber where Ysgramor,s statue  is standing.  You  may now return to
Jorrvaskr at your leisure.  Although your critical Companions Quests are over,
there are  now three additional  Rc]diant Quests available  (along with  the  initial
owes).  You  enjoy the companionship of your Shield-Brothers and  Sisters as

you  return,  victorious,  as  Harbinger!

>  Word ol Power: AnimI Allegiance

TIP       YOU  may wisll tO i«ke WuuFhr«d from YsgrGmOr,S Statue before

you  ieflve/  und  use this wecep®m.

TIP       E®rging  Ahead: The Skyiorge/  bu"ling with  ltodlak?s Spirit/  ctill

new iorge  a  unique se? of N¢!.d  Hero wetipons if you  have the

skill to (raf"hem.

.    ,1

#S¥g   NOTE     lnlimOf¬ (OmPdniOnShiP: Forkos, Vilkds/ Aelo/
Ll:_I_    __JT__..__  ___  Jl  _LI_  I_  L_  ____:_I  ___,-

Athis/  Rifl,

Niada/  and Torvqr are all  able to  be married once Com

Quest: Glory of the  Dead is over.  (onsult Temple Side  Quest: The

Matrimony (page 4Z3) for more details.

GUESTS.  THE COMIANIONS QUESTS      THE  COMPANIONS  RADIANT QUESTS
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Quest giver: Aela

speak to Aela and request some work.  lt seems that someone has a problem with a wild animal loose in their dwelling and has requested a Companion to help
eradicate the menace.  Aela orders you to locate the animal and  kill  it quickly.

A  OBJECTIVE:  Kill the [random qnimal]

I TARGET: Random animal, random location

oumey to the clwelling
here the reported

occurred.  Draw your

preferred weapon as you
enter,.  the animal  usually

strikes once you,re  inside
the premises.  Cut down
the animal,  obtaining  its

pelt if you wish.

a  OBJE(TIVE: Return to Aelo

Quest (onclusion
Return  toJorrvaskr,  and seek out Aela.  Inform  her of the quick and  noble
death you,ve given the creature.  You,re given  some coin for your troubles.

>  Cold pieces (!eyeled)

Postquest Attivilies
You  may now speak to another Companion and begin another Radiant Quest

(or access the critical  Companions Quest if you  haven,I already).

Quest giver: Aela

Speak to Aela and  request some work.  lt seems that there  is an animal den  located close to a group of friends of the companions,  and  periodically,
attack them.  Aela orders you to eradicate the threat,. you are to find  all the animals within the den and dispatch them.



Quest giver: Farkos

Tell  Farkas you,re looking  for work.  Fortunately,  he  has a  job that requires

your immediate aHention.  Farkas hcIS  received word that a group Of
aggressors are causing a  disturbance and  must be dealt with  using your
combat mettle.  He needs you to  journey to the place where the problem  has
arisen  clnd Slay those  responsible.  This  is  to  be a  killing'.  take  no  prisoners!

A  OBJECTIVE: Kill the leader of a [rondom locqtion]

I TARGET: Random target, random location

Travel to the place
indicated on your
world  map where a

group of enemies  is
ccluSing  Problems  for

one of the Companions
clients.  Locate the

leader.  Proceed to
slay this enemy as
swiftly as  possible.

You can dispatch anyone who attempts to stop you,  although you  need kill
only the  leader for this quest to complete.  This  is a  simple  slaying  mission.

a  OBJE(TIVE: Return to Forkos

Quest (onclusion
Return  to Jorrvaskr and  seek out Farkas.  Inform  him  of your success at
massacring  those who sought to  upset the Companions, clients.  You,re given
some coin  for your  heroics.

>  6a!d pieces (leveled)

Poslquest A(tivities
You  may now speak to another Companion and  begin another Radiant Quest

(or access the critical Companions Quest if you  haven,I already).

giver: skior           Quest giver: VIlkas

either skior or vilkas, and  he informs you that a wanted fugitive
m authorities,  who are able to pay for the killing  of the criminal'

ate this  ne,er-do-well,  face  him  in combat, ancl  make sure he

A  OBJE(TIVE: Kill the [random (riminol]

I TARGET: Random criminal, mndom location

i3_8:~
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Set off to the location
indicatecl  on your world
map/  with the express
intention  of slaying
this criminal.  As  the

troublemaker may be
flanked  by foes who
normally reside  in  this

location,  prepare for
attacks throughout the

criminal,s  hideout.  when  you  finally reach  the criminal  in  question,  there/s  no

pleading  and  no stalling'  just a  quick and  justified  death.

QUESTS:  THE COMPANIONS  RADIANT QUESTS
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!g `   "BJECTIVE: Return to Skier or Vilkas

Quest (onclusion
Retum to Jorrvaskr and seek ou
has been brought to

your progress. You receive a cut of the rewar

fr  ©®id grie¬es !ie#eieti)

Quest gher: Skier          Quest giver: VIlkas

Speak with either Skior or Vilkas,  and  he lets you  know that a  member of an  important family or organization with ties to the Companions  has been kidnapped'
Those responsible have taken the victim to a  hiding  place.  You are to find the victim and  return  him to the location from which they were kidnapped.  Obviously,
the victim,s health  is of paramount importance.

A  OBJECTIVE: Res(ue a [random victim] from ti  [romdom location]

I  TARGET: Random victim, rtindom lotqtion

With the victim found and  released,  they become a  Follower,  and you
must emerge from your current location with them  in  tow.  Once you  reach
the surface,  having  protected  the target throughout the rest of the escape,
Fast-Travel to the safe location  indicated or the nearest already-discovered
location ancl walk the rest of the way'  defending the victim from any
further attacks.

A  OBJECTIVE:  Retum lo Skier or Vilkos

Quest (onclusion
Return toJorrvaskr and  seek out Skior or Vilkas to  inform  him ysu  recovered
the kidnapping  victim  alive clnd  Chaperoned  them  back tO a  Sale  Place.  Your



>  Silver Hand SIralagem

a  OBJECTIVE: Take the Totem to the Underforge

I TARGET: Underforge, Whiterun

Conclusion

he Totem  of Hircine  in your possession,  journey back to Jorrvaskr,  inside
Whiterun,  and  head to the Underforge.  Place the Totem on this stand. The
Totem allows you to change your Werewolf Power-  Repeat this quest for more
Totems.

>  Totem of the Hunt (Dele{l Life)

>  Totem of Brotherhood (Summon Spirit Wolves)

Postquest Activities
You  may now speak to another Companion  and  begin another Radiant Quest.

aLjESTS:  THE COMPANIONS  RADIANT QUESTS

",,                             ,_`..!'                                    .            ,I,1i(-,.:            ,.i-



Quest giver. Farkes       Quest giver: Vilkes

Talk to  Farkas or Vilkc]s.  They are worried that when  they PCISS from this

realm,  they,  too,  will share the same fate that befell  Kodlak-trapped  in a

purgatory and  desperately avoiding  Hircine,s Hunting  Grounds.  The quest
giver wants the curse of lycanthropy to be purged from  his spirit and asks for
your help in acquiring the necessary ingredients to make this possible.

a  OBJE(TIVE: (ollect a 6Ienmoril Witch  Head

I  TARGET: Glenmoril Witch  Head,  GIenmoril (oven

There are two options at this  point:  lf you  have already culled the GIenmoril
Coven of all five witches, you should  have a  spare Witch  Head  in your
inventory.  If you don,I,  you should  journey to the Glenmoril Coven,  sever
another Witch  Head,  and  return to Farkas,s or Vilkas,s location.

>  ¬Ienmoril Witch Head

a  OBJE(TIVE: (Ieqnse [the quest giver] of beastblood

Only one location  has the necessary magic to thw,art the power of Hircine,
and that is Ysgramor,s Tomb.  Follow the route set out in the Companions
Quest:  Glory of the Dead  (with  the quest giver as your Shield-Brother)  until

you  reach  the chamber with the Flame of the Harbinger.

a  OBJECTIVE: Kill [the quest giver's] wolf spirit

Quest (onclusion
Place one of the Witch  Heads  into the flickering  blue flame,  and then defeat
the wolf spirit that leaves the body.  Once this combat is over,  Farkas or Vilkas
is effectively ,,curedw of lycanthropy.  You can also drop a  head  into the flames
and cure yourself.  But be warned:  Once cured, you  lose your Beast Form
ability forever'

Postquest Activities
You may now speak to another Companion and begin another
Radiant Quest.

and would  help keep the denizens of Skyrim  safe.  You are given  instructions on where this dragon,s lair may be.

a  OBJECTIVE: Kill the dragon at [a mndom dragon's loir]

Brother),  and  begin combat with this monstrous  beast.  Depending  on  how
far through  the Main Quest you are,  the Shouts you  have  learned can very
much  help  in  this epic confrontation.  Defeat the dragon  and  claim  its  soul  for

your Own.

TIP      If you require more info-ti®fl on how to defeat the dragon,
consu!i fh® tactics listed  in  Maim  Quest:  Dragon  Rising  or  Main

Quest:  A  Bitide in the  Dtirk.  !f you,ve learned the Dragonrend Shout (titter

complefimg  Mtiin  Quest: Alduin/s  Bane),  fighting with  melee wetipons

suddenly  becomes a whole  lot etisier.

>  Dragon Soul

a  OBJE(TIVE: talk to [lhe quest giver]

Ouesl Conclusion
Farkasor Vilkas are impressed  by your dragon_slaying abilities. You are tru
the Harbinger of the Companions!

Postquest Activities
You  may now speak to another Companion and  begin another Radiclnt
Quest.

SECOND WAVE:  STEALING  PLANS,  RETRIEVAL   ,   FINAL WAVE:  TOTEMS  OF  HIRCINE,  PURITY,  DRAGON  SEEKERS
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RE» optimal Ouesl SlqrI
The College of Wnterhold Quests begin when you arrive at the College for
the first time. They give you access to trainers and vendors that considerably
increase your magical abilities and  skills.  You  can  join  the College whenever

you  like,  although Magic-focused characters may want to join  sooner rather
thcln  later tO gain access tO this  ready source Of spells.  Most other characters
will come to the College much  later,  as part of Main  Quest:  Elder Knowledge.

T[     (Toss-Referenting:  Do you wanllo see mops and le
more about the traps/  nan-quest-related items, calls

os/  find other important rooms of note in every localio

Then {ross-reference the lolqtion you tmvel to

informolion on that location  contoimed in this guide,s Atlas.

The threadbare Hold Gfy of Winterhold  has seen  most of its population driven away. The center of life I.n  these Parts nowadays iS the College of Winterhold.
Once a  prominent,  influential  location  in  Skyrim,  Winterhold  has fallen  on  hard  times  but is still  a  haven  for mages  in  Skyrim,  a  safe refuge from  distrustful
Nords.  Largely self-sufficient, the College of Winterhold  is quite content lo be  isolated from the rest of the province,  although a  more peaceful coexistence with
the outside world  is always preferred'

The College of Winterhold  is situated on a cliff overlooking the Sea of Ghosts. C)vcr the years,  the cliff has fallen  into the sea,  taking  nearly all of the
original city with  it.  Only a few buildings remain,  though somehow the College of Winterhold  has  largely been  untouched  by the damage.  lt now resides on a
free-standing crag of rock and  ice.  Inside,  the College is split into three distinctive towers:  Halls of Countenance and AItainment where apprentices and senior
mages reside,. the  Hall of the Elements,  where the Arch-Mags resicles,  gatherings are held,  and the Arcclnaeum  (the College,s great library)  is kept.  Below the
College lies the Midden,  a warren of icy runnels where the remnants of long-forgotten experiments  reside.

ife lmporlanI (haracters
Arch-Moge: Savos Aren

Savos has been the Arch-Mage of the College for a
very long time and tried to assure the people that the
College was not responsible for the Great Collapse.  He
took threats seriously after the White-Gold Concordat
and  helped secure the grounds of the College. Through
it clll,  he,S  managed  tO  maintain  his good  demeanor
and  his faith  in  humanity  He  has  little concern  for public

perception  these days,  believing  that if the  mages of the
College keep to themselves,  no one will bother them.  As
such,  he  has every  intention  of staying  out oF the Civil
\^/ar and the Thalmor,s  rise to power'

Thalmor Advisor: Ancono

A Thalmor agent currently residing at the College of
Winterhold,  acting  in an  "advisory"  position, Ancano,s

patronizing tone and  haughtiness  have made this High
Elf into a  hated figure.  Feeling  he has  no one to answer
to, Ancano is using  his time at the College to find out
any secrets he can and  relay them to his masters  back
at the Embassy in  Haafingar.  He isn't winning any

popularity awards  in the College.

\252t
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Muster-Wizard: Mirobelle Ervine

Mirabelle  may be second-in<ommclnd,  but She,S the One
who really runs the College. The day-to-day opercltiOnS
are  under her  jurisdiction,  which  doesn,I make  her

popular,  but she  knows someone  has to do the job.
Mirabelle is frustrated that the College  is seen as a
black mark,  that magic  in general  is shunned,  and fakes
very seriously any allegations of wrongdoing  leveled at
the College or its members.  She has no use for either
the  Psiiics or the Thalmor-they,re all  just getting  in  the
way and giving the College a  bad  reputation.

Wizurd: Sergius Turrionus

Well aware of the contempt Nirya and  Faralda  have
for one another,  Sergius takes time  from  his duties as
Enchanting  instructor to  instigate conflict between  the

i.I    two women,  in the  hopes that Faralda will turn to him
for comfort.  While  he,s  sure this  is going  to  backfire on
him  eventually,  he,s going  to enjoy  it while  he can'

"   >   Tminer (Enchanting:  Expert): Sergius Turrianus

c,I,ESTS,  THE COLLEGE OF WINTERHOLD QUESTS
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Wizard:  Drevis Neloren
Drevis is a strange duck.
Quite versed  in  Illusion,  he,s
well  liked  by the apprentices
but has  little presence
outside  his class.  His

colleagues bclrely seem to
acknowledge him,. he floats
through the day leaving
little  mark on  clnything.  If

they were paying attention,
one might question whether he's really there at
all....Drevis has  a  habit of wandering  into the
Arcanaeum and talking Urag groShub,s ear off,
largely because Urag can,I get away.

>   Vendor: Illusion spells

>  Trainer (Illusion: Master): Drevis Neloren

Wizard:  Fomldo
Faralda has her eye on
Mirabelle Ervine,s  position,  a
stepping stone on her way to
being Arch-Mage.  Recently
she,s noticed that Nirya
seems to have her sights set
on the same position, and
the two have developed a
bitter rivalry over it.  Rumors
of sabotaged experiments

and undermined research  provide plenty of gossip
for the other mages. When upset over something
Nirya has done,  Faralda goes running to Sergius
Turrianus, who  is  in  fact playing  up  both  sides oF
this conflict to get close to Faralda.

>   Vendor: Destruction spells

>   Trainer (Destruction: Expert): Faralda

Wizard:  Phinis Geslor
Phinis  has  little  concern

for the affairs of mortals.
He,s a wizard who
conjures creatures from the
Beyond-what else matters?
Phinis  is also  interested  in
Necromancy and fakes
solace  in the notion that the
College is one of the few

places he can get away with
honing  his artwithout being stoned to death  in  the

process.  He  regularly relies on  Enthir to procure
some of the more sensitive items his coniurations
require,  but only interacts socic]lly with Arniel
Gclne, the one person in the College who doesn't
seem nervous when speaking to him.

>   Vendor: Coniurotion spells

>  Trainer (Coniuration: Expert):
Phinis Gestor

Scholar: ArnieI  Gone

Arniel  is a  small,  frail  lmle

man who,s never been
entirely comfortable in
his own  skin.  He feels
weak and helpless, and
while turning  to  magic
has alleviated  some of
that, he wants to take it a
step further.  His  ultimate

(and very secret) goal  is to
research dwarven artifacts and figure out why

the civilization  disappeared. To that end,  he
occasionally procures the services of Enthir for
some controversial  items.

Scholar: (olette Mqrente
Coleife is the Restoration
teacher aHhe College and
is well awclre that she,s been
labeled as a peace-loving
stargazing Spriggan-hugger.
Having made repeated
attempts to break out of
that role and finding  thclt
everyone treated her even
worse when she no longer

fit the image they'd created for her,  she's finally

given  in and accepted that no one will ever see her
differently.

>   Vendor: Restoration spells

>  Trainer (Resloralion: Expert):
(oletle Moreflce

Scholar:  Enlhir

Enthir is the "man who knows
how to obtain  materials,,
in the College.  While the
College has very flexible
rules on what,s acceptable
research and whclt,s not,

I    there are some reagents and
spell  components that just
can't be acquired through
legal means.  Enthir, working

with Birna  in Winterhold,  is the elf who takes care
of that.  He also becomes a Fence in \^/interhold
during  the Thieves Guild  Quests.

>  fence (Thieves Guild)

S(holar: Niryq

Nirya  is supremely confident
of her abilities clnd  iS for
more  interested  in  jostling
for a  leadership position
than  improving her skills.  As
FaraldcI  Seems to be the Only
other mage to share these
ambitions,  she's decided
to take her down.  Sergius

provides insight as to how to
go about doing this, and while Nirya  has a sense
that he may be using  her, she can,I imagine what
his motivation  is and so she doesn,I worry about it.

Wizard: Tolfdir

Tolfdir  is old. Very old.

And while  ir,s easy for the
others to write him aft as a

oddering old fool,  he is
actually ome of the few real

asters of Alteration  magic.
e loves his work,  offering

a give new apprentices their
irst taste of the College,  and
is always avclilable tO help

if it's needed and  if it doesn't involve too much

physical aclivily.  Despite his elderly nature,  those
with perceptive qualities know to treclt him as the
venerable mentor and adviser thclt his years have
fought him to be.

>  Vendor: Alteration spells

>  Tminer (Alleralion: Master): Tolfdir

TRAINING                       THE  INVENTORY

Lorekeeper: Urqg gro-Snub
Urag,s never been a
"normar Ore, preferring

books and spells to blades
and war paint.  He puton a

good show for as long as he
could,  then quietly snuek off
a the College of Winterhold

hen he had the chance.
hile he's very good al

what he does clnd  loves  it,
he,s still somewhat conflicted by how contrary this
is to what,s perceived as lypiccll Ore  behavior. As
such,  he feels  it necessary to attempt to maintain
a gruff,  serious exterior.  He's actually developed
a close relationship with Savos Aren and with
Drevis  Neloren  (clgainSt his  better judgment),
largely because Drevis seems oblivious at Urag,s
attempts to drive him away.

>   Vendor: Books

Apprentice:  Brelyno Maryon
-I    Brelyna comes from  a  line

of Telvanni wizards, well
;   known  for their proficiency.

_I   However,  she  is  struggling
with  magic and  has opted
to study at the College,  out
of sight of her friends and
relatives.  Her plan  is to

get over whatever problem
she,s  having and then  return

to Solstheim to finish  her studies-and do so as

quickly as  possible.

>   Follower: Brelyna Maryom

Apprentice: J/Zorgo

Encouraged by his peers
to seek greater magical
knowledge,  he's traveled
to Skyrim to learn what
the Nords have to offer
about magic. J,Zargo  is
not intimidated to be the
only of his kind a"he
College,.  rather,  he takes
this as a sign that he,s an

exceptional  mage.  He believes himself superior to
his fellow apprentices clnd thinks the Only reason
he  hasn't already been  made a scholar (or higher)
is  protocol'

>   Follower: J,Zargo

Apprentice: Onmund
As a Nord, Onmundts
natural  magical ability was
seriously frowned  upon
by his family.  Coming
from a  difficult childhood
as a result, he's happy to
finally be someplace where
everyone  is  more  like him.
Unfortunately/  no one seems

quite as  happyas he  is,
which  he finds to be very puzzling.  His frequent
attempts to make friends and engage in  social
activities often  fall flat,  but this has not dampened
his  enthusiasm-

>   Follower: Onmund
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Augur of Dunltiin

Formerly a  mage from
Dunlclin  in  High  Rock,

Augur was working
on some unapproved
experiments in the Midden
and wound up fused to
he magical energies that

flow through the College.
Now incorporeal,  he has
sequestered  himself in a

locked  room  in the Midden  but keeps tabs on
everything going on  in the College.

Psiiic Monk:  Quorqnir

Quaranir is a  member of the
Psiiic Order, a group that
teaches a  philosophy called
the Elder Way,  peaceful

i   meditation  to_re_ach  a  higher

state of consciousness
and  manipulation of the
living world.  These  monks
have been known to guide

particularly adept mages,
cmd Quaranir believes that his guidance is
needed  now.

fty Training and other Notes
ln addition to a warm  bed and  like-minded
brethren,  some of the members of this College of
mages are extremely talented  in a  particular skill.
Speak to ecICh Of them and  increase the Chosen
skill  by a  point,  to a  maximum of five  points
before you  level  up.  lf you  have enough gold,  you
can complete this  numerous times:

B> Available ®uesls
There are 3 1  different quests available with the
College of Winterhold.  Eight of these clre Critical
Path Quests; 23 are Radiant Quests.

(rilicaI Path Quests
Simply referred to as "quests," these are the  main

quests you attempt. All  but the first quest have one
or more prerequisites,  as shown  in the following
idble:

-oiREa
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Followers and Marriage
Any of the three Apprentices-Brelyna, Onmund,
and J,Zargo-can become Followers once
you complete their Faction  Radiant Quests.  ln
addition,  Onmund and  Brelyncl are candicjates
for marriage.  Consult Side Quest: The Bonds of
Mc)trimony for more detclils on  the  nuptials.

Mflgic Robes

Scour the College for a series of differen|colored
variations of College Robes,. these are the finest

premade enchanted  robes you can obtain and
are rarely found as loot.  You can find them from
merchants and  randomly lying around  in chests,
wardrobes,  or other containers.

Rodiont Quests
AIso known as  "Faction  Radiant Quests,,, these are usually smaller quests that require you to complete an
objective for a  particular person.  New quests of this nature appear as you  progress through the Critical
Path Quests.  ln  most cases,  the objectives of a  Radiant Quest are randomized.  They are listed  in  more
detail clfrer the Critical  Path Quests,  but for the prerequisites required to begin every Radiant Quest,
consult the following  table:

Radiant Quest:  Forgoken Nomes*

Rodiont Quest:  Aftershock

Radiant Quest:  Rogue Wizard

Arniel's  Endeavors:  Amiel's  Endeavor  (Port 4)      Arniel Gone

I+e  £i_acrS=r'.,I:i  `/
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Complete (allege of Winterhold  Quest:  First Lessons

Complete  College of Winterhold Quest The  Eye of

(omplete (allege of Winterhold Quest The  Eye of

Complete  College  of Winterhold:  Under Soorthol

Complete (allege  of Arniel,s  Endeavors:  Arniel,s

Endeavor  (Port  1)

Complete  College  of Arniel,s  Endeavors:  Arniel,s

Endeavor  (Port 2),  and  College  of Winterhold  Quest

The  Eye of Mognus

Complete (allege  of Arniel,s  Endeavors: Arniel,s

Endeavor  (Port 3)  and College of Winterhold Quest

The  Eye of Mognus

Apprentice  Rodiont Quest:  Brelyno's  Proctl'ce          Brelyno  Moryon        Complete  College  of Winterhold:  Under Soorfhol

dl,¥sT5., THE_ COLLEG_i dF ill_riTERHOLb_QUESts_-
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PREREQUISITES: None

lNTERSE(TING QUESTS: The (ollege of Winterhold Quest: under

Saorthol, Main Quest:  Elder  Knowledge

LOCATIONS: (allege of Winterhold, Hall of Attainment,  Hall of

(ounlenance,  Hall of the Elements, Winterhold

CHARACTERS: Brelyno Moryon/  Faralda, J,Zorgo/  Mirabelle Ervime/

Onmund, Tolfdir

ENEMIES:  None

A  OBJECTIVES: Visit the College of Winterhold,  (ost a [chosen] spell,

Report to Mirabelle Ervine, Tour the (allege of Winterhold/  Listen to

Tolfdir

B> A Cold I" NIrm Reception
During your adventuring, you  soon  learn of a great college to the north,
adjacent to the Hold City of Winterhold.  You can speak to various folk across

kyrim and  receive the following objective.  Denizens include:

Innkeepers or barkeeps in each of the
Hold/s inns or taverns

Court wizards in the Jarl,i service in

each Hold City, where available

Ambarys Rendar in Windhelm

Corpulus Vinius  in  Solitude

Dagur in Winterhold

Dravynea in Kynesgrove

E!da  in Windhelm

Faida  in  Dragon  Bridge

Frclbbi  in Markarth

Hadring  in  Nightgate  Inn

Haelga  in  Riften

Hulda  in  Whiterun

lddra  in  Kynesgrove

Jonna  in Morthal

Keerava  in  Rifren

KIeppr in Markarth

Madeno in Dawnsfar

Melaran  in Solitude

Mralki  in  Rorikstead

Orgnar in  Riverwood

Skull  in  Old  Hroldan  Inn

Sybille Stentor in  Solitude

Volga Vinicia  in  Falkreath

Vilod  in  Helgen

Wilhelm  in  lvarstead

Wylandriah  in  Riften

A  OBJE(TIVE: Visi"he (ollege of Winterhold

Alternatively, you can simply journey to Winterhold and approach  th
spanning from the city fo the College_

Atthe near end of
the  bridge that links
Winterhold to the
College,  a  High  Elf
wizard guards the
entrance.  She stops you

(and warns you to stop  if
you  ignore  her or try to
gain entry into the sealed
College without her

as some complaints about the College  (which you
can  ask her about), your real  reason for being  here  is to enter the College.
Ask if this  is possible,  and she asks why.  Choose the answer that best
suits you.  She requires that you take a test to show you're at least possibly
competent in the use of magic.  You can:

(Persuasion)  Attempt to gclin  entry Without COmPleting  her Unnecessary test.

Agree to take the test. When the test begins,  Faralda requests you aim a
spell at the seal on  the ground  near her.

a  OBJECTIVE: (ast a [chosen] spell

I TARGET: Marker stone, (allege of Winterhold emramce

Ask  if she wog
really have

Spell-castin

entry to the  Dragonborn.  Faralda asks if you
using  your  Fire  Breath  (or any other)  Shout.

ur Magic menu and choose the spell
he can  choose Firebolt,  Magelight,  Furyr Conjure

AIronach,  or Healing  Hands,  depending  on your available spells and
knowledge of particular Magic styles. Aim at the seal, and cast the spell.
After your successful casting/  Faralda tells you to find Mirabelle Ervine  inside
the College.

Dragon Shouting: Bring up your Shout inventory, choose any Shout (a good
hoice  is Fire Breath),  and  bellow. After you strike the seal,  Foralda walks
vcr and tells you that there is much you both can learn from each other and

that you,d  be a  superb addition fo the College.

You can  now ask Faralda more questions about Mirabelle and the
College,  and you can even  receive training  in the arts of Destruction magic.
College of Winterhold  Quest:  First Lessons is now active,  and you are told fo
report to Mirclbelle  Ervine.

TRAINlrtiG                        THE  INVENT



A  OBJECTIVE:  Report to Mirabelle  Ervine.

I TARGET: Mimbelle Ervine/ (allege

REP The Makings of a Mqge

of Winlerhold courtyard

Walk across the bridge
to the impressive stone
edifice,  a fortress both
highly defensible and
remote enough for its
students to concentrate
on  their studies.  Head
into the outer exterior
courtyard, and meet
with  Mirabelle Ervine.

hands you the garb ofa  mage (which you can wear if

you wish).  She then  begins a tour of the College, and you are  most definitely
encouraged to follow her.

>  Apprenlite Hood of Magicka

>  Apprentice Robes of Desl"Iion

>  Boots

a  OBJECTIVE: Tour the (ollege of Winterhold

Mirabelle explains that the  Hall of the  Elements  is the  primary location
for lectures,  practice sessions, and  meetings.  She also points out that the
Arch-Mage,s quarters are adjacent but are strictly off-limits to students.
Follow Mirabelle to the living  quarters.  She talks about recent problems
the College has been  having with  Nords.  Newest members stay in the
Hall of Countenance, where students may be working on  spell{asting or
experiments.  Mirabelle then takes you to the Hall of the  Elements.

She tells you that your tecICher iS likely to  be Tolfdir,  who  is  probably
already addressing the new Apprentices.  She encourages you to report any

problems to a senior member before handing you off to Tolfdir.

>   College of Winlerhold: Bed

A  OBJE(TIVE: Listen to Tolfdir

I  TARGET: Tolfdir/  in the  Hall of the EIements

advice, although a few of the apprentices are more keen
than on  hearing a verbal  lesson. Tolfdir advises them against
behavior and  seeks your thoughts.  You  may answer with an unsure,  practical,
or safety-based  response.  Soon enough,  Tolfdir agrees to a practical  lesson in
the art of Wards.

Wards are protective spells that block magic.  Tolfdir has made sure no
one within  the  Hall of the  EIements will  be  hurt and  then  turns  to you  and asks
if you  know a Ward  spell.  You can  answer with one of these options:

You don,I have a Ward spell; Tolfdir immediately teaches you  Lesser

Ward.

You  have a \^/ard  spell  but don,I know how to use it. Tolfdir then explains

how they work.

You  have a Ward  spell and  know how to  use it. Tolfdir begins a  practical

demonstration, which eventually happens  no matter which answer you

choose.

>   Spell: Lesser Ward

pprentices

Select a Ward  spell from

your list and activate
it.  Tolfdir throws a

fire+based  spell  at you,
which you absorb.  Once

you  complete this, Tolfdir
seems more confident in
the newcomers, abilities
and says thclt he Will

be leaving  soon and
to Saafhal,  a Draugr tomb and the site of an ongoing

excavation by the College of Wnterhold.  He expects you to meet him there
in  a  few hours.  The  lesson  now ends_

Quest (onclusion
You are now a  member of the College and are free to roam the Colle
Winterhold'

Postques] A(tivilies
e College of Winterhold Quest:  Under Saarthal  begins  immediate

Iso begin to complete Faction  Radiant Quests for the College,s

PREREQUISITES: (omplete the

(allege of Winterhold Quest:  First

Lessons

dL:____: _ _  __,_TT__==T:i_b

©   MINOR SPOILERS

INTERSECTING  QUESTS: The (allege of Winterhold  Quest:  First

Lessons, The (allege of Winterhold Quest:  Hitting the Books, Side

Quest: Forbidden  Legend

LO(ATIONS: (allege of Wimerhold,  Hall of (oumtenon(e,  Hall of the

Elements, Suarlhul, Soarthql  Excavation

(HARA{TERS: ArnieI Game,  Brelyna Moryon, J,Zargo, Onmund,

Nerien/ Sqvos Aren, Tolfdir

ENEMIES: Drougr, Jyrik Gouldurson

a   OBJECTIVES: Meet Tolfdir outside Saorthal,  Follow Tolfdir,  Find

Arniel  Gqne, Search for magical artifacts (4)/  Use the SoarlhoI Amulet

lo es(ape the Imp/  Follow Tolfdir, Tell Tolfdir about the vision,  Follow

Tolfdir/  Find the danger within Saarthal, Talk lo the Arch-Mage

Tr_e  §.i._e= Sc--=i  `'/

SKYRIM

ife A New Vision for Sqqrthql
This quest begins  immediately after you complete the College of Winterhold
Quest:  First Lessons.  Completing  this  is also  port of Side Quest:  Forbidden
Legend. Check that quest for more information.

A  OBJE(TIVE: Meet Tolfdir outside Soorlhal

Tolfdir has already made

preparations to take his
Apprentices  (including

you) to SaarthaI-the
remains of an ancient
Nordic  burial  site of

great importance and
unknown depths and
the site of an ongoing
excavation by the

College.  Saarthal  is southwest oF Winterhold,  in a treacherous part of the
mountains where wolves like to roam.  lf you  reach the entrance first, wait for
the others,. they may have been  held  up by an  unexpected encounter. You
may converse with any or all of them,  but let Tolfdir know when you're ready
to  begin  the exploration.  Find  out more about the  site  by asking  him,  too.
Then  follow  him  into the Saarlhal  Excavation.

QUESTS:  THE COLLEGE  OF WINTERHOLD QUESTS
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A  OBJE(TIVE: Follow Tolfdir

about what happened to the some

Tolfdir descends the
rickety steps  into the
entrance chamber,
explaining that Saarthal
was one of the earliest
Nord  settlements  in
Skyrim,  and  the  largest.
lt was sacked during  the
infamous  Night of Tears,
but little else  is  known

further instruction,  ask
Tolfdir what he needs,  and  he asks you to help Arniel Gone catalog  some
finds and  locate enchanted  items.

a  OBJECTIVE:  Find Arniel  6qne

Follow the path of lanterns along the passages and  into a  multifloored
chamber with wooden  scaffolding.  Drop from the bridge,  and find Arniel
Gone in a  side corridor.  He  instructs you to look around the chambers to his
north  and  to be careful.

a  OBJE(TIVE: Search for magical ortifotts (4)

The  intersecting  passages
north of ArnieI Gone
aren,I dangerous,  but the
enchanted  items dotted
around  here may be
difficult to spot.  Make
slow, deliberate sweeps
of each area  until you
irld  the  items  in  question

easy-to-spot
nee you  have the first

torch-lit carved  arch with  the
SaarfhaI Amulet on  it.  Grab it, and you  immediately hear strange,  scraping
sounds. You  triggered a spear trap. Tolfdir appears to see if you,re all  right.
Explain what happened,  and  he suggests using  it in  some way.

mchtinle# Reins (3!            >   SaerrlhaI A"Iel

a  OBJE(TIVE: Use the Stiurthal Amulet to escape the Imp

A  OBJE(FIVE:  Follow Tolfdir

Select the Saarthal Amulet from your inventory and wear it.  Tolfdir remarks
that the wall from which you took the amulet may be susceptible to your
magic.  Launch a  Firebolt (or other target-based  spell)  at the carved wall
section,  and  it shatters back into an  unexplored  passage.  The spear trap
recedes.  Instead of rushing through, wait for Tolfdir to approach,  and  follow
him  into the rocky tunnel.  As Tolfdir plods ahead,  he wonders why this place
was sealed off.  You  both  step  into a small  mausoleum chamber,  where Tolfdir
tells you to  be on your guard.

ife The SqqrThol Discovery

undone.  But iu on you will  be basecl on your
how you deal with the dangers ahead.  The Psiiic Order believes in you.  You
alone helve the
Order is watchin

to prevent disaster. Take great care, and know that th

a  OBJE(TIVE: Tell Tolfdir obouHhe vision

a  OBJE(TIVE: Follow Tolfdir

Immediately inform Tolfdir about your vision,  and  the  message.  Tolfdir thinks
this is all very odd,  as the Psiiics have no connection  to these ruins,  and  no
one has seen their order in a  long  time.  He suspects the coffins embedcled
around this room are connected to deeper chambers.  His excavation
techniques are cluickly abandoned as a  Draugr breaks through  from the
other side.  After dispatching  the  Draugr,  follow Tolfdir  into another newly
discovered passage beyond.

Pull  the  lever at the  bottom  of the  passage to open the  portcullis.  This  leads
into a grand,  circular chamber with a  bridge crossing a chasm.  Fortunately,

grating  prevents you from  plummeting to your death.  Around the chamber
are coffin  alcoves.  The  Draugr start to  stir.  Back Tolfdir up as you  bring  your
magic (or other attacks) to bear on the advancing undead.  Once you down
the  Drc]ugr,  Tolfdir  begins  inspecting  the chamber  in  greater detail  and wishes
to  remain  here.  You,re tc]sked with  finding  out what terrible dclngerS the  Psiiic
Order mentioned  in your vision.  On your own...

O  OBJECTIVE:  Find the danger within Soorthol

as» Awakening lhe Scourge of Skyrim
Head  north,  removing the spear bars and  portcullis from  the iron door by
activating a  lever on  both  sides of the door.  Step  into Saarthal  itself,  and
work your way through  a  grand  burial crypt.  You  awaken  the Draugr,  so
expect them to step out of their wall coffins as you  progress.  Head  up the
wooden  steps,  inspect the raised sarcophagus  near the  iron  door,  and  pass
through  into a sloping  stone burial tunnel.  Watch for traps of a flame ancl
dart-based nature.  Then  enter the crypt corridor of carvings.

At this corridor,s far end  is a  barred archway with a  lever on a  pedestal.
Activate the lever, and you,re struck by darts. Along the sides of the corridor
are a total of si
them.

Puzzle

lars,  each with  a  trio of animal petroglyphs carved  into

The trick here is to notice a  smaller carving above each

pillar.  Make  sure that the  pillar below  matches this smaller carving.  Along  the
north wall from  left fo  right,  adjust the  pillars so the following  animal  forms
are facing out:  Whale,  Snake,  and  Hawk.  Along  the south wall from  left to
right:  Hawk,  Hawk,  and Whale.

Inside the two-level ceremony room beyond, you encounter a power Draugr
close to the wooden side steps.  Battle  it,  then take the  upper door exit past
the treasure chest. Avoid the runic traps and  reach a  second  puzzle passage.
Expect a dart trap  if you  pull the lever before correctly positioning the four
carved  pillars.

Puzzle solution: The four correct positions are displayed  in the large
carved  mouths on  each  side of the  passage and  behind each movable pillar.
On the west wall from  left right:  Hawk and Whale.  On the east wall  from
left to right:  Snclke and Whale.  Each  pillar  makes several  other pillars  move

too. This causes  no end of adjustment problems  if you don't know how many

pillars move during  each activation  (look at the  nearby picture,  which  has
each  pillar  numbered):

(Whale):
iHo move



The  solution  is deceptively simple:  Turn  the  pillar that rotates the  most number
of pillars first,  and  continue activating  pillars  that rotate consecutively fewer

pillars until the puzzle  is solved. That way you  affect fewer pillars as you go.
Face the portcullis  archway  (to the  south):

Activate  pillar  1   to show the Whale.

Activate pillar 2 to show the Snake.

Activate  pillar 3  to  show the  Hc]wk.

Activate pillar 4 to show the Whale.

Watch  for more  runic
and dar"raps as Tolfdir
catches up with you.

e finds  all  of this

fascinating.  You  can  ask
him  further questions

about the  Psiiic Order
and  then  continue
exploring.  Open  the
iron  door and enter

ixed  by a  massive len-foot

glowing  orb,  floc]ting  in  a  bubble of writhing  magic,  at the  room,s opposite
end.  lt is  pulsing  and  made of some  strange,  unknown  material.  Tolfdir averts
his gaze when  a  ferocious-looking  Draugr  rises from  his eternal  throne chair;

you're about to faceJyrik Gauldurson.  This  most evil of Nords was sealed
down  here to prevent his  reanimalion.  Not anymore!

of his attacks.  Eventually,

Jyrik Gauldurson  is
coursing  with  evil  mclgiC,

and  for the first ten
seconds of the  battle,
he  is  utterly  impervious

to any attacks.  Use this
time to step  behind
over,  or let any

summoned creatures or
Followers  bear the brunt

fdir recllizes that all your combined  offensive
capabilities Qren,I having  an  effect,  SO  he turns tO the  Eye and focuses  his
attacks on the crackling globe.  A few seconds  later,  he yells thatJyrik is
vulnerable.  Attack!

To further complicate  maifers, Jyrik  is  bathed  in  an  elemental  shield  that
cycles through  the different elements,.  he  is  impervious  to attacks from the
same element.  So,  if he,s  bathed  in fire,  then any Flame-based spells hove no

effect on  him.  Use attacks from  any other element instead.  lf you  have only
one  type of elemental  magic  (i.e.,  only Fire),  wait a few seconds  until Jyric,s

shielding  changes  elements and  then strike!

",  ,`;    ff]BB        Jyrii(  is  extremei.yi  bfas!nsr#bie  to  frSst  tiesin#ge  whesne  Its?s  ORE  fire,

fflvedi  wifeeve  ©veg«seal  ilE  as  irGSt  Shieial,  fie,S  Very  Vasinefasbie  t¢  fiF©*

tise  t!1iS i©  y©ur  tidVareteege!

A  OBJECTIVE: talk to the Arch-Mage

Quest (onclusion
With Jyrik Gauldurson  gurgling  his  last curse,  turn  your attention  to the giant
orb.  Tolfdir agrees that the Arch-Mage at the College of Winterhold should  be
informed  immediately.  Use the  iron door behind the orb to exit the chamber,
which  leads lo a  fern-filled grotto and an  ancient Word \^/all.  Absorb the

power before you  return to the excavation  site,  releasing  the  portcullis exit
with  a wall  handle,  and  leave Saarthal.

>  GaulduFAmulet Frtigmenl        >  Writ of Sealing

>  Word®f Power:lce5lorm          >   SlaffofJyrikGauldurson

ffiffi        Be  svere  t®?exke  Flie  6aaritiur  ArEiusiet  Frtigrmelti/  caS  it  imbues  year

witin  +3C  Mercji(!ift!  Rstiti  tile-  WFii  ei Seee!i!eg/  g!ved  yeus  begins  Sidle

®asss?:  F®Fleidden  k®!jeiid.  i?  SeeseS  there  ¬!rS  g¥¢C  Other  6«aeidiuFSem  fer®?beegrS

i®  i3ee  ®iSeWifeeFe  im  §leyerim!   ¬©mSuit  Sitie  ®asesE:  F®rieialal®m  Legemg!  qusesE  (©m

pesge  #3i i  f®g  mere  iflfs""ti?ism.

Return  to the College and  seek out Savos Aren,  either in  the  Hall  of
Countenance or Hall  of the  Elements.  You  may ask  him about the  Psiiic Order,
but you,re here to speak to him about the Saarthal discovery.  Savos Aren  is
taken  aback by your findings and  believes  more research  is needed whl.le he

journeys to Saarthal to  inspect the orb.  You are rewarded for your efforts.

>  Staff of ENagelighl

Postquesl Activities
The College of Winterhold Quest:  Hitting the Books begins
can  now speak to each of Tolfdir,s three students and Arniel,  ancl engage

more Radiant Quests from this point on.

PREREQUISITES: (omplete the (allege of Winterhold  Quest:  Under

Soorthol

INTERSECTING  QUESTS: The (allege of Winterhold Ouesl..  Under

Saorthol/ The (allege of Winterhold Quest:  Good  Intentions, The

(ollege of Winterhold  Fa(lion  Radiant Quests

LO(ATlONS: (ollege of Winterhold, Arcanoeum/  Hall of (ounlenante,

Hall  of the  Elements,  Fellglow Keep/  Fellglow Keep  Dungeons/

Fellglow Keep  Ritual (hamber

(HARA(TEES: Orthorn, Saves Aren,  Urag gro-Shub

ENEMIES: Atronoth/ The (oller,  (oniurer,  Fire Mqge,  Frost Atrontich,

Frostbite Spider,  lee Moge,  Netroman(er, Skeleton, Storm Atronach,

Storm Mags, Vampire, Wolf

a  OBJECTIVES: Speak with  Urag gro-Shub,  Find the stolen books (3),

(Optional)  Free Orthorn,  Return the books

The  3jide=j5crcl:a  i.,
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ife Tardy Bookkeeping
This quest begins immediately after you complete the College of
\^/interhold Quest:  Under Saarthal.

a  OBJE(TIVE: Speak with Urag gro-Shub

I TARGET: Urqg gro-Shub, in the Ar(onoeum

Savos Aren  will  form  a  plc]n  for dealing  with  the  large
undulating  orb you  found  in  the depths of Saarthal.  ln  the  meantime,  locate
the Arcanaeum off the  Hall of the Elements.  Seek out Urag gro-Shub the
Lorekeeper in  his library. There are several questions you can ask him, and

you  can  help  him  find  special  books  (aside from  this quest),  But to  further this

quest,  tell  him you  need to learn about the orb that was found  in  SaarthaI.
Urag  has no information on  the matter.

:..::Tt  THE COLLEGE OF WINTERHOLD QUESTS
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However,  he is aware of some missing texts, taken  from the library by
a student and never returned.  One of these may have some knowledge to
impart. The student,s name was Orthorn.  lf you ask about him,  Urag tells

you the books were stolen so Orthorn could  ingratiate himself with  a group
of warlocks who left the College long ago over a  ,,difference of opinion.,,
You may ask more about where Urag believes Orthorn  is haled up-a  place
called  Fellglow Keep.

A  OBJECTIVE: Find the stolen books (3)

I TARGET: Riluol Chamber, imside  Fellglow Keep

Before you  leave the Arcanaeum,  Ancano the Thalmor adviser appears.  He,s
showing  considerable interest in what was found at Saarthal  and asks about
it.  Answer him  however you wish.  Many mages feel  he,s not fo be trusted.

ife Assault on Ike Wqrlotks
Fellglow Keep is east of
Whiterun,  on the edge of
the Tundra  just below the
snow  line.  This  crumbling

fortification  has a group
of Fire and  Ice Mages
watching from the
remains of a beacon and
the ramparts. The Keep,s
front door is  locked,  so

follow your quest target to the stone spiral  steps  in the foundations of the west
tower.  As there's an Atronach close to the top of the stairs,  combat is favored
over sneaking.

Make your way through the ankle-deep flooded chambers, and engage
the first warlock and  his  two  "pet''  spiders  in  the chamber with the crumbling
support pillar.  Watch for dart traps as you exit via the upper passage and
head through a small  maze of passages into the dungeon chamber with  cells.

Once you,ve defeated the  jailer, you can  unlock the cells or iusl pull the
levers on the wall  nearby to  release the captive vclmpires, who rush forward
into the  next room to attack the warlocks there. Join the  melee or sneak

past it,. then  head down a cobwebbed corridor to a  second circular prison
chamber.  Levers  in  the  middle unlock the cells around  the  perimeter.

E!P       !f you  do!1't  «ti«¬k?he VtimPireS,  they Wen/t  esTitiek  you,  !f they

mtimage to  kill  the wdiri¢¬its in  The  next room  (with  cr without

your  help),  th©yjl!  flee  the  dusrage®FT.  lEis  not  retilly worth  the?r©ub!e to  ki!!

them -tis pris®mer§/ they donfi htive ««y  loot worth ttiitiltga

As you  enter the prison chamber, the warlock on  the  room,s fclr Side
spots you and  rushes for the levers.  lf he reaches them,  he,ll  release the two
wolves  in the far cell,  which  makes combat here  more difficult  Rush  him  or
take him out with cln arrow tO the head  before that Can  happen.

The former student Orthorn  is one of the captured  souls
inside a cell.  You  can  speak with  him.  He appears
remorseful and  pleads with you to release him,.  he'll
lead you  straight to the  books you  seek.  Pull  the  middle
lever to  free  him,  oryou  can  kill  him,  tell  him  his

services aren,I needed,  or ask him to accompany you.

A  OBJE(TIVE: (Optional)  Free Orthorn

>   Follower: Orthom (tempomry)

Whether Orthorn  is backing you  up or not,  descend  past the root cellar and
tackle the mages  practicing their magical attacks  in  the firing  range.  Then
continue up into the  undercrofr,  where two  necromancers set upon you and
beckon  skeletons from  the coffins on either side of the chamber. The door at
the end of this crypt allows further access into the Keep area.

"A!N!NC3                        THE  !ralVEP,iTORY

Expect a fierce  bc]ttle  if

you aggressively otfack
the mages  in the ruined
chapel.  Don,I forget to

grab the Coniuration  skill
book from  the podium
before  moving on  into
the dining  room and

greclt hall Where further
combat can commence.
Storm Mages and other warlocks attempt to thwart your progress.

After climbing  the  stairs  in  the great hall,  loot the workroom on  the
right,  then  take the eastern exit up to a circular library.  From there you find
a corridor with a giant boulder in  it and the entrance to the Keep tower.
Climb the candlelit staircase,  loot the shelves al the top,  and enter the Ritual
Chamber.

Hip       T!ie s!ee!ves before !iie  Ritual  Chanileer  itGVe SeVertii  eXtFem©!y

useful  items,  gu¬h  cs  Fire  Resist potions,  ice Spike Scrolls,  «veal

hie«l?ha  p®ti®ns,  6other  iiigm  a!!/  «s you/i!  n¢e¬!  t!i¢rm  i®r She  b(1#le  tO  ieme,

esl!®¬io!iy  eat  lew  l9V9lS.

>   Shelving Loot

ife silencing the (qller
Speak to the Caller,
who  is  most put out
that you've disrupted
her plans during  your
Keep  infiltration.  lf

Orthom has made
it this far,  you can
arrange a trade-
she gives you ire
books, and you give
her Orthorn  (who,

naturally/  is  less than  pleased with  this arrangement).  Carefully collect the
books and leave the way you came.  There's  no need to trek back through
the dungeons,. collect the front door key from any of the mages on the  upper
level,  then leave through  the double doors  in  the great hall.

Otherwis
or two Alrona
When she tak

haye  no choice but to fight.  The Caller summons one
e type and  number depend on your level) and  attacks.

amage, she uses a  unique spell to teleport away/  often
shifting  one of her summoned  Atronachs  into  her  previous  position.

At low levels,  the Atronachs are especially dangerous. Take them out

quickly/  and the Caller,s teleporting  can actually work in your favor:  When
she warps away,  it buys you a few seconds to heal ancl regroup.

At higher levels, you  may find yourself facing two Frost AIronachs or

(if you+e particularly unlucky)  Storm Atronachs!  At this  point,  the Caller is
the easier target.  Ignore the Atronachs as  best you can and  focus all your
offensive fire on  her to bring  her down.

When the Caller finally falls,  search  her corpse for a  key/  and  scour the
chamber for the three  missing tomes. Then  unlock the door in  the northwest

ing any treasure from the room beyond  before using  the
leads back down to the barred door in the great hall and an

e.  lf alive,  Orthorn  thanks you  but will  not follow you.

>  Fellglow Ritual Chumber Key     >   Night ofTeurs

>  Fmgmenl: On Artaeum                    >  "e Last King of the Ayleids

a OBJE(TIVE: Return the books

I TARGET: Umg gro-Shub, in the Ar(anqeum

Quest Conclusion
Back clt the College of Winterhold,  locate Urag gro-Shub  (who is usually in
the Arcanaeum)  and  hand over the books.  Urag  reminisces about the tomes
and  surmises that there  is  much to  learn  from them  that may help your cause.
This will take some time,  however.  For now, you are rewarded with a  small
library of books,  all of which  increase magic skills once you  read them.  Do
thatnow!

UNDER  SAARTHAL   '   HITTING THE  BOOKS
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Hip        Oes¬®  y©as/v©  «¬quiredi  Bite  siti!!  im¬reesses  lrom  The  b®ck5/  reFurn

te  ifi.erg  «nd  se!!  the  be®i¬s  foG¬le  i©  hirm  tor  SOme  COnSid¢rtibie

G©ilig  This  is  deub!y  rewflraling!

>  wilhershins                         >  Enchanter,a Primer

>  Daughter of the Niben       >  Horrorsof Castle Xyr

>  The DoorsofOblivion        >   Incidental Necrom

PostqWest Activities

The College of Winterhold  Quest.. Good  Intentions begins  immediately.

INTERSECTING QUESTS: The (allege of winterhold Quest: Hitting the

Books/ The (allege of Winterhold Quest:  Revealing the  Unseen/ The

(allege of Winterhold  Faction  Rodianl Quests

LO(ATIONS: (allege of Winterhold, Arconoeum, Arch-Mags/s Quarters,

Hall of (oumtenqnce,  Hull of the  Elements,  Midden, The Midden  Dark

(HARACTERS: Ancono, Arch-Moge Sovos Aren, Arniel  Gone, Augur of

Dunloin,  Colette Morence/  Enlhir,  Foraldq,  Mimbelle  Ervine,  Niryo/

Phinis Gestor,  Quuranir, Tolfdin,  Urag gro-Shub

ENEMIES: Dmugr,  Flame Atronach

A   OBJECTIVES: Speak with Tolfdir ,  Listen to Tolfdir,  Follow Ancano/

Find the Augur of Dunloin,  Report lo Savos Aren

ife witnessing The Eye of Mq9nUS
This quest begins  immediately after you complete the College of Winterhold
Quest..  Hitting  the  Books.

a  OBJE(TIVE: Speak with Tolfdir

I TARGET: Tolfdir, in the (allege of Winlerhold

Tolfdir has returned from
Saarthal and with the
help of the Arch_Mags
has moved the giant
floating orb of crackling
energy into the Hall of

e  Elements.  Tolfdir  is

earby. You can ask him
if he has any lower-

priorily tasks for you
to complete  (beginning  any of the College,s additional quests),  be sure to
tell  him that Urag  suggested you come see him and that you found cl  book
entitled  Night of Tears.  He tells you  he'll  have to  read  it,  but hers  having
difficulty tearing  himself away from the beauty of the orb, which  some people
have called  the  Eye of Magnus.  lf you,ll  permit him  (and you  should),  he
wishes to make a  few observations.

a  OBJE(TIVE: Listen to Tolfdir

e observes that the markings are quite unlike anything  seen  before,.  not even
er runes are a  match.  The object is also radiating Magicka,  and this

aS caused  the Arch-Mage to fully commit to researching the orb. Tolfdir is
about to continue, when  he  is  interrupted  by Ancano, a gclunt High  Elf with a
highfalutin  attitude that riles Tolfdir.  He  reluctantly agrees to  let you  leave with
Ancano,  who  has important information to impart.

a  OBJE(TIVE: Follow An(ano

Tr_a  a?_de_. Sc==,i:a   tf
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Ancano says that someone from  the  Psiiic Order has appeared at the
College and  is  asking  for you  by name.  Ask Ancano  for further information
if you wish.  Then  follow  him  our of the  Hall  oF the  Elements and  into the
Arch-Mage,s Quarters.  You  have little time to speak with Savos Aren or
Ancano,. the cowled figure wearing the same robes as the initial  mags you
saw  in  your vision  pauses time and  introduces  himself as  Quoranir.  Time
is fleeting/  so  he  is quick to  impart that the  Order has  had  little  success
in contacting you  previously and that this  is  probably because of the Eye
of Magnus.

According  to Quaranir,  the longer the Eye  remains  in  the College, the
more dangerous the situation  becomes. They expect dire consequences if the
Eye isn't banished,  but the future  is obscure,  and the  Psiiic Ord
how you  must act.  Seeking  out the Augur of Dunlain  is the  n
Moments later,  there  is a flash of light,  and time resumes as

a  OBJE(TIVE: Find the Augur of Dunlain

I  TARGET: Augur of Dunloin, in the Midden/  below the (allege

ForgoIIen Experiments
Ancano  is furious at the Psiiic Order,s  interruption and vows to get to the
bottom of this matter.  Begin searching  out the  mages within the College and
asking  them about the Augur of Dunlain  (if you don't wish to immediately

journey lo his location).  No one  is aware of the stoppage of time except
you.  Here's what the main  inhabitants oF the College know  (or reveal)  about
the Augur:

Ancano is rather cagey,  professing to know nothing  about the Augur.

Savos Aren  is  rather annoyed that Tolfdir has  been telling  stories again,

and  he  hopes you,ll  inslrucl the old  fellow to  knock it off.

Colette Marence  relclteS a tragic Story Of an  experiment gone horribly

wrong;  the ghost of the  unfortunate College  member  is  said to still  roam

thehalls.

Urag  gro-Shub  has  little to  say on the  subject.

Mirabelle Ervine says that the Augur is nothing that need concern you  and

remclinS tight-lipped  about Whatever Was going On.

(Persuade)  Mirabelle can  be persuaded to  reveal the location  of the Augur
if you  speak

withher.

Arniel,  Enfhir,  and the other Apprentices say they don't know anything'  but

suggest you speak to Tolfdir about it.

Nirya  is  more concerned with  her animosity with  Faralda.  Other mages in

the  Hall of Countenance and around the College are  professing  to  know

nothing  about the Augur.

:.:::T:_;   THE COLLEGE  OF WINTERHOLD QUESTS
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ife Hidden in lhe Midden

entrances

he most trustworthy of

your close colleagues
as the  information you
Squire.  Ask Tolfdir about

he Augur of Dunlain,
and  he tells you  it has
been years since he,s
spoken  with  him.  The
Augur  is down  in  the
Midden.  Now seek either

and descend  into the Midden. The  icy and dank dungeons
known  as the Midden are beneath the College.  lt consists of cI  Series Of

passages and stairs. The remains of innumerable experiments are scattered
about and  long  forgotten.  Unhappy Draugr and Atronachs  roam these

gloomy corridors,  so expect a  few fights along the way.

As you cross an
icy bridge, you  begin
to hear the voice of the
Augur,  echoing through
the  tunnels.  He  fells

you there  is  nothing for
you  here and that your
perseverance will  only
lead to disappointment'

The sealed door to the Augur,s chamber is locked. Try it,  and your

persistence is rewarded;  the Augur lets you  into his grim oubliette.  Speak to
this  maelstrom of writhing oddness anc] flame,  who believes events are too
late to change.  You  also find out that you aren,I the only one who,s visited the
Augur recently.  A Thalmor named Ancano has been  here too. Thinking that
Ancano was simply here to strengthen  his own  hand, the Augur neglected to
tell  him that the Eye of Magnus is extremely dangerous,  and a  staff of great

power is  required  to  mitigate this threc]l.  Find  the Staff of Magnus al the
earliest opportunity.

a  OBJECTIVE: Report to Stivos Aren

I  TARGET: Arch-Mags Savos Aren,  in his quarters or Hall of the

Elements

Quest (onclusion
Return to Savos Aren, who is  probably gazing at the  Eye of Magnus. Tell
him you  have  important information.  He  initially scoffs at your request to find
the Staff of Magnus,  but after you  mention who gave you  this information,
his tune changes.  He  is  impressed with your  initiative and  wants  someone
to follow up on  locating  the staff.  He  means you.  He  remembers Mirabelle
Ervine mentioning something about the staff,  but that was a while ago.
Receive the Arch-Mage,s gratitude:

>  fflage,s Cir{lel

Postquest Activities
The College of Wnterhold Quest:  Revealing the  Unseen  begins  immediately.
Shorter additional  quests are also available.

PREREQIIISITES.. Complete the

(allege of Winterhold Quest: Good

lnlenlions

©   MINOR SPOILERS

lNTERSE(TING  QUESTS: The College of Winterhold Ouesl: Good

lmentions/ The (ollege of Winlerhold Ouesl: Contqimment, The

(ollege of Winterhold  Faction  Radiant Ouesls

[OCATIONS: (allege of Wimerhold,  Hall of the EIemems, Mzulfl/

Mzulft Aedrome,  Mzulft Boilery,  Oculory

CHARACTERS: An(ano, Arch-Mags Sqvos Aren,  Gavros Plinius/

Mirabelle  Ervine/  Porotus Decimius,  Ouaranir/ Synod  Researcher

ENEMIES: (haurus,  Dworven Sphere,  Dworven Spider,  Folmer,

Gloomlurker

a   OBJE(TIVES: Speak with Mirobelle Ervine,  Find the ruins of Mzulft/

Search for Synod researchers,  Reach the Oculory,  Find the  Focusing

(rystol,  Return the (rystal lo Poratus,  Follow Pomtus,  Ploce the

(rystal into the Oculory/  Focus the Oculory/ Talk to Parolus, Report to

Suvos Arell

ife secrets of lhe Synod
This quest begins  immediately after you complete the College of Winterhold
Quest: Good  Intentions.

A  OBJE(TIVE: Speak with Mimbelle Ervine

I TARGET: Mirqbelle Ervine, in the (allege of Winterhold

TRAiNiNC3                         THE  !NVErdTORY

within  the Colleg

Arch-Mags Savos Aren
has requested that you
speak to Mirabelle
Ervine,  who may
have some knowledge
regarding the Staff of
Magnus. You  may find
her wandering the Hall
of the  Elements or  in
the exterior courlyclrd

Ask her about the staff, and after a few roundabout
conversations,  Mirabelle recalls that some lmperials from the Synod were
interested  in  it and came to the College to question them.  Leaving emply-
handed,  it appears they had cI Secondary Plan..  to head  toward the sprawling
dwarven  ruins of Mzulfr,  which apparently has a derelict observatory that
would somehow help locate the staff.

A  OBJECTIVE:  Find the ruins of Mzulft

ln the foothills by the edge of the  mountains that carve through  Eastmarch
Hold,  south and a  little east of Windhelm, you come across ancient carved
stone columns and archway entrances and a spectacular stone-and-pipework
fcICade With  Steam  Still  hissing  from  the  hillside.  Enter the  huge golden  door

and  step inside.

a  OBJE(TIVE: Search for Synod researchers

I  TARGET: Gqvros Plinius,  inside Mzulft

Slumped to the right of
the second  interior door
is  an  Imperial  named
Gavros  Plinius.  He
was clmbUShed While
attempting to  reach the
Oculory/ where another
member of the Synod,
Paratus,  is  holed  up.
Before collapsing/  he

murmurs something  about a crystal be,lng  stolen.  Search  his robes for a
couple of important items:  a key so you can enter Mzulfl and a  Research

HITTING THE  BOOKS      GOOD  INTENTIONS      REVEALING THE  UNSEEN
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Log.  Reading the log allows you  to understand who exactly was here (an
attendant on  behcllf Of the  First Adjunct Oronrel)  and what he was doing

(delivering  a  new Focusing  Crystal  to the Oculory).  Unfortunately'  the crystal
thclt iS  mentioned  iS nowhere tO be found.  Now use the key to open the
second door.

>   Mzulft Key           >  Research Log

a  OBJE(TIVE: Reach the 0(glory

I TARGET: Mzulft Aedrome

ife onward and upward
Enter this dwarven
labyrinth,  heading
along  the corridor and
checking the  body of a
Synod  Researcher.  As

you  reach a connecting
corridor of belching
steam  pipes,  tough
mechanical  Dwarven
Spiders attack you. These

pester you as you continue up the linked corridors.  Soon you,re  met by more
Dwarven  Spiders and  a  huge gold door.  Head through  into a  more natural
cavern,  but with  elements of dwarven  architecture  still  visible.  In  a  nc]tural
rock cavern,  engage your first Chaurus.  Use the wooden  scaffold to escape it
during  this war of attrition. Your third and fourth dead Synod  Researchers are
found  here,  at the foot and the top of the romped  scaffold.

Beware of a trip wire releasing a  pile of rocks as you  move through
into a second,  much taller cavern with a  mammoth skeleton,  more Chaurus,
and an arcked granite entrance.  Enter another romped corridor and expect
Dwarven Spheres to elongate and attack at the top. Then  continue up,

pausing to dispatch  Dwarven  Spiders along a  mechanical corridor.  Head
past a sunken chamber with  stone steps  until you  reach cl pipe-pillar room,
where you  tackle more dwarven creations.  Your internal  mountain climb
continues,  past the corpses of a dead  Falmer or two,  and finally to the gold
doors  leadI.ng  into the Mzulfr Boilery.

EjP       Yeus  m«y wish  te sprint  (er saseasfei  pmst the  ellemieS ira  t!ieSe

cerriders;  if?leey  tire  proviveg  tee  tiiffi¬avit?©  defeesi,

ife Gaining Focus
The  upper chambers inside the Boilery are  less tall and  have had  periodic
rockfalls  in  the  past,  where ferns  now grow.  Falmer roam  these  hclllS.
Dispatch  them.  Continue into a  hub room with cage doors.  Go through
the open  doors to the east,  across a  raised  platform,  and through a gap  in
the wall,  caused  by Falmer tunneling.  This continues  past a  chest,.  expect
further Chaurus and  Falmer  incursions.  As the tunnels  fake on  a  more eerie

glow caused  by fungus,  battle  (or sneak past)  a  small  Falmer camp,  and
ascend  fclrther  UP  into another broken Wall.  Step  back  into the dwarven-built
chambers.

The ceilings are higher and the chambers  more impressive as you  reach
a  huge gallery with a  sunken central area.  Falmer are swarming  about in this
location.  Search  any chests you wish,  but be sure to head  up the steps  in the
west wall and  into one last corridor. The doors at this corridor's end  lead to
the Mzulfr Aedrome.

one  is

The Aedrome is
comprised of three giant
chambers connected  by
corridors of ornate  pI.liars
ancj  snaking  pipes  (the
locked door [Master] to
the north ends abruptly
with a  Falmer chest).

The central chamber has
numerous  Falmer,  but

especially  important:  a  boss that carries a  Focusing  Crystal.  Pry it from
its corpse (or pickpocket il if you're being  extremely stealthy)'  and then  head
east,  passing the plinth with dwarven  metal  resting on  it,  into a deadend

HE! ti
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chamber dotted with  Falmer corpses and a  powerful automaton. There  is
an  important chest  here,.  ir contains the  key that will  open  the  important
chambers on  this  level.  This  brings  up the following  two quest objectives:

A  OBJE(TIVE: Find the Focusing (rystal

I TARGET: Falmer Boss, Mzulfl Aedrome

a  OBJE(TIVE: Return The (rystql to Pqrqtus

I TARGET: Pamtus Decimius, Mzulft Aedrome

>   Focusing Crystal

ife Oculory Jocularity
Paratus  Decimius  is

behind a closed door
up the western corridor
ramp/  accessed via the
key.  He  is expecting
Gavros  (the Synod
Researcher you found
dead aHhe entrance)
and  is displeased  by

your  presence.  Inform

>  Mzulfl Observatory Key

him you  have the Crystal,  and  Paratus strolls along the corridor leading to a

giant Dwarven  Armillary.

A  OBJE(TIVE:  Follow Porqtus

Paratus isn't sure what the dwarves called  this huge focusing globe,  but
from the Synod/s research,  the machinery appears to have been  made to
collect starlight,  for cln  aS-yet-Unknown  purpose.  Paratus  replaced  one  of the
elements with  his crystal,  after  months of perfecting  it.  Using  the  Focusing
Crystal will allow the Synod/s research  to continue- And you,re the one who
has  to activate the giant,  tumbling  machinery!

A  OBJECTIVE: Place the (rystol into the Oculory

After you follow Paratus  into the Armillary chamber (and optionally speak to
him about related  matters), you are instructed  to approach the Oculory,  the

giant series of lenses atop the Armillary.  Activate the  DwclrVen  Armillary.

A  OBJE(TIVE: Fotus the 0(glory

Gaze around the curved
observatory chamber,
and you,ll  notice a series
of circular blue focusing
mirrors on  the ceiling

panels around you.
Directly above the center
of the Oculory are three
focusing  lenses.  A stream
of bright light bounces  off

them,  onto the ceiling.  Some of the  blue focusing  mirrors are  lit with  starlight,

as  is the  main  circular  mirror  in  the center of the ceiling.  Head  up either ramp
and  look to the stone table,  upon which  is a  number of valuable items:

>  Amlecedents of Dwemer Law    >   Dwemer Inquiries Vol. Ill

>   Dwemer Cog (3)                            >   Spell Tome: Flames

>   Dwemer History and Culture     >   Spell Tome: Frostbite

>   Dwemer Inquiries Vol. I

>   Dwemer Inquiries Vol. lI

:`L,I:I;TS   THE  COLLEGE  OF  WINTERHOLD QUESTS
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Puzzle Solution: You  may read all the tomes,  but the ones you  must
memorize  (if you haven,I already)  are the Flames and  Frostbite spells.
However,  any ranged fire and frost spells you  already use are just as
effective.  Brandish  both  spells, one in each  hand, and  Stand Underneath Or
within  range of the lenses.  Now accurcltely Shoot both fire and  ice Projectiles
at the lens until the beam  of light each one has captured  hits the  middle of
each  of the  horizontal  panels with  the  blue mirrors  in them.

H¥jP        M«hae  sure  ihs  three  !ighi  faecarms  asre  e«¬is  keitfi!qg  ihe  Gem?er

ef  a  sepeenrt!te  peffine!o

Now move the blue mirrors.  Each of the dwarven  pedestcllS atop the  ramp
rotate one of the three horizontal ceiling  panels. The trick is to press the
button  on each  pedestal so the panels shift sideways  until one of the blue
mirrors lines  up with  the  light beam.  The beam  then  ricochets off and  up to
the ceiling mirror. When all three  light beams hit the ceiling, you  know the
Oculary is focused  properly.

a  OBJECTIVE: Talk to Poratus

As a  map of the northern  part of Tamriel  is projected onto the wall
underneath  the  buttons,  Paratus  is  initially excited  to watch  the  results of
his  months of work.  However,  this  is tempered  slightly as the  results come
in:  Something  is creating  a  huge amount of interference,  something  at
Winterhold.  You can  speak to Paratus  (and  be as honest or as cagey as you
like),  but he  is  highly suspicious of the  mages.  He angrily wants to  know

what you did and thinks you  have something  at your College.  Whether you
tell  him about the  Eye of Magnus or not,  steer the conversation to the Staff
of Magnus,s  location.  Paratus finally reveals  its  location:  Labyrinthian!  Now
leave before Paratus gets any more testy.

a  OBJECTIVE:  Report to Sovos Arem

I  TARGET: Arch-Moge Sovos Aren,  College of Winterhold

Quclranir appears from a Side corridor tO tell you that trying times are ahead.
lt is imperative lhclt you  relum tO your College  immediately.  You  must take
swift action and show whclt you,re Capable Of.  He believes you will  prevail_
Now exit through the pair of doors Quaranir was standing  behind  (the latter
of which you  unlock with the Mzulfr Observatory Key)'  and step outside into
the  inclement weather.  Unless you  fancy a  precarious descent,  Fast-Travel
back to the College.

OuesI (on(lusion

Arch-Mage Savos Aren  is  in  a vexed  state when you  return,  and this situation
is about to take a turn  for the explosive.  Ancano-the erstwhile conspirator
and  now a full-fledged traitor-has magically barricaded  himself in  the
Hall  of the  Elements,  with  the  Eye of Magnus!  The Arch-Mage,  having  little
time to folk about your quest to find  the Staff of Magnus,  is embroiled  in a
battle to break through Ancano,s magical  barrier and confront him.  As Aren
closes,  there  is a  huge flash and an  explosion.  Everything fades to white.
Your reward  is escaping with your life  (and with the spells and  books you
uncovered during your exploration)I

Poslquest A(tivities
Through  the  smoke and  dust,  you  find  Mrabelle  Ervine  lying  on  the ground.
The College of Winterhold Quest:  Containment begins immediately. There are
shorter,  additional  Radiant Quests to complete,  too.

PREREQUISITES: Complete the

(allege of Winterhold  Quest:

Revealing the  Unseen

©   MAJOR SPOILERS

lNTERSECTING QUESTS: The (ollege of Winterhold Quest:  Revealing

the  Umseen, The (ollege of Winterhold  Quest: The Staff of Mognus,

The College of Winterhold  Fottion  Radiomt Quests

LOCATIONS: College of Winterhold,  Hall of the  Elements, Winterhold

(HARA(TERS: Arch-Mage Suvos Aren, Arniel Game,  Farolda,

Mirabelle  Ervime, Tolfdir

ENEMIES: Ancono,  Magic Anomaly

a   OBJECTIVES: Find the Arch-Moge,  Protect the towm of Winlerhold/

Defeol the creatures infesting Wimerhold (I 0),  Report lo Mimbelle

Ervine

ife A Plague on Winlerhold
"s quest begins immediately after you complete the College of Winterhold
Quest:  Revealing the Unseen.

A  OBJE(TIVE: Find the Arch-Moge

I TARGET:  Exterior courtyard,  in the College of Winlerhold

I RA!pe+!!NG                             THE  iNV'EfalTOF``T/

Mirabelle Ervine rouses you from the battle-scarred  Hall of the Elements,
where strange magics are emanating from the  Eye of Magnus. Ancano
remains with the Eye,  protected  by bonded  magic too strong to pierce.
Mirabelle,s most pressing concern  is finding the Arch^^age, who was
knocked away by the explosion.  Rendezvous  in the exterior courlyclrd,  Where
a crowd  is forming  around the crumpled form of Savos Aren. Tolfdir confirms
the shocking  news,.  Savos Aren  has succumbed to the wounds he suffered
during  the  battle with  Ancano.  But the time for mourning  will come  later;
Wnterhold  is being overrun with  entities summoned  by the Eye!

A  OBJECTIVE.. Protect the town of Winlerhold

I TARGET: The bridge lo Winterhold

The danger present in
Winterhold Ts threatening
the entire town.  A plague
of odd,  wisplike bclllS

of terror are attcICking
the townsfolk!  Although
optional,  it's worth
stopping on  the bridge
to tell  Faralda of the
situation.  Ask her to  help,.

she gladly brings her considerable  magic to bear on the enemy and  manages
fo coax Arniel Gone  into the fight as well. The three of you should  help even
the odds once you cross the bridge into Winterhold.

A  OBJECTIVE:  Defeat the creatures infesting Winterhold (10)

I TARGET: The streets of Winterhold

REVEALING THE  UNSEEN      CONTAINMENT coaexaxcoxuncoroanx._rd
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The ten Magic Anomalies clre easily SPOtted and  quickly removed.  Ranged
magic  is a  good  choice,  but pinpoint spells that don,I hit the townsfolk who
are uncler Anomalies attack work best; you don,t want collateral damage
killing off the very people you,re  here to protect!  You  may wish to rush  over
to any groups of these magical entities and  leave Faralda and Arniel to deal
with them,.  this allows you  to coax as  many of them away from the townsfolk
as possible.  If Faralda  is  here when the ten  magical foes are dead,  she shouts
that she'll  stay here and  check for any more  incursions.  Pick up any Soul
Gems that the Magic Anomalies dropped when  they were dispatched.

A  OBJE(FIVE: Report to Mirobelle  Ervine

I TARGET: Mirubelle  Ervine, the College of Winterhold

Quest (onclusion
Return  to the College and  seek out Mirabelle  Ervine,  letting
Wnterhold  is safe for now.  She wishes she could  say the same for
College.  While she attempts to keep the Eye of Magnus conlclined with  her
fellow mages, you are to locate the staff of Magnus once and for all. Mention
that you,re off to  Labyrinthian,  and Mirabelle  is taken aback:  The Arch-Mage

gave  her an  item  from this  place and told  her she,d  know what to do with  it.
she hands the following  items oyer to you and  tells you  to leave.  Quickly.

>   T®ere  ®#  ELerbyrinlhitim                >   Scev®s  Aff©m,s  Amulet

Postquest A(livities

The  College  of Winterhold  Quest:  The Staff of Magnus  begins  immediately.
The Amulet is great to wear,  as  it boosts Magicka  regeneration.

PREREQUISITES: Complete the (ollege

of Winterhold  Quest:  Containment ©   MAJOR SPOILERS

lNTERSE(TING  QUESTS: The (allege of Winterhold Quest:

(omainmem/ The (allege of Winterhold  Quest: The  Eye of Mogmus,

The (ollege of Winterhold  Faction  Radionl Quests/ Side  Quest: Masks

of the  Dragon  Priests*

LO(ATlONS: College of Winterhold/  Hall of the Elements,  Labyrinthion/

Lqbyrinthion (hasm/  Lobyrinthiqn Thoroughlore/  Lobyrinthian/

Tribune

(HARA(TEDS: Atmoh (Ghost),  Elvali Veren  (6hosl),  6irduin (6host),

Hafnor  Ice-Fist (Ghost), Mimbelle Ervine/ Suvos Aren (Ghost), Takes-

in-Light (Ghost)/ Tolfdir

ENEMIES: Dragon  Priest Morokei,  Drougr,  Eslormo,  Frost Troll, Skeletal

Dragon , Skeleton, Troll, Wisp, Wispmother, Wizard Thrall

)   OBJECTIVES: Entrance to Lobyrinthion/  Find the Staff of Mognus,

Return to Tolfdir

ife Gelling Lost in Labyrinlhiqn
This quest begins  immediately after you complete the College of Wnterhold
Quest:  Containment.  Be sure you  have the Tore of Labyrinthian  (given  to you
by Mrabelle Ervine at the end of College of Winterhold Quest:  Containment).

Ignore the  Lost Valkygg
area to the east as
well as the ceremonial
buildings,  steps,  and

statuary/.  focus on  the
Frost Trolls and  the

giant low arch of the
Labyrinthian  entrclnCe.

Look for the strange,

glowing figures standing
the giant overhang.  The spirit of Savos Aren  is here.  You can't speak

Higr         Tbee  rmcassiv©  sa®rme  ¬®iuslTim5  ire  titiS  ebeeeimiS®F  tire  m®Sa  hi©iPius!;

.                 :                                     I                         .        I.

This Skeletal  Dragon was summoned  by dark magic within this  place and
doesn't have a soul fo steal.  Continue east,  down the tunnel to an  Etched
Tablet,  where Savos Aren,s specters appear again,  confused after losing one
of their own. They vow to continue on,  and  so should you.  The Tablet has a
suitably troubling verse to dissuade tomb robbers.  Now head down  and open
the doors to Labyrinthian Chasm.

'3'LIESTS,  THE COLLEGE OF WINTERHOLD QUESTS

I                    ,



arched alcove, where a  pedestal  holds a  Spell Tome.  Pick up  Flames if you
haven/I learned  it already/  and  read the book at once.  Equip  Flames as an
offensive spell,  and  blast the door sealecl  by ice. When  it slides open,  step
through  into a  precarious path of descent.

BET    Spe!!  H®ffiE©:  FIfflmes

ife (qrnqge in Ike Chasm
The voice echoes this chamber again,  and  Draugr begin to stir.  Avoid  or fight
these bony fiends while navigating  the narrow cliff path  down to a  junction.
A side passage to the south  leads to steps,  several  Draugr,  and a  tunnel
collapse that prevents progress.  However,  in a  side chamber, you find the
remains  of a  conjurer,  a  Spell Tome  (which you  should  learn  immediately),  an
Alchemy  Lab,  and  an  Arcane  Enchanter.  This  is your  last opportunity to  utilize
these Grafting  facilities  before  unearthing  the deeper secrets of Labyrinfhian!

Now return to the path of descent,  face west,  and continue down the bridges
across the chasm.  The voice  in  the dark now speaks to you  in your native
tongue and  seems to be growing  impatient.

>   Spell T®REEe: Eqtiiiibrium

You  may head to the bottom of the chasm,  where a  Nirnroot grows and a
fast-flowing  underground  stream coaxes you toward an  Iron  Door.  Or you
can exit via the tunnel above, cross the remains of a  bridge,  and  head  into
a great hall of alcoves.  Expect Draugr foes as you  head clown the steps,  out

a  rocky fissure,  and  reach the fast-flowing  stream  from  this direction.
oice mentions I refum of Aren as you open the door to Labyrinthian

you through  some
and a stream to follow

requires  less lockpicking
ns, where you may

s you cannot buclge.
xit the  pens.  The voice

fare, you have more skeletons to
ting you,re  not Are but were sent in

west across a
be found. Then move north
the

raised end  of the th

lS usually attacking a  Draugr.  You ccln wait for them

to damage each other and drop in to finish the straggler, or wait on a

crossbeam and  launch  ranged attacks on them both. The exit from this

circular room  is through the archway to the west,  ending  in an  Iron  Door.

The Side Chambers: Or you can walk over the trapdoor and hecld through
the opening to the east.  Followthe tunnel as  itdries  up and  ends ata

balcony guarded  by Draugr.  Drop to the adjacent earthen floor and open

the wooden  door to the west.  The dark and  narrow corridor leads down
to the circular room where the troll and  Draugr are fighting.  Use the same

western archway to exit to the  Iron  Door.

ae& prelude lo a Dragon Priest
The tunnel  is  riddled with tre6 roots and the longrdead  remains of Nordic
warriors. As you  reach an  c)pen  double door to your right (west),  expect more
Draugr attacks.  Before you head down  the connecting  passage,  take the
Spell Tome on  the pedestal if you  haven,I learned  Steadfast Ward yet.  Now
head  into the corridor,  watching  for crackling  electrical  attacks from  Soul
Gem  Pedestal  traps and  Floor Runes.  Take the Soul Gems from  the pedestals
to deactivate them,  or use the Steadfast Ward to shield yourself.  Head  up the
tower steps to an outside  ramp.  You encounter more  Draugr if you  inspect the
chest at the top'  Otherwise,  locate the tunnel  to the west.

>    Sp©ii  E®ffiie: SBeendifussE WesFd

Pass the locked gate  (or optionally open  it to find  some  impressive loot] and
head  through  the small torture dungeon  and the double doors.  Expe
combat with  a  high-ranking  Draugr,  sitting  on  his throne and guar
Word Wall. Absorb another Word of Power and optionally use it in lh
columned hall to the west.  Several  Draugr and  skeletons  roam here, so use
the column e them and seek cover if necessary.  Then  meet up with

his two  remaining followers.  They stare at a  door:

the barrier gives the Dragon  Priest invulnerability to
a thralls  from  their  ritual  by striking  or  killing  them

reak the beam.  Once the barrier falls,  Morokei
attacks you.  Retaliate,  using the chamber's topography fo hi

face the fearsome foe out in the open using your favored offensive



ffiB        VtfREem  y®us  dieesi  !ifee  fire#i  fe!®w  fs  fifee  Brffigsm  Priest,  lee  sure  g®

imsgreesf  hais  graemp!eal  f®rmE:   RES  eergrioies  tfae  3tceff  ©f  f¥%ilgmuss!   ¥®RE

¬asFT  ffi!S©   grFy  ®#  ifeiS  menSk,  Whaie!3  iS  eXtgrermely  irmP®FTgffiret  Wifeere   e®rmPietineg

5idie  Basest:  REffiSks  ®f  iin©  ffiFexg©ae   Pgri©sis9*  ¬®mSesii  !!affi?  apeeeS?  Sm  Pesg®  4?i

fsr  m®rs  dietesi!s.

>   §icaf!  ®E  REffigffiuss                >   ffl®FT®kei

0  OBJECTIVE:  Return to Tolfdir

A  TAROET: Tolfdir,  (allege of Winterhold

Exit from  the ceremonial
chamber via the eastern
doors.  After a  final
encounter with  the  ghost
of Savos Aren,  who
sealed Morokei,  you can
continue  up  the stairs,

pening  the  portcullis
sing  the wall  lever.

Postquest Activities

The College  of Winterhold  Quest:  The  Eye of Magnus  begins  immediately.

PREREQUISITES: Complete the

(o!lege of Winterhold  Quest: The

Staff of Mflgnus

©   MAJOR  SPOILERS

lNTERSE¬TING  QUESTS: The (allege of Wimerhold  Quest: The  Eye of

Mflgnus, The (ollege of Winterhold  Fottion  Radiant Quests

LOCATIONS: College of Winterhold,  Htill of the  Elements

CHARACTERS: Gelebros/  Ouarflnir/ Tandi!, Tolfdir

ENEENIES: Anctino

)  OBJECTIVES: Use the Staff of Magnus to enter the (allege of

Winterhold/  Reach the  Htill ol the  EIements/  De[etit Antano/ Talk lo

Tolfdir,  Spetik with  Qutirtinir

¢  OBJECTIVE:  Use the Staff of Mtignus to enter the College of

Winterhold

¢  OBJECTIVE: Reach the  Hull  of the  Elemems

:uI[[''\}

Upon  arriving  at the
Hall  of the  Elements,
Ancano is well aware
of your presence. The
mad elf spots you and
Tolfdir,  taunting you and
crowing that he,s so
far beyond your pitiful
attempts at magic that

(such  as  Followers)
Mass Paralysis spell, leaving you  standing alone.

you himself, opening the  Eye of Magnus and

Ddeoling Ancano: While Ancano opens the  Eye,  he,s still  invincible.
Wait until the Eye is fully open.  Wheti this occurs,  a casting  from your Staff
of Magnus absorbs its energy/  ancl the Eye begins to close.  Now is the time
to thwart Ancano!  Strike often  and  hard,  because eventually the  Eye reopens
and Ancano  becomes invincible again.  When the Eye is pried open a
second time,  several Magic Anomalies are also let loose.  Although you  must
decll With  them,  their  Presence  has the  POtential  tO  be Very  useful,  aS the  Soul

Gems they drop can  recharge the staff if it is out of charge.

se the chamber,s topography to your advantage,  keeping your distance
ncano,  which  gives you  more time to  maneuver around  his spells.  lf
le,  stand  behind  one of the chamber,s  many pillars,  or the  Eye  itself,
la the full force of Ancano,s attacks.  Your own  summoned creatures
so provide temporary distractions.

Switching  between  Favorites and  utilizing your different weapon
combinations  is  imperative,  too.  However,   equip the Staff of Magnus  in one
hand to remove Ancano,s invulnerability and  power up a  spell  in your other
hand,  readying  it for the  moment you can  hit Ancano. Then  immediately
switch to spells in  both  hands to deal the maximum amount of damage before
the Eye reopens-  Keep this up,  and you  may rid the College of this enormous
anomaly!

rj2,t,:Elf_rS   THE  COLLEGE OF WINTERHOLD QUESTS:  RADIANT QUESTS
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ife The Nick ol Time

A  OBJE(TIVE: Talk to Tolfdir

O  OBJE(TIVE: Speak with Ouoranir

\Mfh the hated  High  Elf now dispatched  for good,  you can return to Tolfdir.
He is thankful you  have stopped Ancano  but hcls  no idea  how to dispel
the gathering  crescendo of power that the  Eye of Magnus is magnifying.
Forluncltely, Quaranir has appeared  iusf in  the nick of time.  Speak to him,
clnd  although  he  iS aS Cryptic aS ever,  he tells you  that the  Psiiic Order cllways
believed in you, and your actions have proved that you are ready to lead the
College of Winterhold.  Now that the Eye has grown  unstable,  it may not only
destroy the College,  but also the entire world!  Ancano's actions  proved  that
this world  is not ready for such  power,. Quaranir prepares to secure the Eye.
The Psiiic Order will  maintain the Eye for now, and  he summons his  brethren,
Gelebros and Tandil,  to perform a binding  ritual. The monks and the  Eye
soon disappear from this world.

Quests as you wish,  including  a couple of newly available ones. Toll

presents you with the key fo the Arch-Mags,a Quarters and your owtt nd
hood. You also receive a  lO percent discount when  purchasing from College
vendors.

fr   REey  !® Ar!haBENGgeF£  ©eeerF!erS

fr  fiF¬h"tige/S RE®®d

>   AF¬hnfflesge'S  R®be

ffREE   ff®ELELEff##   RE"iifeRE#   SRE#Sffl¬±
The following  Radiant Quests occur throughout (and  between)  the critical College of Winterhold Quests and offer you a  (sometimes random)  task to accomplish.
These objectives  become available based on two factors: where you are in  the critical College Quests and your skill  in the five Schools of Magic.  For a
complete  list of how to unlock each  Radiant Quest,  consult the Introduction to the College of Winterhold  Quests,  al the start of this chapter.

lf you  commit a  minor crime,  such  as accidentally striking  a  College  member or  pickpocketing  them,  you,re  usually let off with  a  warning.  However,  if you
commit a  serious crime,  such  as assaulting  or  murdering  one of the College  members,  all  of them  become  hostile  and  will  attack you.  At this  point,  you can:

Continue on  the  killing  spree,  which  doesn,t result in  much  else  besides dead  bodies and  fewer places to  sell  or train.

Yield  by sheathing your weapons,  or flee the College, wait three days,  and  return.  Don,I

toward you either.

lf you  speak to Tolfdir,  he is concerned  but a  little more unclerstanding.  However,  he  r
ay up/ and you come firm  friencls again.  Refuse,  and expect to be ostracized  until you  p

OO gold for every subsequent offense.

e College  members to  be  hostile,  but they won't be friendly

Old  be  Paid to the College before you can  rejoin.
ust pay 250 gold  for your first offense,  5OO gold

Start a  conversation  with Tolfdir,  and  tell  him  that he
looks like he could  use a  hand.  He sheepishly admits
to  misplacing  his Alembic,  an  alchemic  still  (two vessels

connected  by a tube).  He,s hoping you  might find  it,  as
it has  sentimental value for him.  lf you  see  it,  will you

bring  it back to  him?

Visit the  Hall  of

Countenance and search
the following  locations to
fincl  the Alembic:

Top floor,  in  the

chamber directly

across from the stairs,

oh top of a barrel.

ln the chamber with the Arcane  Enchanter,  under a display case.

Ground  floor,  in the room with the large cask, on top of a crate.

>   ife!fdiF#S ffileREbie

Quest (onclusiom
When you  have the Alembic,  return to Tolfdir and tell  him you found who
was looking for.  He thanks you  for your help clnd  rewards you_

B>   3ffi g®!di pi®fies                     >   Filled S®u!  Germ  frffm#®rm!

West Attivilies

y now speak to Tolfdir or another mage and  begin another Racliant
repeat this quest once a day.



Talk to  Drevis  Neloren,  and  he's  initially astonished

thatyou  can  see  him,.  his  illusion  spell  still  needs  a  little

tinkering.  lf you  ask about College business that you  can
help with,  he tells you  that the various  points of focus
for magic energies around the College have become

polluted.  Agree to  help with  their cleansing/  and  he
hands you a special  pair of enchanted gloves that allow

you to delve  into these focal  points.  He warns you of
possible "consequences,,  that this cleansing  may have
on you,  and  urges caution.

ENygEi¬ ifeffiimg  ©!oves

A  OBJECTIVE: Cleanse the foctil  points for mqgicql energies around

the  College.

the  middle of the Hall of Countenance.  Bewclre Of a  random and sometimes
beneficial  or slightly harmful  discharge as you  purify these  points.  These are
completely random and  range from  items to damage{ausing effects.

a  OBJE(TIVE: Return to Drevis Neloren

Quest (onclusion
Once you  cleanse the three focal  points,  return to Drevis  Neloren, who
is alreacly feeling the difference you've  made.  He congratulates you and
removes the gloves from your person.

Postquest Activities

You  may now speak to another mage and  begin another Radiant Quest.

Speak to Sergius the  Enchanter to check whether there,s
College business you can  be part of.  Sergius eams a
steady income enchanting weapons for local  residents
of Skyrim,  who aren't happy about mages  inhabiting
their lands  but seem  to  have  no qualms  utilizing  their
services.  Sergius has already set up an  interested  party,
but it falls to you  to take the  item  back to Sergius for
enchanting.

A  OBJECTIVE: Go to [the indi(oted mndom person] in [a random

locotion] and pick up the item

to Sergius the  Enchanter,  and ask if there is any
legs business you can assist with.  Sergius tells you
a running  low on Soul Gems and  requires you to

trieve some more for him.  He,ll  pay you when you
lee"he ones  he specifies.

A  OBJECTIVE*: (ollecl [a random number]

of [o random type of] Soul Gems

268   ,

Tf_e   -C;+f`¬_. tir,c:.`.,i:a   +I
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Quest (ontlusion
The type (Lesser,  Common,  Greater,  etc.)  and  number are random.  Sergius
won't be  interested  in your collecting  antics  until you  have the exact number

(or more)  of the Soul Gems  he  has specified.  Then  return  and give them over
i,s relatively pleased and  rewards you.

>  ®®ld pieces

Hip        Ssrgiaes  e¥sn  ieskes  S®"i  S®!ms ves3  iind  !iseiiig  t!ie  ShS!VeS  eegr®SS

.                                       `                                                                                  ```                                               .

;u  y.c!i*(L:,.`!)!jder.,Jl..-i  i

Poslquest Activities
You  may now speak to  him again or to another mage, and  begin another
Radiclnt Quest.  The gold  pieces you are awarded are  120 percent of the
value of the gems you delivered,  maki,ng this worth your time.



hulk with  Urag gro-Snub in the College's Arcanaeum,
and ask whether there,s any College business you
can  help him with.  He,s always wanting  more books
for the library and pays for those collected from more
dangerous areas. Agree to this work, and Urag  updates

your map and objective with the last known  location  of
a  porl'lcularly important tome.

a  OBJECTIVE: Find the Copy of [o random book]

I TARGET: [A random book] in [o random lototion]

e
or fortification that has a

through the enemies until you  reach the boo
treasure chest.

>  [A ru»d®m book]

a  OBJECTIVE: Return the book to Urag gro-Shub

Take the book,  head back to the Arcanaeum, and tell Urag you have the
book he was looking  for.  He  is  pleased with your progress and  offers a
reward  for your troubles.

>  G®!al pieces

Poslquest Activities

You may now speak to him again or to another mage and begin another
Radiant Quest. The gold  pieces you are awarded  are  1 2O percent of the
value of the  books you  delivered.  Continue this  indefinitely,  as you  wish.

A  OBJECTIVE: Thlk to Umg gro-Shub

Take the book,  head back to the Arcanaeum, and give the book over. Then
return after 48  hours, which gives Urag  enough  lime to translate the sc
within the tome.  As a  reward,  he  (randomly)  gives you three of any a
following  scrolls or  increases  one of your  magic  skills:



While exploring  the
forgotten catacombs
beneath Winterhold
College,  you'll  probably
stumble upon a  large
dais  in a chamber
seemingly reserved
for coniuration...and

possibly darker arts!  This
is the Atronach  forge,  an

arcane device capable of converting  mundane  items  into various  relics from
beyond Oblivion.  A nearby book provides details on the forge and on a  few
basic recipes for conjuring Atronachs at the forge.  However,  the real  power
of the forge lies  in  its ability to turn  several  mundane  items  into something
much  more potent and  arcane.

>   Book: The Atronach Forge

Basic Recipes: To create an arcane item,  place the required  mundane items
for a  specific  recipe  into the golden offering  box and activate the nearby pull
bar.  The forge combines and consumes the items for the first complete recipe
il finds.  The created  item  (or creature)  then  appears on  the dais.

Daedric Recipes-Hail Sigil!: After completing  the Coniuration  Ritual  Spell
Quest, you,re awarded with  a  Sigil  Stone.  That item can  upgrade the
Atronach  forge,  and with the Sigil  Stone  in  place,  more powerful  Daedric
items can  be crafted!  These recipes are also found  GIS rare loot but appear
only after you  receive the Sigil  Stone.

2ZO   ,



Venture  into the deepest
reaches of the Midden
Dark ancl  find  the

bizarre remnants of
magical experiments

gone awry. Among those
is a  relic  in  the shape
of a  Daedric Gauntlet
emblazoned with the
Sigil  of Oblivion.  Nearby
is a  key and  journal that once belonged  to a  mage who was  investigating the
disappearance of four students.

>   Book (relating lo Daedri¬ Re!i¬)       >   Key lo Arcamaeum (hesl

Read the  book to learn that there was little trace of the  missing  students,  but
four mysterious ringlike relics were recovered from the gauntlet and  locked
away in  the Arcanaeum,  where they still  remain.  Try lo avoid  being  noticed
as you  reclaim these from an  Investigation Chest on the  north wall of the
library.

(Pickpocket)  Or,  simply pick the lock and steal  the rings,.  if you,re
expedient, you can attempt this before entering the Midden.

>  Ceremonial Rings i4)

Return  to the Midden  Dark with  the ceremonial  rings,  and attempt fo match
each  ring to  its corresponding finger.  There's  no penalty for guessing
incorrectly.  Pithiken's  ring  belongs on  the little finger,  Balwen's fits the  ring

finger, Treoy,s ring  belongs on  the  middle finger,  and  Katarina,s fits the  index
finger.  When  all  four rings are fitted,  the fingers of the  relic curl  shut,  and  a
disoriented  Dremora  is  summoned  into the chamber with you!  This  is Velehk
Sain,  who the students unwittingly permitted  into the world.  He,s since made
himself cl  legendary pirate of the Abecean Sea and will offer a  share of his
booty if you,ll  release him.  Otherwise,  prepare yourself to tclngle with an
ethereal foe from beyond!

lf you  release the  Dremora,  cl treasure map appears in your inventory.
The treasure is  magically concealed  and only reveals when the  map comes
within  its  range.  You  can  find  this  stash  lo the west of Winterhold  College,  at
the foot oF a  shelf below a  large Halos  shrine.  Look for  il on  a  small,  coastal
island  just offshore.

>  Ve!ehk,s he«sure Mcap       >  Vel_ehk's Slush

once you Complete (allege

Once the events of the Eye of the Magnus have subsided,  converse with
Tolfdir.  He informs you there have been  reports of some kind of magical
anomaly appearing  ,ln Skyrim.  He fears this may be a side effect of Ancano,s
meddling with the  Eye of Magnus and  requests that you find out what is

going on.  He also recommends bringing along  the Staff of Magnus.

a  OBJECTIVE: (lose the rupture

I TARGET: Rupture, in [a random location]

ourney to the outdoor
ocation with  the

perceived  rift (which
can  be anywhere on
Skyrim,s exterior surface,
in any Hold),  and  battle
any entities you  see

prowling the area close
by.  Brandish  your Staff

tfln repeat il multiple limes.

of Magnus,  and destroy the three Magic Anomalies surrounding  the rupture.
This seals  il away and  restores what passes for normality around these parts.

a  OBJECTIVE: Thlk lo Tolfidr

Quest (onclusion
Return  I

the  ruDl

allege of Winterhold and  speak with Tolfdir,  confirming that
s there,  and you dealt with  it.  You are not rewarded  if the  rift

occurred  in Winferhold  Hold,  as this was  part of the College's problem and
needed to be covered  up before the alreadyLangry POPulatiOn  got any more
furious with  mages.  lf the rift occurred  in any other Hold, you,re given the
following:

>  300 io 500 gold pieces

Postquest Activities
You may now speak to Tolfdir again or to another mage and begin another
Radiant Quest.

his Radiant Quest be(omes uvtiilo

When the events of the Eye of the Magnus have quieted down, converse with
Tolfdir. The venerable  mage says that he has received word of a troublesome
mags who is hell-bent on wrecking  havoc  in the realm.  The sorcerer in

question  is formidclble and  may have felt the effects Of the Eye closing.

O  OBJECTIVE: Deal with the rogue wizard

I TARGET: Rogue wizard, im [a random location]

WCryS wearing the College,s  robes.  He is hardly a

Head to the dungeon
or building where the
enemy mage was last
sighted,  and  battle your
way to a confrontation.
The Insane College
Wizard  is usually

powerful and may hove
strong allies to defeat,
too.  The wizard  is

good  role model for the
organization,  considering  its ongoing  struggles for acceptance  in  Nordic
Skyrim.  Finish the foe off, grabbing  any nearby loot that is dropped  or on
the corpse.

a  OBJE(TIVE: Talk to Tolfidr

THE AIRONACH  FORGE   A.  FORGOTTEN  NAMES  '    AFTERSHOCK      ROGUE WZARD
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Quest (omlusion
Return to the College of Winterhold  and  speak with  Tolfdir,  letting  him  know

you  have defeated this appalling advertisement for the College.  Your only
reward  is thanks from the College.

Postquest A(tivities

You may now speak to Tolfdir again or to another mags and begin another
Radiant Quest.

These four Radiant Quests clre available from Arniel,  a
reclusive and  timid  experimenter within  the College.

ife Arniel's Endeavor (Part  I)

OTE This Rfldiant Quest be(omes

flvoilflble utter you

f Winterhold:  U

nly by Amiel, a

Saarthul.  lt

Locate Arniel Gone and ask if there's any College business you ccln  assist
him  with.  There,s  nothing  officially/  the  nervous  mage fells you,  but he does
mention a  ''proiect'' that he's  been working  on.  He refuses to divulge any
information  about it,  but he  requires you  to  bring  him  lO  Dwemer Cogs.  He
needs to examine them.

MBJE(TIVE: Bring Amiel Game Dwemer (ogs (lO)

The Dwemer Cogs  in

question  are golden,
and  many are scattered
throughou"he Dwarven
Ruins and  dungeons of
Skyrim.  Check every
stone table,  chest,  and
dwarven  machinery for

possible cogs to gather.
Be  patient,  as this fakes

some time.  You  may wish to combine your searching with other quests (such
as Main Quest:  Elder Knowledge).

Hip        Another  epti©!1  iS?a  \/iSit  UFTderSFe!1e  %SSP  ill  M«Fih«i,  Se«reh  the

rui!is  ¢i  Nehas«ndcoZ©!,  ernd  tifeeil  sm®sik  im¥©  ¬¬aicelm¢7s  Masseasm

(©r  ge?  his  peerlevission  te  visi?i  esveti  steexi  «!1y  eSgS yCu  heaven,i  founal-cF

grtib  ffli!  t©m  fr®m  there.  There,s  efavi©ass  hosti!iiy  £omsequei1¬eS  if yOus/re

¬evugh"ryimg?®  enter  the  ra"sesem,  tha@aegha.

>  Dwemer{og (10)

a  OBJE(TIVE: Deliver the Dwemer Cogs to ArnieI Gone

Quest (onclusion
He is  most pleased  and  rewards you with  some gold.

>  [Leveled] gold pieces

Postquest Activities

Arniel  continues  his  research,  but it  is  three entire days  before  it produces
results.

ife ArnieI's Endeavor (Part 2)

#¥*.:i   NOTE      This Radiant Ouesl becomes available utter you (omplete
Amiel/a Endeavor  (Pffrt  I )  and wuil three dflys.  lt is given to

you only b niel Hnd  Can  be completed  only once.

272vIVA
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After you  hand over the Dwemer Cogs Arniel  had  requested,  he thanks

you,  and you can ask if he requires further assistance.  He needs  more  help
with  his  project,  but this  involves a  fellow wizard.  Enthir is  refusing to follow
through  on a trade regarding  an  important item Arniel  needs for his work.  He
hopes you,ll  talk to  Enthir on  his  behalf'

a  OBJE(TIVE: Speak to Enthir

When  you  find  Enthir and  ask about the  item,  he tells you  Arniel  misinformed

you;  he was going  to sell  the  item  to Arniel  but decided  against it.  You  can
have the  item,  but  Enthir needs you  to find  a  staff one of Enthir,s  ,,friends,,

(likely  himselfy  wishes to  acquire.  The  staff  is  in  the  hands  of  unfriendly folks.
lf you  bring  Enthir the  staff,  he,ll  consider  it payment for Arniel,s  item.

a  OBJE(TIVE: Acquire the Staff

I TARGET: Staff of Tandil, in [o random dungeon]

Set off to the dungeon  or fortification  Enthir specified  (on your world  map),
and  battle a  hardy foe for the staff,  which  is usually on  his or her corpse.

>  Slalf of Thndil

A  OBJE(TIVE: Deliver the staff to Enthir

Quest (onclusion
Return to the College and  hand over the staff you obtained.  Enthir honors
his end of the deal and gives you a gem Arniel was clfter.  Find Amiel,  speclk
to  him  to give over the Soul Gem  Enthir just handed you,  and he thanks you

profusely.

>  Warped Soul Gem

Postquest Activities
Arniel  continues  his research,  but it may be a while before  it produces results.
Complete the indicated quests to begin the third  part.

ife AmieI's Endeavor (Part 3)

his Radiant Ouesl becomes avoiloble after you complete

ArnieI's Endeavor (Part 2)  and after the  College of Winterhold

Quest: The Eye of Magnus ends. You  can  complete il only on(e/  and  it is

given to you only by Amiel.

ln the aftermath  of the battle for the College of Winterhold,  Arniel  has
been  beavering  away on  his secret project.  Ask how the project is coming
along/  and the  news isn,I good.  He,s destroyed a  prototype and  explains
that the Dwemer technology he,s tinkering with was put together by a  race
of beings that mastered  magic  in a way that is inconceivable to current
mages.  He's trying to  recreate the circumstances of the failure to see what
he can  learn.  While the  Dwemer tcIPPed  Power from the  Heart of Lorkhan

(a dead god),  Arniel  is  making do with a Warped  Soul Gem.  Butthe Gem
needs to be  purified  in a  Dwarven Convector,  which Arniel constructed and
recently destroyed.

lf you,re willing  to  help/  the Convector  machines that exist deep within
the dwarven  ruins could  be used to heat the Gem.  Arniel  even teaches you
the spell to heal a  Convector to the correct temperature.  You are to find a
Dwarven  Convector,  place the Warped Soul Gem  inside,  and  heat it for at
least three seconds.  Approximately three Convectors will  be  needed,  so this  is
a  quest that requires  much  trekking.

>   Warped Soul Gem             >   Spell: Arniel/s Convection

;-.i._rE;i,   THE COLLEGE OF WINTERHOLD QUESTS:  RADIANT QUESTS
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fight or sneak through  the  indicated  locations until you  reach a Convector.
Convectors can  be found  in  the following  locations:

Inside the first interior  location of Mzulft

Inside a  small  dungeon  located  near the  main  entrance to Mzulfr

Out in the wilderness southwest of Shor,s Stone

Outside the entrance to  Bthalft

Outdoors near Deep  Folk Crossing

Along the  river,  northeast of Druadach  Redoubt

You  find each Convector easily,  as it has a quest target on your compass.
When you finally arrive at the Convector,  access it and  store the Warped
Soul  Gem  in  the Convector.  Remember to  store  it first!  Your objective  updates:

A  OBJECTIVE:  Find the courier

t TARGET: Courier,  in [ti random dungeon]

Journey to the location
indicated on your world
map/  and begin a
systematic search of the
area  until  you  find  the
Courier,  who's  looking
a  ll.tile worse for wear.
Fortunately/  whatever
killed  him  ignored  the

package he was seeking
to deliver.  Remove a  strong

fr    RE®®ffiiffiffi

named  Keening.

O  OBJECTIVE:  Deliver the packtige to Amiel

ffiffS          ¥®RE  eesre  &ry  ©ust  Ffro®  alffiggegr  cagffii!1Si  f©eS  if  y®ae  WiSifeq

Head  back to ArnieI,s  location at the College.  Inform  him you  have the
dagger that he wanted.  He is  both excited  and worried,.  il seems the courier



After a couple of chats with  Brelyna,  she asks  if you  have a  moment to  help
her with something.  Agree,  and  she says the reason  she,s  here  is to become
a  better mags,  iusf like the rest of you.  But she needs a willing volunteer
she can cast practice spells on.  Apparently,  they aren,I dangerous.  You can
refuse,  agree,  or ask what,s  in  it for you,  and  she  begrudgingly offers you  an
amulet  if you,ll  help.

Stand  still  in  front of her,  and  Brelyna  releases a  spell  that tums everything

green.  Her reassurances that this wasn't supposed to happen aren't
reassuring.  Wait until  the spell's effects wear off and you can see properly
again.  Then  return  to  Brelyna.  Agree to  more aural  punishment,  as  she  tries
a  ,,variation,,  on  the first spell.  You  transform  into a  cow.  Then you  appear as
a  horse and  a  dog.  Finally/  you  return  to  normal.  She  isn,I convinced  this  has
worked  any better and  suggests  it,s  probably beifer to stop.

Quest (onclusion
After those  spell  failures,  Brelyna  is thankful  that you  helped  her test out her
spells and offers to help you on your travels.

>   ff®ii®w®F: Br©lyma               >   Enchanted  Ne¬kla¬e  (rcend®rm]

",I:,,,



After a couple of conversations with OnmuncI,  he asks you for help  regarding
a  private  ma#er. When you ask what is wrong/  he tells you  he,s entered  into
an  "agreement" with Enthir.  Onmund has misfakenly tracled an  amulet that
belongs to his fclmily,  and  he regrets parting with  it.  He hopes you can talk
to  him and  get it back.  Ask him  more questions about the clmulet if you Wish
before heading off to find  Enthir.

a  OBJE(TIVE: Speak with  Emhir

Head  to  Enthir,s  room  in  the  Hall of Attclinment,  Or
elsewhere in the College if he,s wandering/  and tell  him
that he has something of Onmund,s, who wants it back.
Enthir scoffs and tells you  his trades are firm  and final.
Apparently/  there,s  nothing  more to be said.  You can:

(Persuade)  Tell  him  it,s  in  everyone/s  best interest if he
returns the amulet.

Or ask him  if there,s something you can do to

change  his  mind.

Enthir isn,I interested  in you  buying  the amulet,  and  the persuasion  is
difficult  (but  not  impossible).  Usually/  you,re  left with  a  task  Enthir wishes

you to complete:  He tells you a story about someone  (him) who traded  some

staff back and fails to

a  OBJE(TIVE: Find the staff for Enthir

I TARGET: Gramd Stuff of (harming, in [q mndom locotion]

The staff is located  randomly/  somewhere in one of Skyrim,s dungeons or
crypts.  Find  it on your world  map/  enter the location,  and fight your way to
the staff, which  is always in a large treasure chest.

>   ¬rqnd Sfu!! of ¬ELqrming

A  OBJE(TIVE: Deliver the staff to Emhir

Quest (onclusion
Return to Enthir and  make the swap.

>   Osermuffdifs Armus!el

a  OBJECTIVE:  Deliver the amulet to Ommund

Now find Onmund and  return the amulet to him.  He thanks you and  now
values you as a true friend.  He offers to help you on your travels.

>   Follower: Onmund



PREREQUISITES:  Illusion Skill of 90

lNTERSE(TING QUESTS: None

Talk to  Drevis  Neloren  inside the College,  and  ask him  if there's anything
else to be learned  regarding  Illusion  magic.  Indeed there  is; there are several
books that Urag  isn,I even  aware of,  hidden tomes completely invisible to the
naked eye,  that are scattered  clrOund the College. They contain  information
that,  when  read  together,  may unlock some as-yet-unknown  Illusion  spells.
You clre granted a  spell that enhances your vision-the only possible method
of finding  these books.  Return with  the  books.  Ask further questions  if you
needto.

>   Spe!i: Visiom of the Temh Eye

A  OBJE(TIVE: Bring the  Four Mflsler  lllusion Texts to Drevis Neloren

I  TARGET: Mtister Illusion Texts, within  College of Winterhold

Focusing the Tenth Eye:  Begin
a careful  search of the entire
College of Winterhold. There
are four texts to find,  and  they
are  reasonably easier to spot if

you're being  thorough,  checking
on top of barrels,  below benches,
on tables,  or bookshelves.  lt also
helps to know where each of
the texts resides: There is book
in the Arcanaeum,  one in  the
Hall  of Countenance,  one  in  the
Hall  of Attainment,  and  one  in
the Midden.  Search each  area
thoroughly.

>   fflers3er Illusion Text (4)

a  OBJE(TIVE: Bring the  Four Master  Illusion Texts to  Drevis Neloren

Quest (ontlusion
Return  to  Drevis Neloren  and  reveal  the four Master Illusion Texts  in  your

possession.  He  is  impressed  and  immediately awards you  with  a  spell:

>   Spell Tome: Hysterifl

Postquest Activities

Along  with  the  Hysteria  spell,  Drevis  Neloren  now has th
sale,  should  you  wish  to  buy any:

>   Spell:¬al!E©Arms           >   Sgrel!:ENtiFTm®n

Speak to  Phinis Gestor  inside the College,  and  cISk him  if there'S anything
else to be  learned  regarding Coniuration  magic.  Indeed there  is:  powerful
spells that can  more closely and  permanently bind creatures to yourwill.  One
of the  riskiest involves summoning and commanding an Unbound  Dremora.
Phinis agrees to teach  you the summoning  spell,  but it will  work only in  a

properly prepared  location. When you summon the Dremora, you  must orcler
it to deliver you  a  Sigil Stone from an Oblivion gate.  Return with the stone,
and  phinis will  inscribe the spells you've yet to  learn.  Ask further questions  if

you need to.

>   Summon Unbound Dremo"

a  OBJECTIVE: Summon and subdue an  Unbound Dremorq

I TARGET: Unboufld Dremora/ top of the Hall of Attainment, (allege

of Winlerhold

Tr_a  E¬ide_, £c=c.1s  i/
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Lo yield.  Kill  it so  it is  banished  once more.

When you summon  the Dremora for a third time,  its clemeanor is
somewhat subdued.  Speak to it, commanding it to bend to your will.  Summon
it one more time.  on this fourth occasion,  it grudgingly obliges your wishes:
Order  it to retrieve the Sigil  Stone.  lt disappears and  returns with  the  SigiI
Stone.

>  Sigi! STone

a  OBJECTIVE: Return to  Phinis Gestor

Ouesl (omclusiom
Return  fo  Phinis and  present him
with  the SigiI  Stone.  He  is  pleased
with  both your abilities and the
Coniuration  spells  he can  release.  ln
return,  he hands you  back the SigiI
Stone and teaches you a  new spell.

>   Spell: Flame Thrall

Postquest Activities
Along  with  the  Flame Thrall  spell,
Phinis  now has the following  spells  for

sale,  should you wish  to buy any:

>   Spell: Dead Thrall

>   Spell: Frost Thrall

>   Spell: Storm Thrall

ln addition, you can plug the Sigil Stone into the AIronach  forge in the
Midden.  Otherwise, this is a very pretty paperweight.

rL*,JESTSo THE COLLEGE OF WINTERHOLD QUESTS:  RADIANT QUESTS
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PREREQUISITES:  Restorolion Skill of 90

lNTERSECTING QUESTS: None

Talk to Colette Marence inside the College,  and question  her about what
else there is to learn  about Restoration  magic.  She,s comforted that you,ve
not dismissed this art,  unlike the other College  members.  lt seems you  are
ready to speak with the Augur, who was especially gifted when  it came to
Restoration  magic.  He,s very particular about who  he shares his knowledge
with.  You  need  his approval  first.

a  OBJECTIVE: Gain the Augur's approval

I TARGET: Augur of Dunloin,  in the Midden,  in the (ollege of

Winlerhold

Journey into the Midden  under the College, and  seek out the Augur of
Dunlain,s circular chamber.  This sage already knew you were coming to
seek something and that he has  it.  He asks  if you are prepared.  Answer how

you wish,  and the Augur explains that you,re about to be tested  not on your
belongings,  scrolls,  or  potions,  but on  what lies within.  Are you  ready to step
into the  light?  Confirm you  are with  the Augur.

The Augur conjures a

portal,  and you  must
step through  it. A"hat
very moment, you are
stripped of all your
equipment,  including
melee weapons,  potions,
armor,  and any clothing.
The door to the Augur,s
chamber is sealed. The

only protection you  have are your Restoration spells.  Use these to survive as
a ghost appears  in this chamber. After the first ghost appears,  a second one
manifests after ten  seconds, and then a third appears after ten  more seconds.
All are invincible to any other attacks.  After ten  more seconds,  all the ghosts
disappear.

Quest (onclusion
The Augur cIPPearS after a  few  moments  and  iS  impressed  by your learning  Of
magic.  He  returns all of your equipment and  rewards you with the following
spell:

>   Spell froffie: Btine of the undetid

Postquest Activities
Colette  now  has the following  spell  for sale,  should  you wish  to  purchase  it:

>   Spell: 6uqrdiGn Circle

PREREQUISITES: AIteration Skill of 90

lNTERSE(TING QUESTS: None

peak to Tolfdir inside the College,  and ask if there,s anything  more you can  leclrn  about Alterofion  magic.  As  it happens, Tolfdir has  been working  on an
improvement on the  Ebonyflesh spell and  has  hit a  snag.  He  requires dragon  scales for his  incantations,  as  he uses their essence,  but they lack potency.  From
ancient records,  hers discovered  references to dragon  "Heartscales.''  ln addition,  there are stories of a  dagger called  "Kavohzein's Fang,'' which  is sharp enough
to carve these scales off a dragon.  You are to  retrieve the dagger,  use it to carve off a few Heartscales from  a dragon,s corpse,  and  return the scales to  him.

A  OBJECTIVE:  Use  Kavohzein,s Fang to collect Hearlstales

I TARGET: Kavohzeim's Fang, inside [a Dragon Priest's dungeon]

Finding the Fang: The dagger is randomly located  in  one of the large
dungeon crypts and guardecl  by a feclrSOme Dragon  Priest.  Battle through
the dungeon,  slay the Dragon  Priest,  and locate the treasure chest close to  its
corpse.  The chest contains  Kavohzein,s Fang. The following table shows the

possible locations to try:

Scavenging the Scales:
Now that you have the
dagger, you need to find
a dragon.  lf you haven't
completed  Mclin  Quest:
Dragon  Rising/  do so
now.  Otherwise:

Battle a dragon with
any and all offensive

weaponry you have. After you kill  it,  approach the dragon's corpse and

equip Kavohzein's  Fang.  You don't have to fight the dragon with

dagger; only search the corpse with  it in your hand. Among the of

items, you  receive Heartscales from the corpse.

Or,  simply return to any dragon you,ve  previously killed,  and search the

corpse.  This  is a  much  quicker and easier option!

>   I]eurls¬ffi!es

A  OBJECTIVE:  Return to Tolfdir

Quest (onclusion
Meet Tolfdir again,  and  inform
him that you  have the dragon
Heartscales that he requires.
He is most excited about this
and crafts a  brand-new spell.

>   Spell: Dragonskin

Postquest Activities
Along with the Dragonskin spell,
Tolfdir now  has the following spell for
sale,  should you wish to purchase it:

>   Spell.. Mass ParalysI'S

lLLUSION  RITUAL  SPELL.'   CONjURATION  RITUAL  SPELL       RESTORATION  RITUAL  SPELL   I   ALTERATION  RITUAL  SPELL
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ne> optimal Ouesl Slarl
The Thieves Guild Quests  begin when you  arrive at Rifren  for the first time.
You  can  join the Guild  whenever you  like,  although  Stealth-focused  chclraCterS
may want to  join  sooner rather than  later to gain  access to this ready source
of missions and trainers.  Most of the other characters will encounter the Guild
much  later,  as  part of Main Quest:  A Cornered  Rat.

negiv sqncTuqry: The Ragged Flagon, under RifTen

{ross-Refer

G>»

a you won"a see maps and leaf

more about the Imps/  now-quest-reltited items,

and other imporlqnt rooms of note in every lo

? Then cross+eferen(e the location you trflvel to

n  om that locfllion (ontained  in this guide,s Allus.

The Ratway is the  underbelly of Riften,  both  literally and  figuratively.  lt is a
cross-section of old avenues,  buildings,  and catacombs  buried  beneath the
shifting  surface of the city.  After navigating these treacherous tunnels,  fending
off beggars,  muggers, and Skeevers, you reach the Ragged  Flagon, where
mead  and  machinations  run wild.  The  Ragged  Flagon  is  retrofitted  I,ntO the
astern  located  beneath the well  in the center of Riflen,s marketplace,.  it,s the
market beneath the market.  This  is the central  part of the Ratway/  and offers
access into the Warrens  (where only the  most deranged of madfolk dwell)
and the inner chambers of the Cistern.

Currently hidden  in  the woodland south  of Riften,  away from those who aren't
blessed  by Nocturnal  herself,  Nightingale  Hall  is the source of power and
residence for the Nightingales,  a strange and  secretive subsect of the Thieves
Guild.  No one  knows quite what these powerful  individuals are up to,  but
many scholars  have speculated that Nightingales carry out the wishes of
Nocturnal.

negr Important (hqrqclers

Patron:  No(turnal
Nocturnal,  the Mistress of Shadows,  is the daedric lord
of twilight and  shadow and  the patron of thieves and

gamblers,  and  influences  luck throughout the  realm.
Her passiveness  in the affairs of man only deepen  her
mystery.  On the occasions where she deals directly with
mortals,  such as  in  the case of the Nightingales,  she
usually refers to everything  in  almost businesslike terms,

calling  oaths  ''lransactions''  and  making  ''deals''  with
her followers.
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Guild Muster: Mercer  Frey

Mercer grew up with  Delvin  Mallory  in  the Guild  but
climbed the ladder a  little faster and was able to attain
his  rank  in  the  Guild  through  manipulation  and  skill.

He  is the current head  of the Thieves Guild  of Skyrim.
Frey  is very clever,  and  even  though  he  is cl  bit Older,  he
is certainly not weak,  maintaining a  calm veneer and
never appearing  troubled or agitated.

Guild Second:  Bryniolf

ryniolf is a go-between,  passing  Mercer Frey,s rulings
own to the  newer recruits,  whom  he mentors and  is

fiercely proud  of.  He is extremely loyal to the Thieves
Guild  clnd  has a  reputation  for  being a  Problem  SOIYer,
especially within  Riften,  where  he maintains an  excellent
rapport with those who cooperate with them. When not
in  the Guild  itself,  he  is often  at the  Ragged  Flagon  or
the  marketplace topside,  scoping out possibilities for
new recruits.

Former Guild Second (Out(asl): Karliah

Karliah,  a  female  Dunmer,  was exiled  from  Rifren  after
being accused of murdering Callus.  Her exile was
self-imposed,  under duress.  She  hcIS  been  keeping  an
ear open for the right opportunity to arise and  repay
certain  Guild  members for their treachery.  At first

glance,  Karliah  is very cold  and  withdrawn.  She  isn't
used  to  much  company,  keeping  herself in  isolation.
But those who warm  to  her will  find  Karliah  to  be quite
cunning  and  agile.

Former Guild Master (Deceased):  Gollus

Desidenius

Callus was Mercer Frey,s predecessor as Guild Master
for the Thieves Guild  in  Skyrim.  He was c)lso a  member
of the  Nightingale Trinity along  with  Karliah.  Callus wc]s
killed  under suspicious circumstances.
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Guild Third:  Delvin Mollory

Delvin  grew up  in  Riften,s  Honorhall Ol-phanage.
He was taken  in  by Callus,  but Delvin accidentally
killed a  man while on a robbery.  Callus arranged to
have Delyin stay with the  Dark Brotherhood,  and  he
remained  in  hiding  in  their sanctuary for a  year.  While
there,  Delvin gained a  new respect for the shadovy
organization.  After the death was long forgotten,  Delvin
Mallory returned to  Riften,  and the embrace of the
Thieves Guild,  but never forgot his friends  in  the  Dark  Brotherhood  (and  his
lover,  Astrid).

>  Addiliomal jobs Giver              >  Trainer (Sleallh: Mflsler):

>   Fence                                                               Delvin Mtillory

Guild Third: Vex

One of the newer members of the Thieves Guild,  Vex
is quiet and  rarely shares  in  the  normal cclmaraderie
of her fellow guildmates.  Since she  refuses to give  her
real  name and  based on  her actions,  others  began  to
call  her  ''Vex.''  She  is an  exceptional  thief and  is well
aware that her behavior alienates her.  And she likes
itthatway.  Of all the Guild  members,  she  is the best
combatant (save for Mercer Frey).  Accosting  her in the
Ragged  Flagon was the last mistake several of its nan-Guild denizens ever
made.

>  AdditiomflI Jobs Giver        >  Tminer (Lockpicking: Master): Vex

Guild Molron:  Moven  Block-Briar

A  powerful  businesswoman,  Maven  is virtually
unapproachable and elitist.  Maven,s wecllth,  power,
and  influence  in  Rifren  make  her an  important asset to
the Thieves Guild.  She  holds  the actual  pulse of Riften
within  her crushing  grasp'.  nothing  gets done without
her say-so.  She's well  connected  within  the  Empire and
Skyrim alike.  Anyone who crosses  her  usually ends  up
dead  or  in  prison-even  her son,  Sibbi  BlcICk-Briar.

Guild Member:  Etienne  Rornis

Defiant,  tough,  but ultimately broken  by the Thalmor,
Etienne was responsible for revealing the location
of Esbern,s hideout during Main Quest:  Diplomatic
Immunity  He seeks  revenge on the man that caused  his
clrreSt,.  C]  ne,erdO-Well  SPY  named  Gissur.

Guild Member:  Dirge
Dirge  is a  hulking  behemoth  of an  Imperial who serves
as the bouncer and general crowd control  for the
Ragged  Flagon.  Dirge earned  his nickname because  his
voice is the  last thing  people hear before they die.  He
has been good friends with Vekel the Man for years.

Guild Member: Vipir the  Fleet

Vipir earned  his  name from the speed at which  he can
run and outmaneuver armored opponents.  He plays
to his strength and  is most adept at pickpocketing  and
snatch¢ndi]rclb robberies.  Of all the Thieves Guild
members, Vipir is the  most down-toearth.  He  rarely acts
condescendingly and  is never overly rude or brash,  but
he can  still  handle himself when  backed  into a corner.
He's quite approachable and excellent for learning
what,s new around the Guild.

>   Traimer (Pickpo{kel: Mtister): Vipi"he Fleet

OVERVIEW
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Guild Member:  Niruin

Niruin wandered  info the Rclgged  Flagon with a
well-worn travel cloak and a  huge sack of coin that
he  "gifted" to Mercer Frey.  He grew up in Valenwood
as the son of a very wealthy Wood  Elf Lord  but very

quickly grew tired of the pomp and circumstance that
was expected  of him.  Thinking  himself quite cavalier,
he raided his father's treasury and  joined the Guild  but

possesses very little aptitude for actual theft.  The only
thing  that has  kept Niruin  in  the Guild,s good  graces  is  his gift of gab'

>   Trainer (Archery: Master): Niruin

Guild Member: Sapphire
Sapphire  (the  name she goes  by within  the Guild)  left
the Dark Brotherhood several years ago to scltiSfy her
lust for wealth. Joining  the Thieves Guild,  she  instantly

became a  natural  at larceny/  specializing  in  lifting  the
valuable  (and favored)  gemstones bearing  her name.
Sapphire  is extraordinarily withdrawn,  spending  her
time day training/  always  honing  her skills with  both  the
bow clnd the blade.

Guild Member:  (ynric Endell

Cynric  is an  older member of the Thieves Guild,  joining
shortly after Bryniolf and  Delvin  Mallory.  He,s  quiet,
reserved,  and generally not as  boisterous as the  rest of
his fellow Guild  members,  but once  in conversation,  his
extreme cynicism  surfaces.  His specialty  is  break-ins,
which  he executes with  his superior lockpicking  abilities.

He,s  never been a  problem for the Guild  but tends
to shy away from  leadership/  explaining why Vex
surpassed  him  as a  Guild  Third.

Guild Member: Thrynn

Thrynn  ran with  a  group of bandits  for years  until  they
forced  him  to slaughter a  farming  village full  of women
and children.  He couldn,I take that way of life anymore.
He wandered  Skyrim  and  bumped  into  Bryniolf in  Riften.
Despite  his attitude,  Bryniolf saw Thrynn's  potential
with  a  blade and allowed  him  to  join,  Thrynn  has  little
experience as a  stealthy thief.  However, when the Guild
needs a troubleshooter and  brute force is  necessary,
Thrynn  is generally the first one  selected  to carry out the assignment.

Guild Member:  Rune

As a child,  Rune was  rescued  from  a  sinking  ship  in
the Sea of Ghosts.  He was taken  in  by a fisherman
who discovered a  small  stone covered  in  unidentifiable
runes.  lt took Rune several weeks to recover,  only to
discover thclt he COuldn,I remember Who  he Was.  Shown
the mysterious stone,  Rune vowed someday to discover
his  identity.  He lived  a  happy Childhood  With  the
fisherman.  When  he reached the age of  16,  Rune set
out on adventure and  met Bryniolf.

Guild Member: Gorthur

Appearing  in  the Guild with  an attitude problem  but
ready to help out and make a bit of money/ Garthar
considers himself a  problem-solver.  When something
needs to get done and  heads need to be knocked
together,  he's the  person others call  upon.  Even  though
he has a large frame and  looks  like quite the  brute,
Garthar is actually rather smart and  is quite adept at
stealth,  lockpicking/  and  pickpocketing/.  he  is quite a
unique asset for the Thieves Guild.
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Guild Member:  Rqvyn  lmyqn

Ravyn was a  member of the Morag Tong  (Morrowind/s
assassin's guild  and  bitter  rivals of the Dark
Brotherhood)  and  left it when the Red Mountain  erupted
and the great evacuation  of Morrowind occurred.  He
is  in  the Guild  biding  his  time  until  the Tong  one day

re-forms.

Rtivyn  lmyHm fl

Thieves Guild growth

Guild Vendor: Vekel the Man

A sly Nord who owns and operates the Ragged Flagon
tavern,  Vekel was once a  resident of the Honorhall
Orphanage and continually got into trouble for
concocting  strange and  powerful alcoholic drinks that
kept his fellow orphans  in  a  near continual  stupor.
He eventually ran  away and  saved enough from  his
burgeoning  pickpocketing cclreer tO afford the tavern.
He is  loved and  respected  by his fellow thieves,  partly
because of his confidence,  but also because of his amazing skills as a
brewer.

>  Vemdor (Bartender)

Guild Vendor: Syndus

Syndus  has strung  bows for as long as he could
remember.  He  has  spent most of his  life  plying  his
trade  in various  places  all  over Tamriel,  until finally
settling  in Solitude.  After the city fell  back under the
Thieves Guild/s  influence,  Syndus decided  to apply his
knowledge of the ranged weapons for the darker side
of the  law and  made contact with the Guild  hoping to
strike  up a  relationship.

>  Vemdor (Flelcher)

on(e your T

Guild Vendor:  Herluin  Lothoire

Herluin  is young  but is a very sharp apothecary with
unique skills who can  aid  the Thieves Guild  through  his
unusual concoctions.  He is always preoccupied,  a bit off
into space when  being  spoken to,  but that shouldn,I be
mistaken  for absentmindedness.

>  Vendor (Apothecary)

NOTE       Herluin  Lolhaire appears once your

Thieves Guild growth reaches Stage 2t.

Guild Vendor: Arnskqr Ember-Master
Arnskar's  imposing  appearance and  boisterous  Nordic
temperament masks a shrewd clnd Cheery man With  an
impressive  skill  at the forge.

Tfa      >  vendor (Mtksmilh)

OTE      Amskflr Ember-Master appears once your

Thieves Guild growth reflches Stage  3f.
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Guild Vendor: Vqnryth Gfltharion

Vanryth  is the Guild/s  light armor vendor.  He,s
dismissive and a  bit rude but is an expert craftsman
when  it comes to armor and armor repair.

BB>   Vemdor  (Light  Armor)

I                         I                        I        I      I        lH.I         I        .
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Guild  Fence  (Riflen): Tonilia

Tonilia  is a  fetching  Redguard  who  is the Thieves Guild/s
main  fence.  She's  pretty,  sure of herself,  and quite cocky
aHimes.

>  Fen(e

Tonilia appears immediately hut

be(omes a Fence after you complete

Thieves Guild Oue5t:  Loud and (lear'

Guild  Fence (Solitude): Gulum-Ei                                     F-

Gulum-Ei  has  long  been a contact for the Thieves Guild  in pe

:hnedEraasrte:ympp:ryes:loemppraonpyerbruelshpaescT:::OITee::::: garneyedy    rqi
longer.  He's greedy and  has set up an entire smuggling
operation  of his own  in  Brinewater Grotto.

>  Fence (Solitude)

Gulum-Ei becomes a  Fence if he survivss

hieves Guild Quest: SIOundrer5 Folly.

Guild  Fence (Whiterun): Mqllus Maccius

Mallus  left Cyrodiil  many years ago to seek his fortunes
in  Skyrim.  All  he got for his trouble was  an  empty coin

purse and a menial job at the Honningbrew Meadery.
The owner,  Sabiorn,  saw an opportunity to exploit Mallus
when he walked through the door to the meadery that
first day/  a way to place poor Mallus in c]ebt clnd  make
him work it off very slowly over time.  Mallus  fell  in  with
Maven  Black-Briar,  and together they hatched a  plcln to
fake Sabiom out of the picture.

>  Fence (Whilerun)

TE      Mallus Muccius be(omes a  Feme if he survives Thieves Guild

ffiue5t:  Dampened Spirits.

Guild  Fence (Winterhold):  Enthir

Enlhir is the  "man  who  knows  how to get things,,  in  the
College,  While the College has very flexible rules on
what,s acceptable research and what,s not, there are
some reagents and spell components they don,t acquire
through  exactly legal  means.  Enthir,  working with  Birna
in Winterhold,  is the mage who takes care of that.  He
fancies  himself a  ladies,  man  and  believes that Birna
helps  him  because she's  in  love with  him.  Enthir and
Callus were good friends for a very long  lime  (Callus
always fancied  himself as somewhat of a  scholar).

>   Fence (Winterhold)

NOTE      inulehjlr: bHeq(TOlmAe;;Oj:sn.Ce On{e you Complete Thieves Guild
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Guild  Fence (Windhelm):  Nirtinye

A beautiful  High  EIf who  runs a  stall  in  the Stone

Quarter,  many attribute her fortune to membership in the
Thieves Guild,  so they keep a wide  berth.  ln  cICtUality,

Niranye is the Fence for the Summerset Shadows
Thieves Guild.  Linwe  is the  leader,  ancl  they maintain  a
small  headquarters of about a dozen Altmer thieves  in
Uttering  Hills  Cave.

>   Femce (WilldheiRE)

Guild  Fence (Morkorlh):  Endon
Endon  is a  silversmith  in  Markarth,  like  his forefathers

and  mothers before him.  He  is proud of the  long
cosmopolitan  tradition  in  Markarth  (unlike  most of the
rest of Skyrim), which  is not widely known,  and  he
deplores the sad state that the feuding of the Nords and
Reachmen  (known as the Forsworn)  has brought the cily-
Endon works  out of his small  but tidy house  in  Dryside.
His wife,  Kerah,  works with  him,  and also sells their

jewelry  in  the  market during  the day.  His daughter Adara  is  his apprentice.

>   Femce  (MtirELcaFlh)

Guild  Fence ((qrovan):  Ri'soad
Ri'saad  is the  patriarch  of Skyrim's  Khaiiit Caravans.  A
skilled  merchant and gifted  leader,  he has organized a
small  syndicate of independent merchant caravans that
travel the  roads and  cities of Skyrim.

Guild Fence (Coruvtin): A"hbti

Ri,saad,s first wife is a  shrewd  businesswoman  in  her
own  right.  She,s with  Ri,saad  mostly because he,s the
hrewdest Khaiiit in Skyrim and  had  more money than

anyone else she knew,  but she,s also grown to love him
over the years.  She refuses to talk about her past.

>   Feffi¬e (CuravaHi

:/,

Guild  Fence (Caravan): Za

wanderlust, Zayna
seen  her fair share

traveled far and
troubles,  but nothing

ase her gchlucky attitude.  She has becom

quite the archer.  She occasionally freelances out her
scouting services and offers her services as a bovyer
and fletcher.

>  Fence ((dravqn)

Associate: Maul

Maul  is a  close friend  of Hemming  Black-Briar,
having  met each  other during a  bandit ambush:  Maul
happened  by and dove  into the fray to save him.  Ever
since then,  they have  been  literally partners  in  crime,
with Maul assisting  Hemming  in  his  more  nefarious
activities assigned  by Maven  Black-Briar.  Whenever
Hemming  needs  "wet workw done,  Maul  is the go to for
these things.  Maul's brother  is  Dirge.  Maul  is quite fond
of his brother (as they grew up alone together)  and would seek vengeance on
anyone that harmed  him.

Associate:  GqlflthiI

Assuming you,ve learned of her presence via
Dawnguard Side Quest:  Face to  Face*  (see page
585), the water deck of the Ragged Flagon  becomes
home to a  mysterious Dunmer named Galathil, who
utilizes a  mixture of magic  and  deft cuffing  to  rearrange

your features for a  (potentially)  reasonable fee of
1 ,OOO gold.  Nothing  is  known  about her,  except for
her services:  You can completely change your facial
appearance,  lust like you did  prior to your escape from  Helgen
start of your adv
female  Khaiiil,

this straiahidw

ure.  You cannot change your race or sex.  if you,re a

y one.  lf you,ve conlracted vampirism,  Galathil  notices
techniques work only on the living'  so you'll  have to

seek a cure before she agrees to work on you.

lover Mallory
lory is one of the most prominent

nor-Dunmer citizens  i
and when he isn,ta
mug  at the  Retching

Rock.  He,s  jovial,  warm
il,  can  be found  hoisting  a
ln  actuality,  Clover MaIIory

is a  member of Skyrim's Thieves Guild and  brother to
Delvin Mallory.  Clover was sent to Solstheim by Mercer
Frey in order to establish a base of operations there.
Unbeknownst to Clover, this was Mercer's way of
separating  Delvin from his brother, who he feared  might tip I

CNE!AVVEIN
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The following table details the  names,  occupations,  and quest prerequisites  (or Stage that the Thieves Guild  needs to be at)  for allies of the Thieves Guild to
arrive at the Ragged  Flagon or Cistern or to set up in a  Hold City:

ln  addition  to a  warm  bed  anc] companionship,  the  main  members of this guild  of thieves and  their associates are extremely talented  in  particular skills.

ifese Guild (hesls
ln  addition  to your kinsmen  and an  influx of like-minded  ne,erdo-wells

joining  the Guild as news spreads of its  power and  influence,  there are ot
advantages of being  a Thieves Guild  member.  ln the Cistern, there are a

group  of "Guild  Chests''  that you can  loot:  They contain  useful  items  such
as lockpicks,  potions,  and gold.  But the real advantage is that you can use
the chests to store your items, without fear of them being  lost.  Use this as a
dumping ground for extra equipment you wish to sell,  craft,  or otherwise
dispose of.

ife Mercer,s Bookcases
The shelving  behind  Mercer,s desk  in  the Cistern  slowly fills with  trophies
relevant to your exploits and with any Larceny Targets you  may recover and
sell  to  Delvin.  As you  finish  the Additional Jobs that Vex and  Delvin  give you,
trophies of recovered  items  begin  to fill  the shelves too:

Jeweled Candlesticks appear after you complete five  jobs.

An Ornate  Drinking  Horn appears after you complete  15  iobs.

A Golden  Ship Model appears after you complete 25  jobs.

A Golden  Urn appears after you complete 35  jobs.

A Jeweled Goblet appears after you complete 45  jobs.

A.Jeweled  Pitcher appears clfrer you complete 55  lobs.

A Jeweled  Flagon appears after you complete 75  iobs-

A safe appears along the back wall, next to the bookcases, after

you complete  1 25  jobs.  lt contains gems,  gold,  and some very useful
customized Thief potions!

lf you complete Thieves Guild Radiant Quest:  No Stone Unturned,  the

Crown will appear on the bust and  pedestal  behind  the desk,  between  the

bookshelves.
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Additional Actoutermenls

lf you  complete Thieves Guild  Quest:  Darkness  Returns,  a  Shrine of Nocturnal
appears  in the Cistern. This is the same as the other temple shrines scattered
across Skyrim,  which  cure diseases.  This  bestows a  Sneak  Blessing.

lfyou  become the Guild Master,  a  tribute chest appears  in front of the
clesk  in  the Cistern.  lt contains gold  and  gems  and  is  periodically restocked.

The Guild  has four visible Stages of growth.  As the Stages  progress, you
will witness  more opulent furnishings;  additional  boxes,  barrels,  and  banners,.
and the occasional  new Guild  member.  A new vendor appears in the  Ragged
Flagon  in an empty niche,  one per Stage.

Alas,  no one  in  the Thieves Guild  is the  marrying  type.

':< _,,:'S<'f`f:.  THIEVES  GUILD  QUESTS
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ffias (riticql pdlh ouesls
Simply referred to as ,,quests,,'  these are the main  quests you attempt.  All  but the first quest require one or more prerequisites, as shown  in the following table:

ife RqdiqnT Quests
These are  usually smaller quests and  are split into three  subsections.  There are
"Radiant Quests,,, which you can opt to attempt and  are grouped together as

they affect your relationships with  the Guild.  There are additional  objectives
that you can  complete to strengthen the ties the Thieves Guild  have across
Skyrim.  Finally'  there are City Influence Quests  (culminating  in you  becoming
the Guild  Leader),  which  complete your Guild  domination  across this  realm,
as  merchants and  new thieves flock to your sewer.

ln  some cases,  the Additional  Objectives are randomized. The

prerequisites  required  to  begin  every Radiant Quest is  in  the following  table:

PREREQUISITES: None

lNTERSE(TING QUESTS: Main Quest: A Comered Rot, Thieves

Guild Quest: Taking  (are of Business/ Thieves Guild Quest:  No Stome

llnturned

LO(ATIONS: Riften, The Bee and Barb/ Marketplace

(HARA(TERS: Bmnd-Shei/  Bryniolf, Mdesi,

ENEMIES:  None

a   OBJE(TIVES: Meet Bryniolf during daytime/ Steal Modesi/s Ring/

Plant Madesi's Ring, Speak lo Brymiolf you visit the Bee and Barb or look around the marketplace  in
named  Bryniolf strikes up a conversation with you.  He has an

rrand  he wants your help with,  and will  reward you with gold.

He tells you  to  pilfer a  silver  ring  from  Madesi,s stall  in  the  marketplace
hile  he creates a  distraction.  You are then to place it in the pocket of a Dark

endor named  Brand-Shei.  lf you,re caught, you,re on your own;  if you
cceed,  Bryniolf will  have some  better-paying schemes.  lf you've met Bryniolf

during the evening or night,  he'll  be waiting  between eight in the morning
and  eight in  the evening  for you.  lf you  met Bryniolf during  the  night,  wait
until  daylight and  meet up again.

N  INFLUX OF  IMMIGRANTS  /  TRAINING      OTHER ADVANTAGES      AVAILABLE QUESTS  ,,  A CHANCE ARRANGEMEN
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G OBJECTIVE: Meet Bryn jaif during daytime 

• TARGET: Bryn joif, marketplace in Rif ten 

OBJECTIVE: Steal Madesi's Ring 

• TARGET: Madesi's stand, marketplace in Riften 

Making Your Mark 
Bryniolf is waiting for 
you by his plaza stand, 
where he's about to 
hawk his "amazing" 
Falmerblood Elixir. 

- Naturally, this patter 
is designed to draw 
a crowd (including 

fr 	 Madesi and Brand- 
Shei(, allowing you to 

quickly move around the plaza's perimeter stone wall and crouch behind 
Madesi's stall. 

(Lockpick [Novice]) Produce your lockpicks and unlock the sliding 
door under the stall counter; thus unlock Madesi's strongbox and quickly 
rummage around inside. You can help yourself to any of the items here, but 
the valuable you're concerned with is Madesi's Silver Ring. Steal it quickly, 
before any of the city guards spot you.Attempt this Lockpick only after any 
city guards pass you by, and you're hidden from view while sneaking. 

Madesi's Silver Ring 

G OBJECTIVE: Plant Madesi's Ring 

+ TARGET: Brand-Shei, marketplace in Riften 

Creep around so you're unseen by most of the assembled beggars and 
storekeepers, and position yourself behind Brand-Shei. 

(Sneak and Pickpocket) You must now "reverse-pickpocket" the Dark 
Elf. This involves Pickpocketing, choosing your own Apparel menu, selecting 
Madesi's Silver Ring, and giving it to Brand-Siwi to finish the technique,  

without being seen by anyone. As this is likely your first attempt at such an 
action, you have a slight boost to your Pickpocket skill, but don't expect this 
to happen again! 

If you're successful, Brand-Shei is mistaken for a thief and hauled away to 
Riften prison. Your paths may cross again in the future.... 

G OBJECTIVE: Speak to Bryn oIl 

+ TARGET: Brynjoif, marketplace in Rif ten 

Quest Conclusion 
Speak to Brynlolf after the misdirection goes down, and he congratulates 
(and rewards) you if the plan was a success. You receive no monetary gain if 
you failed. Then he mentions his organization has been having a run of bad 
luck, but quickly mentions that there's more money to earn if you can handle 
it. Reply that you can, and Brynjolf recommends you meet him at the Ragged 
Flagon tavern, deep inside Riften's subterranean Ratway. 

100 gold pieces 

Postquest Activities 
Thieves Guild Quest: Taking Care of Business is now active. After this quest 
concludes, stay for a moment and watch the guard arrest Brand-Shei. He's 
hauled off toward Mistveil Keep and spends a week there before being 
released back into Riften. Visit him during this time if you like, but he doesn't 
have much to say to the likes of you! 

If you encountered a man named Maul close to Riften's north gate, you 
have another chance to get to know the Thieves Guild, but only if you're 
carrying an Unusual Gem you may have found scattered around Skyrim. 
Consult Thieves Guild Quest: No Stone Unturned for more information. Maul 
points you toward BrynoIf if you're not yet a member of the Thieves Guild. 

TAKING CARE OF BUSINESS 	
All 

PREREQUISITES: Complete Thieves Guild Quest: A Chance 
Arrangement 

INTERSECTING QUESTS: Thieves Guild Quest: Loud and Clear 

LOCATIONS: Riften, The Bee and Barb, Hoelga's Bunkhouse, Pawned 
Prawn, Ragged Flagon, Rotway 

CHARACTERS: Bersi Honey-Hand, Bryn all, Haelga, Keerava, 
Talen-Jei, Vekel the Man, 

ENEMIES: Drahff, Hewnon Black-Skeever 

G OBJECTIVES: Locate Bryn jaIl at the Ragged Flagon, Collect 
Keerava's debt, Collect Bersi Honey-Hand's debt, Collect Haelga's debt, 
(Optional) Use Talen-Jei to get to Keerava, (Optional) Smash Bersi's 
prized Dwarven Urn, (Optional) Steal Haelga's Statue of Dibella, 
Return to Bryn all 

To the Tavern 

OBJECTIVE: Locate Bryn jaIl at the Ragged Flagon 

• TARGET: Ragged Flagon, in the Ratway in Rifien 

TheidcrScro 'J 
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Begin with this objective 
already active. Search 
for the entrance to the 
Ratway, which is under 
the Grand Plaza by the 
water's edge, on the 
town's south side. Once 

4 you're through the iron 
gate, prepare to stumble 
across a couple of inept 

thugs looking for a victim to mug. You can sneak by them if you wait until 
Drohff patrols the Ratway entrance and Hewnon has his back to you. 

Now continue through this small maze of interlocking sewage tunnels. 
Watch for a hanging oil trap and a bear trap along the way. If your Lockpick 
skill is high enough, there's a chamber to check out, but your main purpose is 
finding the Ragged Flagon. 

The tavern has a 
unique floorplan, being 
constructed within the 
space below Riften's 
central well. When 
you spot Brynolf, he 
is conversing with the 
barkeep, Vekel the 

Man, about Brynlolf's 
predicament with his 

"organization." Speak to Brynjolf, and he asks if you'd be interested in 
handling a few deadbeats for him. Do a good job, and Brynjolf predicts a 
permanent place in his guild. Ask how to collect the dues owed, and Brynjoif 
recommends anything short of killing them. 

THIEVES GUILD QUESTS .  



O  OBJE(TIVE: (olle(I Keemvo's debt

I TARGET: Keerava, in the Bee and Barb in Riflen

O  OBJE(TIVE: (olle(I Bersi Honey-Hand/s debt

I  TARGET:  Bersi  Honey-Hand,  in the Pawned  Prawn/  in  Riflen

a  OBJECTIVE: (ollect Haelgo/s debt

I  TARGET: Hoelgo/ in  Hoelga,s Bunkhouse in  Riflen

(Optional)  Remain  in  the  Ragged  Flagon  for a  moment and  quiz Bryniolf
on each of the targets to gain  more information.  You  learn  about Keerava,s
lover Talen-Jei,  Bersi,s  love of dwarven pottery/  and  Haelga,s devotion to the

goddess  Dibella.  Be sure your quest updates with the following:

A  OBJECTIVE: (Optioml) use Tolen-lei to get to Keerava

a  OBJE(TIVE: (Optional) Smash Bersi,s prized  Dwarven Urn

a  OBJE(TIVE: (Optional) Steal  Haelga,s Statue of Dibella

ife shopkeeper shakedowns
Return to the surface, ensuring you activate the lever in the Ratway that lowers
the bridge,  enabling  a fast exit.  Now visit each of the three shopkeepers on
Bryniolf/s  list,  while  remembering  the  following:

I.   You can clpproach  any of the three shopkeepers in any order.  Apply the

information  you,ve  learned...

2.   You  may impose your unarmed  prowess against them  but can  do so

only the first time you  talk to your target.  Be sure you  begin  this from  a

conversation,  or you'll  have the whole town against you!

3.   Once two of the three shopkeepers have paid up, the third has heard of

your  intimidation  and  hands over their payment without any fuss.

4.   You  must collect all  three  payments  before  returning to  Bryniolf to

complete the quest.  Bryniolf is essentially expecting  COO gold.  lf you

spend  some of the payments the shopkeepers gave you  (dropping your

total  below COO),  Bryniolf won,I be satisfied  until you  bring  the entire

amount.  No skimming!

Keertivo/s (omeuppante
nter the  Bee and  Barb,  and venture toward  Keerava.

You  may:

Brawl)  Speak to her before pummeling  her with your

ists.  Once she,s knocked down,  she pays up.

Or tell  her you've finished wasting

our time talking  to her.  Then  seek

out Talon-Jei.

Talen-Jet  is  usually  inside  the
tavern,  close to  his  lover.  Converse with  him and  tell  him
to talk some sense into  Keerava.  He  lets you  in on  the
location  of Keerava,s family.  This  is something  you can
use tc) your advantage.  Return to her and  threaten to
visit ,,that fc]rm  in  Morrowind.//  Her bravery falters.  She
begs you  not to hurt her family and then  pays up.

>   100 gold pieces

Bersi/s Reimbursement

Enter the  PcIWned  Prawn and  locate Bersi  Honey-Hand
at the counter. You can:

(Brawl)  Tell  him  to  shut his  mouth,  and  beat  him down
will your fists  until  he pays  his dues.

Or tell  him you've had  enough of this banter and  look

around the  room for something to break.

Behind you  is a  rather
fine example of dwarven

pottery.  Procluce your
favored  smcIShing

implement and  strike
the  urn  until  it  shatters.

Ignore the yells  from
Bersi and  his wife.  \^/hen
the  pc)ttery is  in  pieces,
return  to  Bersi  and  ask
if he wants anything  else broken. This does the trick, and  he hands over the

gold he owes.

>   loo gold pieces

Hoelga,s Hostage

Step into Haelga,s Bunkhouse and find the proprietor.
You,re able to:

(Brawl)  Tell  her that she,ll  have to  pay  in  more than

just coin,  and  beat her into agreement.

Or inform  her that the Guild  has run out of patience

with  her.  Gaze around  the interior for something

to steal.

On the wall near the
door is a  small  shrine
dedicated to the goddess
of women,  Dibella.  Steal
the Statue of Dibella,
then  return  to  Haelga
and threaten to drop it
down a well.  Soon the
monies owed appears  in

your hands.

>   100 gold pieces

Quest (onclusion
Find  Bryniolf back in the Ragged  Flagon.  He,s  impressed you managed to
both acquire the gold and  keep it ,,clean,/-not resorting to  bloodshed.  ln
return for your services,  he gives you a cut of the gold you've collected and
offers you the following:

>  One Poisoll [mndom]

>  One Hauling poliom [random find leveled]

>  Fortify Sleallh Skill potion [random md leveled]

A  OBJE(TIVE: Return to Bryniolf

I TARGET: Ragged Flagon, in the RqMy in Riften

Tip       Eha®  Ripp©F  ®f  Rifi8®fi:  Remember  «!i  iiltit tG!k  «hOut  keeping

the ttirgets eviive? Wei!,  you  c«n  ¬ompieteiy tlisregtiFd  gh«i «rad

rmurder  ee!ly or  ti!i  of the Ttirgets!  Aside  from  forfeiting  The  p®ticm  rew«rals;

you  r©¬eive  «  severe  dressing-dio\vn  from  BryMiOif/  WhiO takes eX¬©Ptiem tG

your fie?ions'  Bu"!1e quseSi Stii!  completes.

Bryniolf recognizes the telltale signs of a  practiced thief in you and  thinks

you,ll fit in with  the rest of the teclm.  After telling you  not to worry about the
rough  patch the Guild  has been  in,  Bryniolf offers to show you what the
Thieves Guild  is all  about.

Poslquest Activities
Thieves Guild Quest:  Loud and Clear is  now active.

A CHANCE ARRANGEMENT       TAKING CARE  OF  BUSINESS
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PREREQUISITES: (omplete Thieves Guild Quest: Taking  (are of

Business

lNTERSECTING  QUESTS: Thieves Guild Quest: Additional Jobs/ Thieves

Guild  Quest:  Larceny Targets, Thieves Guild Ouesl:  Dampened Spirits

LO(ATlONS: Goldenglow Estate, Goldenglow Estate Basement,

Goldemglow Estate Second  Floor,  Riften,  Ragged  FIogon/  (islern,

Rqtwoy

(HARA(TERS: Brymiolf/  Delvim MaIIory/ Maven  BIqtk-Briar, Merter

Frey/ Tonilia, Vex,

ENEMIES: Aringolh,  Mercenaries, Skeevers

a  oBJE{TIVES:  Follow Bryniolf,  Listen to Mercer Frey/ Talk to Bryniolf,

Bum three beehives,  (leor out Aringolh/s sqfe/  (Optional) Speak to

Vex oboul,  Goldenglow Estate,  Meet the  Family:  Learn more about

the Thieves Guild from Vex, Meet the Family:  Learn more oboul the

Thieves Guild from  Delvin/  Meet the  Family:  Retrieve your Thieves

Guild Armor from Tonilio,  (Optional)  Enter Goldenglow using the

sewer,  (Optional) Obtain the key to Aringoth's safe,  Return to  Bryniolf

ife Do qs You,re Told, and Keep Your Blade (lean

A  OBJE(TIVE:  Follow Bryniolf

I  TARGET: Ragged  Flagon,  in the Rotway in  Riften

You  begin  this quest with
the previous objective
already active,  Follow

ryniolf into the Ragged
Flagon,s Cistern.  The time
has come to meet the rest
of his team,  including
the  leader of this  small
operation-Mercer Frey.

a  OBJECTIVE: Listen to Mercer Frey

a  OBJE(TIVE: Talk to Bryniolf

I  TARGET: Mercer Frey and  Bryniolf/  in the (istern in  Riften

Mercer  Frey is  initially suspicious of you  and  tells you  that acting  like a
maverick will  result in  a  docking  of your pay.  You  may be with thieves,  but
there is a code to uphold.  Once you agree, Mercer Frey has a job for you,
one that Bryniolf is worried  may  be  much  too difficult.  lt involves  infiltrating
Goldenglow Estate,  just outside of town,.  even  one of Mercer's own found this

iob too dangerous.  The farm,s proprietor is no longer honoring  his  bargain
with  the Guild,. you  must go there to teach  him  a  lesson.  Bryniolf suggests you
speak to  more of the Guild  members to gain  a  better perspective of both your
task and  the Guild  in  general.

)  OBJE(TIVE: Burn three beehives

A  OBJE(FIVE: (ledr out Aringoth/s sole

I TARGET: Beehives,  Goldenglow Eslale

Ask Bryniolf about the Goldenglow job.  The farm  is owned  by some
smart-mouthed Wood  Elf named Aringoth.  Honey production  is a valuable
commodity on  the  farm,  so  setting  fire to  some of the  hives there  is your first
instruction.  Then  clear out the safe  inside  the  main  house.  You  can,t set the
whole place ablaze,  though,  as an  important client with  lies to Goldenglow
Estate would  be furious.  Ask for more  information,  and  Bryniolf mentions the
estate  is guarded  by mercenaries;  the entire  island  is  fortified,  and  Bryniolf
recommends you find out more from Vex, who already scouted the area and
narrowly missed  being  killed.
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a  OBJECTIVE: (Optional) Speqk to Vex about Goldenglow Eslqte

a  OBJE(TIVE: Meet the Family: Learn more about the Thieves Guild

from Vex

A  OBJE(TIVE: Meet the Family:  Learn more about the Thieves Guild

from  Delvin

A  OBJECTIVE: Meet the  Family:  Retrieve your Thieves Guild Armor

from Tonilia

I  TARGET: Ragged  Flagon/  in the  Ratwoy im  Riflen

Back in the  Ragged  Flagon,  seek out Vex,  who sees the recent Guild

problems as a  run of bad  luck.  You can  speak to her about some extra work:
This  starts the Thieves Guild  Quest:  Additional Jobs  (consult this  quest for

more  information).  You  can  also  pay her to train  you  in  Lockpicking  if you
have the coin.  Lastly/  if you  ask her about Goldenglow,  she  mentions a  sewer
access  point running  under the estate, which could  be a  more clandestine
way of entering  the premises.

a  OBJECTIVE: (Optional)  Enter Goldenglow using the sewer

I TARGET: Goldenglow Eslote

A few years ago,  the Ragged  Flagon was as  busy as an  Imperial  City,  but
speak to Delvin Mallory and  he firmly believes a curse was responsible for
the Guild/s downfall.  Speak to him,  and  he offers you the chance to earn
more coin:  This starts the Thieves Guild  Quest:  Additional Jobs  (consult this

quest for more  information).  He can  also train you  in  the art of Sneaking,
provided you  have the gold to pay him.

Speak with Tonilia, who gives a  ,,warts and all,,  review of this little Guild-

you're only as good as the gold you're bringing  in.  She buys and sells,  but
on this one occasion,  she has  something  for free; you,re given your Thieves
Guild  attire,  You  can  now  begin your first major infiltration!

>  Thieves Guild Boots (Forlily Pickpocket)

>  Thieves Guild Armor (Fortify (arry)

>  Thieves Guild GIoves (Forlily Lo{kpitking)

>  Thieves Guild Hood (Fortify Speech)

Compare the statistical  increases of this attire to your normal apparel and  see
which you favor,. the magical  bonuses offered  by the Thieves Guild clothing
mclkeS them extremely useful_

ife Goldenglow Eslale: Reconnoiter
The GQldenglow
Estate consists of three
connected  islands  in the
middle ofa  lake,  How

you choose to access
this  location  influences

how dangerous this
task becomes.  Bear in
mind  any or all  of the
following  plans before

you  set foot on Aringoth/s
properly.

To enter the  property,

you Can:

Slay the gate guard
at the main gates and

search  his corpse for

the key to the main

gates.  Use this to unlock the  main gates for an easier way onto the island.

Fire on the mercenaries from a distance and take down any you can

before  setting  foot on  the  islands.

Swim  around  to the  ietly behind  the  main  building/  and  sneak  up to the

house from  this  point.

:|E'ST_)   THIEVES  GUILD  QUESTS
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normally tolerated,  killing  any mercenaries.  This  isn,I a  problem.

(Sneak)  You  may also utilize Sneak throughout this task, creeping around
to either estate entrance and  moving  through the  house,  launching  Sneak

attacks on enemies you cannot pass before hiding and continuing on.

There  is a  locked  rear entrance to the estate  building  just near the exit from

the sewers.  lrs a difficult lock but a great way to slip inside unseen.

Beehive  Burn

Se"he bees ablaze,
but don't snuff out all
the hives.  Do this atany
time,  but coaxing  more
mercenaries out of the
house before you  enter
the dwelling  means you
can figh"hem  in  an open
area and at distance,
which  is easier.  Burn  the

hives  before or after alerling  the  mercenaries.  You  can..

Use a  ranged fire attack (such  as a fireball or arrow fired from a flame-

enchanted  bow).

Use cl  melee-range fire  attack  (such  aS a  torch).

Continue with  this  ransacking  until  three of the  hives are alight.  Ignore
the other hives or face a dock in your reward and  an  annoyed  Bryniolf if you
set more than  three ablaze.

After navigating down more steps and encountering additional
mercenaries, you finally locate the safe.  You can:

(Lockpick  [Expert])  Utilize your falents and  open  the safe.

Or use the Goldenglow Safe  Key,  which you  pried from Aringoth.

Inside the  safe  is the Goldenglow  Bill  of Sale and  some gold-  Take
everything i

>   ffi®!di®ENg!©W  Bii!  ®#  Ses!e

A  OBJECTIVE:  Return to  Bryniolf

t  TARGET:  Rtigged  Flagon,  in the  Ratwqy in  Riflen

Quest (onclusion
Locate  Bryniolf in  the  Ragged  FIagon  and  hand  the  Bill  of Sale over to  him.
Assuming you  burned the correct number of beehives,  he  rewards you with

gold  for your troubles.  The  Bill  of Sale  is  of particular  interest,  as  it reveals
that the estate was  purchased  by an  unidentified  buyer who seems to be
aligning  against the Thieves Guild!  The note has a  strange dagger
it,  but no  one  is certain what  it means.  Maven  Black-Briar will be fl
that she's  been cut out of a deal.  Bryniolf rewards you  and then i
time to  meet the real  power behind the Guild.

)I  On

now



PREREQUISITES: Complete Thieves Guild Quest:  Loud and  Clear

!NTERSE¬TINC  QUESTS: Thieves Guild Quest: Additional Jobs/ Thieves

Guild  Quest:  Ltirceny Targets, Thieves Guild Quest: Stoundrel's Folly

LOCATIONS: Honningbrew Metidery/  Honningbrew Btisement/

HonltingbreW  Boilery/  Riften, The  Bee  find  Bflrb,  Black-Briar Manor,

(isterm,  Rqtwtiy/ The  Ragged  Fltigon, Whiterun, The  Bannered More

CHARACTERS: Bryniolf,  Commander (aius (i[ Imperitils hold

Whiterum),  Mtillus Mac(ius,  Mqven  Bltick-Britir,  Sqbiorn,  Sinmir (if

Stor"loaks hold Whiterun)

ENEMIES: Frostbite Spider,  Htimelyn, Venomfomg Skeever,

A  OBJECTIVES: Speak to Moven  Block-Briar/ Speak to Mollus Mq(cius,

Speflk lo Sflbiorn,  Poisom the  Nest,  Poison the  Homningbrew Vat/

Return to Sabiom/ Attend the tasting ceremony/  Speak to Mallus

Mticcius,  Identify Sabiorn,s silent purtner/  Return to Mtiven  Block-Britir/

Retum to  Bryniolf

ueife A Plan  ls  Brewing

0  OBJECTIVE: Spetik to M«ven  Black-Briar

a  TARGET:  Black-Briar Manor or the  Bee and  Barb in  Riflen

Enter Whiterun  and the Bannered Mare,  before locating the weasel-like
Mallus Maccius.  He  has already formulated  a  plan to bring  Sabiorn  down:
The  Honningbrew Meadery has a well-known  Skeever infestation  (partly
because  he told  the townsfolk about il).  The vermin  are  interfering with
Sabiorn,s latest batch of //Honningbrew Reserve,,, which  is being  readied for
Whiterun,s Captain of the Guard.  A tasting ceremony cannot be held  until  the
meadery is cleared of Skeevers.  This is where you come  in. You,re to pose as
a  helper,  ready to  poison the rodents,  but you'll also sabotage the  brewing
vats too.

A  OBJECTIVE: Speak to Sobiorn

A  TARGET:  Honningbrew Meodery

Hm    i



into Honningbrew
Basement. The door is
only accessible once
Sabiom gives you the
key, Watch for bear
traps and a Venomfang
Skeever scurrying out
of a  small fissure at
the cellar's far (south)
end.  The fissure opens
up into underground
warrens.  Bring  down  an
Venomfang Skeeyers an
a small  family of Frostbite
Spiders as you continue
south.  Locate the mound
of straw and the chest.
Poison this  nest.

During this frenzied clearing/ you should  begin to uncover the source
of the Venomfang Skeever infestation:  It didn,I begin  by accident but rather
is the result of a series of macabre experiments undertaken by a mad mags
named Hamelyn.  He had constructed a  makeshift laboratory at the nest site,:
where he has been creating  these fiends.  lf you slay him, you can read  his

journal, which speaks of his exile from Winterhold and  his strange  notion of
being a  "parent" to his army of Skeever.  However,  to defeat him,  you'll  need
to attack with  cunning,  as he,s tough.  Check any nearby chests for some

particulclrly satisfying  loot.

Continue farther into the warrens and  up  into a  second cellar.  Open the
door in  the eastern wall  leading  into the Honningbrew Boilery.  Step up to the
Honningbrew Reserve vat and  poison  it.  You  need  poison only one vat.  Then
leave via  the door leading outside.

A  OBJE(TIVE: Return to Sqbiorn

Back  in  the  meadery tasting  room,  inform  Sabiorn  that the  job  is finished,
and claim the rest (or all)  of your reward.  Alas,  Sabiorn  isn't prepared to pay

you  until  after the tasting  ceremony.

Commander drinks from the poisoned  reserve and certainly finds the taste not
to his liking.  He escorts a  bewildered Sabiorn out of the building/ with the
intention of imprisoning  him  in  Whiterun,s  Drc]gonsreach  prison for almost

poisoning  him,  and temporarily puts Mallus in charge of the meadery!

*:Si?fSs  TIP
i

Success or  not/  you don/i receive any tidditiontil  payment from

Sabiom.  Remember to shflke him dowm  Surlier for half the

proposed  ptiymemt!.

a  OBJE(TIVE: Speak to Mollus Moccius
!                                                                                                              I                                                                                                                                                                                                                                        S

I TARGET: Honningbrew Meodery

:I       a  OBJE(TIVE: Identify Sobiorn,s silent partner

i§*S  I TARGET: Sabiorn,s dresser, inside Honningbrew Meadery

to

After speaking to Mallus
clbOut future OPeratiOnS

Or this  meadery  (it
is  now effectively in
Black-Briar hands),  head
upstairs from the barrel
storage room and use the
Honningbrew Meadery
Key to open the bedroom
door  (which  is otherwise

Now open the dresser with Sabiorn,s Dresser Key.
There,s a  Promissory Note inside.

>  Promissory Note

o'?AB:([TTl:V3E-::iK:'ilignri'.iiOv:,re::.B-lde!-{B-E33T:.:id 3or=  --n Riran

Quest (
Head ba
Note whe
the Golde

>  Leveled Ent

seek out Maven,  handing over the Promissory
The strange marking  (a dagger symbol) you saw on

ate deed is also on this note. Maven wants you lo bring
'leves Guild

immedicltely.  Then you,re given your

^  f\D IE/Tl\/I.  D^+".,. +A  D.".,:^lf

iiifeffiii?BRl5(dI:ii:efr:a:g:;idl[FJBirgowyol:.:ifn::*Jlg±qquTyjn-Eifr+T---w
Locate Bryniolf (either in the Ragged  Flagon or the adjacent Cistern).
already knows about the fate of Sabiorn,.  in fact,  he thinks this is a goo

I how the Thieves Guild/s system works.  But there is somethin
bol  is beyond coincidence.  Bryniolf believes someone is tryin
a between Maven and the Guild. A furious Mercer believes

Quf how tO reveal this new thorn  in the Guild7s side and wants
I you right away.

st Aclivilies

gild Quest:  Scoundrel's Folly is  now active.  Optionally speak I
elvin Mallory and continue Thieves Guild Quest:  Additioncll i

ionally visit Mallus at the Honningbrew Meadery,.  he is now the barten
a Fence,  allowing you to sell  him  stolen goods. The first time you return

the meadery/ all of the external signs have been changed lo
nd  all the Honningbrew Mead  is gone,  replaced by Black_Briar Mea
Oven works with a  swiftness that matches her machinations and cur

>  Mallus: Fen(e

DAMPENED  SPIRITS



(Intimidate)  Threatening  to  kill  him.

PREREQUISITES: (omplete Thieves

Guild Ouesl:  Dampened Spirits ©   MINOR SPOILERS

lNTERSE{TING QUESTS: Thieves

Guild Quest: Additioml Jobs, Thieves Guild Quest:  Larceny Targets,

Thieves Guild  Quest: Speaking With Silence

LO(ATIONS: East Empire (ompony/ East Empire (ompony Warehouse,

Brinewater Grotto/  Rifren, (islern/  Rotwoy/ The  Ragged  Flagon/

Solitude,  Blue  Pala(e,                 The Wimking Skeever

(HARACTERS: Bryniolf,  Delvin Mollory/  Gulum-Ei, Mercer Frey/ Tonilia

ENEMIES: Bondil,  East Empire Dockworker,  East Empire Warden,

Horker

OBJE(TIVES: Speak to Mer(er Frey/  (Oplionql) Speak to Brymiolf,

Speak lo Gulum-Ei, Steal case of Firebrand Wine,  Get information

from Gulum-Ei/ Shadow Gulum-Ei,  Confront Gulum-Ei,  Return to

Mercer Frey, Speak to Tonilio qbout exchqnging a piece of armor,  Find

on Alternative Source of lnformolion

ife An Argoniqn with Answers

;       a  OBJECTIVE: Speokto Mercer Frey
!i

I  TARGET: (istern or the  Ragged  Flagon/  in the  Rotwoy in  Riften
;              I    TL|\^IT_   /I_|_____     __    |L_    n________I   rI______     i_   LL_    l\_JL.__..   ?_    ntJJ__

I  TARGET: (istern or the  Ragged  FIogon/  in the  Rotwoy in  Bitten

You commence this quest with  the previous objective already active.  Speak to
Mercer,  who  reckons the entity responsible for weakening the Thieves Guild  is
certainly cunning  and  shares similar  methods to his own!  But the  Promissory
Note refers to a name that Mercer knows as a nom de plume of an Argonian
named Gulum-Ei.  He's the Guild's inside man at the East Empire Company
and  needs to be shaken down  regclrding  his role in  this nefarious  Plot.

i  r,I

a  OBJECTIVE: (Oplionol) Speak to Bryniolf

i       I TARGET: (istern or the Ragged Flagon, in the Rotway in Rift6n
a  OBJECTIVE: Speak to Gulum-Ei

I  TARGET: Gulum-Ei,  in Solitude
ijifei¥

Find  Bryniolf, who seems surprised that an Argonian  as hapless as Gulum-Ei
could  be  involved  in such  schemes.  Gulum-Ei  is an adept scammer but lacks
the  brains to devise a  plan to weaken the Guild'  Still,  this lizard  is stubborn.
You,ll  likely need  to  buy  him  off or follow  him to see what he,s  up to.  Butyou
must keep  him  alive;  killing  someone as vclluable to the Guild as Gulum-Ei  is
not an option.  Before you  leave, you can  learn  more about the East Empire
Company and  the Argonian  by further conversation.

'»--A®AI/»rm!»rane»-«-:erAIAV/m,ne»arAVAIAI/VX##+,
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lf the first or third  plans are sllccessful  (or when you  return th
Wine Case,   below), Gulum-Ei reveals that he was approached by
who wanted  him to act as a  broker for the Goldenglow Estate
only other information  he gives  is she was quite angry atMerl
never mentioned why.  But for the bribe,  the lizard  is after something
than  gold:  a  case of Firebrand Wine.  (Gulum-Ei  is  really not
here.  He,s sidestepping the truth and showing his true colors as a  scam
You will  ultimately have no choice but to follow him ancl see if he,s up to
something.)

"ife£as  TIP      You may wish I"noose bribery over other te(hniquesrfs

;                             6ulum~Ei rewards you with Soul  Gems if you  retrieve the wine,

and these ore always helpful to hovel

a  OBJE(TIVE: Steal (use of Firebrand Wine

A  OBJECTIVE: Get infor"lion from Gulum-Ei

I TARGET: Blue Palace, in Solitude

/,

eecemar-raorar~rm"ra_--- -?

looc],  there,s only one other pertinent action to take:  follow him.

A  OBJECTIVE: Shadow 6ulum-Ei
a

ca__rfu __rf:?¬

ife Down on Ike Docks
With the conversation over, Gulum-Ei  leaves for the  East Empire Company.
Follow him  ar a  safe distance.  lf he  notices you  following/  he,ll  wave you
off and ask you to stop/  but this will  not hinder his progress toward  the
warehouse.  Instead,  keep farther back or dive  into cover and  remain at
a greater distance as he continues down onto the docks,  onto the  main
waterside jetty,  past the warehouse store,  and  into the warehouse  itself. This
is where your proper shadowing  begins.

QUESTS:  THIEVES  GUILD QUESTS
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Gulum-Ei spots you and yells for help,  engage any East Empire Wardens who
react violently to your trespassing. Just past the guard  station, you can walk
up a  log  leaning  agoinsl the shelves, and gain some  height. This provides a

good view of the warehouse and keeps you out of the guards,  path, You can
also swim across,  but be careful nobody sees you when you emerge on the
warehouse,s other side.

Whether you're keeping this shadowing clandestine  (without combat)
or cc]rnage-filled  (after Gulum-Ei  raises the c]larm),  the Argonicln COntinueS to

the same place and seems to disappear into the storage bays.  Depending
on whether you,ve been spotted,  he runs frantically or strolls into the water
underneath the large barrel and stairs along the north  side of the gigantic
warehouse cavern.  Be cclreful When  he Walks Close tO the large door at the
front of the warehouse, as  he changes the ledger and doubles back shortly,
making you easy to spot if you take this opportunity to move.

Gulum-Ei  now heads up a  ramp and enters the Brinewater Grotto.  Before

you  follow him  inside,  visit the foreman,s office and  obtain  the  East Empire
Shipping Map.

i      WBJ[(TIVE: (onfronl Gulum-Ei
I  TARGET: Gulum-Ei,  in  Brinewoter Gully

i         Inside

>  Eosl Empire Shipping Mqp

B> Gulum-Ei,s Grollo Confession

of the
to face bandits  in this

continues along an underground river to a storage area and a Hor
Witnessing your dogged determination, Gulum~Ei suddenly becomes
lot more Forthcoming with information, claiming he was approached by a
Dunmer named  wKar!iahfJ who murdered someone named Callus
headed fo wwhere the end began."  He honcls over the Bill of Sale as fur

proof,  and a goodwill gesture. This exhausts your interrogation tacfics'
Remember to keep Gulum-Ei  alive afrerwards!

*  ¬oldenglow` Bill of Sole.

i

a
!l

)I

i

TIP       Killing  Gulum-Ei is both  umwise find foolish,  os he becomes a

Fence for the Thieves Guild from this point on. You/!! find him

btised out of the Winking 5keever in Solitude.

Depart for Rifren.  Once you,re back  in  the Cistern,  reveal your information
to Mercer Frey.  Frey's demeanor changes for the first time,.  he seems shocked
and stammers when you  mention  Karliah's name.  Mercer tells you  Karliah
is a  murderess,  killing Mercer,s former colleague Callus in cold  blood.
Then  she vanished...until  now!  Mercer is  sure  she,s  back to  kill  him,  as the
only remaining Guild  member from the old days.  Mercer knows she must
be at Snow Veil Sanctum,  and you  must venture there to kill  her before she
disappears again.  Now ready yourself by obtaining some additional armor
as a reward.

An  Early Argonian  Ending

Was Gulum-Ei slain during this quest before he reveclled any information
about Karliah? Then the objectives change.  ,,Shadow Gulum-Ei" or ',Confront
Gulum-Ei"  a

a  OBJE(TIVE: Fir:.=r i-I-=rnoti-'E S3|-.(a of i-=f=-r=li3r:

You  must journey via the route that Gulum-Ei  takes to a chest located  in
Brinewater Grott

>  Note: 6uI

nside is a note.

The note  is written by

fession

I-Ei  to  his  brother.  lt,  too,  reveals the  nclme Of
Karliah,  her murder of Callus, ancl the fact that she,s after Mercer Frey,
heading to /'where the end  began.,, You are now instructed to return to
Bryniolf.  As expected,  killing  Gulum-Ei  results  in  a  severely negative  reacrlon
from both Bryniolf and Mercer, and you won't be able to exchclnge any of

your armor.  Follow instructions,  won't you!

Quest (onclusiom
This  is purely QPtiOnal:  Visit Tonilia  and choose which  section of Guild
clothing you wish to trade for the new (and  improved)  section. You  receive an
enhcmced version of on/y one of the following:

>  "eves 6roild Boots (Improve Pickpocket 25%)

>  Thieves Guild Armor (+35 Carry Weight)

>  Thieves Guild Gloves (Improve Lo{kpick 25%)

>  Thieves Guild Hood (Improve Prices  I5% )

oslquest Atlivities
Thieves Guild Quest:  Speaking with  Silence is now active.  Continue Th,levee

Wild Quest:  Additional Jobs/.  it is  in your  best interest to  increase the Guild/s
influence over many Holds  in Skyrim.

lNG                      THE  INVENTORY

SCOUNDREL'S  FOLLY
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grid/,   pR[REQUISl"S: Complete Thieves^   'l  I  A         .    I              I      I/    I   II
Guild Quest: Stoundrel's Folly                i        ®  MAJORSPOILERS     J

INTERSE{TIN6 QUESTS: Thieves

Guild Quest: Additional Jobs, Thieves Guild Quest:  Larceny Targets,

Thieves Guild Ouesl:  Hard Answers

LO(ATlONS: Riflen, Cistern, Ratwoy, The Ragged FIqgon, Snow Veil

Sonclum,Snow Veil (alqcombs

(HARACTERS: Korlioh, Mercer Frey

ENEMIES: Dmugr

a  OBJECTIVES: Meet Mercer Frey outside Snow Veil Sanctum,  Enter

Snow Veil Sanctum,  Find Korliqh, Speak to  Karlioh

A Crypt of Snores and Traps
-.---       _      _     -                __                          _                        _     I                                           -       _                             -i             -          --       1i.i_"I.rrfz'''v    _I"^'¢'/lot    //     /'I//9Z      ^'ZVZ//,/1l

a  OBJE(TIVE: Meet Mercer Frey outside Snoiv Veil Sonclum

A  OBJECTIVE:  Emter Snow Veil Samtum

I TARGET: Mercer Frey/  outside Snow Veil Sam(lum

to

You commence this

quest with the previous
objective already active.
Travel to the icy Tundra
and locate Mercer
standing outside the
aim entrance to the
anctum.  He wants you

a lead  him  into the
underground caidcombs.

gain  more information about how
Callus died, about Karliah/  and about other matters that are  informative but
not critical to this quest.  After you drop into the circular depression, wait fo
Mercer to open the door into the Snow Veil Catacombs.

ITio;TT:El:`v:i;ii!REiniRTiK:oiEh;ENv:;;::I:tm" _-©EN`

eddy your favored  offensive equipment or magic, and venture  into the
nnecting  crypts filled with  buric]l  urns and  intermittent Draugr attacks.  Be
nsfantly on  the  lookout for trcIPS,  Such aS the SWinging  gate  just tO the  right
the First portcullis chain  in  the first coffin  chamber,  As the Draugr dislodge

from the wall, you  may also  rely on Mercer to follow up with  his own

(exceptional) strikes,. he appears to be supremely adept at bladed combat.

Deeper into this dungeon,  beware of bear traps,  a  hanging oil  lamp
hick  to burn  Draugr  (but hopefully not yoursem,  and  CI  trip Wire to
further Draugr incursions.  Watch  for the raHling  bone chimes;  brushing

against them summons more Draugr. When you reach the upper caged stone

paths, you,re close to entering the actual  Sanctum.

ca-nx,-+,~»,rl,,ArJFrmnel.,,ne*ll<r,»,nL: ,,I,.,ee«Jidgiv

(:EL1

Tr.e  ¬ji,ie=£c=c,:a  -/

s_irY-lit_ri

>  Ship Model

B A Silent Shout
The Sanctum,s crypts are
taller and the Drougr
more restless than ever.
Beware of bone trip
wires that summon more
corpses,  although this
keeps Mercer,s weapons
bloody.  Progress
deeper still,  opening  the

portcullis that knocks over
a cluster of jars,  and fight your wcly tO the double  Iron Door, where a  more
mighty Draugr rises from  his slumber.  Strike him and  his cohorts down  before
approaching a \^/ord Wall on the opposite side of the raised burial crypt and
learning a new Word of Power.

>  Word oI Power: Disarm

With the Word of Power ringing  in your ears, venture down a final
that leads to one of the infamous Nordic Puzzle Doors. Avoid the bear tra
and  let Mercer approach the puzzle.

Puzzle Solution: Mercer figures that Karliah  has  probclbly taken the
necessary Key Claw and that the door has a specific weak spot only Me
can exploit. He opens the door without your help or the need for
Solving.

of you arrive  in the central  burial chamber where Karliah
urdered Callus.  lt takes a moment before you realize yo

ong of lhe Nightingales
n arrow arcs through

the black crypt.  Your
vision blurs and you

lack our You awaken
on the ground.  You
cclnnOt move,  and you,re
still  smarting  from  the

poison-laced  missile.
Stepping out of the
darkness,  Karlioh  notches
another arrow, approaches Mercer, clnd the two begin a Startling exchange.

evelofions Abound: The conversation turns Mercer,s story on  its head,.
i was actually slain  by Mercer  Frey,  but he  blamed  Karliclh  for  it,

causing  her exile from  the Thieves Guild.  Karliah  also  mentions a  mysterious

group known as the ''Nightingales,''  alluding that both Mercer and  Karliah
were part of it.  Although you,re expecting combat,  Karliah  places a  potion
to  her lips and  sips,  slipping  back  into the  shadows without firing.  She  seems
to know she's no match  for Mercer. After a few choice words  (and  blades)
leveled at you, Mercer seems satisfied that he,s finished you off.  Your vision
turns to black once again.

i       a  OBJE(TIVE:Speak to Korliah

I TARGET:  Karlioh, outside Snow Veil Sqnclum
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PREREQUISITES: (omplete Thieves

Guild  Quest: Speaking with  Silence        i        ©  MINORSPOILERS

INTERSECTING  OIJESTS: Temple Quest: The  Book of Love,

Miscellaneous Objective: (oltelmo,s Ring*/ Miscellaneous Qbiettive:

Neutrolizimg  Nimhe*, Thieves Guild Quest: Additional Jobs, Thieves

Guild Quest:  Larceny Targets, Thieves Guild Quest: The  Pursuit

LOCATIONS: Markorth,  Understone Keep/ (alcelmo/s haborotory/

(alcelmo,s Tower,  Dwemer Museum, Morkqrlh Wizards, Balcony/

Winterhold, The Frozen  Hearth

CHARACTERS: Ai(omor,  (al(elmo,  Enlhir,  Korlioh

ENEMIES: (optain Aquilius,  Markorth (ity Guard, Wizqrd's Guard

a  OBJECTIVES: Speak with Enlhir, Speak with (qlcelmo/  6tiin entry to

(oltelmo,s Museum,  (Optional) Obtain the key lo Colcelmo,s Museum/

Obloin  Colcelmo,s Folmer Translating Guide/  Duplicate the writing on

A        (altelmo's Stone,  Return lo Enthir, Speak to Enthir, Speak to Karlioh
§t`vy
.L»l¬     ts

Make your way west toward the canyon city of Markarth. Once through
the front gates,  scale the stone steps to reach  Understone Keep, the site of
major excavation work. You,ll Find Calcelmo to the  left (west), checking  over
artifc]cts and the progression  of the dig  inside a gigantic  Dwemer entrance
chamber.  Alas,  Calcelmo  is extremely overworked and  uncooperative  leven

already given you access to the Museum. Alas,  none off options allow

you access to Calcelmo's research, which is likely lo be ready in several
more years. You  need another plan. The only way you,re getting  into thclt



Or you can simply pick the Adept Lock on the Museum door and  slip  in
while the guard,s  back is turned.

>  Dwemer Museum Key

A  OBJE(TIVE: Obtain  (alce!mo/s Falmer Tmnslalimg  Guide

I TARGET: (alcelmo's Tower, inside Underslone Keep in Morkarth

ition  team.  As Calcelmo,s overriding  plan  is to ensure  his  research  is
ted, your tasks just got a  lot tougher.  From the Museum, you  have three

options:

Plan A: Walk on through with  nonchalance.  lf Colcelmo gave you the

key and  permission to visit the Museum,  the guards  have already been

informed and won't ask any questions.  Provided you don't try to steal

anything/ you  can  head through,  take  in  the sights,  and then continue

through  the western door to the second  level.  This  is both straightforward,

safe,  and direct.

Plan  B:  Blind,  ugly

is protected  by lust three

be able to take them out wit ee

all  the valuables,  Calcelmo,s Museum

epending  on your level, you  may

strikes or  (preferably)  with  some

well_placed arrows,  allowing you to loot the room af your leisure.  When

you,re done here, continue to the western door.  Note that these are
Markarth Guards,  so you'll  pick up a hefty Bounty (3,000+  in  Crime Gold)

for their murders.

Plan C: Stealth.  The museum  is large, well lit, open,  and  potrollecl by

three guards,  so expect a  significant challenge here.  All the usual tips on

Sneaking still apply-use anything you  have to increase your Sneak,.  use

spells,  potions,  abilities,  or items that give you  Invisibility or Muffle,  an

take off those heavy boots. Then, when you're reclcly/ carefully take I

following  path:

I.   From the entr)IVay,  Observe the guard On the north Side.  When  h

by/  carefully snea

display in the  room's northeaste

crouch  behind the

2.   When the northern guard steps into the room,s center, carefully hea
west.  This time, watch the guard  in the center.  When  he faces back south,

duck  into the  northern  hallway.

3.   Wait for the northern guard to begin another loop, then creep west.
When  the center guard turns away again,  carefully sneak into the
western  hallway (ducking  behind the pillar if necessary on the wcly).

lf you,ve chosen  Plan A or B,  it,s worth spending some time in the
Museum.  There are  more  lockpicking  opportunities  in this  room  than
an)^^/here else  in  Skyrim,  making  this c]  fantastic  place to  improve your skills.
Also,  the  loot here is exceptional  (provided you don,I get caught).  The two
side rooms off the  mclin chamber are also worth  exploring.

Your ultimate target is the door at the Museum's west end. This leads to
Calcelmo,s Laboratory.  You can:

nlock the door with the Museum Key/ which you  may already have, or
Can  pickpocket/loot from any of the guards  in this room.

pick  [Adept])  Or pick the  lock on the door if you don,I.

SPqSSer in lhe Keep (Part 2)

of Understane Keep is "essible only

this entire tlrea.

l294   i
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Enter the Laboratory and  note the scene between Aicantar and the soldier up
ahead. You,re  not facing city guards any longer.  Calcelmo,s  men  have orders
to kill  intruders on  sight and  will  call  for reinforcements  if they spot you.  Your

permission from Calcelmo doesn't extend  to this floor of the Keep,  so you'll
have to sneak or fight your way through.

Initial Two (hombers

There are two guards  in this first area.  One already patrols the second room
to the west;  the other enters after a  minute or two through the previously
sealed eastern door,  once Aicantar has finished with  him.  You can:

Try to  sneak  by.  This  is all  but impossible without Invisibility,  as the western

guard  keeps a close eye on the exit.

Fight them  headon.  They're tough,  and  they'll  call  for reinforcements  if

they spot you-one guard who enters from the far eastern door.

Take them out with  the traps  in this space. You  have  plenty of options to

choose from: The first room  has a  large pool of flammable oil and a row

of dart traps.  The second  room  has a wall trap/ a set of threshers, and  a

ballisfa  in  the  hallway littered with  rubble.

But by far the  most unusual  (and  entertaining)  option  is  just to your left as

you enter the first room.  On the table  in this small chamber is a  unique
item:  Aicantar,s Spider Control  Rod and a  journal that explcfins it.  When

you take the Rod/ a Dwemer Spider drops in,  ready to help you take on
the guards.

>   Spider ColfirOI Rod                 >  Aitanmr's Luh loumul

western end of the second room  is locked (unless you
forcements).  You can:

[Adept])  Pick the  lock.

a door with one of the Laboratory Keys. All of the Wizards,
a key/ or you can find one in Calcelmo,s bedroom on the

the second chamber

>  {a!¬eIRE®'S Luboralory Key (2)        >   Dwemer Museum Key

The Sledm Hall
Two guards patrol the steam  hall and comment on one of the traps there as

you approach.  As before, you can try to sneak by them  (which  is extremely
difficult)  or fight them  and  their. reinforcements  (with  or without the  help of the
Dwarven Spider).

A better option  is to continue  past them and lake the ramp to the  lower
level,  where the hallway is blocked  by clouds of noxious steam.  Sneak
through  here,  out of sight of the guards,  stopping on the pressure plates as
necessary to turn off the gas and allow your health to recover.  lf the spider is
following you, clirect it onto the pressure plate to keep the gas off,  allowing

you fo walk through-

Back on  the upper  level,  the vcllVe CIt the  hall,S far end Will  turn  On  the

thresher traps,  easily wiping out the guards.  Loot them and the treasure in the
side rooms  before continuing on.

The Statue Room
The next chamber,  decorated with two Dwarven  Sphere statues,  is relatively
easy to sneak through. Just wait until the guard  by the ecIStern door leaves his

post.  Or, as always, you can fight your way through.



chaos breaks out below. All the traps in the room turn on, and Aicantar
and the guard  pclniC, yelling for everyone to flee the Laboratory. They clnd
any surviving guards in the Laboratory make a break for the Museum. They
may not get far,  as Aicantclr,S robes have a  nasty tendency tO get CCIught in
the  thresher....

i---    ------ i-  --i-  -,I:i-i----    :=i.-
>  Dwemer Puzzle Cube

Continue out onto the Markarth wizards,  balcony.

se* There's lhe Rub

Now for the small matter of an escape plan. Mere moments after you make
the rubbing' the doors to the tower open and a group of soldiers enter,  led by
Captain Aquilius of the Wizards, Guard.  They are  joined  by Aicantar (if he,s
still alive).  After a  brief argument,  they spread out to scour the tower.

You can try to fight or run  past them.  With an excellent Sneak skill, you
may even be able fo get out undetected: drop onto the platform to the west
and head up the stairs. At the gap, leap onto the narrow metal catwalk and
race for the door.

Out on the balcony, you have a choice: You can try to backtrack through
the Laboratory, Museum, and Keep,  but between the Wizards' Guards and
the city guard, you,ve probably made some enemies by now. Your quest
target suggests a better option:  On the balcony,s east side, some of the
stonework has fc]llen away, exposing a  narrow stone path.  Follow it,  leap
into the waterfall clt the end,  and  make your getaway.  Fast-Trowel  back to
\Mnterhold at your earliest convenience.

Back inside the Frozen  Hearth,  hand the stone  rubbing to Erlthir and
tell  him  it should  help with the translation.  Karliah  will  be  here when you
arrive with the rubbing.  As  Enthir pores over the rubbing and Callus,s
Journal,  he reveals the disturbing truth: Callus suspected Mercer's
allegiance to the Thieves Guild for months; this included a vast expen
on a  lavish  lifestyle of gold and trinkets.  Mercer was apparently paying for
this by removin
knowledg

valuables from the Guild/s treasure vaults without anyone,s
s also talk of Mercer desecrating something known as the

hich disgusts  Karliah.

a  OBJE(TIVE: Speak to Enthir

a  OBJE(TIVE: Speak to Karliah

I TARGET: The Frozen Heurlh, in Winterhold

Speak to Enthir again,  and  he urges you to help  Karliah and reveal the traitor
to your brethren.  He also thanks you for your help and tells you that if you,re
ever in this area again,  he can fence any goods you may have gathered via



PREREQUISITES: (omplete Thieves

Guild  Quest:  Hard Answers
®  MAJOR SPOILERS

lNTERSECTING  QUESTS: Thieves Guild Quest: Additional Jobs,

Thieves Guild Quest:  harteny Thrgets, Thieves Guild  Ouesl:

Trinity Restored

LOCATIONS: Lake Honrich,  Riften, The Bee and  Borb,  Black-Briar

Manor, Mercer/s House/ The  Rotwoy/  (islem, The  Ragged  FIogon,

The Ratwqy Sewers,  Riftweald Manor

(HARA(TEES:  Bryniolf,  Delvin Mollory/  Korliah, Moven

Block-Briar/  Vex

ENEMIES: Bandit, Mioll the  Lioness, Thug, Vald

a  OBJECTIVES: Meet Korliah ut the Ragged  Flagon,  Follow Korliah,

Speak lo Bryniolf,  Infiltrate Mercer,s House,  (Optional) Shoot the

mechanism to lower the ramp/  (OplionoI) Speak to Vex flbout Vqld,

Miscellaneous Objective:  (Optional) Thlk lo Maven about Vold,s debt,

Miscellaneous Objective:  Locate the Quill of Geminotion under Lake

Honrich, Miscellaneous Obieclive:  Bring the Quill of Gemination to

Muven,  Pis(over evidence of Mercer's location, Speak to Bryniolf

Mercer break into

Bryniolf cannot believe
Mercer has been stealing
from the Guild, so he
orders Delvin to open
the vault. The gold,  ire

jewels...theyte all gone!
"akes two keys to
nlock the vault.  Delvin,

ryniolf, and Mercer
re the only ones who

e vault alone? The answer

ystery (even though  Karliah quietly has  her suspicions). Although
ated,  Karliah  is  just as angered  by this QS the rest Of the Guild, except
6 for the Seething Vex, who vows to kill Mercer immediately.  Bryniolf/s
head prevails, and he orders Vex and Delvin to guard the Ragged

Then  he turns to you and asks what you've learned from Karliclh

=r_e  ¥+de-- £crc`l:a  I,,
.                                                                                          /                  .
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Explain that Mercer killed Callus,  that the three of them were
Nightingales,  and that Karliah was behind Goldenglow and  Honningbrew

(a cunning  plan to try and  make Mercer look weak in front of Maven
BIack-Briar).  Then  Bryniolf has an  important task for you:  Break  into Mercer,s
Rifren house-Riftweald Manor-and gather any information that may
indicate where the traitor has gone.  Before you leave Bryniolf, ask him
what is the best way into Riftweald Manor. You  recel.ve information about a
"watchdog" and an exterior ramp with a mechanism to lower it, which could

clid  in your escape. Then ask about the "watchdog" named Vald.  Bryniolf
indicates Vex may have more information to provide.  These grant you two
optional objectives.

a  OBJECTIVE: Infiltrate Mercer,s House

A  OBJE(TIVE: (Optional) Shoot the mechomism lo lower the romp

a  OBJE(TIVE: (Optional) Speak lo Vex about Vold

I  TARGET: Riftweold Mamor, in  Riften

Locate Vex in the Cistern or Ragged  Flagon,  and ask her about Vald.  She
tells you  hers only interested  in gold,  so buying  him  off is c]  possibility.  But
even Vald  might not betray Mercer Frey (as he wouldn,I live long enough to
spend  his  bribe).  Instead, Vex suggests you speak to Maven  BIack-Briar about
erasing Vald/s debt.  Or you could  run him through with your blade...Vex
doesn,I care either way.

A  OBJE(TIVE: (Optional) Talk to Maven about Vald's debt

I  TARGET: Moven  BIack-Briar, in Rifren

>  ®tlill of Geminalion



A  OBJE{TIV[: Bring the Quill of Gemination lo Moven

>  Vtildfs Debt

ife Rqnsqtkin9 Riflweqld Manor

Whether or not you went swimming for a Quill, you should figure out how
best to enter Mercer Frey's abocle. All of the ground-level doors are barred
from the  inside and are never accessible. The only way in  is the door off the
balcony.

Hecld to the rear gate and speak to Vald.  He is immune to Bribery
or Intimidation/  and  ignores you  unless you  present him with Veld/s debt

ment.  He agrees to flee the area,  unlocks the  (otherwise impassable)
ate, and gives you the key to Mercer,s house.

A successful Persuade will trick him  into  leaving you to guard the house,
nd he'lt present ysu with the key to the hc)use.  H
ouse and you are free to bring down the ramp.

[Expert])  Or,
Vald, but remember I

ou can  lockpick the

'll  then walk away from the

le.  You  need to deal
him in cold blood doesn,I win over the

THE  PURSUIT

guarding the location.  Progress downstairs and find the room with the bench
table and  single chair.  Adjacent to the barred door is a suspicious cobinet'
Open  it and activate the false back panel.  Step  into a  secret room with stairs
leading  down  into a subterranean cellar,. this  is part of the sewer system
linking  to the Ratway.  Head through, watching for dart, fire,  and swinging
traps, and ape door into Mercer's hidden office.  Gather some gold and

u leave, attempt to open the display case (Master),
al  frost sword!

>  (hiI!rehd

which



PREREQUISITES: (omplete Thieves

Guild Quest: The  Pursuit ;         ©   MAJORSPOILERS

INTERSE(TING  QUESTS: Thieves Guild Quest: AdditiomoI Jobs/ Thieves

Guild  Quest:  Larceny Targets, Thieves Guild Quest:  Blindsighted

LOCATIONS: Nighlingole Hall , Twilight Sepul(her ,  Riften, The  Ragged

Flagon, (istern, The Ratwoy

CHARA(TERS: Bryniolf,  Karlioh

a  OBJECTIVES: Listen to  Kqrliah, Meet Kqrliah al the Standing Stone,

Follow Karliah, Activate the Armor Stone,  Equip the  Nightingale Armor,

Follow Korlioh, Stand on vacant floor glyph, Speak to Korlioh, Speak

to Bryniolf

ife An Audience with Lady NoclurnuI

a  OBJE(TIVE: Listen to Karlioh

I  TARGET: Imside the  Rotwoy/  in  Rifren

This quest begins with  the first objective already under way. Although  Karliah
is a  Nightingale,  iL falls to the current acting  leader of the Thieves Guild  to
order the murder of Mercer.  Bryniolf has  no qualms about this,  but Karliah

points out that great care must be taken,. after all,  Mercer is a  Nightingale,
and an agent of Nocturnal.  She suggests meeting Mercer on equal footing.
Just outside Rifren  is a clearing and an old  standing stone.  She cryptically
asks that you mee"here.

a  OBJECTIVE: Meet Korliah a"he Standing Stone

I  TARGET: Nightingale  Hall, just southwest of Riften

ask her further questions,  but she says she,ll tell yc)u  more once you,re inside
Nightingale  Hall.  Follow her  inside.  A secret door in the face oF the  rocky cliff
will  open,  revealing  a  door  into Nightingale  Hall.

A  OBJECTIVE:  Follow Karlioh

on the armor of a  Nightingale an
should flow become increasingly clear.

a  OBJECTIVE: Aclivale the Armor Stone

a  OBJE{TIV[: Equip the Nightingale Armor

`12v~9Bi

Step through  the still  air
of the entrance tunnel.
Bryniolf can,I believe this

place existed but doesn't
know why he,s here_
Karliah reveals you are
The  First of the  uninitiated
to set foot in  here in over

century.  You are to
ccompany Karliah to

begin the oath.  Your roles

T.fr¬  S  `1e.Sl`.-I r\

qirV-ieTM

Cross the bridge,  and through the archway are plinths with the same

petroglyph carvings-that of the Nightingale and dark moon. Activate the
Armor Stone,  and the armor will  be added to your inventory. Then go  info

your apparel and equip the armor to continue.

>   NightingaleArmor           >  Nighrin9ale¬love

>  Nightingale Boots            >  Nightingale Hood

A  OBJE(TIVE:  Follow Kqrlioh

MBJE(TIVE: Stand on va(ant floor glyph

RE> Nocturnal aI Our Backs

Stride toward the entrance to the Welkinsight Chamber, where Kclrliah
explains the steps to becoming a  Nightingale.  After some hesitation on
Bryniolf's  part,  follow the procession  forward as the gate opens, and  stand
on  Ike ancient circle glyph  inscribed  imo the ground.  Karliah
oath, and a dialogue with  Lady Noctumal  begins.  (Her
a  ball of energy.  She doesn,I appear in  person  at this pain

a  OBJECTIVE: Speak to Karlioh

a  OBJE(TIVE: Speak to Bryniolf

e ceremony is oyer,  Karliah  reveals the last secret of the
lee: Their purpose is to guard  not only the Twilight Sepulcher,  but

kept within-the Skeleton Key of Nocfumal. Mercer stole this

y/ which opens any lock (indeed, the artifact allowed him to bypass the
otherwise- led  locks on the Guild's vault doors),  and the  powers of the key

him with powers beyond normal  reckoning.

Quest (onflusion
Bryniolf fells you that due to the circumstances that have befallen the Thieves
Guild,  there is  no one qualified to lead the forces except for you.

At This point,  if you've completed  all  of the City Influence Quests,  Bryniolf
indicates that after this whole sorry affair is over,  you are to become Guild
Master.

At this  point,  if you  haven,I completed  all  of the City Influence Quests,
Bryniolf says thclt as soon  as  Delvin  tells  him  the Guild  has  regained  a

in  Skyrim,  you are to become Guild Master.

quest Activities
"eves Guild Quest:  BIindsighted begins now!

QLIE3TS:  THIEVES GUILD  QUESTS



PREREQUISITES: (omplele Thieves

Guild Quest: Trinity Restored
©   MAJOR SPOILERS

INTERSECTING QUESTS: Thieves Guild OuesI.. AddI,liOnOI Jobs/ Thieves

Guild  Quest:  Larceny Targets, Thieves Guild Ouesl: Trinity Restored

LOCATIONS: Bronze Water Cove, lrknglhand,  lrknglhond Ar(onex,

lrknglhond  Grand (qvern,  Irkngthond Sonctuury/  lrkngthtlnd Slave

Pens

CHARACTERS:  Bryniolf,  Kurlioh

ENEMIES: Bandit, (hourus,  Dwarven (enturion/  Dwarven Sphere,

Dwarven Spider,  Folmer,  Frostbite Spider,  Mercer Frey

A  OBJECTIVES: Tmvel to  lrknglhund, Speak to  Korliqh,  Locate Mercer

Frey/ Slay Mercer Frey/  Retrieve the Skeletolt  Key/  Escape from

lrkngthumd, Speak to  Korliqh

ife lnfillmlion of lrknglhand

"BJECTIYE: Tmvel to lrkngthond

I TARGET: Enlronce lo lrkngthand Artanex

access this lower st d chamber, so head
winding corridors to a giant chamber of
that inhabit these pans before moving west along the le

(Master) cage where an ancient bcllliSfa Can  be fired  On fO

here's a locked

Head fo a ledge with a leyer. There is a second lever on the room,s Opposite
side.  Bryniolf mentions that these levers hold the key lo your progress:

Puzzle Salun'on: Both the levers must be pulled to lower the bars that
block your passage.  Each lever is on either side of the raised area.  lf you
aren,I quick enough,  the levers reset,  so remove the enemy threats first. Then

pull the lever farthest from the exit,  and  quickly rush  to the opposite side and
pull  the other.  This gives you  the  most amount of time to reach  the exit.  Both
lamps  by the door should be lit for you to proceed.

Now descend to the earthen floor,  fighting  Falmer and  Dwarven
Spheres, and  head  through  the exit you created.

"`f;:,:.;,   FiP       Y®se  ¬tin  run  off on  your  own  if yc« wish;  KGr!iah  arid  Brynic!f
sob`)

wi!!  join  you  in  a  Subsequent SeatiO«  Of this  P!tif¬.  !f yCu  get too

ftir from them,  They will tiTieffip"e !titfh  up.

The subsequent chamber is in an even  more dilapidated  state.  CIimb atop the
rubble and  rooftops,  fighting  Fcllmer aS you gO.  Head west to the stone ramps
and  up to the gold door.  Beyond  is a  small  study area and a gate to the
southeast.  AIlhough Mercer has already ransacked this area,  he  neglected to

grab a couple of Detect Life Scrolls strewn  in  this room,.  grab them,  as they
are  useful  later during your battle with  him.

>   Scroll: Detect Life (3)

Enter the gate, and your route opens up into a  massive grand cavern.
This  is actually the  location you  saw from  the  balcony/  which  is  in  this
chamber.  Now you can  battle through  the Falmer to the opposite side
optioncllly Challenging  a  Dwarven  Centurion  to fight if you wish or iu
off the small bridge and  pressing the button on  the console to  release the
Centurion  cm the<hapless  Falmer.  Climb the stone  ramp and  run across the

upper Falmer camp.  Exit into the lrkngthand Slave Pens.

the stench  in these parts; you,re going to be
er and  their nasty pets,  the Chaurus.  First,

destroy
down th
the  Falmer of your

or two,  pass a locked gate (Apprentice),
arven Torture Chamber with borle chimes

ovements.  lf you sneak up on them, you can  use the lever
on the overlook to unleash

reach a chamber Peg

a dwarven thresher trap on the Falmer below.

or, tuming  right  (south)  into c]  Falmer camp.

y east and south, opening the Chaurus pens to
Take the low road or high ledge to the drondown

at the eastern end,  which leads to your ultimate destination:  the lrkngthand
Sanctuary.  Or you ccln  Sneak across the dWarVen Pipes that run along
the ceiling  in One area,  allowing you to cross mostof this large expanse
undetected.

ife No

A giamt Falmer statue greets you from  the opposite side of this
Sanctuary chamber. Mercer has set about defiling  it already, and  Folmer



blood  has been spilled. Although  Karliah and  Bryniolf attempt silence,  Mercer
Frey finishes prying out the statue,s massive eyes,  notices you all,  and casts
a Shock-Wave-type Spell that disrupts and destabilizes the  massive chamber.
The pipes in the ceiling  burst,  and welter floods the Chamber tO about ankle
depth.  There,s Gin  immediate rumbling  aS you  tumble down  from  the  ledge,
which  splits apart,  leaving your brethren  stranded.  You  must face Mercer Frey
alone!  He speaks to you from your fallen  position.  You can  speak to Frey
about Nocturnal and the key,  but there's only one wcly this ends:  With One Of

you atthe end ofa blade!

a  OBJECTIVE: SIoy Mercer Frey

Target: Mercer Fray. Mercer is a vicious swordsman.  He  is nimble and
dextrous and  can  turn  himself invisible.  Even  before you fight him,  he uses
one of his stolen  Nightingale powers to Frenzy Bryniolf, who turns on  Karliah,
effectively keeping  them from  helping you  in this battle. This causes  no end of

problems,  especially as the chamber you're on  is getting wetter and  is very
steep. There are steps around the statue,  and you can cross the statue,s  lap.

Mercer Frey may be  invisible for most of the fight,  but keep an eye on
lheWdter,  cls it will  ripple when Mercer runs through  it.

lfyou grabbed the Detect Life Scrolls or have a spell of the same name,
now would  be an exceptionally good time to use itl

Strike Mercer with your  Nightingale  Blade.  This drains  him  and  leaves
a  shimmering  trail  from  him,  even  when  he,s  invisible.  Use that to your
advantage.  Keep moving so he can't sneak up on you, and  keep your back
to a wall so  he can,I hilyou from  behind.

Mercer,s form  is shimmering  and  isn,t completely  invisible,.  strike
out quickly when you see this shape.  lf you,re attacking  at melee range,
remember you can  still black and then counterattack immediately.  This helps
when fighting  blind.  Spells with ongoing effects also  help,  such c]s  Flames,
which coat Mercer in fire,  allowing you to see him  more clearly.

After the shadows take him,  search Mercer Frey quickly. Among  his
belomgings, you  can  claim the two Eyes of the Falmer ancl the Skeleton  Key
Karliah spoke of.  Now is the time to make good your escape!

a  OBJE(TIVE.. Retrieve the Skeleton Key

A  OBJECTIVE: Escape from lrkngthqnd

I TARGET: Bronze Water (ove

>  Eye®iihe falmer(2)      >  Skeleton Key

a  OBJE(TIVE: Speak to Korlioh

Quest Conclusion
You emerge into the Bronze Water Cave,  on the shore of Lclke Yorgrim.
Bryniolf has  matters to attencl to,  but Karliclh  SPeakS With you  for a  few
moments,  realizing  her 25-year exile  is over and presenting you with a token
of her esteem.  Now  it is time to  return  the Skeleton  Key lo  its  rightful  plc]ce,  by
traversing  the  Pilgrim's  Path  in  the Twilight Sepulcher.  This  is a  journey you'll

be taking  alone.

>  Nightingale Bow

Postquesl Aclivilies
This is a  leveled  bow that deals Frost and Shock damage and slows the tclrget
slightly.  Thieves Guild Quest:  Darkness  Returns  begins  now!

F!P       From The poiii7you obtaintheSke!efon  Keytcthe efid  ¢ffhe

ne%i qusesi,  your  httve  an  unbreffikesb!©  Lo£kpiek!  "s msesilS

you  ¬usm  tFTy  your  hfind  I©  tiny  lock  For  en5  !©mg  fas  y®as  like  Withe  m©  feesr  gf

smesppimg  ca  picfe!  yeti  mtiy wish  to  asm!®¬k  some  grffifii¬u!esriy Tr©asbies®me

!oeits ti£rcss Skyrim  before  cemifiasimg!
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PREREQUISITES: (omplete

lNTERSECTING QUESTS: Thieves Guild Quest: AddiliomI Jobs,

Thieves Guild Quest:  Larceny Targets, Thieves Guild Quest:  Under New

Monqgement

LOCATIONS: Twilight Sepulcher/  Ebonmere, Twilight Sepulcher Inner

Sqn[tum

CHARACTERS: Callus,  Korliah,  Nocturnal

ENEMIES: Nightingale Sentinel

a  OBJECTIVES: Enter the Twilight Sepulcher, Speak lo the Nightingale

Sentinel,  Follow the  Pilgrim,s Path,  (Optional)  Retrieve  Nystrom/s

Journal , Return the Skeleton Key to the Ebonmere, Listen to

No(turnal/ Speak to Karliah/  (hoose Nightingale  Role

iv
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Joumey: Pilgrim's Path

a  OBJE(TIVE: Enter the Twilight Sepulcher

A  OBJECTIVE: Speak to the Nightingale Sentinel

This quest begins with
the first objective already
under way. Journey to
the  mountains to the
west of Falkreath,  and
find the entrance to the
Twilight Sepulcher,  close

to a  rushing  mountain
stream.  Open  the ornate
Iron  Door,  and step into
this sacred  site.  The
large entrance cavern  is
dominated by an arched
entrance ahead  (south)
of you.  Waiting  for you
at the steps below the
entrance is a ghostly
figure.  Speak to the
last of the  Nightingale

Sentinels,  who blames himself for this predicament after allowing Mercer Frey
fo lure him to  his fate and  steal the Skeleton  Key.

QL;ESTb,a:  THIEVES GUILD QUESTS



by thclt name in CI  long time.  Explain you have the key. Continue the
conversation,  mentioning  Karliah is still alive and telling  him  the key has been
returned. Alas, Callus cannot help you, as this place holds the Ebonmere-a
conduit to Nocturnal,s realm of Evergloam. When Mereer removed the key, it
closed the conduit, weclkening the guardians of this Place and Causing them
to forget their flue purpose. To rectify this situation, you  must take the Pilgrim,s
Path.

i?;l*::out:A:i;iEITiVE:TiFo#o:!o:hE:l!iiiiq:Sr::itlhwJ1±ie"p!±e±ne*±[!umary¢3i
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You can ask Callus more questions about what is wrong with the other
sentinels,  how the Ebonmere affects you) and what you,ll face along  Pilgrim,s
path.  For this question, the spirit recommends you recld the journal Of a
longrdead adventurer who had hoped to take the Path_

¢  OBJE(TIVE: (0=:i.I..ci)  ReTrie.,-a  :i-.)---i:.Cm i Llu=-:=l

if

Nystrom's skeletal  remains lie  in this chamber, to the east.  S6arch  him and
check out his wecIPOn,  but the real  Prize iS the journal On his corpse.

>  Nystrom's Journal

Enter a chamber of
shadows.  Urns glow with
inhuman  light.  Stone

plateaus and cl weaving
path coax you forward.
Then the buming starts!
You begin to lose health
at an alarming rate as

you walk through This
collection of cursed

passages and platforms.

Puzzle Solution: \^/alk into the lit areas, and your health plummets. The
darker the areas,  the less your health diminishes. As you enter,  run west (clnd
slightly north, to the right)  and climb atop the first platform,  dodging any dart
traps you trigger.  Wait up here to regain your health. Turn southwest and  rush
behind the next structure, and use the wooden steps to climb up after a sharp
left (east) turn.  Next,  rush over the wooden bridge,  stepping to the right to
avoid more darts,  Run up the wooden  steps,  past the cauldron of light,  to the
dark edge of the ledge.  Regain your health and  look southwest.  Drop down,
running  south  up the dark middle of the steps to the exit door.

Pqrly of the Third Part: Struck

as  it repositions`  You can enter the Inner Sanctum from  here,
investigate a g
Sentinels  tQ  dig

Party of the

or optionally
uet hall with  items to scavenge and into more



A  OBJECTIVE: Return the Skeleton  Key to the Eboflmere

a  OBJE(TIVE: Listen to Nocturnal

a  OBJE(TIV[: Speak to Korlioh
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A circle of impossibly deep blue vapors congeals around the Ebonmere,  a
three-pronged  portal to Evergloam.  A flock of black nightingales departs,
announcing the arrival of Nocturnal.  She  notes that a champion  has returned
the Skeleton  Key to the Sepulcher and the Ebonmere  is restored.  You  shall
have your trinkets of reward and  must drink deeply from the Ebonmere to
become an Agent of Nocturnal!  lt seems this Skeleton  Key unlocks more than

just doors;  if also  reveals  inner potential.

Once you choose the power, you can now freely and quickly leave the
temple.  This ends the Thieves Guild  critical  path  quests.

Quest (omlusion
You  have done well  in the eyes of Nocturnal.  Karliah  has also appeared.  She
is visited  by the spirit of Callus one final  time,.  his tormented  imprisonment
has ts,eon  lifted,  and  he leaves his love to walk with the shcldOWS.  Speak with
Karliah,  and she gives you  more information about the circles at the base of
the Ebonmere. These  imbue you with  powers befitting a  Nightingale Agent.
The symbol  is of the waxing clnd Waning  moon.  You can  return  here once
every 24 hours to change your ability,  clnd One day you  may be forced  back
to defend this  place; this  is your pact with  Nocturnal.  For now,  though, there
are pockets brimming with coin and coffers ripe for the picking all across
Skyrim!

a  OBJECTIVE: (hoose Nightingale Role

>   Agent of Shadow: For two minutes, you are invigihle when sneaking.

Note that oltacking or activating something makes you fiPP8flr, lug
with slamdard invisibility. You simply need to begin to sneak

the invisibility will instomtly reactivate. This is a power/ so you

only once per day.

>   Agent of Subterfuge: You can cost a mssive Fury spell thtil cfln

any tflrget regardless of its level. This is a power/

once per day.

SO  you  Can  uSellO

>   Agent ol Strife: You con cast a huge bltist of energy that domtiges the

health of the target for  loo points and grants thI.S SOme health to you.

This is a power, so you (on use it only once per day.

Postquest Activities

Karliah  makes  Nightingale  Hall  her home,  and you  can visit her there.
Activate the portal to reach  the Sepulcher,s entrcmce hclll,  and head  back to
finish any remaining  additional  jobs.  This allows you  tO finally assume the

leadership of the Thieves Guild.  But your Critical  Path Quests are  now over.

FTFTiEVES  6UiLB  RABiANF  QUEST:S`;      G>

B> A Crowning Achievement
During your adventures,  you  may stumble upon an
odd_looking  but possibly extremely valuable gemstone'
This particular valuable stands out from the rest and is
alled an  "Unusual Gem." Any other precious stone

irrelevamt to this quest.  Once you take  (or steal)
a gem, the quest begins and one of two objectives

The first occurs if you  haven,I yet joined the
Thieves Guild.

unusuqI Gem

OBJE(TIVE: Bring the Unusual Gem to on approiser of slolen goods

a  OBJE(TIVE: Bring the Unusual Gem to Vex in the Thieves Guild

err,, Af,,¢,&er,,-rsj#dr3#. a  - JIt3-,. -<--7i7(¥9}
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Once you  know to speak with Vex,  meet her at the Ragged  Flagon  in  Riften.
Ask her  if the Unusual Gem you  found  is worth  clnything,  and  She tells you
the gem  is a  Stone of Barenziah.  Although  it isn't worth  anything  in  its current
sfate,  it is one of 24 prized gems pried off Barenziah,s ceremonial crown.
Many have attempted to collect all the gems  but have failed.  Until  now!  She
will pay for a full  set of gems and  asks you to talk to her again once you,ve
found all  24.

A  OBJE(TIVE: Recover the Stones of Borenzioh (24)                                   £¬:?i:
"J    /i/" /lil  I.  IT"Jrv   IJ-   ~J~  kr|rW^  Y*ir-,*'-TJXIr^T< ^rncoYJ Ir-^rf  -A 7_/ray--~  '^ `"  ,>|-   I  'r  , -?. _Jm  -I,/,  ,-i)-X»*i*/-1* *-":~/     --3'^¥.A|'A-/  3Jj :.|i!RI'- '^-J'  -  d5T/Xf--.I/Ifg£    i,i_,xp>of.
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f%#;i£   NOTE     Any Unusual Gems (including any you've already found)

are called ,lStones of Barenziah."

QUESTS.  THIEVES GUILD  RADIANT QUESTS
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Eagleeyed members of the Thieves Guild may
ertain  locations across Skyrim are

ed with  strange  little  pictorial  signs.  These
inscriptions,  which are unknown  markings to
outsiders,  are clctually a cryptolect that the Guild
uses to flag  locations that members feel are

particularly safe or dangerous or thc]l have entities
that may be helpful or problematic. The symbols
are known as Shadowmarks.

To learn  more about Shadowmarks,  search
the Thieves Guild  premises for a  parliculclrly
well-researched book called Shadowmclrks,
written  by Delvin  Mallory.  lt contains c]ll the
markings the Thieves Guild  uses.

>  !hqdowrmrks

te is us sore os the

for certoin'

Cistern.  Someone from I

A safe way around  on  obsfucle/  such  os a  hollwoy without traps or a  house

olreody cleared  out.  Head  the way it is  pointing  to  be  sofe.

way or take your life in your hands.  Danger I

"Escape  Route,, lf you find yourself in  ioil,  look tor this  marking  and find  on  escape  route

nearby.

I go here when thieving/. the people ot this locofion ore under the

rotecfion end should never be robbed or assoulted

This should  become your favorite  londmork;  expect to  sell  your hold-earned

stolen  goods  here  ot a fair price.

eat or barrel; expect a Sit. Membership has i

"Loot,,                              i  There,s something  near  here woTh  stealing.

this pl8Ce/  OS there,S nothing Of note inside.

When you speak with Tonilla  after being inducted  into
the Guild,  she fells you that she has something  for you
to do.  The Guild  is  lacking  a  reliclble Way tO transport
merchandise across Skyrim. Tonilia  reckons Ike shrewd

haiiit caravaneers might want a cut of the profits for
selling  (and  Fencing)  for the Guild. Their leader,  Ri,saod,
should  make a deal  if you  present him with the satchel
of Moon Sugar she gives you.

>  SaI¬hel of Moon Sugar

A  OBJECTIVE:  Deliver Moon Sugar lo Ri'saod

ined  narcotic to Ri,saad, and tell  him you  bring an  offer from
uilcl,  Hand over the Moon Sugar, and he,s swayed into an
ram this point on,  any Khaiiit Caravan you meet across Skyrim

will be happy to purchase your stolen goods for a fair sum. Ask him further

quesrlons and barter with  h'lm  if you wish.

a  OBJECTIVE: Retum lo Tonilia

Head  back to the Ragged  Flagon,  inform Tonilia of your success,  and she

gives you  some gold for your troubles.  Much  more  importantly, you can  sell
stolen properly to the following  Fences,  in each  of the Caravans!

>  Leveled gold pieces                        >   Fence (Caravan): Zoynabi

*   Fence [Caravan): Atahbo                >   Fence (Caravan): Ri'sood

>   Femte ({urtivan): Maihad

a you successfully cc)mplete Thieves Guild Quest:  Scoundrel,s Folly,
ryniolf mentions that Tonilia  has a special  piece of armor that you can

nge. When you speak to her,  she offers to exchange one of your four
"of Thieves Armor for a  piece that,s  more enhanced.  Choose from the

hood, cuirass, gloves, or boots. You can choose only one and can't go back
on your choice. The quest then concludes.
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>  Thieves Guild Armor (+35 Carry Weight)

>  Thieves Guild Boots (Improve Pickpocket 25%)

>  Thieves Guild Gloves (Improve Lotkpick 25%)

>  Thieves Guild Hood (Improve Prices  I5%)

QUESTS. THIEVES GUILD RADIANT QUESTS: ADDITIONAIJOBS



Throughout almost all of rhe Thieves Guild Critical  Path Quests, you,ll find a valuable item to steal, with the express intention of making a  little money from
it.  The exact loccltion of each  Larceny llarget is detailed  in each  specific quest.  Return and speak to DeMn about cashing  in your stolen goods for gold. The
following  table lists all available Larceny forgets and the qu6sts they appear in:

Queen Bee Statue lHonningbrew
Decanter

East Empire
Shipping Map

Model Ship              Dwemer Puzzle
Cube

Bust ohhe
Gray Fox

Eye of the Falmer

(Second Gem)

^l

:;a iJ;;S:A\   TIP       Did you  miss one of these trinkets? Then  return to the  loculion and snag it;  all should still he there. Also look for sold  Lorteny Targets to

i      `i                    tippear as lropllieS On One Ofthe bookcases behind Mercer/s desk in the Cistem omd for the bust of the Gmy Fox on the desk.
i

>   150 to 300 gold pie(es (per item)

«ia     ffiDDITlONALjOBS      a>
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Ready for some extra work? Once  Bryniolf instructs you  to speak with Vex and  Delvin Mallory about additional work they may have for you  (after you complete
Thieves Guild  Quest:  Taking Care of Business and you  "officially"  join the Guild),  immediately chat with either of your new brethren.  Aside from offering you
training  in  Lockpicking  (Vex)  and Sneaking  (Delvin), ask them to explain the jobs they have to offer you,  and then  begin any you wish. You can  have one
AddlliOnal Job from each of them active at any given time.  The Guild  frowns on you quitting  lobs you  may be finding too difficult,  but this  is possible too.  When

you successfully finish a certain  number (and variety)  of Additional Jobs,  Part 3:  City Influence Quests become accessible  (see below).

I  Leveled gold pieces
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fty The Numbers Job

a  OBJECTIVE: Moke changes in the ledger ot [business nqme] in a

Hold (ity

a  OBJE(TIVE: Return to Delvin

y

"or,AV----#ffi]

Delvin  is concerned
with  skimming  a  little

off the top:  To this end,
he  requires you  to visit
a store somewhere in
the recllm and  make
some subtle changes
to the ledger.  Enter the
establishment,  find  the
ledger,  and fix  it.  You

need to complete the ledger changes without being spotted,  although
some ledgers are in the same room as a vendor,  meaning you need to enter
at night or use  Sneak abilities.

fty The Fishing Job

a  OBJE(TIVE: Retrieve [item] from [mrk] in [Hold (ity].

A  OBJE(TIVE: Retum the valuable to Delvin.
'min`nectcr<owerc^in I  'x'-a+`'->J=  h ~`  m<r-'A  owm'O<ce-exac¢`* ¢eeC#'E:*±^lya

Delvin  has  numerous  iobs
to test one of the oldest
clnd  most important
skills  that a  thief  must

possess: a  penchant for
pickpocketing!  Move to
the location  indicated
and observe the person.
Check the route they
take and  be patient,. then

B> The Bedlam Job
r  ''

A  OBJECTIVE: Steal [q set amount of] gold in goods,

a  OBJECTIVE: Return the valuables to  Delvin

Delvin,s third  job  involves  surreptitiously entering  a city c]nd  emptying  it

of a set number of valuables up to a value in gold  pieces that Delvin  has
determined. The trick here is to know where in the city you con  pillage

(ever)^^/here within  the  local  map  but not adjacent locations such  as the  Blue
Palace in  Solitude or Understone Keep  in Markarth)  and to take  items only
while you,re  hidden; therefore,  crouch and check every time,  just before you
make the snatch.  lf you are seen taking an obiect,  it doesn,t count toward the
total,  so make sure you  are completely hidden.  Basically,  keep stealing  until
the quest triggers that you're done!

"?:,S&{?y   TIP      The best locations to pilfer from tire stores, marketplaces, and
EEi

private residen(es. The  Dwemer Museum in Mflrkarth does not
count.  AIty additiOntll  Stolen  goods (tin  be sold to Tonilitl/  as this is the one

job where you're tillowed to keep the items fit the end!

B The Burglary Job

a  OBJE(TIVE: Retrieve lan ilem] from [u wealthy home] somewhere
in a  Hold city

a  OBJECTIVE: Retum the valuable to Vex

Vex requires you to break into a  location  (usually the residence of a
high-ranking or wealthy person)  and  steal a valuable object that the Thieves
Guild  can  sell.  This almost always  requires you  to wclit Until  any residents Of
the  location  have  left or to  utilize your Sneak and  Lockpick talents to  unlock
one of the location,s doors,  steal the valuable, and  leave quickly.

I _ inr`
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fty The Skill Job

a  OBJE(TIVE: Plum [evidence] in [a wealthy home] somewhere im a

Hold (itv

a  OBJE(TIVE: Retum to Vex

Vex wants you to take a stolen  item clcquired  by the Guild and  place  it
inside the  home of a  high-ranking  person,  in  order to  implicate them  in  a
crime.  Aside from  taking  the  usual  precclutiOnS When  entering  and exiling  the
building  (ensuring  no one  sees you  inside or out),  you  must locate a  chest or
other object that holds  items and  place the  stolen  item  in  it.  Remember;  only

place the specific item you're carrying!

lei !FSTS. THIFVF,¢ r,I Ill I nl IF.¢rs.  Ar)nlTlnNAl   lnR.¢.  CITY  INFl I lFNCF f)I lFSrs



fty The Sweep Job

a OBJE(TIVE: (lear [a weollhy home], somewhere in a Hold (ity, of

[valuables]

A  OBJECTIVE: Relum the valuables to Vex

anything else you can get away

'        ,¬

Vex orders you to head
to a location  the Guild
has staked out and
believes has numerous
highquality items.  You
must enter the premises
unseen.  Once inside, you
are to clear the house
of a specific  number of
valuables  (and optionally,

although  this isn,I necessary for this

quest). Then  return to Vex without arousing  suspicion at any time.

b The Heisl Job
#

'        _            '          i

The last type of job Vex
has is similar to  burglary
but with an  important
difference: You're taking
a yaluable item from
a store rather thcln a

private residence.  As
there,s  usually someone
ira storeand ina
storeroom where a

valuable  item,  proficient sneaking/  usually at
nigh«ime,  is the only way to avoid angering the locc]ls and  increasing your
Bounty (which can occur but is not recommended).

f=*??,?   TIP (ommom sense should  prevail when you,re trying to complete

jobs without beimg caught:

Burglurize stores when they tire closed so the vendors doll/I See you.

Stoke out private residences and watch when the inhnhitants leave/. when

the house is empty,  pick the lock and steal without the possibility of

discovery.

The more risk you tflke by attempting crimes with vendors or residents

gazing at you/ the holder you/re making it for yourself.

There's no reason to rush,. spend time slaking  places out and  leurnimg

where the ttirgets are, and come back luter to attempt the deed.

«{ro      (!TY!NFLUEN(EQUESTS      a»

E» An Overview
As you  become continuously successful with your iobs, you can  inquire during conversations with  Delvin Mallory or Vex about the reasons for these  jobs and
how they help the Guild. The reasons c]re simple:  YeclrS ago,  the Guild  hc]d a foothold  in every major city in Skyrim-folks wouldn,I dare lifting an apple without
checking with the Guild first-but as the Guild collapsed, they lost Fences,  influential contacls,  and,  most importc]ntly,  respect. With your help/  ine Guild can  be
taken seriously and stclrt tO take the Cities back again.

Thanks to Maven Black-Briar,  you  have some pull  in  Riften,  but if you're caught in a  nefarious act in Whiterun or another Skyrim city, you should
expect an extended  jail  stay.  But once you complete a  unique job for an  influential and  powerful individual within  each  prominent city, you can expect a
much more lenient c]ttifude.  However,  these city leaders won,I approach the Guild until  numerous smaller "jobs,,  have been completed+he tasks you,re     .
undertaking already.

To activclte the following City Influence Quests  (one per city), you  must complete a totcll Of 5 Additional Jobs within  that city. After you successfully finish
5 Additional Jobs in a particular city,  contact DeMn Mallory inside the Ragged  Flagon and  begin one or more of ire following  iobs.  Continue to complete
Additional Jobs until you successfully finish 5  or more in every city.  Obviously'  with the random  nature of the jobs, you  may have to complete more than  1 O
before receiving a  job for a city you  haven,I finished all the necessary jobs in yet. The cities that the Thieves Guild wishes to gain  influence in are:

ohs ore available hut no uddilionaI qu¬sI
can perform jobs there, but they don,I

he City Influence  Ouesls.

you receive for spreading the Thieves Guild.'s influen(e
e detailed after ihe following four (itv Influence Quests.
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PREREQUISITES: Complete Thieves Guild  Quests: Addilionol Jobs in

Morkorlh (5)

INTERSECTING QUESTS: All further Thieves Guild Quests

|
"`

LOCATIONS: Pinewotth,  Pinewotch Bandit,s Santluary/  Rifren,  Ratway/

(istern, The Ragged FIagon

(HARACTERS: Adam, Delvin Mallory, Endon,  Rhorlok

ENEMIES: Bandit,  RigeI Strong-Arm

OBJEITIVES: Speak to Endon the Silversmith,  Enter Piflewatch,

Recover Endon,s Silver Mold,  Retum to Endon

g>>¢usoIN4-/^O=+co          -l6"
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D Molding Endon,s Alliance

A  OBJE(TIVE: Speak to Endon the Silversmith

I TARGET: Endon, in Markorth

After you complete 5  (or more)  successful Additional Jobs in Markarth,  Delvin
Mallory receives word  thclt One Of the finest Silversmiths  in  all  of Skyrim,  a
man  named Endon,  has ordered a special  mold from faroff Valenwood but
it never arrived at his shop.  Meet Endon  (and  his daughter,  Adora)  and tell
him  Delvin  sent you.  He informs you that bandits were most likely to blame.
As Markarth/a other resources are stretched thin,  he has requested that the
Thieves Guild  handle this.  Endon  promises both  his loyally and  some of his
wealth  in exchange for returning  the invaluable  mold.

a  OBJE(TIVE: Enter Pinewotch (

`                                          .                                                                         `

Journey to the remote
farmhouse known as
Pinewatch  in  the  middle
of the pine forest,
and  pick the lock of
the door (Average).
Step inside, and your
objective updates-

a  OBJECTIVE: Recover Endon's Silver Mold

h.    I TARGET: Inside the Pinewatch Bondit's Santluary, in Pinewotch
'l~`

The lone farmhouse is
deceptively small.  Head
to the cellclr and  locate

(or wake  up)  Rhorlak.  To
progress further,  try one
of the following:

Choose to  kill  him.

Search the cellar,

find the  note on the

table and read it, and
locate the secret trigger button.

(Bribe)  Offer to loosen  his tongue with  money.  He  mentions a secret trigger
button  in  the cellar wall.

Or simply ignore  Rhorlclk  (the Cheapest,  nonviolent OPtiOn)  and  Simply find

the button  in the wc]ll,  with or without reading the note.

Or find the note tacked onto the wall with a dagger,  by the door to the
wilderness.

Across from the cellar fireplace is a suspiciously empty shelving cabinet.

Check to the right of it for a  button, above a  basket.  Press it. The cabinet

swings out,  revealing a tunnel  behind  it.

>  Note to Rhorlqk

_i_____                 G\
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Cross the wooden bridges and through the roughly hewn COnneCting
tunnels,  as Pinewatch/s underground maze opens up before you.  Bandits clre

guarding this area,  so approach each chamber with your armaments at the
ready. Continue past a large collection of barrels, down the craggy path,
and fight more bandits to reach a door leclding to the Pinewatch  Bandit,s
Sanctuary.

ln  the first SclnCtuary ChCImber,  use the  Stocked  barrels aS cover When
fighting off (or sneaking  past) another group of bandits.  Look for the opening
in the upper western wall. Go past the cage room and up the stone steps
to a wooden door and a small crypt room. The dead Draugr inform you
that bandits are farther inside these catacombs; travel  into the makeshift
camp where you,ll encounter more fighting.  Head  into the chamber with the
hanging  bone chimes,.  brush  into them  if you  wish  to alert Rigel  Strong-Arm,
the leader of this  motley crew.  Search  (or pickpocket)  her for the necessary
keys to enter all additional chambers.

>  Pinewalch Key                   >  Pinewalch Treasure Room Key

At the next wooden door,  pick the lock (Very Hard)  or use the  Pinewatch
Treasure Room  Key. Just beyond  is an  iron door leading  across a  precarious

pair of wooden beams with dart traps on either side.  Sprint across, open
another wooden door, and watch for two trigger stones in the floor,. they
both release traps-swinging blades and a battering ram,  respectively-as

you progress to the main crypt. You,re greeted with a mace trap to the face,
so take cI  Step back Clnd duck  into the Chamber.  Sitting  in the despoiled
sarcophagus is the unique item you,ve been tasked to find. Take it,  any coin,

nd the Silver Candlestick (whI.Ch you Can  fence  back at the Ragged  Flagon
The treasure chest is worth  prying open,  tool

>  Endon's Silver Mold               >  Silver {IIndleslI'Ck

a  OBJECTIVE: Return to Endon

I TARGET: Endon, in Mqrkorth

TIP       Pimewatch is not locked  prior to this quest/  and you (an

a[tuolly obtain the Silver Mold ot any time,  carrying it with

you througl10Ut your adventures until this quest begins.  ln this event/

you  cfln  immediately give the item to  Endon when you first meet him/

completing the quest almost immediately.

Quest Conclusion
Open the door with the bar on  it, which  is a  shortcut back to the cellar and
out into Skyrim. Travel  back to Markarth,  and  speak with  Endon.  He takes the
mold  and  is  nowan  influential  ally  in  Markarth  and  a  Fence  in  the city  if you
wish  to  sell  stolen  goods.

>   Fence: Endon              >   Leveled Enchonled Light Armor

6^ruIVimsTilffilivES 6iirblt)1uEsTS  CTtV iNFLbEivt'E QUE_ST5 _.`_



INTERSE(TING  QUESTS: All further Thieves Guild Quests

LOCATIONS: The Dainty Sload,  Eosl Empire (ompony Warehouse,  Red

Wave,  Riflen/  Rqtwoy/  (istem, The  Ragged  Flagon, Solitude,  Blue

Palace/  Erikur,s House

CHARACTERS: Delvin MaIIory/  Erikur/ Sabine  Nytte

ENERAIES:  First Mole,  Sailor

A  OBJE(TIVES: Speak to Erikur, Acquire Bulmoro Blue,  Plant the

Bqlmora  Blue,  Return to Erikur

REP Erikur,s Devious Delivery

A  OBJE(TIVE: Speak to Erikur

I TARGET: Erikur/  in Solitude

After completing  5  (or more)  Additional Jobs  in  Solitude,
Delvin Mallory informs you about a  matter regarding
Erikur,  a  businessman  in  Solitude.  Find  this Thane  in  the

Blue  PcllaCe Or near  his  impressive  home.  Whether  it
is by hook or by crook,  as long as his business affairs
flourish,  Erikur  is  not afraid  to get a  little  dirty.  Recently,

Captain Volt of the cargo ship  The Da/.nly S/ooc/ has
defaulted on a trade agreement he had with the Thane.
The details of the agreement aren,I clear,  but whatever
happened,  Erikur stands to lose quite a  bit of money.

This,  clnd the Captain,s stubbornness,  have made Erikur decide to contact the
Thieves Guild for assistance on the  matter.

The Guild  has worked with  Erikur before,  and  matters usually ended
mutually beneficial for both  parties. Trying to resolve the  matters through  legal
channels would prove difficult,  as the Captain of the vessel  has covered  his
bases.  To this end,  Erikur has requested that you  plclnt a substance known QS
"Balmora  Blue" aboard the ship, framing the Captain as a smuggler.  You'll

find the source of the contraband close to a second vessel, the Red \^/clve,
moorecl  in the harbor below Solitude.

Protest at the price. Sabine  isn,I budging' and she  isnl stupid.  She isn't

carrying the contraband for you to steal!

(Sneak,  Pickpocket) Or, you can find a second  key on  Sclbine,  Pickpocket
it,  and then  hecld  into the bowels of the #edWove to a safe.  Inside the safe

is a  note Pinpointing  the  location  Of the  Balmora  Blue Chest.  Execute this

plcln  if you,Ve annoyed Sabine to the point of her refusing to speak to you
or if you  prefer cl  stealthy route to rec]ch this objective.

Or you can  ignore Sabine completely and use this guide to pinpoint the
hidden footlocker,  swim down,  and  save yourself some coin!

Once you pay the money/ Sabine hands you a key and explains where
the stash  is located:  underwater,  and close by.

>  Subime's Foollocker Key       >  Sabine,s Red Wave Key

Sabine,s contraband  is sealed  inside a footlocker below the ietly adjacent to
the Red Wave.  Dive down and  locate the chest,  using either Lockpick (Hard)
or your key to open  it.

>  Balmora Blue

A  OBJECTIVE: Plant the Balmora  Blue

I TARGET: (optain's (hesl, below de(k aboard the Oainly 5/odd



PREREQUISITES: (omplete Thieves Guild Quests: Additional Jobs in

Whiterun (5)

lNTERSE(TING  QUESTS: All further Thieves Guild Quests

LOCATIONS: Riften,  Rotway/ (istem, The Ragged Flagon, Whilerun,

Drogonsreoch,  Dragomsreo(h Jorl,s Ouorters

(HARACTERS:  lrileth,  OIfrid  Battle-Born

ENEMIES:  None

a   OBJECTIVES: Speak to Olfrid  Ballle-Born, Steal the letter incrimi.

nqling Am/  Forge the prison  registry/  Return to Olfrid  Bqtlle-Bom

pe Letter oHnlenl

a  OBJE(TIVE: Speak to Olfrid Bottle-Born

I  TARGET: Olfrid  Bottle-Born/  in Whiterun

After finishing  5  (or more)  successful  Additional Jobs
in  Whiterun,  Delvin  Mallory receives an  urgent missive
from  Olfrid  Battle-Born,  a wealthy Nord  residing  in
Whiterun.  lt appears that Arn, an old friend of Olfrid,
was  irlCarCerated  inside Whiterun,s  prison  for cI  Serious
crime he committed  in  Solitude,  a  crime that will  result
in  his execution.  Fortunately/  the Whiterun  authorities
are not aware of his Friend's  identity,.  he was arrested
on the simple charge of drunken and  lewd  behavior.
The  problem  is that the authorities  in  Solitude  recently

dispatched a  letter to the Jarl of Whiterun,  outlining criminals for whom they
tire Searching.  lf the Jarl  reads the letter and  makes the connection with
Olfrid/s Friend,  he,ll  be  sent to  his death.  Olfrid  proposes that you  infiltrate the

Jarl,a private quarters in Whiterun and steal the letter.  While you,re at it,  you
might as well  mclke a change  in  the prison  logbook with  his friend's  identity
written  inside.

a  OBJECTIVE: Steal the letter incriminoling Arm

I TARGET: Bedroom, in the Drogonsreoch Jqrl,i Quarters

a  OBJE(TIVE: Forge the prison registry

I TARGET: Study/ in the Drogonsreoch JorI,s Quarters

Such a brazen act of trespass won't be tolerated by the leaders of
Whiterun,  so be sure you're carrying the proper cloaking attire or magical
accoutrements to make your infiltration successful.  After some additional
conversation  with  Olfrid  to pinpoint the letter's locc]tion  (and other,  optional
information),  head  into the  imposing  Dragonsreach,

Once  inside,  if you,re simply wandering around  in full view oF the

guards,  Irileth  usually stops you.  Simply mention that you want to  see theJarl,
and you,re given a very temporary reprieve.  If the guards or other dwellers
turn  hostile,  do  not engage them  in  battle,  as killing those you seek to win the
influence of is a  terrible  idea.
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Head  northwest from the great hall,s entrance stairs. Go down the side
steps and  into the Dragonsreach Jarl,s Quarters.  The prison  registry is on a
table  in  the corner of a  bedroom on the other side.

Continue through  the Jarl's  personal eading  in a roughly
southwest direction  until you open  the doors  into the Jarl's study.  On the fa
is a letter from Solitude.  Grab that, and then  flee the area,  ideally without
being  spotted or murdering anyone.

>  teller from Solitude

a  OBJE(TIVE: Return to Olfrid Bottle-Born

I TARGET: Olfrid  Battle-Born,  in Whiterun

Quest (onclusion
Scour the streets of Whiterun for Olfrid  Battle-Born,  who may be wandering
about or hanging  inside a dwelling.  Although  he keeps quiet about Arn/  he,s
happy lo  receive the  letter and  tells you  to  let Delvin  know the Guild  will  be
"quite pleasedw with what Olfrid can do to  influence the powers that run this

city.  You  are also given  the an  Enchclnted  Ring.

>   En{hanled Ring (Leveled)
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PREREQUISITES: (omplete Thieves Guild Quests: Additional Jobs in

Windhelm (5)

INTERSECTING QUESTS: All further Thieves Guild Quests

LO(ATIONS.. Riften,  Rotwoy/ (istem, The Ragged Flagon, uttering Hills

(qves, Windhelm,  House of (lan (Fuel-Sea

CHARACTERS:  Fiolli,  Niranye/ Torsten (rueI-Sea

ENEMIES: Linwe, Summerset Shadow

a  OBJE(TIVES: Speak lo Torsten Cruel-Sea , Speak to Niranye,

(Optional)  Discover levemge to sway Niromye, Travel to  Uttering  Hills

(aye, Recover Fiolli's Silver Lotkel, (Optional) Destroy the Summerset

.`        Shadow/s Banner,  Return loTorsten (ruel-Sea

Bb snuffing out a Rival Sect

A OBJE(TIVE: Speak to Torsten (ruel-Sea

I TARGET: Torsten (fuel-Sea/ in Windhelm

After wrapping  up 5  (or more)  successful Additional
Jobs  in  Windhelm,  Delvin  Mallory hcIS  information  from
a wealthy merchant farmer named Torsten Cruel-Sea,
who resides  in Windhelm.  Travel to Windhelm and
find the merchant in the area  near the House of Clan
Cruel-Sea.  Torsten  has been  lamenting the murder
of his jewelry adorned daughter Fiotli, whose body
was  left without a  sentimental  Silver Locket.  Through
detective work,  the potential culprit hc]s been tracked
down,  an Altmer (High  Elf)  named  Niranye.  Strangely,

Torsten,s sources say Niranye is part of a rival Thieves Guild,  which  Delvin
Mallory has denied  his part in to Torsten. You are to hunt down this locket-a
Cruel_Sea family heirloom-and  he suggests searching  Niranye,s  house first.

You  now have two possible locc]tions to search:  the market stall  in  the
southwest corner of Windhelm where Niranye plies her wares  (usually during
the daytime)  or her house in the southeast corner of town.

A  OBJE(TIVE: Speak lo Nirqnye

I TARGET: Nimnye, in Windhelm

Niranye herself: Whether
you  meet her in  her
house or within the walls
of Wndhelm,  Niranye
tries to  pretend  she's still
shocked  by Fiotli,s death,
until you  tell  her to drop
the act.  You can:

(Persuade)  Comment
on her awful acting

abilities.

(Intimidate)  Threaten a  similar ending to  Fiotli,s.

Or just kill  her for wasting  your time,  which  yields the note to  Uttering  Hills

Cave_

lf you're unable to intimidate or persuade her, you can  simply respond
My mistc]ke.,,  This opens the Following  objective:

a  (OPTIONAL) OBJECTIVE: Discover leverage to sway Nironye

ln the safe in her hidden basement is a  note you can use as leverage.
Show it to Niranye after she's clc]mmed up'  and she'll start to talk, clearing
the objective.  Unless there are no other witnesses, the third option  (to kill  her)
may be problematic.  lf you use verbal sparring/  Niranye speaks about a
small group of Altmer thieves who call themselves the "Summerset Shadows"
and  have a  bcISe inside the Uttering  Hills Caves.  She warns you about the
craziness of their leader,  Linwe, who is infamous for robbing the dead of their
valuables.

>  Second Lellerfrom Limwe        >   Niranye's House Key

a  OBJE(TIV[: Tmvel to Uttering Hills (ova

A  OBJE(TIVE:  Recover Fiolti,s Silver Locket

I TARGET: Linwe, inside Uttering Hills (aye

Journey across the
snow-laden ground

I    toward the Uttering
Hills Cave,  and  prepare
for a violent welcome
from two Summerset
Shadow guards close
to the campfire and the
entrance embedded
into the  mountain.

Once you,re inside, the objective updates and you  must find the locket.
Head through the snovy tunnel,  passing or attacking additional Summerset
Shadow thieves,  until you  reach a circular stone tower staircase.  Head down
a connecting corridor at the tower,s base and  into the Shadows, sanctum.
There,s a  banner in the largest of the rooms, where the thieves gc]ther to eat'

a  OBJE(TIVE: (Oplionol) Destroy the Summerset Shadows, Banner

Before you  investigate
any further, ligh"he
burner underneath the
banner until  it begins to
burn,.  snuffing  out any
trace of a rival Thieves
Guild should  be of utmost
imporlance!  locate
Linwe,  the pretender thief
master himself,  in  an

adjacent room. The very fact that he,s wearing the garb of a Thief should be
cause enough to cut him down!  Defeat this chclrlatan and Claim the following
from  his corpse:

>  Fiolli/s Silver Lo{kel             >  Linwe,s Gaunllels

>  Limwe,s Armor                        >   Linwe,s Helmet

>   Linwe,a Boots

a  OBJECTIVE: Return lo Torslen (fuel-Sea

I TARGET: Torsten (fuel-Sea, in Windhelm

Quest (ontlusion
Return to Windhelm and find Torsten Cruel-Sea.  Return the locket,  and Torsten
is  most pleased,  even a  little envious of your adventuring  life.  But he mclkes
sure you  know that he  is a trusted  ally in  this city.  He  isn't the only one;
Niranye  becomes a  helpful  Fence  in  this city,  assuming you didn,I kill  her.

>  Vendor (Fence): Niranye

>   Emchamled Jewelry (Amulet, Ring/ or Necklace,. leveled,. if you
burned The bqnner)

>   Leveled gold pieces

IMITATION AMNESTY     SUMERSET SHADOWS
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Bb stages of Influence
Building  the Thieves Guild's  influence across Skyrim  is the  key to continued
success and wecIIth. The can  be mecISured,  based in Stages. The following
table shows how each of the sfages clre triggered:

0"     t This is one prerequisite hieves Guild Master.

RE Re"rd I: Additional Visitors and Vendors
As your  influence grows,  c]dditional visitors appear  (they offer little  more
than conversation),  and vendors take up residence in  the niches across from
the Ragged  Flagon,  plying a variety of special or themed wares.  Be sure to
inspect,  barter,  and  purchase from them.  The following table shows who turns
up,  clnd When.

rep Reword 2: Guild Fence Gold
As you should be aware, Tonila-and every other Fence you bring  into the
cause-fences any items you  may have "cIPPrOPriated"  from across Skyrim,
as  most other merchants don,I touch  stolen goods. The amount of available

gold they offer for items you wish to fence increased depending on your City
Influence stage, as shown:

ife Reward 3: Crime Amnesty
When you enter one of the Holds that has cI completed City Influence
Quest-The  Rift (Rifren),  The  Reach  (Markarth),  Haafingar  (Solitude),
Whiterun  (Whiterun), and Eastmarch  (Windhelm)-and a guard from one of
those cities attempts to arrest you for a crime you,ve caused, you  have two
additional options:

I.   You can  pay the guard to overlook the crime this once. This won't work

on violent crimes  (murder),  but it's a great way to prevent getting arrested
for theft when you  have a bag full of stolen  lootyou'd  hclte tO lose. This

only works on a given guard once per dcly.  AIso  note thclt the bounty

on your head remains in  place,.  nothing  is cleared.  Therefore,  if you

reengage clnOther guard  in diCIIOgue,  they might just try and arrest you

again.

2.   lf your pockets are brimming with gold, you can  immediately pay off

your bounty for that Hold,  regardless of the crime. This will also allow the

guard to overlook the crime. The amount of gold  required to pay off the
crime is equal to half your bounty.

",'    312
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The advantage to either option  above is twofold:

I.   You aren,I moved to the Keep (unless you were trespassing-then you
are still  moved to the Keep)  as  if you were  released from  jail.

2.   Best of all,  none of your stolen  loot is confiscated.  Normally/ when

you,re arrested,  all stolen  loot is completely stripped,  never to return.  ln
these instances,  the thief can ayoid that inconvenience!

fty Reward 4: Guild Growth
For every stage that the Thieves Guild attains,  it visibly changes: You should
start to notice  more containers that can  be looted,  more expensive and lavish
furnishings,  and of course,  the arrival of the aforementioned vendors. Their
shops,,  now c)ppear in the Ragged  FIagon area,  in one of the wall  niches

across from the bar.

Reward 5: Thief Caches
When you complete a City Influence Quest,  "Thief Caches''  clppear in that
Hold,s Capital City. These are wooden  bclrrelS emblazoned With the ,,Thieves,
Cache" Shadowmark.  Each city has three such  barrels  hidden  somewhere
within  the city walls.  The chclrt below  reveals their locations:

: SOLITUDE THIEF (A(his

MARKARTH THIEF CA(HES

1               Wher? rtyre vyoter from  Ghorzo  Gro-Bogol,s  Blacksmith shop coscodes info the
river,  holf submerged.

2            .   ln  qI Plain,  COYerred  W,qlkWO,y  i,n  theICity,S  northwest Corner,.  follow  the
wolkwoy west from  Nepos,s front door.

on th: landing, just outside vlindrel  Hall.

i WHITERUN  THIEF  CA(HES

1             Behind (oriom Volentio,s house

South of House Gray-Mono in the corner of the city,s wall  (next to the gate

connech'nq  the  Plains to the Wind  Districts)

Tucked up ogoinst the rear exterior wall of the Bonnered Mono.

i  WINDHELM THIEF  CA(HES

i              ln the small courtyard on the side of Niranye,s house.

Right next to the door to Sodri,s used wares.

3            Tucked otthe end ofo tiny alley tothe leftofHierim,s entTOnCe

RIFTEN THIEF (A(HES

I           1              #uTe: loweTWOlkWOyOlOngthe COnOl,  OlmOStdirechy OCroSSfrOm Vollndor,s

ln  a  corner on the  balcony wolkwoy overlooking the tTOining  grounds Ot
I         2           MistweiIKeep.

I  ~     3           lnthegordeiore"frioneysid"gain;tthectrywoll-

These caches are occasioncllly restocked,  so they are well worth checking
out: A cache always contains a  random  number of lockpicks and arrows and
may contain  the following  (randomly/  and  leveled):

Potions                  Gems                       Enchanted Weapon,  Light Armor,  or Bow

"=UESTS   THIEVES GUILD QUESTS.,  CITY INFLUENCE  QUESTS



PREREQUISITES: (omplete Thieves

Guild Ouesls: Addilioml Jobs in all
©   mlNOR SPOILERS

Holds (20),  Complete Thieves Guild Quests:  (ity Influence Ouesls in

all  Holds (4),  (omplete Thieves Guild Quest:  Darkness Returns

a  OBJECTIVES:  Speak lo Bryniolf about becoming the Guild Master/

Proceed lo the tenter of (islem, Become Guild Master for the Thieves

Guild, Speak to  Bryniolf about being Guild Master,  Retrieve your

Guild  Leader Armor from Tonilio

B A Real Honor Among Thieves
This  is likely to  be the final  quest during your time at the Thieves Guild,  as the

prerequisites are lengthy:  You  need to  have finished all of the Additional Jobs
necessary to trigger the four City Influence Quests and  have completed those

quests too.  ln addition, you  must have finished all of the Critical  Path Quests
and  finished Thieves Guild  Quest:  Darkness  Returns.

a  OBJECTIVE: Speak lo Bryniolf oboul be(oming the Guild Master

Move into the Cistern and converse with your old friend and  mentor.  Bryniolf
is in the training area, and he tells you that the time has come for you tO
lead this merry bclnd of ne'erdc-ells based on your continuous hard work
amd impressive performances.  He wishes you to head to the Cistern so the
ceremony can begin.

a OBJECTIVE: Pro(eed to the center of (istern

a  OBJECTIVE: Become Guild Master for the Thieves Guild

O  OBJECTIVE: Speak to Bryniolf about being Guild Master

You receive a full welcome from all of the main Thieves Guild members

(except Mercer Frey of course),  including Maven  Black-Briar. The ceremony
begins, and your virtues are extolled, with  Delvin, Vex,  and  Karliah
clll agreeing that you,d  make an excellent leader. With the new honor
bestowed upon you,  speak to Bryniolf again. After further congratulations,
he hands over a couple of prized possessions, as tradition dictates. Then he
recommends you speak to Tonilia, who has a special gift for you.

>  Amulet of Arli{ulalion          >  Tribute Chest Key

oT[      The Amulet of Articulation has two functions: First, it has
8eth en(hunlmenf, ranging from 5 to 25 per(enl

receive il). Second, when you wear the Amulet/ your

Imst every lime/ regardless af difficutry.

ersuade Checha lhal won,I workl these qre fe

Ike vnst majority of the time, you con persua

Our

(rimes!

bidding, ittiluding guards when talkingyOllr Way OU

O  OBJECTIVE: Retrieve your Guild  Leader Armor from Tonilia

Quest (ontlusion
Your stc]tus-raising  ceremony concludes with  a  full  set of Guild  Leader
Armor. Take these from Tonilia and wear them as you wish. The Tribute
Chest contains gold and gems  (leveled).  Keep checking  it, as it is sometimes
replenished.  Af this point,  some of your crew may refer to you as  "boss.,,

>  Guild Lender Armor          >  Guild Leader Gloves

>  Guild Leader Boots           >  Guild Leader Hood

CITY INFLUENCE  QUESTS:  ULTIMATE  REWARDS      LEADERSHIP QUEST  UNDER  NEW VANAGEMENT
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«{s     ijJHE  BARK  BROTHERHOOD  QUEST(+l!     a}»

Interaction with the Dark Brotherhood  is never explicitly felt.  You  may hear rumors about the Brotherhood and  may even encounter an assassin who has  in
their possession a  mysterious contract to kill you.  But to experience as much of the Dark Brotherhood as you can,  begin your investigations  by locating the
broken cart with the odd  little jester, close to the Loreius Farm,  on the road  north of Whiterun.

B> Dark Brotherhood Sancluqry

fEEii--Ei=T_iEE_=ffiffiEE5ffi
The Dark Brotherhood  Sanctuary is located off the road,  in an eerie area of woodland within the southern  Pine Forest of Falkreath  Hold. The Black Door is
not visible to travelers,. only those inquisitive enough to venture off the beaten  path will see it.  The Black Door guards the Dark Brotherhood  sanctuary and
is  mclgiCCIlly Sealed  from  intruders.  lt asks Visitors for a  PaSSPhraSe,  Which  they must alreCIdy know  in  Order tO enter.

The  initial area  houses Asfrid/s study and  bedroom and a secret door

(that will open  later).  Down the main stairs  is the grotto cavern, containing
Arnbiorn,s forge,  an area for combat practice,  and a waterfclll  Pool With a
Word Wall where you,ll  learn an  impressive Shout called Mclrked  for Death.

fty lmporldnl Chqrdclers
The  Night Mother

Existing  in  the  physical

realm as an emaciated
corpse drained and
half-mummified,  resting
inside an  iron  sarcophagus,
the Night Mother was
brought to Skyrim  by her
keeper,  Cicero.  During
the Dark Brotherhood/s

prime,  the Listener had the
honored ability to hear her frightening voice as
fragmented  snippets.  She receives the call of the
Black Sacrament,  and disperses the  information to
her ,,Children.,,

Leader: Astrid
Astrid  is the loving  and
caring  leader of the Skyrim
Sclnctuary.  She is very open
clbOut her feelings,  and  She
will  be  loycll  to the  Dark
Brotherhood until  her dying
breath.  Astrid  is married to
Arnbiorn, and the two have
as healthy a  relationship
as two Dark Brotherhood

asscISSinS  Can.  She  is the  primary questLgiVer

Assassin: Festus Krex

Farther into the linked cave tunnels tire the Various  bedrooms Of the  Dclrk
Brotherhood  Family, a dining chamber,  and a  laboratory that COnneCtS back
to the grotto.  ln addition, Cicero,s room and a chapel-home to a strange
little man and an odd sarcophagus-are also available to explore.

>  Word of Power: Marked for Death

Assassin: Gabriello

Krex is old, cranky,  and
completely unsociable.  He
is also the one member
of the Sanctuary who

prefers to use spells over
cold  steel.  Impressively
unapproachable, the rest
of the Dark Brotherhood
accept him as an especially
touchy member of the Family

and do their best to shrug off his curmudgeonly
nature.  He does keep an ear fo the ground about
interesting  happenings across Skyrim, which  he
very occasionally shares.

Asstlssin:  Nazir

Nazir is a Redguard who
wields c] giant scimitar.  He
s older than many of the

other assassins and serves
as a father figure to them.
He  is noble,  humorous,  and
tactical  in  his thinking  and
actions.  He always ponders
decisions before making
them.  He is also extremely

talented  in  the Light Armor skill,  and  hands out
minor contracts when the Black Sacrament has
been completed somewhere in Skyrim.  Check with
Nazir for these side contracts when Astrid doesn't
have anything available.

>   Tmimer (Light Armor): Nqzir

3",      dth  a-i?:-fEiiv1

Gabriella  is a quiet,
mysterious member of the
Dclrk Brotherhood, who
much prefers the company
of her pet Frostbite Spider.
After you complete a
contracHo kill Gaius Moro

(and complete the bonus
objective), you receive a_      token from Gabriella  to have

your fortune read by her dear friend Olava in
Whiterun.

Assassin:  Bobette
A hc]ppy and
accommodating ten-yearold

girl clnd an obviously
respected member,  Babette
is cllso obsessed with
Alchemy,  which  she will  sell
to you,  along with  many
other useful  items.  She seems
wise well  beyond  her years,
due to the fact she is actually

a  nearly two-hundred-yearold vampire.  She is
extremely adept at Alchemy magic.

>   Trainer (Akhemy): Bobette

>   Vendor (Potions): Bobette

GUESTS: THE  DARK BROTHERHOOD QUESTS



Keeper:  Cicero

Cicero,  the "Fool of Hearts,"
is a  psychotic,  singsong
speaking'  knife-wielding

jester.  He is cllSO the  Keeper
of the Night Mother and
arrives at the Sanctuary with
her body. Overly paranoid,
he constantly speaks with
''Mother''  and furiously

protects her.  lf he ever hears
of a threat to the Brotherhood,  he acts quickly and
impulsively.

Shadowscflle: Veezqra
Veezara  is a Shadowscclle,
an Argonian  born  under
the sign of the Shadow.  For
ears  he served the king

of High Marsh.  When  he
was honorably released
from service,  he wandered
Tamriel and eventually made
his way to the Sanctuary in
Skyrim.  He  is friendly and

somewhat quiet,  but extremely skilled'

Assassin and  Blacksmith: Arnbiorn
Arnbiorn  is a  boisterous
Nordic barbarian and
husband to Astrid, who,s
been the only one to tame
him-since he also happens
to be a werewolf.  His
loyally to her is unwavering
and  unquestioning.  He
was once a Companion,
but his barbaric ways

and eagerness for killing  made it an  uneasy
association.  After wandering the paths of Skyrim,
he found this shadovy organization a much better
fit for him.  He sometimes works the forge inside
the Sanctuary_

>   Bltitksmilh: Arnbiom

Ftimiliar:  Lis

More of a pet than cl
familiar, Gc]briella,s

Frostbite Spider,  Lie,  is a

permanent resident and
unofficial  mascot of the Dark
Brotherhood Sancfuary.
Don,I confuse this wI.th  a
wild  spider,.  it is friendly to

embers,  clnd  il WOuld  be a
shame if someone slew it out

of spite or perverse amusement...especially as all
the other Dark Brotherhood  members turn  hostile
ifyou're foolish enough to slay such a fine and
furry beast!

"aegiv Assassinqlion Effects

Before you enter the worlcl of clandestine murder,  check the targets you are terminating.  Some of them
may have other quest-related objectives that change or disappear completely after you assassinate them.
Although this never prevents you  from completing  essential  quests,  checking  the AtlcIS and the  Index Prior
to taking  a victim  down  is worthwhile.

ife skills lo Learn
Entering  buildings,  finding  a  target,  quietly slaying  them,  and  leaving without raising  the alarm  (or even
being  seen)  requires  proficiency in  the following  skills,  which  you  should  think about improving through
trclining  and  COnStant use:

One-Handed: for daggers and stealth attacks

Archery: for removing foes from  long  range without causing a ruckus

Light Armor: so you can  sneak and  still take damage

Sneak:  arguably the  most important skill  if you,re taking a  clandestine approach  to assassincltiOnS

hockpicking: helpful when trespassing  in a  locked a  building

lllusion spells: such as Invisibility to help you sneak,  and  Fear or Pacify for an easier getaway

Alchemy: for creating  poisons to tip your weapons with

Occasional other spells: such as Detect Life when you,re looking for foes,  friends, or targets

ife» The Assqssinqlion IIself
The following are some overall tactics that are worth thinking about employing:

The basic kill:  Find the target,  Produce your preferred  melee weapon.  Hit the target with  I.t until  he or

she expires.  Then fight or flee out of the location  (if you're spotted), and damn  the consequences!

The ranged kill:  lf you  prefer longer-ranged  magic or bows,  utilize them when attacking the target.  lf

you can fire from cover and without being  seen  (crouch to check),  so much  the better.

The stealth kill:  Increase your Sneak using  augmentations to decrease your visibility,  attack in the dead

of night and  from  behind,  and then  merge back into the shadows if you,re spoifed.

The poison kill: When culling your target, you obviously want to complete the task as quickly as

possible,  so coat your assc]ssination weapon  in  poison  so your target dies with one swipe.

In addition to a comfy bed and  like-minded amudes,
the  main  members of this assassin guild  are dazzlingly

proficient in  a  particular skill.  Speak to each of them,
and  increcISe the Chosen  Skill  by a  POint-  lf you  have
the gold, you can complete this  numerous times:

There are 37 different quests available with  the Dark Brotherhood.  Thirteen of these are Critical Path
Quests  (plus an additional  introductory quest involving  Cicero). twelve are Side Contract Quests.  The
remaining  1  1  are additional  quests.

pe {rilical path Quests
Simply referred to as "quests," these are the main  missions you aifempt for the Dark Brotherhood.  All but
the first quest have one or more prerequisites,  as shown  in the following  fable:

OVERVIEW      ASSASSINATIONS   I  TRAINING   I  AVAILABLE QUESTS AND TASKS
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Side (onlract Quests
Referred  to as  ,,Side Contracts,,,  these tire aSSCISSinCItiOnS you  complete
for Nazir,  in  six parts.  Sometimes you are given two or more tclrgetS and
sometimes only one.  Here,s  how you access them:

completion of Dork Brotherhood Quest: The Sileme Has Been

Broken.  Unavoiloble during  Dark  Brotherhood  Quest:  Death

Side (ontroct:

Kill  Moluril

Complete the  nine  previous  Side  (ontrocts.  Unovoiloble  during  Dark

Brotherhood  Quest:  Death  lncornote.

Side Contract:           Complete the nine previous bnira'g;: unovailoble

Kill  Helvord                 Brotherhood Quest:  Death lncomote.

during  Dqlk

Side  Contract:            Complete  all  previous Side  Contracts.  Unovoiloble during  Dork

Kill  Sofia                       Brotherhood  Quest:  Death  lncornote.

Radiant Quests
Any other objectives or jobs with the Dark Brotherhood are listed  here.  A few
of them  have random targets,  items,  or other interactions.  They are listed  in
more detail after the Critical  Path Quests,  but for the prerequisites  required to
begin  every additional  quest,  consult the following  tclble:

Complete Dark Brotherhood  Quest  Innocence  Lost, ond kill

Astrid

(icero,s  Return* Complete  Dark  Brotherhood  Quest  Hail  Sithis!

Complete Dark Brotherhood Quest..  Hail Sithis i

The Torfurer,s Treasure:        Complete  Rodiont Quest:  Where  You  Hang  Your Enemy,s

Port l*                                            Head...

he Torturer,s Treasure:        Complete Rodiont Owes

Port ll*                                       Head

here You  Hong  Your Enemy,s

The Torfurer,s Treasure:        (omplete  Rqdiont Quest:  Where  You  Hang  Your  Enemy,s

Port  lll*                                           Head...

The Torfurer,s Treasure: Complete  Rodiont Quest:  Where  You  Hang  Your  Enemy,s

Head...

Indicates the quest mme does not appear in your menu;

BCk the "Miscellaneous" area for obiectives that may appear.

:iif#f':i.,i:i:fi __ :    ---I! --`=_: -I_-  ---i  -!i-  iEEEEE¥EREEi-a-E:--__--:=iIRE
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i       :NH[A#[(s[ENRoSn:e(itero/ (urweltotldside GuorWonlus Loreius

;i;:_Pe:olEt(flilr:oiijort::('ie!ffioEtxo'i;ri:::n:In:::::eIu:o:

(,,!¬s?:;,  TIP     lt i-cmmended yo"omplete this quest before beginning
Dark  Brotherhood  Quest: With  Friends  Like These...  End  joining

the  Dark  Brotherhood/  as (icero htis some additionfll words for you,

depending on your actions during this quest. You may tilso gain odditiontii

fltivor depending on your actions here.

b surely you Jest

The road  north of Whiterun  is sometimes treacherous.  Should you  follow
this path  north  from  the city or visit Shimmermist Cave clnd  journey due
northwest from that location, you encounter a  strange little man dressed as
a  jester,  standing  by a  horse-drawn  cart.  Inspect the cart, and you,ll see
one of its wheels has detached from the axle.  On  the cart is a  hefty-looking
wooden crate.

The jester is named Gcero.  He seems to be a little crclzy but does need
me help.  He says the crate contains the body of his declr, departed  mother.

hey were on their way from Cyrodiil to her new resting  place,  but the wheel
n the cart broke.  Although  the farmer nearby must have proper tools to

air the cart,  he refuses to,  likely because Qf Cicero,s strange demeanor
nd dress.  Cicero asks you to speak with Vantus Loreius the farmer on  his

behalf.  There,s coin  in  it for you,  too.

a  OBJE(TIVE: (onvince Loreius to fix the wheel

I TARGET: Vantus Loreius, in Loreius Form

i;,,th. - `1^.  t^:®i:-i-.-I.`<`::`l

toward the Loreius Farm clnd  locate the farmer and his
wife,  Curwe.  Speak with Vantus  Loreius and explain Cicero,s predicament.
Loreius is extremely suspicious of Cicero,  from  his outfit to the contents of
the crate he insists is his mother,  and he doesn,I want to be cclught uP in
anything.  You can steer the conversation toward siding with  Loreius or talking
him  into helping Gcero.  As the conversation  progresses,  you  realize you
have two choices: convincing  Loreius or repomng

cing Loreius.. Vantus Loreius  is easily convinced  that his  suspicions are
unfounded and that Cicero  is simply an  unfortunate character in  need of his
wheelwright prowess.  Be sure Loreius agrees to this,  and then  return to Cicero
to tell him the good  news.

Reporling
character,

patrolling
detrimenta a

reius has convinced you that Cicero is a SUSPICIOUS

back down to the road and locate the Roadside Guard
by.  Speak to the guard and make up any tclll tale that is

Cicero,s character. The guard  promptly strides off to arrest
Cicero, and you can retum to Loreius to celebrate framing a weird  (but

possibly  innocent)  marl.

a  o-BJE(TIVE: ie!{ t3 Gce:-,3   0R le-:k to L3reiLS

Quest (omclusion
You receive gold as a reward no matter who you side with.

>  50 gold pieces

th!i

_+;

/.

Poslquesl Aclivilies
lf you side with  Loreius and  inform the guard, once you  join the Dark
Brotherhood and  retum to see Vantus Loreius and  his wife again, you'll find
them murdered on their farm. The culprit is unknown,  although you  have your
suspicions....

AVAILABLE  QUESTS AND TASKS  ,.::,,  DELAYED  BURIAL

TRAINING                       THE  INVENTORY                       THE ATLAS  OF  SKYRIM                        APPENDICES  AND  INDEX



PREREQUISITES: None

lNTERSE(TING  QUESTS: Dark Brotherhood Quest: With  Friends Like

These...

LOCATIONS: Riften/  HonorhalI Orphanage, Windhelm, Aretino

Residence

(HARACTERS: Aventus Aretino, (onstonte Michel, Froncois Beoufort,

Grimvor (ruel-Sea,  Hroar,  ldeso Sodri,  Runa  Foil-Shield, Samuel

ENEMIES: Grelod the  Kind

a  OBJECTIVES.. Talk to Avemus Aretino,  Kin  Grelod the Kind, Tell

Aventus Aretino lhot Grelod is dead

fty The Block Sqcrqmenl Enqcled
Begin  this quest in  a  number of different ways:

I.   Youcanheara
rumor that mentions

a boy named
Aventus Aretino

if you  visit any of

the inns or taverns

across Skyrim. The

nearesHo your
starting  location  in

Helgen  is the SIeeping Giant Inn  in  Riverwood. The one closest to this

quest is Candlehearth  Hall  in  Windhelm.  Keep asking  clbOUt rumors until
Aventus,s  name  is  mentioned,.  then  follow  up on  this  information.

2.   Or, you can visit
the  Honorhall

Orphanage in  Riften.

Enter the  premises

and watch as Grelod
the  Kind doesn't

live up to her name.

Once the harridan
has ordered  her
children to bed,  speak with any of the ,,guttersnipes."  Francois Beaufort,

Samuel,  Runa  Fclir-Shield,  or Hroclr all  point you  in the direction of the

escaped orphan,  Aventus Aretino,  and  his  location  in Windhelm.

3.   Or,  ifyou're already
in  Windhelm,  the

first city guard you

speak to mentions

something abou"he
ritual  going  on  in  a

building  inside  this

settlement.  lf you,re

close to the Aretino

Residence, you can witness a conversation  between Grimvar

and  ldesa Sadri,. speak to them about this "cursed// child who some have

heard  reciting the "Black Sacrclment." As the house is close by/ you can

easily check whether these stories  hold weight.

a  OBJE(TIVE: Talk to Aventus Aretino

I TARGET: Aretino Residence, in Windhelm

l~3J8   ;I
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fty The SqdisI Heqdmislress Redqcted
lt appears the rumors are
true; Aventus Aretino,
a recently orphaned
child,  has fled from  Rifren

and headed back to his
family home.

(Lockpick  [Novice])
The only way into the
dwelling  is to  pick the

lock.  Once inside,  you
find Aventus in a trancelike state,  reciting the  Black Sacrament-the  means
by which  those wishing  revenge are sclid tO COntCICt the  Dark Brotherhood.
Aventus  ism,I concerned  that you've found  him  out;  in  fact,  he,s thrilled  that
a  Dark Brotherhood assassin  has come to arrange a  murder!  Even  if this
wasn,I your intention,  Aventus doesn,I listen;  he wants the cruel  and  sc]distic
headmistress of the Honorhall Orphanage dead,  mainly to save the other
children from  her violence and so her more compassionate subordinate,
Constance Michel,  can take over.

a  OBJECTIVE: Kill Grelod the Kind

TARGET: Honorholl Orphanage/ in  Riften

Travel  to the  Honorhall
Orphanage and speclk
with  Grelod the  Kind.
You  may reveal as little
or as  much of your plan
as you want.  Immediately
afterward,  you  must kill
her for her crimes against
children.

a  OBJECTIVE: Tell Avenlus Aretino lhot Grelod is dead

art,,,.   I TARGET: Aretino  Residence, in Windhelm

(Sneak) Just like any murder you commit as part of the  Dark Brotherhood,
slaying your target while  remaining stealthy is preferred so  nobody witnesses
the crime.  With  Grelod,  this can  involve waiting  until  she,s sleeping.
However,  Grelod will  screclm When  She dies,  alerting  the Children  CInd
ConstclnCe,  and  everyone becomes SUSPiCiOuS Of you,  even  if your Bounty
hash,I increased  in  the Rift.

Quest (onclusion
Travel  back to Aventus and  inform  him  that the cISSaSSinatiOn  iS complete.  He
is thrilled c]nd  rewards you with  a  fancy family trinket.  lt appears this quest is
Over.

>   Arelimo Family Heirloom

Poslquest Activities
An odd occurrence gives you  pause. Once you leave Windhelm and enter
any other city in  Skyrim,  a courier approaches you  (CISSuming  you  don,I run

past him).  He was told to deliver a  message.  Examine the black handprint
and the words inside that state simply,  "We know.'' The commencement of
Dark  Brotherhood  Quest:  With  Friends  Like These...  will  follow.

"fS;,;,f;.¬ny:i   TIP You don't have to wait for a courier to appear for the next quest

to commence: Simply find  a bed to sleep in  (outside Windhelm)

and have your dreams interrupted by an  assassin  named Astrid.

QUESTS:  THE  DARK BROTHERHOOD QUESTS



ife A Waking Nighlmre
This quest begins once you complete Dark Brotherhood Quest:  Innocence Lost.

The Dark Brotherhood
has their eye on you.
You  cannot flee from
their gaze, a fact that
becomes  increasingly
obvious the next time you
decide to sleep.  Instead
of waking up where you
were, you appear inside

shack in the
aches of Skyrim.  Your only option  is to converse with a  mysterious

The woman  introduces herself as Astrid,  representative for the Dark
Brotherhood. Although you've demonstrated an  cIPtifude for CleathCrClft and
would be an asset to the Brotherhood, you,ve creclted a Problem. The person

you slew-Grelod the Kind-was one of the Brotherhood,s legitimate targets.
Therefore, you owe the Dark Brotherhood a  kill.

(Intimidate;  Persuade) With each captive, you  have a  possible Intimidate or
Persuade check you can  make.  Then  make your choice and  kill the captive

you  think is guilty:

Captive  1: Fulrheim the Fearless. This giant Nord warrior becomes more of

a  sniveling coward the more you question  him.

Captive 2: Alea Quintus. This mother of six children  has certain  anger

issues.  She,d  kill you with  her bare hands if given the chance.

Captive 3: Vashar  A Khaiiit crime lord who utilizes both threats and

negotiation  in order to win  his release.

B} Guilt. Innocence. Right. Wrong. Irrelevant?
Spoiler Alert: Return  to Astrid after killing the captive,  and  she's  impressed  by

your deductions.  But the guilt of the victim you chose wosn,I important-after
all, each captive was innocent.  lt was the loyalty and  unquestioning  nature
of your kill that has  repaid your debt.  You clre free to leave.  But why part
ways? Astrid officially extends an  invitation to join  her family and gives you a

passphrase to use to enter the Dark Brotherhood,s Sanctuary.

>  Abandoned Shock Key

"-.  I.  fan   I   /,-I,arou,.4na,7^J-<LO|®+"       /,4   i-*1m.<+.I.  ,re.'^.-ac-A+4hr.4  th+||1~¢`+I-.2_r~-^-    \|    -A  vrI-.^a^,A--'',-      +.   -          `
i

gng    A  OBJE(TIVE: Enter the Dark Brotherhood Soncluary

Journey south tath
When prompted,

I,,I

I          I

e Forest and  locate the door marked with the skull.
with,  "Silence,  my brother.'' The door unlocks, allowing

you under the rood and into the Sanctuary. Astrid welcomes you as part of the
Fclmily and  hands you the Shrouded Armor.  She is  preparing a target for you,
as well os the arrival of the Night Mother,  but for now Nazir has some side
missions to undertake for fun and  profit.  Head deeper into the Sanctuary and
meet your new brethren.  You con  listen  in on a conversation where the Family
members share some of their exploits.

>  Shrouded Armor

>  Shrouded Boots
>  Shrouded GIoves

>  Shrouded Helmet

PostqWest Aclivilies

Dclrk Brotherhood Quest:  Scmctuary begins immediately.

{§?rty?   TIP      Shrouded Armo" This is orgu«bly the ultimate qmre fo"n
I.    I                             I                                             .I         .    I                  .    .I                                        I"                   flssassin/  os it hfls en(hontments that boost those murderous

skills you,ll  be using. There,s some flnciemt Shrouded Armor (which is even

more impressive) avoilflble in  Hag,s  End,  but you,ll  hove to complete

more missions for this organization before you cur attempt to find if.

See Dark  Brotherhood Quest: The  Feeble  Fortune1, on  page  341  for more

informfl?ion.

INNOCENCE  LOST  i:,  WITH  FRIENDS  LIKE THESE".
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PREREQUISITES: (omplete Dark Brotherhood Quest: With  Friends

Like These...

lN"RSECTING QUESTS: Dark Brotherhood Quest: With Friends

Like These...,  Dark  Brotherhood Quest: Side (ontract: Kill  Nqrfi,

Dark Brotherhood Ouesl: Side (onlroct:  Kill  Ennodius Popius,  Dark

Brotherhood  Quest: Side (ontrqtl:  Kill  Beitild,  Dark  Brotherhood

Ouesl: Mourning Never (omes

LOCATIONS: Dark Brotherhood Soncluary

CHARACTERS: Ambiorn , Aslrid, Bqbetle, (icero ,  Festus Krex,

Gabriella ,  Nqzir , The Night Mother, Veezora

ENEMIES:  None

a  OBJE(TIVES: Speak with Nazir,  Receive the first set of contmcls

from  Nozir

fa' ',;
E
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fty your Brotherhood Brethren
This quest begins once you complete Dark Brotherhood Quest: With  Friends
Like These....

a  OBJE(TIVE: Speak with  Nqzir

your only critical contact is  Nazir.  This  mcln  has

Heed Astrid,s  instructions,
and venture deeper into
the Dark Brotherhood/s
Sanctuary/ where Nazir
and the rest of the
Brotherhood are talking
about their clandestine
activities with  an air of
mirth.  You can speak to
the other members,  but

SOme side contracts you may
be interested  in fulfilling.  Nazir is also a Trainer and can teach you  how to be
more effective when wearing  Light Armor.

>  Tminer (Light Armor): Nozir

a  OBJECTIVE: Receive the first set of (onlracls from Nqzir

I this point/ the Dark Brotherhood Quest: Side (ontratls also

egin. They are given by Nazir. (onsult the "Dark Brotherhood
" and "Dark Brotherhood Quest: Side (ontracls" setlions of

te[ These detail every contract and how to obtain them.                           g

Quest (onclusion
After completing  one
or more of Nazir,s
side contracts, when

you  return to the  Dark
Brotherhood Sanctuary
and  move  into the grotto
area,  there's a flurry of
activity as Cicero has
arrived with  his  mother,.
check the next quest for

all  of the details.  After speaking with  Astrid,  head to  NcIZir  if you,re

payment for any oF the first three contracts.

ypooustuqs:a6# AetftuirvnilllesNazir once Dark Brotherhood Quest: Moumin
omes has already begun.

PREREQUISITES: Complete Dark Brotherhood Ouesl: Sanctuary

lNTERSE{TING QUESTS: Dark Brotherhood Quest: Sanctuary, Dork

Brotherhood Ouesl: Whispers in the  Dark

LOCATIONS: Dark Brotherhood Sancluory / Markorlh/ The Hag/s

(ure,  Rqldbthor,  Roldbthqr (onsorlium, Windhelm, The While Phial,
"BIacksmith Quarters

(HARACTERS: Arnbiorn, Astrid, Babette, (icero,  Festus

Muiri,  Nazir, The Night Mother, Veezaro

ENEMIES: Aloin  Dufomt ,  Bandits,  Nilsine Shatter-Shield

erbaCXeIK

A   OBJE(TIVES: Talk to Muiri/  Kill Alaim  Dufonl/  (Optional)  Kill  Nilsine

ng      Shatter-Shield, Talk to Muiri,  Report bock lo Astrid
-        `
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REP {lowning Around
This quest begins once you complete Dark Brotherhood Quest:  Sanctuary.

tense conversation

After returning  from

your first side contract
(or later),  it c]ppears
the Dark  Brotherhood
are welcoming a new
visitor.  Cicero and  his
oversized coffin  have
arrived,. you,ll  find  them
in  the grotto.  Cicero  is
engaged  in  a  slightly

with  Arnbiorn.  Astrid  isn't overly fond  of the  jester but still
welcomes  him  into the fold,  along with  his cargo.  Ask Astrid about a contract,
and  she gives you  instructions.  An Apothecary's Apprentice over in Markarth
has completed  the  Black Sacrament.  Find  her and  follow her wishes.  You  can
ask Astrid about the Night Mother (the corpse Cicero has hauled  in with  him),
advice on  the contracts,  and other rules to follow if you desire.

a  OBJECTIVE: Talk to Muiri

i#¢:.a  I  TARGET: The Hog's (ure,  in Markorth
fujri   --    -p     -.-                                                                                   -      vy   ---         -fu.  --,i,-A,  --.rfu---,us-,ENis-*i

5'uE-STS  ffiE-DARkiiOTriEzRliO6D Q'UEitS



i   --i---        -    i   ---   -  -    ------      _-  --  i:--i-::_:_:-i--::=i-,--»

ifegiv The  Hog,s  Helper

Journey to Markarth and seek out Muiri,  who  may be  hanging around  inside
the Silver-Blood  Inn, walking  nearby/  or heading toward the Hc]g,s Cure
apothecary shop  (or already inside). Tell  her that you,ve come,  and she
speaks conspircltorially about her Problem: While visiting the wealthy Shatter-
Shield family in Wndhelm-who were old and declr friends and recently lost
their daughter to a  murderer-Muiri went to the local tc]vern to drown  her
sorrows,. there she fell  in  love with a dashing stranger named Alain  Dufont.
What Muiri  didn,I know at the time was that Alain was actually using  her so
he could  infiltrate the family and rob them  blind.  Alain, who turned out to be
a local  bandit leader,  made off with an  impressive haul.

The Shatter-Shields blame Muiri, and the family matriarch  (who once
viewed Muiri as another daughter)  now wants nothing  more to do with  her.
So,  not only has Muiri  been  betrayed  by the man she thought loved  her,  but
she's also been disowned  by the Shatter-Shields. What does Muiri want?
Revenge. twice over!  She wants you  to travel to where Alclin and  his  bclndits
are  holded  up and  kill the thieving  liar.  But she also offers you Qn  OPtiOnal
obiective:  to kill  Nilsine Shatter-Shield.  With  both  of her real  daughters
now dead,  family matriarch Tova will  surely accept Muiri  once  more as  her
surrogate daughter.  Or so her addled  mind  believes.  Before you go,  Muiri
offers you some doses of a particularly potent poison, which you can  use on

your targets if you wish.

>  Lotus Exm{I l2)

a  OBJECTIVE: Kill Aloin  Dufonl

I TARGET: Aloin Dufont, in  Raldblhar

O  OBJE(TIVE: (Optional)  Kill  Nilsine Shatter-Shield

I TARGET: Nilsine Shatter-Shield/  in Windhelm

fty conlmcI: Alain Dufonl
Plod through the snow
until you  reach the
spectacular carved
dwarven stronghold.
lf you aren't being

particularly sneaky
(and you don,I need to
be),  prepare for banclit
attacks as you ascend
the outer stairs.  Deal with
these light threats and open the door lea

arrow dipped in

Cut down the
bandits you see as you
navigate the fire trap
head down the slopin
corridor to a giant
chamber of crumbling
columns. Alain  Dufont,s
bandit clan are having
a conference. A single

is a  professional  method of idking Alain out,  or

you can wade in with your favored offensive spells or melee weapons.  Don,I
forget to  poison your weapon  before  it strikes Alain to drop him  in a single
strike. Afterward, take his unique weapon, Aegisbane,  before you depart.
This weapon  is the stolen family symbol of CIan Shatter-Shield.  You can:

Continue to explore this stronghold  (consult the Atlas starting on  page 685

for more derails)

Journey back to Muiri

Or continue your assassinations by tackling the optional target,  Nilsine

Shatter-Shield.

>   Umique Weapon: Aegisbtine

ife Nilsine ShaIIer-Shield (OpliomI)
Set off to Windhelm and
search out the location of
Nilsine,  who  is  usually  in

the market area  between
the \^/hits Phial and the
Blacksmith  Quarters.
You can speak to her
about the recent death
of her twin  sister,  but that
isn,I the reason you,re

here.  You,re  here to  kill  her  (ideally after coating yourblade or clrrow with
a  dose of Lotus  Extract).  lf you,re spotted,  it is  usually better to flee tha
overwhelmed  by the city guard.

"  ,,    Hip        im  ihae  Sifecad®ws:  i?  is s«fer  t¢ wcii  uaetii  aeighe#ffi!  «nd  iei!ow

Ni!silte  tO  a  Se¬!aealed  !©¬«Ticn,  such  tis  her  hcme  or  fin  flrea

sn  rcurfe fs  froer  heus© wi?de  nc  Other  onlookers,  before  ¬emp!eting  the

despi£erb!®  tiee#.

a  OBJECTIVE: Talk lo Muiri

I TARGET: The Hflg's (ure, in Markqrlh

Quest (onclusion
Trek back to Markarth and explain to Muiri who you've killed.  She is plecISed
with the demise of Alain  Dufont c]nd  is ecstatic  if you cllso carried out her
optional wishes.  She rewards you accordingly:

a                       THE~  ihJVENTORY



PREREQUISITES: (omplele Dark         ee

Brotherhood  Quest: Mourning                       ©  MINOR SPOILERS

Never (omes

lNTERSE{TING QUESTS: Dark Brotherhood Quest: Mouming Never

Comes,  Dark  Brotherhood Quest: Side Contract:  Kill  Hern,  Dark

Brotherhood Quest: Side (ontracl:  Kill  Lurbuk,  Dark Brotherhood

Quest: The Silence Has Been  Brokem

LOCATIONS: Dark Brotherhood Sanctuary

{HARA(TERS: Astrid/  (icero,  Nozir,  Night Mother

ENEMIES: None

A  OBJE(TIVES:  Hide in the  Night Mother's coffin, Talk to (icero, Talk

to Astrid,  Receive a side contract from  Nozir

negiv  Listen lo Your Mother
This quest begins once you complete Dark  Brotherhood Quest:  Mourning
Never Comes.

Back at the Dark Brotherhood  Sanctuary,  Astrid tells you about a  personal
matter she's worried  about:  lt seems Cicero  is acting erralically'  locking
himself inside the chamber where the Night Mother is stored, and  she hear
whispering voices.  She fears a conspiracy,  but who  is he talking to?  Feel h
to ask more questions after you agree lo eavesdrop from the most secure
location  in  the  room:  inside the  Night Mother's coffin!

A  OBJECTIVE:  Hide in the  Night Mother/s coffim

I TARGET: Dark Brotherhood Soncluary

The coffin  is  now out of its carrying  crate and  is  instc]lled  just behind  the
circular stainedi7Iass window.  Unlock  it and  step  inside;  lhere's  just enough
room  between you and  the  Night Mother's  remains.  Wth the doors shut
behind you, you can  hear Cicero engaged  in conversation with the corpse_
There's  no conspiracy talk here,  just one-sided chatter from the  jester about
keeping  the  Night Mother safe and  finding  the  "Listener.''  Then  something
odd  happens,. the face of the Night Mother begins to glow, and a voice
clppears inside your head!  She  informs you that "you,re the one," and the
coffin doors swing  open.

.±2|~
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a  OBJE(TIVE: Talk to (i(ere

a  OBJE(T[VE: Talk to Astrid

Defiler!" Cicero stops short of an allout attack but is alarmed clt your
subterfuge.  However,  as you  relate whclt the  Night Mother has told you,
the iester's anger dissipates and  is  replaced with excitement that he's found
''the  Listener.'' After you convince Cicero,  Astrid enters the chamber, wanting

to know what the commotion  is about.  You  relay the events and the Night
Mother,s  request that you  speak with someone named Amaund Motierre
in Volunruud.  Astrid  needs time to think about this  possible contract from a
longrdead  matriarch and  instructs you to attempt other work I.n  the meantime.

A  OBJE(TIVE: Receive a side conlmct from Nozir

Ou may tell Nazir about the recent occurrences,  but be sure lo ask about
some adclitional work.  You  must finish  the previous three side contracts bet
receiving  information on two more targets for you  to swiftly dispatch:  a
fearsome vampire named  Hern and a  bard called  Lurbuk. Tackle either target
in any order you wish.

(onsult the "Dark  Brotherhood  Rtiditint Ouesls" and  "Dark

Brotherhood Quest: Side (ontrocts" sections of this chtipler.

tl and how lo obtflin them.

Quest (onclusion
Return to the Dark Brotherhood Sanctuary.  After a conversation with Astrid

(detailed  in  the next quest),  locate Nazir to collect any additional  payments
for side contracts you've finished.  You  may wish  to finish  any outstclnding
assassinations at this  point,  too.

Poslquest A(livities
You  usually return to Nazir once  Dark Brotherhood  Quest.. The Silence Has
Been  Broken  begins.

3,LIESTS, THE  DARK BROTHERHOOD QUESTS



PREREQlllSITES: (omplele Dark Brotherhood Quest: Whispers in

theDqrk

INTERSECTING QUESTS: Durk Brotherhood Quest: Whispers in the

Dark,  Dark  Brotherhood Ouesl:  Bound  Until  Death

LOCATIONS: Dark Brotherhood Sqncluary/  Riften, Ratwoy/ The

Ragged  Flagon, Volunruud

CHARACTERS: Amound Molierre, Astrid,  Delvin Mallory/  Nozir,  nexus

ENEMIES: Drougr

a  OBJECTIVES: Speak with Amound Molierre, Talk lo Rexus/  Deliver

the leller omd amulet to Astrid, Show the umulel to Delvin Mollory/

Report back to Aslrid

ife Dqrk Mqchinqtions
This quest begins once you complete Dark Brotherhood Quest: Whispers in
the Dark and the two side contracts,  and after you  speak with Astrid.

The  next time you visit
the Dark Brotherhood
Sanctuary/  Astrid  stops

you  to talk.  Although
she isn,I sure what,s
happening with you and
the voices  inside your
head,  she feels  il would
be beneficial  for you
to complete the  liaison

with the contact the Night Mother mentioned to you. You,re to set off for
Volunruud,  a crypt to the northeast, at your earliest convenience.  Afterward,
conclude any business you  may have with your side contracts by visiting
Nclzir.  Talk to the Brotherhood  members about this quest if you wish,  and then
setoff.

O  OBJE(TIVE: Speak with Amqund Motierre

a  OBJECTIVE: Talk to Rexus

I TARGET: Inside Volunruud

his bodyguard,  Rexus.

Travel to the earthen
mound with the entrance
ver the embankment
uarded by standing

stones, and  ready your
weapon for a small
altercation with  Draugr
warriors.  Although there
are many rooms and
tunnels throughout this

complex, you  need only
reach the bottom of the
first set of stairs,  turn

left, and walk southwest
to a  small antechamber

ith  Draugr corpses
among  the ferns.  In
the room beyond is

mound Motierre and
ns are astonishing;  he wishes to

hire the  Dark Brotherhood to remove several  people,  culminating with an
assassination of the Emperor of Tamriel!  He ends his diatribe by motioning to
Rexus, who strides forward to hand over the following  items..

>  Sealed Leller                  >  Jeweled Amulei

a  OBJECTIVE.. Deliver the letter and timulet to Astrid

I TARGET: Dark Brotherhood Sanctuary

Volunruud,  then  exit ancl  return  to AslrI.d.  She,s

purchasing  necessities
for the forthcoming
contracts, and the
Sealed  Letter is an
agreement with the Dark
Brotherhood;  both are
for Astrid.  Optionally
investigate further  into
rstandablv incredulous.

Show her the items,  and she begins to believe.  Surely the Night Mother
wouldn,I  misdirect the  Brotherhood'..'

For the  moment,  Astrid will  take the letter,  while you  journey to  Riften
and  locate a fence and friend of the  Brotherhood called  Delvin Mallory/ who
should  be able to appraise the Amulet.  He,s a trusted ally and  is holed  up  in
the underbelly of the town.

a  OBJECTIVE: Show the amulet to Delvin Mollory

I TARGET: The Ragged FIagon/ inside the RoMy in Riften

EN» on lhe Fence

Trek to Riften and find the entrance to the Ratway/  by the water,s edge
underneath the Scorched  Hammer.  Navigate the maze of sewer tunnels until

you find  the door into the  Ragged  Flagon,  and  then tell  Delvin Mallory that
the  Dark  Broth

you hand over
access).  Mallo

requires  his services.  He asks how Astrid  is,  and then
eled Amulet (via conversation  rather than  inventory

spects the Amulet and  identifies  it as belonging fo the
Emperor,s Elder Council. Although worried about who the Brotherhood had to
murder to obtain  it, when you ask him to  purchase it,  he eagerly hands over
a  letter of credit to cover any expenses Astrid  requires.

>  Le!ler of Credit

A  OBJECTIVE: Report bo(k to Aslrid

I TARGET: The Dark Brotherhood Sanctuary

Quest Rewards
Back in the Sanctuary'  once you  explain  the credit Delvin Mallory just
opened,  your only reward  from Astrid are the beginnings of Amclund
Motierre,s most devious of plans, which are now being  put into action:  She
hopes you  have something fancy to wear,. you,re going to a wedding....

Postquest Activities
Dark  Brotherhood  Quest:  Bound  Until  Death  begins  immediately.  ln  addition,
more side contracts are  now available from  Nazir.

WHISPERS  IN  THE  DARK      THE  SILENCE  HAS  BEEN  BROKEN
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PREREQUISITES:(ompleleDork          ¬_   __B_r_ot_h3r_ho_od  a_u_es_I_:  TAG  si_len[e  Has               ©   MINOR  SPOILERS

Been  Broken

lNTERSE(TING  QUESTS: Dark Brotherhood Quest: The Silemce Has

Been  Broken,  Dark Brotherhood Ouesl:  Breoching Security

LOCATIONS: Dark Brotherhood Sqnctuory/ Solitude, Temple of the

Divines

(HARA(TERS: Alexia Vici, Asgeir Snow-Shod, Astrid,  Bobette,

Gubriello, Jorl  Elisif the  Fair,  Koyd,  Lodi,  Noster  Eagle-Eye,  Nuro

Show-Shod,  Pomeq Ateia, Veezoro, Vivienne Onis, Vuwulf Snow-Shod

ENEMIES: Vitlorio Vi(i

OBJECTIVES:  Kill Vittoria Vici,  Report back to Astrid

ife A Mqrriq9e Of Inconvenience
This quest begins once you complete  Dark Brotherhood Quest: The Silence
Has  Been  Broken_

Upon completion of your previous Dark Brotherhood Quest,  a  rendezvous
with  Astrid  reveals more clbOut the first Of Amaund  Motierre,s  list of targets:
Vittoria  Vici,  an  Imperial with  pro-Empire sentiments.  She  is  set to  be
married to her Nord fianc6, Asgeir Snow-Shod,  who has strong ties to the
Stormcloaks.  Although  invited,  the  Emperor respectfully declined.  But no
ma«er;  his Family will  be directly affected,  for Vittoric] Vici  is the  Emperor,s

first cousin.  The current animosity in  the  region  means that the assassination
of the  Emperor,s cousin will  force  him  into  involvement  in  the avil  \^/ar'

A  OBJE(TIVE:  Kill Vitlorio Vi(i

I TARGET: Vittorio Vici, Temple of the  Divines,  in Solitude

Tip       (cnverse wiiil  Astrid,  Bcbe#e,  Gaed  6tibrie!idi.  AsFrid  ingisis thci

thais fflssesssinction  l"st be  es  dflriltg  publi(  disp!fiy,  messy  flmd

loud. There is rae hiding  in the shtidows cn tiiis o««siofl!  Btibe#e and

6abriei!ti  meaeiioae two  different wtiys you  !tin  slay VifteriG,  fenSulf the

next se¬fiofi  for  mere  informGti®n.

ife Divines Retribution
Locate the imposing
rock fortress of Solitude

nd enter the city.  Pass
hrough the outer bailey
i market shops and

houses and  into the
large  inner courtyard to
the  northeast, which  is
adjacent to the Temple of
the  Divines.  Step through
either archway, and

you'll see the ceremony
reception  is already
under way. You can
chat with any number of

guests:  Nosier  Eclgle-Eye,
Vivienne Onis,  Vuwulf
Snow-Shod,  Kayd, Alexia
Vici,  Nura Snow-Shod,
Jarl  Elisif the  Fair,  Panfea

Ateia, and  Lodi.  You  may even wish to give your regards to the bride and

groom for flavor and  fun.

.  ~324_\;

Tr-a  S+I-¬rSc--SIS  ''
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H!EB        (eaesuii the  map  9f  S8iituale  in  the  Atitis  !page  692i/  eefidi  Tr«se  ev

r©aste  back to  an  exit.  Ru!i  back  there  Once Sr twi£e  before yeus

moke tle¢  itii!  s¢ you  !mow e%«ctiy vrhere  ie  escape.

With the ceremony under
way/ you  have numerous
methods of removing
Viltoria  Vici:

Fire from ofor: Take
to the battlements via
the stone steps in the

adjacent courtyard,
working your way up
and around to the crenellations above the temple and then striking Vittoria

with a wellraimed arrow or magical attack (dip an arrow in  Lotus Extract

to ensure a  one-hit kill).  This allows you  to escape  more easily.

Babethe's advice: She mentions an old stcltUe that rests rather Precariously

over the  balcony where VittoricI Will  be giving  her Speech. Take one of the

side doors or the crenellations to the statue and  push  it off so it lands on

Vittoria,s  head.

Gobriello,s advice: She tells you of a small  parapet (accessed via a side

door near the reception courtyard)  directly across from the balcony where
the speech will  be given.  She,s already left cI  Present:  arrows and  a

special enchanted  bow named  Firiniel,s End.  Locate the parapet, and  use

this  bow instead of your own.

A more messy death: Of course, you can run her through with your poinly

weapon,  bludgeon her to death with a warhammer, or attclck her from
close quarters. This has few advantages other than seeing your victim die

in close  proximity to you.

Ejgr        R®rm®rmher tc  time  your  kiiii!1g  S¢  iiitit ViE!¢ric  ¬¢iiGPSeS during

her speech/ where  !he tissemh!eti ihrolig is fit ifs most a#8fltiVe:

Tieere/s a  ieorsus in  it for  yoti.

*  Firinie!'s End

a  OBJECTIVE: Report back to Astrid

I TARGET: Dark Brotherhood Sanctuary

ife Escaping Solitude
Now that the marriage
is over and the reception
ruined, you  must make

good your escape. Along
the way/ you  may run
into veezara, who Astrid
has sent to keep an eye
on you.  He tells you to
run while he holds off the
enemy.  Oblige him  rather

than sticking around to face overwhelming odds; Veezara can take care of
himself.  Rush  to an  exit,  flee the city,  and  continue  into the countryside until

you aren't chased anymore.  Fast-Travel  (or trek)  back to the Dark Brotherhood
Sanctuary.

C:IJEST:i   THE  DARK BROTHERHOOD QUESTS



Ouesl Conclusion
Rendezvous with Astrid, and once you confirm the bride's demise,  Astrid
seems quite excited at the path you,ve trodden ancl rewards you with an
impressive spell.  lf you  killed Vittoria as she c]ddressed the crowd, you ore

given additional gold  pieces. Then Astrid  requests you go speak to Gabriella,.
she has some information on your next quest.

>  SumlllOn 5petlral Assassin (Power)

>  Cold pieces (bonus)

Poslquest Activities
Dark Brotherhood Quest:  Breaching Security begins  immediately.

H.igr         #  ©ife®s#  ®i  kee¬ifeffise¬e:  TiEe  Spee¬tl,tii  Assffls5ise  y©u/re  ii©W  !!is!e

se  ¬smiure  frem  ike  ffi?sriife  is  ii¢nee  3ther  fhesm  Laefien  Las¬hffince;

the  Dark  Breiheerhood  sp8akel.  fr®ffi  ®feiiViOm!  itiOt  esi1!y  Wi!!  tie  iight  by  yOuer

side  (stimm8ffi  #iifl  ¢l1¬9  Pei.  day!,  busi  ffi!Ses  y©u  gtiae  £SneVerSe  Wiifa  brim.  He'il

®ffer  advice  ®m  y¢usr  eusrres!u?  quest  ®r?!1g  !®£esfiOae  yeufrS  \iiSi?ireg.  Be  Sure  !0

!ilee"hiS  iegesedi!

PREREQUISITES: (omplete  Dark  Brotherhood Quest:  Bound

Until  Death

INTERSECTING  QUESTS: Dark  Brotherhood Quest:  Bound  Umtil

Deulh, Dark Brotherhood Ouesl: The (ure for Madness

LOCATIONS: Dark Brotherhood Sou(tuary/  Dragon  Bridge,  Penitus

Oculolus Outpost/  Morkarth/  Guard Tower/  Understone  Keep/  Riften,

Mislveil  Keep/ Solitude,             (asIIe  Dour,  Emperor,s Tower/ Windhelm/

BIoodworks,  Palate of the Kings, Whilerun, The  Bonnered Mare,

Drqgonsreach

{HARACTERS: Astrid, (icero, Gabriello

ENEMIES: 6oius More

A  OBJECTIVES: Speak with Gabriella,  Kill Goius Maro,  (Optional) Steal

Goius Moro,s lrovel schedule,  Plant the lntriminoting  Letter on  Gaius

Moro/s body/  Report back lo Gabriello

B> Eyes on Ike Penilus Oculqlus
This quest begins once you complete Dark Brotherhood Quest:  Bound  Until
Death.

a  OBJECTIVE: Speak with 6abriella

After your talk with Astrid,  she recommends you  speak with Gabriella,  who
was also working on the details of the next contract while you were away.
Optionally pass by Veezara  (who you can speak with regarding his help
c]uring the escape from Solitude),. then converse with Gabriella,  who tells

you your next target, a man named Gaius MclrO-apparently an agent Of
the Emperor,s security force known as the Penitus Oculatus.  Gaius,s superior
officer (and father)-Commander Moro-has given  his son  instructions to
check the security of every maior settlement in  Skyrim,  in  preparation for the
Emperor,s visit.

Your task  is to  implicate him  in  a  plot to  kill  the  Emperor by dispatching
him and  planting  an  incriminating  leifer on  his corpse.  This should  distract

Commander Maro and  make the Penitus Oculatus think the only threat to the
Emperor has been  quashed.  Gaius Maro is also the only man who knows the
identity of the "Gourmet," a famous chef scheduled to cook for the Emperor
at a  private dinner.  Gabriella also reveals the possibility of a  travel  schedule,
allowing you to kill Gaius while he is away from  the garrison town of Dragon
Bridge and earn a bonus.  Speak to her for a  little more information.

>   In(riminoting Letter

a  OBJECTIVE: Kill Goius Moro

A  OBJE(TIVE: (Oplionol) Steal Gaius Moro,s tmvel s(hedule

I  TARGET: Gaius Maro, in  Dragon Bridge (or various locolions)

but does not

re are two plti"s t¢ try. The first is easi

net you a bonus. The second is longer/

a/ and could ltike "lliple days lo flccamplish but it is -e
n either plfln,

5,

I tmvel to Dragon Bridge. Note that

compass and map appears differently

clions: lfyou stenl the trowel s(hedule/ you (an see

wherever you are. lf you haven,I,

only when you're in his geneml viciniI

Plan A:  Death ot Dragon  Bridge

When you reach the spectacular carved bridge over the Karth  River,  stop
and  survey the settlement.  lf you  journeyed  here from the Dclrk Brotherhood
Sanctuary/  Gaius Mare  is usually on the main thoroughfare,  talking with  his
father,  Commander Maro, and then  his "love,,,  Faida.  He then  sets off on
foot.  Simply plant an arrow or melee strike into him,  poison-tipped or not.
Then  promptly flee the scene.  You don't need the travel  schedule if you aren,I
interested  in  the  bonus.

BOUND  UNTIL DEATH       BREACHING  SECURITY
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Plan  B: The Stalking Assassin

Your first task  is to try locating  the travel  schedule,  which  is on  a  table  inside
the  Penitus Oculatus Outpost.  You can  sneak in  there;  the guards will say you
are in the wrong  place  but won,I attack you.  Be sure to read and take the
schedule so you can  refer to  it during your stalking of Maro.

>  Guius Maro,s Schedule

HiEB       When  year  rest  or  sleep,  fhs  R.est  ms"u  disp!erys tiie  e:?es¬?

day/  !ii"e,  final  alfiie.  Figure  suf vfhe,jr!  i®  stri!(a  leffissal  o# th!i¢J

iirsfermee6i®i1.  F®i,  the  eRgLi  !ij¬esiieraS  ®f  effl!ha  §?ruse?usre  Witilire  es  !ity,  ¬9!"ii

`                                   `                   .``:`

With  the schedule in  hand, you can  now time your arrival at any of the
major cities  in  Skyrim to coincide with Gaius,s visit.  You  may,  for example,
wish  to complete other quests or business,  or simply wait (or sleep)  until  the
appropriate day and time.  When you finally wish lo face Gaius,  there are a
few matters to bear in  mind:

To gain the bonus,  do not kill Gaius Maro  in  Dragon  Bridge or on the road

as he travels between cities.

The various assassination techniques listed when you  started the side

contracts during  Dark Brotherhood Quest:  Sanctuary apply here,  too.

Check that section  for  possible execution  plans.

;`:.

Find  the  unlocked  chamber where GcliUS  iS,  and  then  murder him  While  he

sleeps.  This  is one reason why nighttime assassinotions are recommended.

Or,  use simple combat followed  by placing the letter clnd then fleeing  from

authorities.

Finally' you can  head to Dragon  Bridge and follow him at a discreet

distance as  he walks to a  Hold City  To be sure of claiming your bonus,

wait  until  he  enters  the  city to  kill  him.  You  may  be  able to  kill  him  iusl

outside the gates...  but  if he  runs,  you,ll  lose credit for the  bonus.

A  OBJE(TIVE:  Plant the  Incriminating  Letter on Gaius Moro's body

No  matter where Gaius finally rests,  be sure you  stop to place on  his  body
the  Incriminating  Letter that Gabriella  gave you.

a  OBJE(TIVE: Report bo(k to Gobriello

I  TARGET: Gobriello,  in  Dark Brotherhood Sonctuory

Quest (omlusion
Gabriella  is anxiously awaiting your return.  She already knows you did the
deed and quickly rewards you accordingly. Then she  immediately informs

you  of a  more pressing  matter. There has  been an  "incident"  involving
Cicero.  Astrid will  explain.

>   loo gold pieces

A  DARK  BROTHERHOOD QUEST: The Feeble Fortune* begins (Bonus)

*   Ouesl names marked with this symbol do not oppeor in

your  Quest Menu  list/  although  obie(fives may.

Postquesl Activities
Dark Brotherhood  Quest:  The Cure for Madness  begins  immediately.
Remember to consult with  Olava  the Feeble  in Whiferun and  listen to your
fortune;  this quest information  is on  page  341.

326        ®  a-i:LL±vi:frin :  J::i:f,   THE  DARK BROTHERHOOD QuESTS



PREREQUISITES: (omplele Dark

Brotherhood Ouesl:  Breathing

Se(urity

©   MINOR SPOILERS

lNTERSE{TING  QUESTS: Dark Brotherhood Quest:  Breuching

Security,  Dark  Brotherhood Quest: Side (ontract:  Kill  Deekus,

Dark  Brotherhood Quest: Side Contract:  Kill Mq'rundruio,  Dark

Brotherhood Ouesl: Side (ontroct..  Kill Anoriath,  Dark Brotherhood

Quest: Side (ontmtt:  Kill Agnis/  Dark  Brotherhood  Quest: Side

(ontrocl:  Kill MoluriI/  Dark  Brotherhood  Quest: Side Contract:

Kill  Helvord,  Dark  Brotherhood Ouesl: Side (ontra(I:  Kill Sofia,  Dark

Brotherhood Quest:  Recipe for Disaster

LOCATIONS: Dark Brotherhood Sanctuary,  Dawnstqr Sonttuory

(HARA(TEES: Arnbiom/ Astrid, Feslus Krex, Gobriello,  Nozir,

Shqdowmere/ Veezaro

ENEMIES: (icero, Son(tuory Guardian,  Udefrykte

A  OBJECTIVES: Talk to Astrid, Search  (icero,s Room, Talk to Astrid/

Behold Shodowmere,  Lo[qte Ambiorn, rfulk to Ambiorn/  Enter the

Dawnstqr Sonctuory/  Kill  (icero ,  Kill (icero or leave the Sanctuary/

Report bo[k to Astrid

ffi» The Savagery of (icero
This quest begins once you complete  Dark Brotherhood Quest:  Breaching
Security.

O  OBJECTIVE: Talk to Astrid

Inside the main grotto of the Sanctuary/  the Dark Brotherhood are

gathered around Veezara, who was bleeding from a deep wound.  Speak
to Astrid,  and  she reveals that Cicero has gone  mad.  She says the maniac
didn't like some remarks Astrid  had  made regarding the Night Mother and
attempted  to kill  her.  Veezara  stopped  him  but was wounded.  Cicero fled  into
the forest.  Arnbiorn gave chase and  hasn't been  seen since.  Astrid  is worried
for her  husband/s safety.  She  is also calling  on  you  to  kill  Cicero for this
treachery!  She suggests you find  evidence  in Cicero,s chamber.

a  OBJECTIVE: Search Cicero/s Room

Search the SclnCtuary
until you  find Cicero,s
chamber and the Journal
on  top of the  barrel.  Pick
up the Journal to recld
about Cicero,s exploits
upon  his arrival  in  Skyrim
and  his  knowledge of
another, older Sanctuary
near Dclwnstar.  The book

also has the passphrase to enter the Sanctuary and some evidence of what

(and who)  resides  inside.  Also revealed  is Cicero,s distaste for Astrid and  her" rvow ways."

>  (i{ero,s Journal, Final Volume

O  OBJE(TIVE: Talk to Astrid

Return  to Astrid
as  possible,.

your Progress

she orders you  to the  Dawnstar Sanctuary as quickly
she has secured a steed named Shadowmere to quicken

our destination  if you wish.

)  OBJE(TIVE: Behold Shqdowmere

I TARGET: Fetid pond, outside Downstar Santluqry

a  OBJE(TIVE: Locate Arnbiorn

)  OBJE(TIVE: Talk to Arnbiom

I TARGET: Downstor Sanctuary

Race,  by foot,  horse, or Fast-Travel to Dawnstar,  to the Black Door cut into
the  beachside cliffs. Just outside you,ll find the crumpled  form  of Arnbiorn.
lt seems the jester is a deft hand with  his "butter knife," as Arnbiorn calls
it,  indicating the  nasty wound.  Arnbiorn  reckons he wounded Cicero,  too,

judging  by the trclil  Of blood the fool  left behind aS he entereCl the Dawnsfar
Sanctuary.  Arnbiorn would  have followed but couldn,I open the Black Door.
Convince Arnbiorn to return to Astrid, while you follow the bloocl.

Puzzle Solution: At the Black Door,  when  it asks,  ''What is life's greatest
answer "Innocence,  by Brother.'' You'll  know this  if you  read
ournal.

a  OBJE(TIVE: Enter the Dqwnslqr Soncluory

O  OBJE(TIVE: Kill (icero

BREACHING  SECURITY      THE  CURE  FOR  MADNESS
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segiv A FooI's  Errand
Head down the stairs, and you can  hear Cicero deeper in the maze of
connecting chambers,  saying  that Astrid  has  ,,sent the best,, to defeat him.  He
is hurt,.  notice the  intermittent puddles and drops of blood on the floor and
walls.  Follow the trail to Cicero.  Draw your weapons as you  move through
the rooms,. there are Sanctuary Guardians to kill as you continue deeper
down.  Note the gold  haul  you  usually find  in  their  remains.  Then  ready

yourself for the traps:

Udefrykte: The beast Cicero wrote about in  his journal waits for you  inside
the  ice tunnels.  Slcly this demented  troll  With  a  mixture Of ranged  attacks,
swipes, and dodges around the narrow cave with the chest in  il.

3Z8

Tr.a   EilJCle=Sc=-i.-s   `,
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O  OBJECTIVE:  Report back to Astrid

Quest (onclusion
Back at the first Sanctuary/ Astrid  is anxious about the news of Cicero,s
demise.  You  let her  know the  jester  is dead,  either telling  her the truth  (if

you  killed  him)  or lying  (if you  left him  c]lone).  Leave Cicero alive,  and  an
additional quest,  Cicero,s Return,  can  occur at the end of this series of quests.
For now,  there are other matters to attend to and  important fellows to murder.
Consult with  Festus  Krex for further details.

Poslquesl Activities

Dark Brotherhood Quest:  Recipe for Disaster begins  immediately.  Your
remaining  side contracts are also available,  and  it is wise to attempt as many
of these as you wish as early as possible.

:,L¬`i;its.   THE  DARK BROTHERHOOD QUESTS



PREREQUISITES: (omplete Dark Brotherhood Quest: The (ure for

Madness

INTERSE(TING  QLIESTS: Dark Brotherhood Quest: The (ure for

Madness,  Dark  Brotherhood Side (ontra(I Quests,  Dark Brotherhood

Ouesl: To  Kill an  Empire/  Side  Quest:  No One  Escapes Cidhna  Mine/

Thane of the Reach

LOCATIONS:  Dark  Brotherhood Stinctuqry/  Markarth,  Underslone Keep/

Nightgtite  Inn,  Nightgtite  Inn (ellar

(HARACTERS: Astrid,  Festus Krex

ENEMIES: Anton Vimne,  Bolagog gro-Nolob, Mqrktirth Guard

A   OBJE(LIVES:  Report to  Festus Krex,  Question AnTon Virdne,  Kill

Anton Virone,  Kill  Bolqgog gro-Nolob,  (Optional)  Drag  Balagog's body

to a  hiding  pltice,  Report back to Festus Krex

aeS carving the Cook
This quest begins once you complete  Dark Brotherhood Quest: The Cure for
Madness.

A  OBJE(TIVE: Report to Festus Krex

Astrid  mentions there is one  more target for you  before the strike against the
Emperor;  she asks  if you,ve heard of the ,,Gourmet," a  chef and  cIUthOr Of a
realm-famous cookbook.  The Gourmet is scheduled to cook for the Emperor.
But not after you  kill  him,  steal  his Writ of Passage,  and  assume  his  role of
master chef.  Follow Astrid/s advice and  folk to  Festus  Krex for further details.
When  you visit Krex deeper  in  the  Sanctuary/  he tells you  the  mission  is
slightly  more tricky than  a  simple  slice-andrdice,.  the  Dark  Brotherhood  don't
actually know who the Gourmet is.

Krex then shows you a cookbook signed  by the Gourmet;  it is signed  to
named Anton Virane, who has been tracked to the keep in Markarth.
is the cook there. You are to find Virane,  have  him tell you who

the Gourme
e assassinatina hire

that you'll
et,s identity a

lly  is,  and  then  tie  up any "loose ends":  You'll
or this task.  After you  kill the Gourmet,  Krex

y so any authorities lake longer to reveal
hat you've done. You can ask any additional

t the Gourmet, the cookbook, or the Gourmet,s

murder),  he  insists  he,s a
ou must pry information from

ton; he,s been previously accu
Reachman-and with the Forsworn activity in this Hold,  this
of compliments.  But no matter,. you,re here to ask Anlon who and where the
Gourmet is.

After initially refusing  to divulge this  information, Anfon changes  his
tune after you  imimidate him and  he realizes who you work for.  He  reveals
the Gourmet is an Ore named Balagog gro-Nolob, who is staying at the
Nightgate Inn.  Then Anton  nervously asks that you  let him go.  You can  lie
and tell  him  he,s safe, or begin the execution  right away. The only reason lo
lie  is  if you aren,t quite prepared to assassinate Anton or if you want to  mess
withhim.

A  OBJE(TIVE:  Kill AnTon Virqne

only after he imparts the necessary information.  You  may use any weapon

you wish  (including  magic  or Shouts),  and  from your  previous assassinafion
experience,  you should  be aware that this attack  is going  to cause you

problems within Markarth/s walls.  You can get around this by completing one
of the following:

n  flee the city.  Keep going  until you  outrun the guards.

will  still  be  high,  and  Markarth's guards will

rum.

arth by completing the Thane Quest at this Capital
er in this guide).  After the murder, you can explain to the

guard who you are

Elect to pay cffi you
MarkarTh  is  impossibl

let you off with a warning_

or give yourself up,  since killing every guard  in

Or, you  can  rely Qn your trusted Sneak,  attacking from  behind or waiting

and attacking  him while he sleeps or when  he,s on  his own.



ife Needs More Assqull

Offering  pristine views of Yorgrim  Lake to the west of Wndhelm,  Nightgate
Inn  is a  perfect spot for a  reclusive chef to write his books.  Or for an  assassin
to commit murder. Journey to this ou+of-the-way spot and  search the side of
the building for a trapdoor.  Open  it and drop  into the Nighlgate Inn Cellar.
Balagog gro-Nolob is usually sitting  in the  bedroom down  here,  close to the
mead  barrels.

Frighten  him with  a flourish  of prose or cut him  down  without
conversation.  Whatever you choose,  your fight ends with  Balagog gro-Nolob
dying on  the stone cellar floor.  With  no one else about,  this murder is far
easier to commit than that of Anton Virane.  Pocket the Writ of Passage when

you  search  his corpse.  Balclgog also goes outside and  stands by the lake,  so
you  can  kill  him  outside as well.  Do that,  and  the hiding  place for the  body is
thelake.

>   8®urmeI,s Writ of Pflsscage

A  OBJE(TIVE: (Optional)  Drag  Bqlagog,s body to a  hiding  place

I  TARGET: Hiding  plti(e,  Nightgote  Inn (ellor

behind a  mead  barrel or in an
it in  a correct spot,  of which there are plenty.

Hiding the corpse
is an optional  but
recommended objective
to complete,  as  it is
straightforward arld  nets

you a bonus a"he end
of this quest.  Simply grab
the corpse and move it
a any of the indicated
argot spots in the cellar:
"pdates after you place

a  OBJECTIVE: Report both to Festus Krex

I TARGET: Festus Krex,  Dark Brotherhood Sanctuary

Quest (onclusion
Return  to  Festus  Krex at the  Dark  Brotherhood  Sanctuary/  and  inform  him  the
deed  has  been  done.  Depending  on your actions,  he  is impressed  by your
competence  (if you  killed  both cooks and  hid  Balagog,s corpse),  and  a  little
less  so  if Balagog,s  body  is still  lying where you  killed  him.  Festus offers you  a

reward:  gold for completing the quest,  and the bonus of a  ring  if you  hid the
corpse.  Then  he suggests you  see Astrid to commence the final stage of this

grand and glorious operation.

>   30®g®ldpie{es           >   Nighfweaver's Band(Bonusonly)

Postquest Activities

Dark  Brotherhood  Quest:  To  Kill  an  Empire  begins  immediately.  Your
remaining  side contracts are also available.

PREREQUISITES: (omplete Dark

Brotherhood  Ouesl:  Recipe for

Disoster

©   MAJOR SPOILERS

lNTERSE(TING QUESTS: Dark Brotherhood Ouesl: Recipe for

Disaster,  Dark Brotherhood Side (ontratt Ouesls,  Dark Brotherhood

Ouesl:  Death  ln(ornate, Thane of Hoafingor

LOCATIONS: Dark  Brotherhood Sanctuary/ Solitude/  (astle  Dour,  (qstle

Dour,  Emperor,s Tower

CHARACTERS: Astrid,  Festus Krex,  Gianna,  Nobleman

ENEMIES: Commander Moro,  Emperor Titus Mede  ll,  Penitus Ocultitus

Agent, Solitude Guard

a  OBJE(TIVES: Report to Astrid,  Report to (ommonder Maro,  Report

to Gionno,  Report to Gianna while wearing a Chef/s hot/  Moke the

Potoge le Magnifique,  Follow Gionna to the dining room,  Kill the

Emperor,  Escape the Tower!,  Retum to the Sonctuory

RE» The Lqsl Supper
This quest begins once you complete Dark Brotherhood Quest:  Recipe for

O  OBJE(TIVE: Repor"a Astrid

3j@chy

ffiff#         B®m't  f®rg8¥  !®  Weffir  tife®  B!igiiEvfseevsr'S  Besm#  if  y¢us  ffi¬Sesir®di  it

`                                                                                   ``             .
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Astrid  realizes what you,ve accomplished and prepares you for the honor
of assassinating the Emperor. You're to head to Castle  Dour in Solitude ancl

present the Gourmet,s Writ of Passage to the officer in chclrge,  Commander
Maro. Astrid then tells you that you,re going to prepare a special meal for the
Emperor, with an extra  ingredient that she hands you.  Before you depart, yo
can ask for mare details on Jarrin  Root and other information.  (Astrid tells you
one taste ofJarrin Root is deadly, and she means it. Go to your inventory and
at it, and you'll drop dead.)

jfiFFEffi  R®Sl

a  OBJECTIVE: Report lo Com"nder Moro

I TARGET: (ostle Dour courtyard/ in Solitude

Journey to Solitude and
locate the sprawling
Castle  Dour atop the
hill.  Step  into the  large

courtyard and find
Commander Maro
waiting  by the tower
entrance.  He certainly
isn,t going to let anyone
in  with  the  Emperor

There,s  no need to use violence or sneaking;  instead,speak to Maro
and show him the Gourmet,s Writ of Passage.  Maro reads the  missive and  is

promptly most apologetic,  realizing you,re the ,,Gourmet."  He allows you  into
the Emperor,s Tower and  requests you  meet the castle chef, Gianna.  Outside

you can also eavesdrop on a conversation between two Penitus Oculatus
Agents,  talking about Commander Maro and  his state of mind,  now that his
son  is  not only dead,  but also appclrently a traitor.

a  OBJECTIVE: Repon lo 6idnno

I TARGET: (ostle Dour kitchens, in Solitude

a.Li::;i:,  THE  DARK BROTHERHOOD QUESTS



ae% This Soup ls lo Die For

attire; you can,I very well cook without a chef,s  hat.

A  OBJECTIVE: Report lo Giunna while wearing a Chef/s hut

The shelves with the  hanging garlic to your left (east)  have a selection  of
chef/s hats you can wear. Take one,  and then  replace your current headgear
with  it.  Then  speak to Gianna again.  She would  be honored  to prepare your
signature dish,  the Pofage /a Magnl.f/.que,  to your exacting  specifications.
Gianna  now asks you for a  series of ingredients you can add to the
base broth.

>   Chef/s HesE

A  OBJECTIVE: Moke the  Potoge le Mognifique

Begin  to choose the  ingredients.  You  can:

Answer with  expected  ingredients,  such as carrots,  a splash  of mead,

Nirnroot,  or diced  Horker meal.

Answer with  more "esoteric,,  ingredients,  such  as a  sweetroll, Vampire

Dust,  a Giant Toe, or a  septim.

Or remain  silent and  let Gianna figure out what she would add,  as a

tesr for her.

You can add as many expected or odd ingredients as you wish.  When
she asks whether the soup is done,  tell  her there is one final  ingredient and
hand over the Jarrin  Root.  Although  she,s unsure,  your "special  ingredient/,
makes it into the broth.  She takes the soup in a  stew pot to the dining  room.

ff!P         ¥©ar   ffiesy  e!e¬?  ae©i  *®  p©i5®m  iifee  S®usP  exmdi  gr!enm  ffi  (asSusesi!y!  mere

vi®ieffif  rmeiha®al  ®f  5iesyi!1g?ife©  Empeegr®F,  ©m¬e  fine  3®usP  iS  SSFVeal.

A  OBJECTIVE:  Follow Gianma to the dining room

A  OBJE{TIV[: Kill the Emperor

The  Emperor prepc!res fo have the first fasts of the Pofage le Mclgnifique,
takes a few slurps,  comments on  its cleliciousness,  and then  keels over dead.
The same effect can  be achieved  if yoLl quickly attack him.  Either way, your
bounty suddenly skyrockets,  the Penifus Oculatus Agent yells for some help,
and general pandemonium breaks out.  If you,ve poisoned the Potage, when
the Emperor dies,  one of the  Penitus Oculcltus Agents yells that you and the
cook have done the dirty deed, and poor Gianna  is also attacked  ill the
confusion.  Fortunately, this can  serve as a distraction while you escape.

A  OBJECTIVE:  Escape the Towerl.

I TARGET: Tower battlements/ above Solitude

ne» Dupe le RAqgnifique

ln  the  midst of the commotion,  dodge any of the guests  milling
disappear out of the entrance lo the south, which  is only a few steps awcly.
You appear

greeting fro
with a  con

On

a  member of
traded fo

with you.

the Tower battlements, where a cluster of guards and a
ommander Maro stops you.  Instead of fury/ Maro greets you

le glee.  lt appears you've killed a decoy of the Emperor;
Family,,  tipped  off Maro about the operation!  You were

rotherhood/s continued well-being,  but Maro has grown
tion and  now vows to butcher all of your clan-starting



PREREQUISITES: (omplete Dark

Brotherhood  Quest: To  Kill  on  Empire

lNTERSECTING QUESTS: Dark

©   mAJOR SPOILERS

Brotherhood Quest: To  Kill an  Empire,  Dark  Brotherhood Quest:  Hail

Sithis!

LO(ATIONS: Dark Brotherhood Sonctuory

CHARACTERS:  Bobetle,  Nozir/ The  Night Mother

ENEMIES: Arcturus,  Penitus 0(ulqtus Agent

a   OBJECTIVES:  Enter the Sam(tuory/ Search for survivors,  Kill  Nozir/s

otmcker!,  Speak with  Nozir,  Estope the Sanctuary/  Embmte the  Night

Mother, Talk to Astrid,  Kill Astrid,  (Optional)  Retrieve the  Blade of

Woe,  Return to the  Night Mother

Eife The Brotherhood Bums
This quest begins once you  complete  Dark  Brotherhood  Quest:  To  Kill  an
Empire.

a  OBJECTIVE: Emer the Sam(tuory

Commander Maro,s
men  have found your
secret sanctuary and
are currently ransacking
it.  This terrible  sight

becomes all-too real
as you enter the road
close by the Sanctuary
entrance, where at least
four  Penilus Oculatus
Agents are  milling about.  You  can:

Engage them  in  furious and  brutcll  combat,  Slaying them all Where they

stand for desecrating your home.

(Sneak)  Or, you can  sneak to the Sanctuary entrance without being
spotted,  ignoring  the enemy so you can save your fury for the foes insicle

the Sanctuary.  Head for the Black Door and quickly enter your home_

O  OBJECTIVE: Search for survivors

Tap.   There is a thick sheen to

the air.  Force  (or sneak)

your way down to where
you  usucllly meet Astrid.
Here,  you,ll  face two
Penitus Oculatus Agents.
lf you,re silent, you can
overhear them talking
abou"he spreading fire
nside the. Sanctuary

Arcturus led some men deeper into the Sanctuclry_
he foes quickly,  cmd watch out when you,re using fire-based attacks,. the
is awash  in spilled oil. The only way is down,  into the flaming grotto,

ith  more fighting  against c]gents.  You,ll  see the  last moments of Arnbiom,s
ow in werewolf form,  he tears into two agents before being felled by

ws. There is nothing you can do to save him.  Quickly locate the dining
where Nazir (the only remaining  Dark Brotherhood  member you,ve

a alive so far)  is battling with  more agents.

a  OBJECTIVE:  Kill  Nazir's attatker!

a  OBJECTIVE: Speak with Nqzir

_3u32   ,

Tr_c  Safe_.S|=s+_a   I+

\-  TfVT¥  TM

Arcfurus, one of Maro,a
henchmen,  is attempting
to murder Nazir, so
bound over to Nazir,s
location and  help  him
dispatch this  Imperial
swine.  Show no mercy!
Next,  kill any other
agents who are near
to either of you; then

quickly stop to tell  Nazir about the setup.  Nazir had already figured this
out.  There,s  little time for chitchatting; you  need to flee the Sanctuary before

you're roasted alive!

a  OBJE(TIVE: Es(ape the Son(Tuqry

a  OBJE(TIVE: Embmce the Night Mother

Follow Nazir to the
southeast,  into the
connecting  corridor
above the  Stainedi]lCISS

window.  Amid the turmoil
and flames,  the  Night
Mother calls to you.  She
tells you to embrace
her, as she is your only
salvation.  Cut down any

foes on your way to opening  the  iron door to the south,  anc] enter the  Night
Mother,s chamber.  Open  her sarcophagus,  step inside, and fall asleep. The
Night Mother causes  her coffin  to  fall  through  the window.  You  survive  in  the
coffin,  and that gives Nazir a Way Out.  lt appears  Nazir and  Babette are
maneuvering  the coffin  into an  upright position. Just before the doors open,
the Night Mother tells you to speak with Astrid,  here in the Sanctuary.

A  OBJE(TIVE: Talk to Astrid

he Dreqd Lord Beckons
As you step out of the
coffin,  Nazir tells you
to slow down. You can
reply in whatever way

you wish,  but moments
lcller,  you  Should  move
out of the grotto and up
the stone stairs to the
south,  pasHhe charred
remains of the entrance

and  head  north, where Astrid  is waiting.  Or more
accuratelyJ  burned  beyond  recognition,  SUrrOUnded  by a  flickering  Candle
configuration  used  in the  Black Sacrament-  Aslrid  is almost unrecognizable
but has  much  to say,  and only moments left to say it.  She  betrayed you to the
Penitus Oculatus,  in  return  for their  promise to  spare the  Dark Brotherhood.

You  may react with  seething  rage,  pity'  or silence.  Astrid  knows what
she has done was an  unforgiveable  mistake,  and the  Dread  Lord  Sithis
shall  judge  her accordingly.  She also  knows that there  is  still  a  chance,  that

you could  rebuild the  Dark Brotherhood  and start over again.  She enacted
a Black Sacrament and  prayed  for a contract.  You  lead this family now.
Her Blacle of \^foe is yours,  to see through the transfer of power, which  is
achieved  by killing  her.

A  OBJE(TIVE.. Kill Astrid

A  OBJECTIVE: (Optional)  Retrieve the Blade of Woe

a  OBJECTIVE: Return to the Night Mother

GLi:Sis:  THE  DARK  BROTHERHOOD QUESTS



Quest (onclusion
Step over to Astrid/s ruined form c]nd swiftly end her life. Although  she
wishes you to take the Blade of Woe,  it isn'l necessary to kill her with  it (but
the weapon  is well worth  using  from this point on).  Once Astrid  has found
redemption  in the Void,  return to the Night Mother,s sarcophagus. Your
rebuilding of the  Dark Brotherhood begins now.

>  Bhaale of Woe

Postquesl Aclivilies
Dark Brotherhood Quest: l|ail Sithis!  begins  immediately. Alas,  all the
members of the Dark Brotherhood,  save for Babette and Nazir,  perished in
the battle.

PREREQUISITES: Complete Dqrk

Brotherhood Ouesl: Death lncornote ©   MANOR SPOILERS

INTERSECTING QUESTS: Dark

Brotherhood Ouesl: Death lncamale,  Dark Brotherhood Quest:

Where You  Hang Your Enemy,s Head...

LOCATIONS: Dark Brotherhood Sancluury, East Empire (ompany

Warehouse,  Kalariqh/ Volunruud , Whiterun,  Bannered More

{HARA{T[RS: Amund Molierre,  Bqbetle,  Nozir, The Night Mother

ENEMIES: (optoin Avidius/  (ommonder Maro,  Emperor Tilus mode ll,

Lieutemnl Salvorus,  Penitus Oculotus Agent, Sailor, Solitude Guard

a  OBJECTIVES: Talk to Nozir, Talk to Amound Molierre, Boflrd the

Kotqriuh,  (OplionoI)  Kill (ommqnder Moro,  Kill the  Emperor!,  Report

to Amaund Molierre,  Retrieve the payment, (Optional) Kill Amaund

Motierre,  ReporHo Nozir

E» Death lo lhe Emperor
This quest begins once you complete Dark Brotherhood Quest:  Death
Incamate.

O OBJE(TIVE: talk to Nozir

Only Nazir and Babette remain, as you come to grips with your Family,s
slaughter.  Babette will follow Nazir's lead,  so speak with him,.  he dejectedly
believes this is the end for the Dark Brotherhood.  But tell  him the Night
Malher has spoken to you again, and the original contract must be carried
out. Youte to speak with Amaund Motierre, and the true Emperor must
be assassinated. While you muster a second attempt at regicide,  Nazir
recommends moving the Dark Brotherhood/a SclnCtuary tO the One  near
Dr]wnstclr, Where you followed Cicero.  You,Il meet Nazir there afterward,
ideally with  a  barrel  Full of gold.

a  OBJECTIVE: Thlk to Amqund Motierre

I TARGET: Amund Molierre,  Bannered More/ in Whiterun

Whiterun. Travel there, and open the door to the room at the rear of the
tavern.  He,s more than a  linde storied af your arrival,  considering the news
about the sacking of the Sanctuary.  He babbles about,having nothing to do
with the violence to your Family and still wants the Emperor dead.  You are
here to honor your contract,  so ask him where the Emperor is.  Amaund tells

you  he,s c]board  his ship,  the  KofarJ'ah,  now moored  in the Solitude inlet.
your return after a  successful assassination,  Amaund will  revec]l the locat
the dead drop that holds your payment. Ask him adclitional questions  (about
security and getting aboard the ship)  if you wish.  Demanding to know where
Commander Maro is nets you an optional objective.

A OBJECTIVE: Board the #afur/'ch

I TARGET: #afurl'ch ship, Solitude inlet

a  OBJECTIVE: (Optional) Kill (ommonder Maro

I TARGET: Wharf of Solitude docks, near East Empire (ompony

Warehouse

(Optionfll) Additional  Executions I

and search the wharf for the Commander. There,s no time or point in falk1.ng,.
simply approach and kill  him with a charge,  sneak attack,  long-range magic,
or bow fire.  Expect the neclrby Solitude Guards to try and stop you.  Fleeing
the scene is usually the best option if you,re spotted,. the alternatives ore to

give up and go to  jail or raise your bounty in this Hold considerably.

B> Bringing Down an Empire

chain. Grab this, and

Travel to Solitude,s
inlet,  under the giant
arch that the city rests
upen, and locate the
impressive galleon
moored  in ire waters
here.  Swim alongside
he vessel, dipping down
underwater as you
search for the anchor

yourself aboard the Kofarl'ah.  You actually load
/'nfo the cargo hold,. don,i climb the chain to the deck.

A  OBJECTIVE:  Kill the Emperor!

I TARGET: Emperor Titus Mode ll,  Emperor's Ouqrters, on the ffofur/'ch

TIE      The  ff#farl.ch is fln!hored ilt the So!iiude inlet when this quest

faegfln esfld rermgins here for the rest of your tidven!ure. YOU mfly

wish io  give  the ship ffl th8gr9ugh  Search  for Vfl!Uflhle  items.  (OflSus!i the Ai!as

ion the importtini 8reflS tC Check.

DEATH  INCARNATE   ,'  HAIL SITHIS!
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You clamber into the
hold  of the  Kofclr/.oh,
and your quest updates.
Al this  point,  your
usual  infiltration  plans

commence. You  may
explore this ship  using
magical augmentations
that make you harder to
see or the enemies less

alert. You can also sneak  (see below) or simply wade through and clobber
anyone who gets it your way.

You don,I need to return to this ship/  so inspect every chamber for items

you  may wish to claim.  Work your way south along  the lower deck,  into the
large central dining galley.  Climb the steps and expect more enemies as

you  reach  the  iail area.  You,re attacking  both  sclilOrS and  Penilus Oculatus
Agents. This floor also has a small armory and dormitories,. additional foes
and  items can  be found  here.

Your first critical  foe to face  is Captain  Avidius,  who  is  usually  in  his

cabin  by the storeroom and  ladder.  Kill  (or pickpocket) them,  and secure the
Katariah Master Key From  his corpse;  this makes nc]vigating the locked doors
much  more slraigh'tforward.  Otherwise, you,ll  need extremely impressive
Lockpick abilities.

>  Kalariah Master Key

The ladder up to the deck  isn't necessary,.  instead,  move north  to the gold
door that was locked  previously (Expert),  and open  it-either with your
Lockpick ability or the  Key.  Repel the foes  in  this dormitory area,  and  Sneak

past or destroy Lieutenant Salvarus,  who is stationed  behind the gold door at
the northern  end of this floor.  Climb up the nearby steps,  and you,re a  room
away from  meeting the  Emperor. The real one this time!

¥!p       Sffieffkimg  !¢  the  EmpeF©FFs  ®erenFff®grS:  Fr©m the  initial

FO®m,  f©i!®W  the  SGi!Or  aS  !te  meets  his friend  and  Wanders

i»To?he gtii!sy. When they enferj wtiit fcr another sffliior t¢ sxi? from the
'BesrF9CkS  at?iie  !1ai!/S  eaed/  «nd  isSsed  int3?he  g«iiey  tis Weii.  Fi®vf wtiit  f®F  the

gufiral to  move tiwoy from the beer,  mid then s-k firound te Tis¢ chasimbeF,S
right side. The  bard  with  the flute  moves Cut of the wGyj  tii!OWing  ti  (iecer

pG?h?e the StffiirS.  At?he top  ef Tile Stairs,.  Pick the  ie¬ked  door  (Expert). Y@ar

donf?  h«vs?a tle«i with the  f«ptain  or  the  two 5®!di©rS iae  ike  ¬eretF«i  reSifi!

Hip        #segriifeer  FigifeEiasg:  if y¢u'rs  iii  the  rmocd  fSr  mere  eemh«3,  urge

the  !fidder  up  tc  the  frfipaloei.  "eesr  ¬¬spBtiiit  Avialius?s  e«kein;  ¢r

the  gc!al  ale¢r  cppe©site?iie  deer i¢?he  Empererfs  GcGr?erSx  Exit cut  smfe

ihe  ffarfffff,#fr/s e#ierior deck.  ttere,  you  [tin  siice  into ike  Empersr's asgel1?S

if you wish,  This is slie  ©ptisii  eec.  «li  es¬tipe  route,  ioo.  !f you  want ie  GVOidi

figliBireg  iiie  ¬«pitii»,  you  ctiil  S!1e«k  tifr¢SS  the  deck.  irS  rmu¬h  hasrder  (try  ii

cat night!,  but you ¬tin  go this w«y  if yeus wtin"e.

Approach the door to the Emperor,s Quarters  (Master). This requires an
impressive  Lockpick or the use of the Katariah Master Key.  (lf you didn't gel it
from the ccIPtain,  Lieutenant Salvarus downstclirS has another.)  Step forward,
and the Emperor greets you:  Not with a  blade Or a String Of Curses but With a
well-mannered speech.  He knew Commander Maro to be a fool; one cannot
stop the Dark Brotherhood!

Tr-a  §_`1e_+ £crc,Ls   ''
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Youcan:

Execute the Emperor immediately.

Or speak with him and give him a moment to say cl few words before you
run  him through.  He asks for a favor.  Not as part of a  Black Sacrament,

but as an  old  mcln,S dying  Wish.  There  is one who set this assassination

forth,  and the Emperor wants him  punished for his treachery. You are to kill

that person. You  need  not commit to this deed.  Now the Emperor furns and

waits for death.  Oblige him.

>  Emperor's Robes             >  Katqriah Master Key

a  OBJE(TIVE: Report to Amound Motierre

I TARGET: Amound Motierre,  Bannered Mare, in Whiterun

Ransack the Emperor,s Quarters for any books or other items you wish; the
Emperor,s chest in  his  bedroom  has some good  loot.  Leave via the door in the
northeast wall that leads to an exterior balcony,  allowing you to dive  into the
waters and swim to safely, or backtrack and enter the deck,  if you want more
fighting.  Whatever your route,  travel  back to Whiterun,  enter the Bannered
Mare once again.  Speak with Amaund,  and  inform  him that Titus Mede ll
lies dead.  Amaund  has  just heard  this  information  himself and  is extremely

pleased: As you shall  be;  there  is a considerable payment inside an  urn,  in
the chamber where you first met,  back in Volunruud. Amaund wants you to
leave now and  never cross  paths with  him again.

a  OBJECTIVE: Retrieve the payment

I TARGET: Urn, in Volunruud

a  OBJE(TIVE: (Optional)  Kill Amound Motierre

(Optional) Additional  Exe(utions ll
lf you  wish  to  kill  Amaund  and  honor the  Emperor,s wishes,  you  can  tell  him
there,s  just one  more matter to clear up and then tell  him you,re doing a favor
for an  honorable man.  Or,  you can choose to answer him differently  (or
remain  silent)  and attack him an)^^/ay! Turn your blade into him and dispatch
this aloof traitor (grab his pocketful of gems). Your bounty in Whiterun
skyrockets, so expect Guards to confront you moments after the murder.

Quest (omclusion
mound Motierre lived up to his part of the bargain,.  travel to Volunruud,

dismantle any skeletal foes that greet you, and  sec]rch the initial  room where

you  met previously.  Inside the urn  is a considerc)ble sum of gold!

>  2O,000 gold pieces

A  OBJECTIVE: Report to Nazir

I TARGET: Nozir,  Downstor Sontluary

Now journey to the
Darkstar SclnCtuary CInd

approach the Black Door.
The door opens,  allowing

you down  into the
main chamber with the
smashed circular window
and  large fireplace.
Nazir is waiting  for word
on  the  Emperor.  Inform

him that you've done the deed,  and  tell  him  how much gold you were paid
as a  reward.  you can  be truthful or lie  (it doesn,I matter).  Nazir recommends

you go to Riften and search out a  man  named  Delvin Mallory,  someone Astrid
c]lready had you visit previously.  This time, though,  the ,,obtainer of goods,,
will  refit this Sanctuary/  using the money you earned,  and  make a true home
for this  Family once again-

Postquest A(tivities
Dark Brotherhood Quest:  Where You  Hang Your Enemy,s Head.-.  begins
immediately,  along with additional quests.

=:LEST:   THE  DARK BROTHERHOOD QUESTS



ife (onlracI: Narfi

A  OBJE(TIVE:  Kill  Narfi

I TARGET: Norfi, in  lvqrsleod

RE conlrticI: Beilild

a  OBJECTIVE:  Kill  Beitild

I TARGET:  Beitild/  in  Dqwnstar
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>   Lev¢!efl gold (RAa'rcndru-io!

>  Le¥e!ed gold IAnoria!h)

ife conlmcI: Agnis



seS conlracI: Salia

A  OBJECTIVE: Kill Sqfio

I TARGET: Sufio, moored near the East Empire Company Warehouse

Journey to the East Empire Company Warehouse
and look for the Red Wave, a pirate ship docked on
the main  iety.

(Lockpick  [Novice])  Pick the  lock and  enter the vessel  after  boarding  it.
Sofia  is  in  the  hold at the ship,s  bottom.  She  seems to have  predicted your
arrival  (if you  speak with  her)  and  prepares for a fight,  With  intermittent
fleeing.  Cut her down!

>  Leveled weapon

A  OBJECTIVE:  Report back to  Nazir

Quest Rewards
Wth  the cutthroat defeated, you  may return to  Nazir and  receive the final

payment for your last side contract.

>  Leveled gold (Salia)

Postquest Activities

This concludes  Nazir's business for now,  although once Dark Brotherhood
Quest:  Hail Sithis!  has been completed, you  may receive further work...just
not from  Nazir.

PREREQUISITES: (ommencemem of Dark Brotherhood Quest: With

Friends  Like These...

lNTERSECTING  QUESTS: Dark  Brotherhood Quest: With  Friends Like

These...

LO(ATlONS: Abandoned Shock,  Dark Brotherhood Sanctuary/  Dmgon

Bridge,  Penitus Oculatus Outpost

CHARA(TERS: Alea Ouintus, (ommander Mare,  Fultheim the Fearless,

Vosha

ENEMIES: Arnbiom, Astrid,  Festus Krex,  Gabriella,  Lis,  Nazir, Veeztirti

O  OBJE(TIVES: Report Astrid's death to a guard, Speak with

(ommonder Maro,  Kill everyone in the Sanctuary!/  Report back to

(ommunder Moro

`  3j_8_  ,`

Tr`e  3`;`^+.c= Scrolls  i,I

Lq-Trylit_in

first captures you and  forces you to kill one of the three  hostages
bandoned Shack,  she notes that "someone isn,t leaving  here alive.

That "someone" doesn,t need to be pleading  for their life with a  bag on their
head.  Instead of spilling  innocent blood, you can turn and attack Astrid.  She
lS very strong,  so ensure you get as many attacks in as possible before she
drops from  her perch and  begins attacking you.  When Astrid drops dead,

gurgling  ,,well done,, as she falls,  search  her for the items listed  here.  Before
you  leave, you  have the option to untie the three prisoners.

>  Abandoned Shqtk Key             >  Blade of Woe

A  OBJECTIVE: Report Astrid's death to a guard

I TARGET: Amy Guard

¬sL!:STSc  THE  DARK  BROTHERHOOD  QUESTS



Slop out of the Abandoned Shack, situate yourself
after your kidnap' and then decide where fo journey
to find a guard.  One easy example is to head to
Solitucle clnd  speak to any guard there.  Or,  if you
don,I want to travel,  simply go to Dragon  Bridge.
Inform a guard  that you  killed the leader of the
Dark Brotherhood,  and they are stunned.  You're told
Commander Maro immediately.

to report this action to

O  OBJE(TIVE: Speak with Commander Moro

I TARGET: (ommund Moro, inside the Penitus Oculolus Outpost, in

Dragon  Bridge

Journey to the  Imperial settlement of Dragon  Bridge and find the straw-roofed
dwelling with  Imperial  banners out front,  used as a  Penitus Oculatus Outpost.
Once inside,  speak to Commander Maro, who  is ecstatic at this turn of events
and  realizes  it,s time to strike against the Dark Brotherhood.  He wants you to

pay them a visit.  Use the passphrase ''Silence,  my brother,'' and  murder every
assassin  in that hole!  Return  to Maro afterward and expect considerable
compensation.

Arnbiorn  is in  his chamber,  prior to entering the grotto.  He carries an

enchanted warhammer and attacks with the ferocity of a wolf man.

Veezara is in the main grotto area and wields two weapons with amazing
dexterity.  He is a force to be reckoned with and should be approached
with caution.

Gabriella  (and  Lis the spider)  are in the laboratory area.  Both are

formidable foes.  At this point,  you can  backtrack to the previously

explored areas for a breather,  if necessary.

Nazir carries a  scimitar and  ism,I afraid to stick  it between  your ribs.  He,s

haled up in the dining  room chamber, which can  be difficult to maneuver

through.

Festus  is the final  member of the  Dark Brotherhood  to fall to your  might.  He

guards the Chapel and has several  nasty spells he doesn't mind casting
OnyOu.

Eventually, when the last assassin  falls or between combat altercations,

you  may search the dead  Brotherhood and  ransack their hideout for more
Shrouded outfits, weapons,  and other common  items.

>   P®Fi®ms  (vaFi®usS)

>  En¬hernled and Leveled Weapons

>   Leveled AFm®r camd Ot!Ifiis
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ln addmon to the Dark Brotherhood Conhact Quests, the following  jobs or

quests occur throughout (and  between)  the critical Dark Bralherhood Quests
and offer you a variety of objectives to accomplish.  Some are accessible
earlier than others.  For a complete list of how each additional  quest is
unlockecl,  consult the Introduction to the Dark Brotherhood Quests at the stc]rt
of this chapter.

Have you slighted  a  member of the Dark Brotherhood Family? They aren't concerned with you stealing
anything  from the Sanctuclry,  but they draw the  line at violence.  This objective triggers  if you  strike

(accidentally or otherwise)  any Family member once ancl then  sheath your weapon. This is  important;
continue to brandish your weapon,  clnd the whole  Family turns hostile!  After you calm down, you are
instructed to speak with  Nazir and  pay the fine  imposed for your behavior.  Return with 500 gold pieces,
and you  may continue working with the Dark Brotherhood.

PREREQUISITES: (omplete Dtirk  Brotherhood Quest:  Breqching

Security (with bonus)

lNTERSECTING QUESTS: Dark  Brotherhood Quest:  Breathing

Security,  Dark Brotherhood Quest: The (ure for Madness

LOCATIONS: Dark Brotherhood Sanctuary/  Deepwood Redoubt,

Deepwood Vale/  Hag/s End, Whiterun/  Olovo the  Feeble/s House

{HARACTERS:  Dark  Brotherhood Assassin,  Gqbriella/  Olava the  Feeble

ENEMIES:  Forsworn,  Frostbite Spider,  Hagrqven, Wit(h

A   OBJECTIVES:  Rec'eive a  reading from  Olovq the Feeble/  Locate the

assassin of old

A  OBJECTIVE: Re(eive a reading from Olava the Feeble

I TARGET: OIavo the Feeble,s House/ in Whiterun

A  OBJECTIVE:  Locale the assassin of old

I TARGET: Dark Brotherhood Assassin (dead), behind rock panel inside

ife Dqnge"I Deepwood
Trek to the mountains west of Dragon  Bridge,  using  any path to the no
Hag,s  End.  The path  disappears,  forcing you to  hike to the
is flanked  by a few large Snow-Copped  Stones.  Head  up the sta'lrs ancl find
the illuminated  iron  door in the southeast overhang dug  into the  mountains.

a your left and an  altar to your right.  Forsworn  instantly
ron door leads to Deepwood  Redoubt,s interior.

winging axes, which you can switch off using the lever at the
ruined embalming  room.  There  is an  iron door here and three

e  iron  doc)r  is  locked  (Expert);  unlock  it using your Lockpick

y you find  on the corpse of the Forsworn you  must fight in the



H[ffS         F®F  Sus¬he  ifeuaee  Tresii3/  try  SO  as¥®ial  fleem  Or?ry?a  trigger  f!1em

iey  ¬®fflxing  esn  ememy  ®mS®  #!1em/  di.ceggimg  es  h©dy  ®mf®  ithem/

®gr  8usmm®mimg  ffi  ¬geentusre  ®mfr®?here.   im  tthiS  e%esmP!e/  tine  Fogrsworm  im  the

bedigr®®rm  i3  sem  e%e©i!effi?  Victim  4©  !asgrs  ©mt®  Bbee  grusffies_

>  Deepwood Redoubt Key

Once through the door,  check the floor for a trigger plate to avoid

getting  hit by a wall trap/  open  the iron  door,  and cross the bridge you  saw
earlier.  Head  northeast.  Move up the stairs to a  larger iron door.  This  brings

you  into Deepwood Vclle.

This  hidden vale  is a  large,  multileveled  entrance to  Hag's  End.  You'lI

probably face around ten  Forsworn on  the various balconies,  turrets,  and
upper ledges as you  progress.  You  may systematically check ever)^^/here
while fighting through these foes,  race for the entrance to  Hag,s End,  or take
a  more long-range approach,  sneaking along  the sides and firing your bow
from  range.  There are wooden  steps below a  slightly sunken arch,.  use those,
climb  up the arch  span  instead,  or use the  stone steps  farther south.  Deal with
the Forsworn  boss on  the upper level,  then continue up and  locate the  iron
door leading  into Hag,s  End.

EIffiS          A  fF©mitii   ffiSSffiasiF  is  heigifeiy  dierregeFT®eeS;   esmd  ibee   mffiin  e!1gFesFTee   iS  es

aleffiith?rffip.  Y©as'Fe  !ike!y  i®  be  m®bb©d  by  fOaer  Or  five  Fsrsw®Fm/

isuF  iisis  is  urn  ©p#i®n  for?It®ge  with  es  thirst  fog  bi®®di  (fflred  heasith  pe¢i©ras)6

hi©ffiedimg  ffighF;  gri¬kimg  Eifee  leek  Off?hee  !e%¢er  doer  em?he  right?ewer,

erred  S!a©erkimg  i!a  fr©rm  the  Side  ffiii©WS  y©an  t®  Smeesk  (©gr  diesSh)  g®  gh©  StesiFS.

¬©mbffi?  is  sffifer  ®m  this  Side  ®f  tle©  ver!©.

REeeralimg  !eii,   i1®P  exegr®5S?ifee  ¬!iffS  ffigr©asmal  ifee  !eife  t©Wer  esild  emt©r

Fgrsm  fifeis  sialeo  A!tbe®ugha  y®us  mussf  iigket  us¬r®gs  Ehae  wke®!e  ftimp/  thee  wery  fite

eneamiss  ffileSi  y©ar   meesFa§  y3ae/grS  iFT   tess  alesmgjey  ¥haffim  rusneffiiaeg  asp  fhie  mididi©

wi?ke  av  sw®red  «rad  di  aleevthe  wisie.
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Look  right  (southeast)  and climb the  stairs,  watching  out for a  trigger

plate that launches a  battering  ram  from the left.  Disarm the hinge trigger to
open  the chest on the shelf in this area. Tum  right (southwest), and  battle your
way through  two  more witches and the Hagraven  in  the alcove throne room.
Ignore the raised  bridge for the moment,  and check for a  handle on  the wall
behind the throne.  Pull that,  and a section of wall opens,  revealing a hidden
alcove.  This  is where the slain  Dark Brotherhood Assassin  lies.  Take whatever
treasure you wish  from the corpse and nearby chest. The assassin's outfit is of

particular  interest.

>  Am¬iem* Shrouded Armor         >  AntienI SIIrOuded Gloves

>  Anciem3 Shrouded Boots          >   AntienI SIIrOuded He!mel

Assuming you wish  to complete your investigation of Hclg,s End,  use the lever
next to the bridge to lower it.  Cross and fight a witch,  then ascend  more stc]irs
to a  iunclion with a gate  (Master)  leading to a treasure chest and fire trcIP.
Open  this using  the Hag,s End  Key,  located on  the mantel  in the Hagraven,s
bedroom  (in  this  hall)  or on  the  Hagraven  once you  kill  her.

On  your  right  (northeast)  is  a  handle.  Pull  it,  and  three  portcullises open.
Wail for the spear traps to recede before  moving  into a circular chamber with
spilled oil.  Treat the Hagraven and two witches to a  burning  (there's an oil
lamp  in  the dragon  statue,s teeth),  before yanking  the chain  attached to the
statue,  opening another portcullis,  and exiling  up  into a  grand  hall, where the
Nordic voices call you to a Word Wclll!

>   WoFd ©f Power: SIow Time

(onclusion

With a new Shout learned, open the door to Deepwood Vale. You emerge
on a  high  leclge overlooking the exterior area.  Your final  Hagraven  battle
occurs here,. watch  for her "pets"-Skeevers,  Frostbite Spiders,  or even
Trolls-that you  must tackle before you can cut the old crone down.  Inspect
the Hagraven,  as she carries the  Hag's  End  Key'  which can open the gate

you  saw earlier.  AIso check the  sacrificed  witch  on  the altar;  here you'll  find
the impressive Bloodthorn  dagger.  Then  face the waterfall,  drop to the Hag,s
End  entrance, and  retrace your steps back  into the wilds of Skyrim.

Hjgr        Wasi?i  Fr®rm  the  «pper  pl«tferFTS  titeP  H«gis  Enal;  leek  fer  as  !i#le

vti!!ey  fFe!ve  Whi¬ha  tha©  WerteFfaeilS  deS¬e#d.  Empioy  er  Whiriwimtl

Spriffii  §h®us?  fe  reesfh  tleis  vffi!i®y,  ffilal  !eeffie  the  ¬heS? Vfiiit  a  Pair  Of

tsnique !isets.

>  Hag,s End Key            >  Predator,s Grace Boots

>   Bloodlllorn

rJJ:Sis.   THE  DARK BROTHERHOOD OllFSTS



When you return fo the Dawnstar Sancfuary'  ideally after refurbishment,  Nazir has managed to
attract two Dark Brotherhood  Initiates.  You can select either of them to cICCOmPany you On your
adventures;  it woulcl  be an  honor for them  to serve the Listener.  Further Initiates arrive if any are slain
during the course of a  more  hectic exploration.

fr    F®i!®weF:  BErk Br®iherha®d  imiiicaFe

lf you  kept Cicero alive

(even if that meant
ying  lo Astrid),  he
usually gives you a
startling  greeting  outside
Dawnsfar Sanctuary the
first time you  leave the

premises.  After one more
jest,  Cicero says he,s
here fo serve the Night

Mother.  From  this  point on, you,ll  find  him  inside the Sanctuary/  where you
can  ignore or speak to him.  You  may keep  him alive for the hilarity/  or you
may bring  him on an adventure. Whether he  returns from that adventure,  of
course,  depends on what you  equip  him with and  how helpful you are during
a  combat situation.'..

HD>    E®li®w®F:  ¬i¬er©



(anTo(ls

A nervous patron at Candlehearth  Hall  in Windhelm

Awary outlaw atthe  Bee and  Barb  in  Riften

A corrupt agent at the Penitus Oculatus Outpost in  Dragon  Bridge

A scheming  servant at the Keep in Markarth

A desperate gambler at the Barracks  in Windhelm

A blasphemous  priest at the Temple of Kynareth  in Whiterun

A dishonored  skald  at the Bards College in  Solitude

An  indolent farmer at the Vilemyr  Inn  in  lvarstead

An grief-stricken chef at the Wndpeak Inn,  here in  Dawnstar

An  unemployed  laborer at the  Frostfruit Inn  in  Rorikstead

Targets

A visiting  noble at Dragonsreach  in Whiterun

A bia  laborer af Katla,s  Farm

n  itinerant lumberjack  in  Morthal,  at the  logging  camp

A reckless mage  in the Frozen  Hearth  Inn  in Winterhold.

A seasoned  hunter,  just outside  Falkreath

A poor fishwife,  on  the Riften  Docks

A grim  shieldmaiden  walking  the streets of

A traveling  dignitary  in  Solitude

Mclrkarth

A coldhearted gravedigger, who tends fo work
Windhelm

A beautiful  barbarian,  in  lvarsteacl

(on(Iusiofl

Approach your target,
who  is  usually within
the walls ofa city or
other highly populated
location,  and  quickly
dispatch  them.  To deal
with any guards or others
who see you,  use the
same techniques you
did  in  previous  Dark
Brotherhood  missions.

Postquest Activities

Once the target is dead,  this objective automatically starts again.  Return to
the Night Mother and  locate your next contact.

r   34_4~



The Civil War Quests automatically begin the  moment you  meet your ally during the escape from  Helgen.  From this point, you begin to make  important choices
with  ramifications across Skyrim.  You  may choose to side with either the lmpericll  Legion or the Stormcloak Rebellion  and complete quests for your chosen
faction.  Main Quests: The Fallen and Season  Unending are affected  by your actions within the Civil War,. consult those quests for more information.

g;#£ picking a Side
Choosing a  side can  be done quickly or delayed  until the very last moment.  You can
work with the person you escaped  Helgen with-either Hadvar (lmperials) or Ralof

(Stormcloaks).  However,  you  haven,i officially  picked a  side  until you,ve visited  the
stronghold of your chosen  faction and  sworn an oath to the lmperials  (in Solitude)  or
Stormcloaks  (in  Windhelm).

There  is a  last-minute change you can  make after that:  At the very end of Civil War
Quest: The Jagged Crown, you can decide to bring the Crown  itself to the enemy leader.
At this point,  there  is  no turning  back!

"Refereming: Do you wan"a see Imps

tim more obou"he lraps/

afting flreas, and Other importflnt

in every loctilion during these

e location you travel to

nlained in thi



ife¥y Imperial Heqdquqrlers: (ostle Dour, in Solitude
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Solitude  is the capital  of Skyrim  (and  Haafingar  Hold)  and  is the one,  true cosmopolitan  city of Skyrim.  Dominating  the city,s  northern  district is Castle  Dour.
Thick-wailed and  imposing/  it protected  its  inhabitants from  invaders.  As the city grew,  walls were added to surround the other,  newer buildings.  During a
long  period of peace,  a  palace was built for the Jarl.  Castle Dour was converted  into the  Imperial Garrison,  and the Jarl  moved to the Blue Palace  in  the south
ofthecily.

ife» lmporlqnI (hqrqcTers:
Imperial Legion

General Tullius

Tullius  is a  no-nonsense

military man,  impatient
with  politicians and
compromise.  He believes the
best solution  is to crush  the
rebellion  ruthlessly.  Although

historically competent,
his  recent tactics have
inflamed  the tensions after
he allowed the Thalmor to

begin  enforcing the terms of the  hated White-Gold
Concordat.  He is practical and dedicated,  but he
lacks  imagination  and  is  impatient.

Legate Rikke

IaVAaH

A

Rikke  is widely  respected
by the  Skyrim  legions  she
commands and  is strictly
loyal  to Tullius,s orders even
when  she disagrees with
them.  Although from  Nordic
stock,  she  is a true believer
in  the rightness of the
Imperial cause.  She  is  both
loyal  and  disciplined.

A loyal,  brave, and
enthusiastic  Imperial  soldier
who befriends you during
the escape from  Helgen.
He  is related to Alvor the
Blacksmith,  in  Riverwood.

ife> Avqilqble Quests
There are a  total  of  1 2  different Critical  Path  Quests available during  the Civil  \^/ar  if you  side with  the
lmperials.  One of these  is  an  Overview Quest-the  Reunification  of Skyrim.  All  but the first quest have
one or more prerequisites,  as shown  in the following  fable:

Civil  War Quest:  Joining the  Legion

=i ::

;:

v;:

War Quest:  The Jogged  Crown

War Quest: Message t

War Quest:  Defense of Whiterun

War Quest:  Reunificotion of Skyrimt

War  Quest:  A  False  Front

BoHle for Fort  Dunsfad

War Quest:  Compelling Tribute

War Quest: The  Bottle for Fort Greenwoll

War Quest:  Rescue from  Fort  Kostov

War Quest: The Bottle for i

War Quest:  Bottle for Windhelm

None

Complete  (ivil  War Quest:  Joining  the  Legion

Complete  Civil War Quest: The Jogged  Crown

(omplete Civil War Quest: Message to Whiterun

Complete Civil War Quest  Message to Whiterun

Complete  Civil  War Quest  Defense  of Whiterun

(omplete Civil War Quest A False Front

(omplete evil War Quest: The  Bottle for Fort Dunstod

Complete Civil War Quest:  Compelling Tribute

(omplete  Civil  War Quest:  The  Bottle for Fort Greenwoll

Complete Civil War Quest  Rescue from  Fort Kostov

(omplete  (ivil  War Quest:  The  Bqwle for  Fort Amol

eunification of Skyrim is on  Overview Quest that continues until

Quest:  Battle for Windhelm.

frfEisie__i_i_-_i_TT_

I...:¥

The  ei'_cl¬_-Sc=^J|=  1

r|  I/  \ /  n  1  h JI



REgiv slomcloak suncluary: palace of the Kings, in Windhelm

Windhelm  sits on the  northern  bank of the White  River clnd  is an  imposing  sight.  The  Palace of the  Kings  (also known  historically as the  Palace of Ysgramor)
is an ancient stone fortress and the city,s main  keep. These days,  the palace serves as the headquarters of the Stormcloaks,  under the leadership of Jarl  Ulfric
Stormcloak,  who sits upon the ancient Throne of Ysgrclmor. And so the Palace of the  Kings  is,  as such,  the center of the pro-Nord war effort in  the Civil War.

ife lmporlqnl (hqrqclers:
SIormcloqk Rebellion

Jorl  Ulfric Stormcloqk

ulfric  fought  in  the  Imperial

Legions during  the Great
War agains"he Aldmeri
Dominion.  Disillusioned  over

the Markarth  incident,  he
founded the Stormcloaks
as an  underground

group centered around
now-proscribed worship of
Talos.  After  killing  the  High

King  of Skyrim  in  the throne  room of Solitude after
declaring  him a  lackey of the Empire,  he was
arrested  in surprisingly swift time,  possibly aided
by Thalmor agents.  Only recently has he escaped
the chopping  block at Helgen.  He is fiery and
impetuous and a born leader,  but he lacks the
cool head of a strategist.

ire Avqilqble Quests
There  are a  total  of  12  different Critical  Path  Quests available during  the Civil  War  if you  side with  the
Stormcloaks,  One of these  is an Overview Quest-the Liberation of Skyrim.  All  but the first quest have
one or more prerequisites,  as shown  in  the following  table:



REife Reconnaissance: Preliminary Planning
Halt!  Before beginning a Civil War Quest that involves attacking a fortification, you  may wish to employ
some smart reconnaissance, visiting the any fort you'll  be assaulting  later in the avil War and  inspecting
the exterior battlements,  learning where the stairs and  upper crenellations are.  However,  remember the
following advice and caveats:

§,  once you,ve accepted the quest that sends you  to a  Hold,  a  reconnaissance  is too late,. enemy
soldiers attack if you approach the fort.  However,  if you arrive before you  receive the particular

quest to assault the fort, you can walk around. The soldiers will call you  out as a  trespasser,  but
they probably won,t attack you on sight.  For best results,  sneak.

;?  you can visit any or all of the forts  before the civil war starts. This will give you a chance to  inspect

them and collect some loot from the enemies  (usually warlocks or bandits) who occupy them  before

the  soldiers  move  in.

i?/i   Finally/  the  "real"  attack on  the fortification  doesn,t start until  the specific quest is  running.  lf you

arrived  here earlier and tried to take out the garrison  all  by yourself,  the enemy will  be  back up to
full strength when the  proper attack begins.

gas AIlacking Forts: A Fighting Chance
Whenever you,re outside a  Fortified  structure,  attempting to get in,  raze
the place,  and cut down the enemy guards inside, there are a few general
strategies you  should employ:

v^  your main goal  is to lead and support your soldiers.  While you can
attack from another entrance, you  risk getting  overwhelmed. You,re

likely better off if you  stay with your men  unless you,re trying to achieve

some tactical goal-

?,   Don,I head  into an  interior part of the structure.  Stay with your allies
and give yourself room to maneuver.

t)  There,s usually more than  one entrance.  Check the exterior walls for

gaps,  fallen  sections you can  leap over,  or other debris for infiltration

Purposes.

§  Move carefully and deliberately.  lf you get out too far ahead of your
troops,  the enemy may surround you_

()  you have two basic choices: you can  move through lhe fortand fi
soldiers as you go,  or find and secure one position and  let the en
come to you.

()  Most entrances to strongholds are bolstered by barricades.  Destroy
these with  magic or melee weapons if you want your allies fo star
the area.

TE      Asalwuys,

section for each

§   Need a rest? Then  back away and administer magic or potions before
returning  into the fray.

/)  Gain  height.  ll is always advantageous to gain the  highest ground,

whether  it is a  turret or battlements section.

§  use any vyalls as cover, and attack foes grouped together with areaof-
effect weapons.  However,  these sclme area-Of-effect Weapons Can
damage your own  forces.  Be very aware of who you're fighting!

(;)   slormcloaks are clad  in dark blue.  Those folks  in  red?  lmperials! Make

sure you  know which side you're on!

§  you can fight with  long-range arrows or magic, or rush  in with a melee
or a combination of both. As  long as you're killing foes, you aren't

penalized for the way you,re dispetehing them.

§   (Melee) Keep an eye out for archers on the walls.  lf you see one
men fighting the enemy, help them-the enemy can't block
attcICkS  at Once.

Ranged)  Find a goocl sniping spot,  somewhere you can

your damage and have good sight lines.  Ideally,  shadow some of you
soldiers so if your position  is attacked,  they can deal with the enemy
while you  bcICk away QnCI continue  fo strike from  range.

Your mission  is complete when the enemy garrison  is all  but wiped out.  A few
stragglers may remain,  but these are optional  kills.

-ife:::--itutREfiferif?:i:..:iifi:
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PREREQUISITES: None

lNTERSECTING QUESTS: None

LOCATIONS: Fort Hmggslod,  Fort Hrqggstad  Prison,  Helgen (Location),

Solitude, (astle Dour

CHARACTERS: Beiramd,  General Tullius,  Hadvar,  Legate  Rikke

ENEMIES: Bundil,  Bandit (Lief

A  OBJECTIVES: Miscellaneous: Join the Imperial  Legion,  (leaf out Fort

Hmggstad,  Report to Legflte Rikke, Take the oath/  Miscellaneous: Gel

Imperial gear from  Beirand

negiv Before lhe Undying Loyally' Un"vering
Obedience

After escaping from  underneath the battlements of the burning  town of
Helgen,  and watching the dragon  responsible for disrupting your execution,
speak with  Hadvar.  He says he's headed to Riverwood and asks if you want
to accompany him.  As you  progress down the hillside,  he recommends you

go to Solitude and  join the Imperial  Legion.

a  MISCELLANEOUS OBJE(TIVE: Join the Imperial Legion

I TARGET: Castle Dour, in Solitude

Hip       3idi  you  miss  HGdVtir'S inViiGti©m? Then  greet «aey  !mperiGI

Soldier  (dad  iit  red tus»i¬S)  ¢r Visit tiny  imP©ri3l  (exrmP in  Skyrim/

and  you/!!  almost  «iwGyS  FT¢CeiVe  eire  Offer  iC  ieift  uP.

:i-i--=:-----= i- _i-=-`-I:--- :-  `:¥i=
after he murdered the previous Jarl,  Highin  the  esccIPe Of Ulfric

King Torygg.  You  may watch the execution or continue up to Castle Dour,
within Solitude,s walls.  Hecld west into the strategy planning room,  where
Genercll Tullius and  his Legate Rikke are talking about the war effort.  Rikke,s
scouts are telling her the Stormcloaks are conscriptiflg  more men than the
lmperials had  hoped'  and Rifren,  Dawnstar, and Winterhold are all showing
support for the rebellion.

Tullius grows tired ofJarl  BcllgruuF of Whiterun.  The  leclder of this  key
strategic Hold City refuses fo garrison  Imperial troops there,  and  he refuses to
acknowledge Ulfric,s claim. After more planning/ Tullius asks you why you,re
here.  Answer how you wish, although you gain Tullius,s trust faster if you
mention you helpecl Hadvar escape.  He hands you ov
is also impressed you escaped Helgen alive.  Rikke h

a Legate Rikke, who
Cod feeling about

SIEGES:  A TACTICAL OVERVIEW

you and has a test for you to complete so you can prove you're worthy of
joining the Legion. You,re to clear out Fort Hraggstad.  Survive,  and you  pass
this test. This quest officially begins  now.

a  OBJECTIVE: (leor out Fort Hroggstad

I TARGET: All bandits, in Fort Hroggslod

ife Testing Metal and Mellle
ln the Haafingar Hold,
on the mountains
overlooking the Sea
of Ghosts northeast
of Solitude,  is the fort
Legate Rikke wishes to
use as a  garrison.  It is
currently a  bandit lair,.
expect around eight
of them patrolling the

exterior battlements. You can fight them either from  range or with  melee
strikes.  Watch for (and  kill) the bowmen cltoP the Central tower and along
the crenellations.  Then enter Fort Hraggstad,  striking down two bandits and
their chief.  Back out and enter the prison, where you can slay the final three
bandits.  Pick any items you wish once the massacre is over.

A  OBJECTIVE: Repor"a Legole Rikke

a  OBJE(TIVE: Take the oolh

Quest Comlusion
Journey
back wl uCastle Dour in Solitude,  and  Legate Rikke welcomes youspeak with her.  She sends a garrison to fortify Hraggsfad and
tells you  it is time for you  to officially join  the  legion.  Turn  to General Tul!ius
and agree fa recite this oath:
"Upon my honor I do swear undying loyalty fo the Emperor, and unwavering

obedience to the officers of his great Empire.

May those above judge me, and those below fake me,  if I fail in my duty.

Long  live the Emperor!  Long  live the  EmpireI"

A  MIS{[LLANEOUS OBJECTIVE: Gel Imperial gear from Beirond

hostquesl Activities

You are now ,,Auxiliary,, status within the ranks of the
lmperials.  You  may now visit Beirand over by Solitude
Forge.  He outfits you with  proper Imperial warrior attire
see the equipment listed below).  Remember you can

choose light,  medium, or heavy, depending on how
maneuverable you want to be clnd on your play style-
egate Rikke also has your next assignment:  Civil War

Quest: The Jagged Crown.

>  imperi¢iArmor          >  lmperiaIBracers        >  lmperinIShieM

>  Imperial Boots           >  Imperial Helmet

j6lnilyN6Tiii,,['E6i6~fi
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PREREQUISITES: (omplete (ivil War Quest: Joining the Legion

INTERSECTING QUESTS: (iviI War Ouesl: Joining the  Legion,  (ivil

War Quest: Message to Whiterun

LO(ATIONS:  KoMmiund,  Korvqmiund (rypl/  Korvaniund  Halls,

Korvoniund Temple, Solitude,  (oslle Dour

(HARA(TERS: General Tullius,  Hadvor,  Imperial Soldier,  Legate Rikke

ENEMIES:  Draugr, Stormclook Soldier

a  OBJE(TIVES: Talk to Legate Rikke/ Meet Legate Rikke outside

Korvaniund,  Retrieve the Jogged (rown,  Deliver the crown to GenemI

Tullius

ife what Real Soldiers Look Like

a  OBJE(TIVE: Talk to Legate Rikke

Speak with  Legate  Rikke  in Castle  Dour.  She tells you  that Ulfric's  right-hand
man,  Galmar Stone-Fist,  has located the final  resting  place of the Jagged
Crown.  You,re going to claim  it before the Stormcloaks do.  Rikke is
already assembling  her men  outside of Korvaniund.  You  should  loin  them
immediately.  Ask her for more information on the Jagged Crown and the
tomb of Korvaniund  before you leave.

ffi'iREse         Visif  5eirevneal  f©!.  your  ccmp!emesetcry  ineperiGi  evFm®r  (y®U

dell/t  mSedi  fe We«r  it;  Se Sei!  i? if you  denff W@nmj.

a  OBJE(TIVE: Meet Legate Rikke outside Korvuniund

Northeast of Whiterun,  in the lower foothills where the ground first turns
from  tundra to snow,  is a depression  in the ground-the remains of a  large
cclirn  Cmd  the entrance tO these ancient Nordic temple  ruins and Jarl,s tomb.
Of course, you can  barge toward the entrance on your own,  but a more
measured  (and  recommended)  plan  is to  meet Legate Rikke and  her quartet
of men on the slopes outside the entrance.  The troops include HcldVar,  the
man you  met at Helgen.  She curses the damned  rebels, who got here first,
and asks you to move out. This occurs once you confirm you,re ready.  As you
walk up the  hill,  Legate  Rikke finishes  her stirring  speech.  These foes may be
known to you,  but their allegiance means they are enemies  now.  Charge!

If you,re using  melee weapons,  it is recommended that you  lead the
charge,  sprinting down the steps and up the other side to engage the
bowmen, while the rest of your troops fight in the lower ground.

lf you,re using  bows or projectile spells,  stay on the edge of the
depression and  rain  missile attacks down  upon the enemy.

As th`ere are only around four Stormcloaks guarding this entrance,
combat is swift and  straightforward.  Meet Legate  Rikke atop the steps  by the
interior entrance.  She  issues another warning  before heading  into Korvaniund
Temple_  Follow her at once.

35.      A eiF3:¥ivi

a  OBJE(TIVE: Retrieve the Jagged (Town

I TARGET: Bone (Town, on Drougr Leader, in Korvqniund (rypl

ife (qrnqge in The (rypT
Rush  into  the  crypt

entrance chamber,  which
is wide and contains a
small  contingent of foes.
Slc]ughter them  quickly,
after which  Legate
Rikke posts two of her
detachment to guard this
entrance.  Head down the
steps to the north,  before

turning  right (east) and slaying  a  trio of Stormcloaks prowling the ledge
surrounding  this sunken  hall.  It is  usually best to  head  in  first to avoid  pushing

past friends to reach the foes. After the battle, you can reconvene near
Legate  Rikke at the northern side of the lower hall  near the  massive cave-in
that dominates the middle of this chamber.  Rikke looks down the tunnel steps
ahead and guesses there,s a group of foes waiting for you on the other side.
She,s hoping you can find a different way in.  You con:

Ignore the warning and  plow straight down the stairs and  into a fight with

around four lo six Stormcloaks in  the bridge chamber beyond.

Or,  head around the hallway,s upper ledge, to an entrance directly above
where Rikke is wamng.  This brings you  into the same bridge chamber,  but

on the upper bridge.  lt is easier to sneak,  fire long-range attacks,  or race

along the bridge and around the upper balcony area, tackling foes one
atatime.

Your comrades attack the enemies from the lower level,  so taking down
the enemy from two directions is safer and  splits the enemy,s targets. When
the bridge chamber is dripping  Stormcloak blood,  check the main stepped
area for treasure  (near the open chest),  and  then find the upper exit passage
to the west.  Legate  Rikke and  her remaining  soldiers are clustered around
the corpse of a  Draugr.  lt is the first time they,ve seen  such a corpse.  Rikke
bolsters their courage,  and  the infiltration  continues,  down  to the iron door
leclcling  into  the  Korvaniund  Halls.

Enter the first chamber,
climbing  to the  balcony
and  slaughtering two
foes  before venturing
north along an  upper

passage that leads to
steps leading down.
Along the wcly is a side
tunnel  with  a  swinging
blade trap;  this  leads to

some treasure and  a  lever that stops the axes.  Venture into the Nordic  Hall
of Stories,  with or without the Legate. At the hall,s far end  is a  Nordic  Puzzle
Door and  two dead soldiers.  Take the Ebony Claw they were carrying.  This
holds the key to opening this puzzle.

I i::=\_L¬.,  CIVIL WAR QUESTS:  lMPERIAL



>  Ebony ¬lqw

Puzzle Solwion: The door consists of three "rings,)  that rotate when you
activate them.  Each  has three animals  plated  info the structure.  You  unlock
the central  keyhole with the  Ebony Claw. This puzzle is inaccessible without
it. The puzzle solution  is on the palm of the  Ebony Claw,.  rotate it in your
inventory to see the three circular petroglyph carvings on the Clc]w,s  palm.
Move the rings so the Wolf, Moth, and Dragon appear on the outer, middle,
c]nd  inner rings,  respectively.  Then  insert the Ebony Claw into the  keyhole.

Venture through the rumbling  door and through connecting corridors into
the guardian  hall chamber.  To the west is a  portcullis  preventing you from
reaching  the exit door.  Simply head to the chamber,s  northwest corner,  into
the passage thatwinds up/  past an  Iron  Dagger on  a  plinth.  Cross a  stone
bridge to a  balcony with a chest.  Of more importance  is the  handle on  the
northwest corner of this balcony/  overlooking the chamber below.  Pull  the
handle to raise the  portcullis,  and then drop down to aid the Legate as four or
five Draugr clamber out of their tombs to stop you.  Now enter the crypt.

few more winding passages, you find
chamber+he ceremonial crypt a
Draugr sitting on the throne  in  I
climb out of th
between the I

ng-dead Jarl. Approach the slumped
die of the chamber. two guclrdianS

hrone,  prompting a vicious battle

When the combat ends,  pry the crown off the Draugr that sat on the
throne.  With the Bone Crown  in your inventory, you can  retum to General
Tullius.  Before you leave,  continue past the throne,  heading  south to a Word
Wclll, and absorb another Worcl of Power!  Then  climb the steps to the
east,  back into the temple.  Remove the door bar,  and exit Korvaniund  by
this quicker route.  Leave the Legate to finish  her search,  and  head  back to
Solitude.

>  Bone Crown         >  Word of Power: SIowTime

A  OBJE(TIVE:  Deliver the crown to General Tullius

I  TARGET: General Tullius,  inside (qslle Dour,  in Solitude

Quest (onclusion
Enter Castle Dour and  locate General Tullius,  who  is weighing  his options
regarding cI  possible attack On Winterhold.  Inform  him that you  have the
Jclgged Crown. You can ask him about the war as well. The General  then
wonders  if there,s someone he ccln  trust tO deliver a  message Of great import
to Jarl  Balgruuf oF Whiterun.

Postquest Activities
This  prompts the  immediate start of Civil War Quest:  Message to Whiterun.

PREREQUISITES: (omplete (ivil War Quest: The Jogged (rowm

INTERSE(TING QUESTS: (ivil War Quest: The Jagged (Town, Maim

Ouesl:  bleak  Falls Borrow, Main Quest:  Dragon  Rising/  (ivil War

Quest:  Defense of Whilerun

LO(ATIONS: Solitude, (astle Dour, Whiterun,  Dmgonsreqch, Windhelm/

Palace of the Kimgs

{HARACTERS: Gene"l Tullius,  Hrongar,  Imperial Soldier,  lrileth,

Jorl  Bqlgruuf the Greoler/  Legate Ouentin  Cipius,  Lydio,  Proventus

Avenicci, Jorl  UIfric Stormclook,  Galmor Stone-Fist

ENEMIES: None

a  OBJE(TIVES: Deliver message to the Jarl of Whilerun, Assist Jorl

Balgruuf with the dragon threat, Wail tor the Jorl,s response,  Deliver

axe to Jorl  Ulfric,  Return lo Whiterun and wom the Jqrl,  Report to

Legate Ouentin Cipius

se» Dilemma ql Whilerun
Immediately after congratulating you on  locating the Bone Crown, General
Tullius explains that reports  indicate  Ulfric  Stormcloak  has  raised  enough
men  to attack the city of Whiterun.  However,  the  headstrong Jarl  is refusing
Imperial  support.  Tullius hands you a  missive,  with  information  that ought to
convince the Jarl to receive  Imperial  help.  He requests that you don,I read the
missive but hand  it over to theJarl as soon as possible.

>  Imperial Do{umenls

A  OBJECTIVE: Deliver message to the Jtirl of Whilerun

I TARGET: JarI  Bolgruuf of Whiterun, in Dragonsrea(h

your way past the Whiterun  Stables and then  up the long,  slow climb,
over the drawbridge, and to the main Whiterun gate. As you approach, a

guard stops you; the city is closed,  with the  news of the dragons spreading
faster than you can travel.  You can:

rd that Riverwood  ccllls for the Jarl's aid.  This  is the optimcll

available only if Main Quest:  Before the Storm  is active.

(Persuade) Or you can tell the guard you have news from Helgen about
the dragon attack.

(Bribe) Or bribe the guard with a  proportion of your collected gold.

(Intimidate)  Or order the guard to stand aside.

Once you,re inside the walls of Whiterun,  head  north, fo the top of the
hill on which  the city sits,  past the Gildergreen tree and the Shrine to Tales.
aimb the stone steps to discover Dragonsreach,  home of the Jclrl. Walk
toward the huge central fire on either side of the banqueting  fables.  lrileth,
Jarl Balgruuf/s  Housecarl,  meets you.  Explain that you  have a  message from
General Tullius,  and  she  immediately lets you  past.  You can converse with  her
at length  if you wish,  or offer other responses with the Main  Quest active,  but
mentioning the General,s name allows you to progress more quickly.

THE JAGGED CROWN  ,.,, MESSAGE TO WHITERUN
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Approach the Jarl and inform him that you have a message from General
Tullius.  His responses are dictated  by the current situation  regarding  the
dragons returning to Skyrim and  how far through the Main Quest you  have

progressed.

At this point, you  must have completed  both Main Quest:  BIeak Falls
Carrow and Main  Quest:  Dragon  Rising/ then  returned to the Jarl,  heard the
call of the Greybeards,  and  received your Housecarl,  Lydia.

lf you  have not completed these two quests, you  must do so.  Refer to the
Main  Quest for all  relevant information.

You can deliver the Imperial  Documents  before beginning Main Quest:
BIeak Falls  Barrow.  The Jarl pockets the documents and  ponders them while

you finish your Main Quests.

O  OBJI{TIVE: Assist Jqrl Bqlgruuf with the dmgon threat

Once the joviality over the dragon,s defeat at the Western Watchtower
has subsided, approach the Jarl and ask him about the message from the
General.  He asks for his steward,  Proventus Avenicci,  and  his Housecarl,
lrileth,  to comment on these matters.

O  OBJECTIVE: Wait for the Jarl/s response

Avenicci  recommends a waitLand-See approach to the Perceived threat Of
Ulfric.  lrileth  believes  it is time to act,  while theJarl wishes to challenge  Ulfri
to face him as a  man and declare his  intentions.  Avenicci favors a garriso
of lmperials,  while  lrileth  deems this to  be cowardly. You  can  interrupt this
backTand-forth Or let the Jarl  conclude.  The  results are the same:  The Jarl  ha
a  messclge for you tO deliver tO the Jarl of Windhelm,  Ulfric Stormclcok.  He

gives you an axe.  UIfric will get the symbology,  although you can ask theJarl
for  more  information.

>  Btilgruuf/s War Axe

a  OBJECTIVE:  Deliver axe to Jarl  Ulfric

I TARGET:  Ulfric Storm(look,  Palace of the  Kings, in Windhelm

EEH

Trc  ¬.±e_-Ssr,=i+  ''

¬-irv_FTin

Journey east to the
magnificent stone
city of Wndhelm,
the stronghold for the
Stormcloaks.  Enter the
massive city gates and
head  north to the Palace
of the  Kings.  PcISS the

huge banquet table and
find  Ulfric  Stormcloak.

He  is  usually silting  on  his throne or strategizing  in  his war room  (to the west)
with  his trusted  brethren  Galmar Stone-Fist.  Tell  Ulfric you  bring  a  message
from the Jarl of Whiterun.  You  have many other conversations you can
attempt with  Ulfric that bring you  up to speed with the Stormcloaks'  plans and
wishes for the CMI War.  But more  important is  Ulfric,s  response.  He deems

you brave to carry such a  message and says it is a pity you,ve chosen the
wrong side.  You are to return to theJarl of Whiterun c]nd tell  him to prepare
to entertain...visitors.

A  OBJE(TIVE: Retum to Whiterun and wom the Jarl
i¬;#:-.,  -

Atop the steps behind
the Jarl,s throne is a

ce of war

Cipius,  has  received
information  from a
soldier that the enemy
has catapults and  intends
to arm them with fire and
take the city with the walls intact.  As you  approach theJarI,  he suspected
Ulfric,s response and sent word to General Tullius, who lent a detachment
of troops and  Legate Cipius.  TheJarl  turns you over to the Legion for your
next orders.

a  OBJECTIVE: Repor"o Legate Ouenlin (ipius

Quest Conclusion
Speak with  Legate Cipius. The forces of both  lmperials and  Stormcloaks are

gathering Qt the gates.  You are to move there and hold this cily!

Postquest Aclivilies
This  prompts the  immediate commencement of Civil War Quest:  Defense of
Whiterun.

¬JuESTS   CIVIL WAR  QUESTS:  IMPERIAL



PREREQUISITES: (omplete (ivil

War Quest: Message to Whiterun ©   MINOR SPOILERS

IN"RSE(TING QUESTS: (ivil War Quest: Message to Whiterun, (ivil

War Quest:  Reunificolion of Skyrim

LO(ATIONS: Whiterun,  Drogonsreoch

(HARA(TERS: General Tullius /  Imperial Soldier/ Jorl  Bolgruuf the

Greater, Jorl  Hrongur/  Legate Ouenlin  Cipius /  Legate  Rikke, Whiterun

Guard

ENEMIES: Stormloak Soldier

O  OBJE(TIVES: Meet with  Legate Rikke/  Defend the barricades/

Destroy oHackers,  Defend the drawbridge,  Defend the Main Gate/

Repor"a the Jorl of Whiterun

ife orange skies and BloodIRed War

a  OBJE(TIVE: Meet with  Legate Rikke

I  TARGET: Legate Rikke, main entmnce gate of Whilerum

Legate Quentin Cipius tells you  to get down to Whiterun's main  gate and
repel those filthy Stormcloak attackers!  Your rendezvous  is with  Legate  Rikke,
whom you  should  seek out immediately.  You find  her watching  over the  main

gclte to the city, giving a stirring  speech to the assembled troops on the path
below.  She  tells you  this  is an  important day for the  Empire clnd for all  Of
Skyrim.  You  now have one important task:  the defense of Whiterun!

a  OBJE(TIVE: Defend the bqrricqdes

a  OBJE(TIVE: Destroy qttockers

ife Defensive Slralagems: Defend and Deslroy!
You are now engaged  in an all-out siege of Whiterun.  This  battle  is lengthy
and confusing/  and you can easily become a casualty rather than a
champion  of this war.  However,  the following  tactics  should  help  minimize

your risks as you  become embroiled  in this  skirmish.

Ally: Imperial Soldier          Ally: Whiferun Guard         Enemy: Sformcloak
Soldier

TRf,tiNiN6                        THE  !ind¥ENTORtf

Know Your Enemy: ln the  midst of battle,  it sometimes becomes confusing wh

you  should  be fighting. There are three distinctive forces fighting  for control
Whiterun. You are sided with the lmperials, who are clad  in  armor with  red
tunics and carry mainly swords. Also present are Whiterun Guards, who are
allies, wear orange tunics,  and carry the sign of the horse on  their shields.
The enemy are clad  in  dark blue and are more prone to use axes.

The Defensive Areor This battle takes place between the outer gate  (atop
which  Legate  Rikke was standing)/  the middle drawbridge  (which cannot be
raised), and the  inner gate  (the last line of defense).  Focus your attacks on
and  around the cobblestone path  running from the outer gate and around to
the drawbridge. There is no need  lo retreat farther into the fortifications than
this.

Falling Back: Even with the most proficient defense of the outer gate,  expect
the fierce enemies to  break through the wooden  barricades and start pouring
into the cobblestone area.  Hold your ground  here.  FIeeing around  the bend
to the drawbridge meclnS you Can,I See the enemies coming and thwart them,
leaving your brethren to do all the  proper fighting.  You,re Dragonborn,  not
Skeeverborn,  right?

fin "rI OWOy.

Te

Whether you/re lust waf(bin

running for the  hills) when the  bu

I victorious.  However,  don/i

or your cowardite!

expo(I tiny

is over, the

barricade at the outer gate.  Achieve this by employing one or more of the
following  melee or ranged techniques:

Melee: Stand at the barricade,  leaping over it to engage the enemy and
leaping  back again_

Melee: Standing  in cover to the left (east)  between the outer wall and  rocks

ancl ambushing  foes who reach the  barricade.

Melee: Standing atop the wall and dropping down to engage the enemy
who roam the area  just in  front of the barricade'

Ranged:  Firing down from  the left (east) corner atop the outer wall

gap.

Ranged: Firing down from the gap  in the middle of the outer wall.

Ranged:  Firing down from the right (west)  wooden guard tower.

Ranged: Firing from ground  level,  behind  the barricades.

Ranged: Firing from cover at the edge of Pelagia  Farm to the south,

offers a good view of the main  path.

a  OBJE(TIVE: Defend the drawbridge

O  OBJECTIVE: Defend the min gate

I  TARGET: Occurs if you foil to defend the burricodes

MESSAGE TO WHITERUN.   DEFENSE  OF  WHITERUN
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Lost Line of Defense: When  and  if the enemy breaks through, you  must fall
back to the cobblestone  path with  the stream  running across  it,  prior to the
winding corner and.drawbridge.  The enemy now appears at the outer gate,
both  on  and  under it.  Try the following  attacks:

Melee: Strike the foes as they pass through  the outer gate,  standing to

either side of the gate,  on ground  level.

Melee: Stand at the bridge over the stream,. the foes are funneled  into this

area  as they race  up the path.

Ranged: From the outer gate,  above the foes as they run  below,  on any

part of the gate or west wooden guard tower.

Ranged: Retreat to and fire from the  northwestern guard tower,. this offers

excellent views of the  path.

Ranged:  From  the  rocky path above and  north of the cobblestones,

allowing you  to  hit foes across the entire defensive area.

Ranged: From the wooden and stone walkway above the stream.

Ranged: From the upper parapets directly above the wooden and stone
walkway,  near the drawbridge.
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Continue the  battle  until  the  main  threat of Stormcloaks  hcIS abated.  There
may be a  few remaining  enemies,  and you can dispatch them  if you wish,
but this  isn,I necessary.

a  OBJE(TIVE: Repor"o the Jorl of Whiterun

I  TARGET: Jarl of Whiterun/ at the main gate in Whilerun

Quest (on(lusion
The Jarl  is  speaking  to the  surviving  forces from  the  parcIPetS Of the
successfully defended Whiterun.  You  must revel  in  your victory today.I  But
as you  celebrc)te,  know that Ulfric will  continue to  strike out against any true
Nord,  sowing discord and chaos wherever he can.  As for your role in  this?
General  Tullius  requires your presence for further battles.  The Jarl  will  reward

you for your exceptional and continued  heroism  in defense of Whiterun.

Postquest A(tivities
Civil War Quest:  Reunificalion  of Skyrim  begins.

PREREQUISITES: (omplete (iviI VAT Quest:  Defense of Whiterun

lNTERSE(TING QUESTS: (ivil War Quest: Defense of Whiterun, (ivil

War Quest: The  Battle for  Fort Dunstqd

LO(ATlONS:  Dawnstar,  Dawnstar Barracks,  Nightgale  Inn,  Pole

Imperial (amp, Solitude,  (ostle  Dour, Windhelm,  (andlehearth  Hall

(HARACTERS: Dawnstor Guard,  Elda  Early-Dawn ,  General Tullius/

Hodring/  Legate  Rikke,  Ouortermaster, Windhelm Guard/  Frorkmar

BqnnerTorn

ENEMIES: Stormcloak (ourier/  Stormcloqk Soldier

a   OBJE(TIVES:  Reunificolion of Skyrim:  Report to General Tullius,

Reunifi(otion of Skyrim:  Regain the Pole/ A False  Front:  Find the

Stormcloak (ourier, A False Front: Retrieve the Stor"Iook (ourier,s

pockoge, A False  Front:  Bring the documents to Legate  Rikke, A

False  Front:  Bring the forged documents to  Frorkmor  BonnerTorn/

Reunificotion of Skyrim:  Regain the  Pole
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A  OBJE(FIVE: Repor"o 6enerol Tullius

I  TARGET: General Tullius/  in (ostle  Dour in Solitude

Return to Castle  Dour  in  Solitude and  speak with General  Tullius.  Due to the
actions at Whiterun,  the Jarl  has  solidified  his allegiance to the  lmperials.
For your actions,  the General  promotes you to the title of Quaestor.  He also
awards you with  an  impressive weapon.  Ask what your orders are,  and the
General tells you  to head to a  hidden camp within the  Pale.  Legate  Rikke has
important tasks for you there as the General  makes plans to reclaim the Hold
capital.

>  Leveled Sword

a  REuNIFl(ATION OF SKYRlm  BEGINS

A  OBJECTIVE: Regain the  Pole

I  TARGET: Legqle Rikke,  Pole Imperial (amp

NOTE      You  could  have stumbled  upon this camp during your

now

explorolion of Skyrim. All  Imperial  (omps across Skyrim are

and tire indimted  by the dragon  crest i(on on your world  map_

"3Lt:.',T.!,,  CIVIL WAR  QUESTS:  IMPERIAL



Journey to the  Pale  Imperial  Camp,  in  the  snow-laden  hills to the west of
Dawnstar.  Aside from  a  Quartermaster and  a Grindstone to help augment

your weaponry,  there,s an Alchemy Lab near the hospital tent,  and troops to
speakto.

However,  the  Legate's tent is  the  place to visit,  where  Rikke  is  pouring
over the current Civil War map.  She may have her disagreements with the
General,  but she believes  he,s the best hope for both the Empire and  Skyrim.
Report for duty/  and  she says she needs you to deliver some false orders
to the Stormcloak commander in  Dawnstar.  Before that hclppens, though,
forgeries  must be made,  so you  must get your hands on  some  rebel orders.
Rikke informs you  that the Candlehearth  Hall  and  Nightgate  Inn  are frequent
stops for Stormcloak runners.  Head to one of those  places and convince the
innkeeper to  help you.

a  A  FALSE  FRONT  BEGINS

a  OBJE(TIVE: Find the Stormcloak (ourier

I TARGET: Barkeep of Nightgate Inn or (andlehearth Hall

RE» lnlerceplion and Deception

There are two  inns that Legate  Rikke  mentioned:  The  Nightgate  Inn  is
along  the road  to the west of Windhelm and  is operated  by Hadring.  The
Candlehearth  Hall  is inside Windhelm and  has an  innkeeper  named  Elda
Early-Dawn. Journey to either of these locations and ask the  innkeeper if
they,ve seen any Stormcloak Couriers.  After an evasive response, you can:

(Persuade)  Warn that the courier,s life is in danger.

(Bribe)  Offer some gold  for the  information.

(Intimidate)  Mention that you can get rough  if you  need to.

Or, wait around  in the  inn.

lf you  succeed  in any of the first three options, the barkeep tells you that the
courier just left and that you can  probably still catch  him.  Or, you can wait in
the  inn for the courier to  return.  The courier is halfway between  both the inns
on the  main  road.  Even  if you're unsuccessful,  you  can  still  run  after or wait
for the courier (the only difference is the objective won,I update),. either way,

you  must visit one of the inns  before finding  the courier.

a  OBJECTIVE: Retrieve the Stormtlook (ourier,s puckage

I  TARGET: Courier/  inside or between either inn

The courier travels to and
from  each  inn.  He  loiters
clt the  inn  for an  hour,

sleeps there for an  hour,
and then heads back to
the other inn.  He then
repeats this  route  until

you  intercept him,  either
by waiting  inside the  inn
or finding  him  on  the
road.  At this  point, you  have a three options:

(Pickpocket)  Pickpocket the documents while the courier is unaware.

Or,  speclk tO the COurier,  demanding  the documents-  He  refuses and you

must  kill  him.

Or,  simply kill  the courier and  loot the corpse  for the documents.

---i----      -----             -    ----      -i       ----!-»

>   SIorm¬lotik   Do¬umenls

a  OBJE(TIVE: Bring the documents to Legate Rikke

I  TARGET:  Legate  Rikke,  Hidden  Imperial (amp in the  Ptile

After  returning  to  Legate  Rikke,  she  reads the documents,  noting  the
Stormcloaks  know more about the Imperial  plans than was expected.  She
''corrects'' the documents with  false information  and orders you to  present

them  to  the  Stormcloak Commclnder  in  Dawnstar,  throwing  him  off the trail.

A  OBJECTIVE: Bring the forged do(uments to Frorkmar Banner+om

I TARGET: Frorkmar BqnnerTom,  Downstqr Barracks in Dawnstar

Quest (omclusiom

the troop movements

You,ll  usually find  the

Commander inside
Dawnstar Barracks,
inside the  Hold  City of
Dawnstar,  although  he
sometimes walks the

paths around the city.
Present some important
documents to him.  He
reads over them,  noting

(which  are false)  and  rewarding you with  a  little gold
for a  drink clt the Windpeak  Inn  for your troubles.  This quest now concludes.

>   5 gold pieces
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PostquesI Activities
Civil  War Quest:  Reunification  of Skyrim  is  still going.  Gvil War Quest:  The
Battle for  Fort Dunstad  now begins.

DEFENSE  OF  WHITERUN       REUNIFICATION  OF  SKYRIM -A  FALSE  FRONT
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PREREQUISITES: (omplete (ivil War Quest: A False  Front

INTERSE(TING  QUESTS: (ivil War Ouesl: A False  Front/  (iviI War

Quest:  (ompelling Tribute

LO(ATlONS:  Fort Dunstod (Locolion),  pole  Imperial  (amp (Location),

Solitude  (Loctltion),  (Locqlion)

CHARACTERS: General Tullius ,  Imperial Soldier,  Legule  Rikke

ENEMIES: Storm(look Soldier

a  OBJECTIVES: Reunifi(qtion of Skyrim:  Regain the Pole, The  Battle

for Fort Dunstqd: Join the men utta(king  Fort Dunstad/ The  Battle for

Fort Dunstod: Thke over  Fort Dunstad  by killing the enemy/ The Bottle

for Fort Dunstad:  Report to General Tullius,  Reunificotion of Skyrim:

Regain the Rift

ife"eyond Ike pole

a  REUNIFICATION  OF  SKYRlm  CONTINUES

A  OBJE(TIVE: Regain the Pale

I TARGET: Legate Rikke,  Pole Imperial (amp

Q"      Civil Wtir Quest:  Reunificotion  of Skyrim continues through
the  remuinI.ng  CivI.I Wtir  Ouesls.  Within the  Reunififflfiom

West is a series of concurrent quests thtit build lo complete the reunificalion

over fl series of Storm(look  Holds. This quest is flvtiilable

offer  (ivil War  Quest: A  False  Front ends.

Travel  to the Pale  Imperial Camp, where  Legate Rikke congratulates you,

giving you a  reward of gold.  Report for duly,  and  she says your next
obieclive  is Fort Dunstad.  You  are to meet the soldiers preparing  for the
attack,  and then wipe out the rebel garrison.  Agree to the task,  and the quest
commences.

>   150 gold pieces

a  THE  BATTLE  FOR  FORT  DUNSTAD  BEGINS

A  OBJECTIVE: Joim the men qftocking  Fort Dunstad

I TARGET: On the road, southeast of Fort Dunslod

Fort Dunstad  is in the snovy Pale Mountains south of Dawnstar.  Legate
Rikke,s men are on the path  to the fort,s southeast, so approaching  from the
northwest can  fail  this objective  (although  this  has  no effect on  the quest).
Circle around and  join the detachment of Imperial forces stationed close to
the fortification. After checking the Atlas entry of this place  (page 755)  and
speaking to the leader of the forces,  begin the attack from  either side.
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a  OBJE(TIVE: Take over Fort Dunstod by killing the enemy

Assault the fortification

and  help  eliminate  all

the  Stormcloak  Soldiers_

Enter from  one of the
following weak points or
fortified  positions:

North wall: The
wooden  bailey and

guard tower is weak,
as the gates are open.
Pour in  through  here. The guard towers north and  south are good for

long-range attacks.

North walkways
and  pclliSadeS: These

are a great way to

gain  access to the
fort,s  upper areas.

Stay close to the

wall  here,.  this gives            r  7,

you cover from the
enemy archers as

you ascend.

?\ ++==--_
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EostwolI: You can  leap atop the  low wooden  post by the snowbank and
tree,  allowing you to climb over.  The large rocky outcrops that dwarf the

fort are an  excellent place from which  to fire  long-range attacks  (as shown

above).

WclllowayS and run-dO\^m tavern:  Head  lo these locations  iF you  need to

retreat and  rest or heal from  battle before attacking again.

South wall: The wooden bailey and guard fewer is weak, as the gates are
open.  Head  in  through  here and  up onto the main crenellations via the

wooden steps or through the archway.

West wall: This curved stone wall  is completely impenetrable,  except for

a  missing  top-wall section to the northwest;  however,  even  this  is almost

impossible to breach.

An archer,s ottock: Attempt to quickly reach the top of the Commander,s

quarters on the fort's southwestem edge,.  it provides the optimal  high

ground with excellent views of most of the fort.

Prison lower: The top of this tower is another great place to snipe from  but

is a  little too high above the action  to provide adequate support.

When you,ve won the battle and  humiliated the enemies,  the Imperial forces
remain  to  garrison  this  location.  Meanwhile,  you  have other  plans.

a  OBJECTIVE:  Report to Cenerol Tullius

I  TARGET: General Tullius/  (astle  Dour in Solitude

Quest (onclusion
Return  to Castle  Dour and  inform  Tullius  of your victory.  This captures  the
Hold  of the  Pale and  gives the  Imperial  Legion  control  of another  port.
Your prowess  has  impressed the General,  and  he raises your title to that of
Praefect. Take the earned weapon as a gift and  symbol of this  new rank.
You,re  instructed  to  meet Legate  Rikke again,.  she,s  planning  some  surprises
for  Ulfric  in  the  Rift.

OT[      This title may (honge if you ran uwoy [rom Whilerun or

gained a  Hold from a peace treaty during  Main  Quest:

Season  Unending.

>  Leveled Weapon

C',lr:'=;I:3   CML WAR  QUESTS:  IMPERIAL



a  REUNIFICATION OF SKYRlm (ONTINuES

"BJECTIVE: Regain the Rift

I TARGET: Legate Rikke,  Rift Imperial Camp

Poslquest Activities
Civil  \^for Quest:  Reunification of Skyrim  is still  ongoing.  Civil

Compelling Tribute begins shortly.

PREREQUISITES: (omplete Civil Wur Quest: The  Bottle for  Fort

Dunstod

INTERSECTING  QUESTS: (ivil War Quest: The  Bottle for  Fort Dunstqd,

(ivil Wtir Quest: The  Battle for  Fort Greenwtll!

LOCATIONS:  Riften, Mistveil  Keep/  Rift lmperifll  (amp/  Shop/s

WGtChlOWer

(HARACTERS: AmurieI,  Hadvtir/  Imperial Soldier/  Jflr!  Loilu  Law-Giver/

Legate  Rikke,  Ouqrtermaster ,  Riften Guard,  Unmid Snow-Shod

ENEMIES: Storm(look Soldier (Enemy)

A   OBJECTIVES:  Reunificotion of Skyrim:  Regain the  Rift,  Compelling

Tribute:  Find  evidence/  (ompelling Tribute:  BIG(kmail Anuriel,

(ompelling Tribute:  Report to  Legate  Rikke/  Compelling Tribute:  Meet

the Men/  Compelling Tribute:  Follow Hodvtir timd ambush enemy scout,

(ompelling Tribute: take over the caravan/  (ompelling Tribute:  Report

to  Hqdvor

ife AnurieI's Gold

A  OBJE(TIVE: Regain the Rift

I  TARGET:  Legate  Rikke,  Rift Imperial  Ctimp

reporting that the Jarl,s Steward, Anuriel,  has arrangements with the Thieves
Guild that could be embarrassing  if they were  made public. You  must try to
find evidence of this and present it lo her,  using  it to gain  cooperation. This
requires both  stealth and discretion.

O  CIVIL WAR  QUEST: Compelling Tribute begins

)  OBJE(TIVE: Find evidence

I  TARGET: AnurieI/s bedroom/  inside Mislveil  Keep in  Riften

Approach the Jarl.  Unmid Snow-Shod  immediately requests that you  maintain
cl  respectable distance from  the Jarl.  lf you're simply wandering  the  Keep'  it
is  not necessary to  speak with  those  surrounding  the Jarl,  including Anuriel  or
Laila  Law-Giver.  Finding  evidence  is your top  priority.

The evidence  is  located  in  Anuriel,s  bedroom,  which  is  behind the

Jarl,s  throne  and  to the  right (northeast).  The doors are  unlocked,  and the
information  is hidden  inside a  dresser.  You  can  reach  this area without
drawing  attention to yourself in  a few different ways:

u can  sneak into the chamber,  preferably after dark when the
hall  is empty.

st ,Invisibility,  or some other spell  that diminishes the

Sing  seen.

n  slowly,  clnd without weapons drawn,  enter the banqueting  hclll

and  head  immediatel

Once you reach I

B>    iffi¬Firmimffiling  ELeff#eF

nuriel,s  bedroom.

xtricate the following:

A  OBJE(FIVE:  Bl«ckmtiil Anurie!

made  public,  and  Anuriel  folds,  explaining Jarl  Lailc'  is a  simple and ecISily
manipulcltable WOman,  and  She Can,I risk the  backlash.  She asks to come
to some agreement, wondering  if both of you could  prosper.  Ask her what
agreement she has in  mind,  and  she mentions a  large shipment of gold  and
weapons the Stormcloaks are transporting.  You can:

(Persuade)  Ask about receiving  some additional payment for yourself.

Agree to the deal and ask where this shipment is.



lf your persuasion works,  you  receive a  large purse of coins.  Either way, you
must confirm  the agreement.  she reveals the Stormcloaks are taking this booty
by wagon to Wndhelm.  lf you  hurry, you can catch  them  before they get
too far.

>   Eeveiedi g®!di  pi©¬®s

A  OBJE(TIVE: Repor"o Legate Rikke

I  TARGET:  Legate  Rikke,  Rift Imperial  Camp

Head  back to the  hidden  camp and  tell  Rikke about the  shipment of coin.
coincidentally,  she already has a  small  group of scouts on the same road
that the enemy caravan  is traveling.  You are to meet up with them and try to
overpower the wagon,s guards.

a  OBJE(TIVE: Meet the men

I TARGET: On the rood close to Shorts Wot(htower, the Rift

Hqdvqr,s Heroes

Judging  by your world  map/ the scouts are waiting  on the road  just below
Shorts Watchtower,  in the Rifr's  northeast corner. Travel there,  watching
out  if you're approaching  from  the  north,  or you'll  run  into the Slormcloak
caravan without any help from the scouts.  Approach  along  the road from the
south,  heading  north  past Shor,s  Stone.  Meet an  old  friend  GIS the  Path Winds
through  the trees.  Hadvar greets you.  At this  point,  you  have two choices
tomake.

Plan A:  Hqdvqr's Help

hat with  Hadvar,  answering any way you wish.  Steer the conversation
ack to your mission and  explain the enemy wagon  loaded with coin and

weapons is farther down this slope.  As  luck would  have  it,  Hadvar has  been
tracking the wagon,  which  has  lost an  axle and  is stranded.  Although you,re
outnumbered  (there are six foes),  Hadvar has a  plan:  His troops will  remove
the enemy sentry,  then situate themselves overlooking  the camp.  Afterward,

you'll  'mfiltrate their position,  gain  their ahention,  and  Hadvar's troops will
unleash a volley of arrows, winning  the dcly tactically.  Agree to this  plan.
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A  OBJECTIVE:  Follow Hodvar and ambush enemy s(out

a  OBJECTIVE: Take over the coravon

crouch  and  follow  Hadvclr,  Watching aS  his  bowmen drop the enemy SCOUT.
wait for them to reach the rise overlooking the brokenrdown caravan below,
and  then walk toward the enemies.  Sneaking/ firing from  range, or rushing  to
attack are all excellent ideas, while your brethren  shoot arrows down on them
from above.

Plan  B:  Hqdvar,s a  Hindmnce

Chat with  Hadvar,  then  either refuse fo go along  with  his  plan  or  ignore  him
altogether.

a  OBJECTIVE: Take over the (omvqn

Head down the hill  and  begin  lo battle the six Stormcloaks guarding the
caravan  of gold.  Begin with the sentry atop the rocks overlooking the
caravan.  Then  rain  death  from above with  ranged attacks,  or swarm the foes
with  melee weapons.  A couple of enemy soldiers  may be sleeping/  so carve
them  up  before they fully wake.
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O  OBJECTIVE: Repor"a Hodvor

Quest Conclusion
With the cclraVan'S guards removed,  Hadvar remains here to guard the gold-
speak to him to end the quest.  Loot dry weapons and gold you wish  from the
Wagon.

fr   Sp®i!s ®f War

Postquest Activities

Civil  War Quest:  Reunification  of Skyrim  is  still  ongoing.  Civil  War Quest:
The  Battle for  Fort Greenwall  begins  shortly.
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PREREQUISITES: (omplete (iviI War Quest:  Compelling Tribute

INTERSE(TING  QUESTS: (ivil War Quest: (ompelling Tribute,  (ivil

War Ouesl:  Rescue from  Fort Kqslav

LOCATIONS:  Fort Greenwoll/  Rift Imperial (amp/  Solitude,  (astle Dour

CHARACTERS: General Tullius/  Legtite  Rikke/  Imperial Soldier

ENEMIES: Stormtloak Soldier

a  OBJECTIVES:  Reunificolion of Skyrim:  Regain the Rift, The  BqHIe for

Fort GreenwqlI: Joim the men omcking  Fort Greemwall, The  Bqtlle for

Fort Greenwoll: Take over Fort Greenwall by killing the enemy/ The

Bottle for  Fort Greenwoll:  Report to General "!ius,  Reunifitation of

Skyrim:  Regain Winterhold  Hold

REse closing lhe Rift

a  REUNIFICATION  OF  SKYRIm CONTINllES

a  OBJE(TIVE: Regain the Rift

I TARGET: Legate Rikke,  Rift Imperial (amp,

Travel  to the  Rift Imperial  Camp,  and you,re congratulated  by  Legate  Rikke.
Report for duly,  and  she says your next objective is  Fort Greenwall.  You are
to  meet the soldiers waiting  near the fort for the attack orders,  and then wipe
out the Stormcloaks  inside.  Agree to the task and the quest commences.

>   H5® gold pieces

a  THE  BATTLE  [OR  FORT GREENWALL  BEGINS

O  OBJECTIVE: Join the men attacking  Fort Greenwall

I TARGET: On the rood,  northwest of Fort GreenwtilI

Fort Greenwall  is  in  the  leafy woodland  north  of Riften.  Legate  Rikke,s  men
are on the  path to the fort,s  northwest,  so approaching  from the southeast can
fail  this objective  (but not the quest). Join  the detachment of Imperial  forces
stationed  close to the fortification.  After studying  the Atlc]s entry of this  place

(page 958)  and conversing with the leader,  commence the battle,  attacking
from either side.

A  OBJECTIVE: Take over Fort Greenwall  by killing the enemy

Assault the fortification
and  help eliminate

all  the Stormcloak
Soldiers.  Enter from

one of the following
weak points or fortified

positions,  and  note the
impenetrable  parts of
the outer walls:

Southeast long
wall: Southern  end

has a collapsed

wall  section  that

you  can  easily leap
through.  The  middle

entrance  (on the

road)  is  heavily

guarded with
barricades,. you can

maneuver easily around  it.

Northwest long wall: The middle entrance  (on the road)  has  numerous

barricades, which are easily navigated around.

Southwest edge: Completely impenetrable.

Northeast edge: Completely impenetrable.

Whirlwind Sprint:  lf you,ve  learned this Shout during Main  Quest:  The

Way of the Voice,  you can  actually dash  into this structure from  the  hills

next to the western wall.

Greenwall Cove: Access this from  under the rocky outcrop just northeast

of the fort.  This  brings you  up  into the center of the fort,s exterior,  past the

battlements,  and  is  a  good way to  sneak  in.  Although  this  route all

you  to slip  past the enemy before your troops arrive,  allowing you
bring  down the  barricades  immediately/  it is  risky.  Try  running  across the
courtyard fo the stairs next to the stable to gain the  high  ground,  as you'll

be  right in  the  middle oflhe enemy!

Heading his : The  small  courtyard  on  the ground  is easily clustered  and

flux of friends and  foes.  Escape this danger by heading

away to the fort,s  higher edges.  However,  if you,re a

ffect spells,  this courtyard  is the place to lay waste to the

When you are victorious and the enemies routed,  the  Imperial forces remain
to garrison  this  location.  Meanwhile,  you  have other tcISkS  IO complete.

®  OBJE(TIVE: Repor"o 6enerol Tullius

¢  TARGET: Gememl Tullius,  (astle  Dour in Solitude

Quest (onclusion
Return  to Castle  Dour and  inform  Tullius of your victory.  This captures
of the Rift and gives  Ulfric reason to be concerned, what with the  Em
close to  his doorstep.  Your competence  has  impressed the General.  You,re
instructecl  to meet Legate  Rikke again;  she,s  planning  continued  raids against
Ulfric  in Winterhold  Hold.

*   Leveleti Sfaie!d

a  REuNIFl(ATION OF SKYRlm CONTINUES

a  OBJECTIVE:  Regain Winterhold  Hold

I TARGET: Legate Rikke, Winterhold Imperial (amp

Poslquest Activities
Civil  War Quest:  Reunificalion  of Skyrim  is still  ongoing.  Gvil  War Quest:
Rescue from  Fort Kastav begins  momentarily.

REUNIFICATION  OF  SKYRIM  (CONTINUED)  - COMPELLING TRIBUTE  / THE  BATTLE  FOR  FORT GREENWALL

TRAiEN!NC-1                           THE  !ialVEry,rrrJF;Y t3ugg?ed)Tfa,q                            ATLAS  C3F  Spy_¥E(if\A                           ff\F(PENDiCES  ANEi  !F+jDE*`



PREREQUISITES: (omplete (ivil War Quest: The  Battle for  Fort

Greenwoll

INTERSECTING  QUESTS: Civil War Quest: The  Bottle for Fort

Greenwoll,  (ivil War Quest: The  Bottle for  Fort AmoI

LO(ATlONS:  Fort Kostov,  Fort Kaslav  Prison, Solitude,  (astle  Dour,

Winterhold  Imperial  (amp

{HARA(TEES: General TuIIius/  Hqdvar/  Imperial Soldier/  Legate  Rikke

ENEMIES: Slormclook Soldier

O   OBJE(TIVES:  Reunificotion of Skyrim:  Regain Winterhold  Hold/

Rescue from  Fort Kuslav: Meet the men  near Fort Kostov,  Res(ue from

Fort Kustav: Sneak into the fort/  Rescue from  Fort Kostov:  Free the

prisoners,  Rescue from  Fort Kqstav: Thke over the fort/  Rescue from
Fort  Kqstav:  Report to General Tullius/  Reunification  of Skyrim:  Regain

Eqstmor(h

gS A Hard Fort SIruggle

a  REuNIFICATION  OF  SKYRIM (ONTINUES

O  OBJECTIVE:  Regain Winterhold  Hold

I TARGET: Legate Rikke, Winterhold  Imperial (amp

ffigrp          Si®p!   Bef®rs  x\,fsls  i,eeiL",!i   iS  kegs.:*S  Paile!fe  g!i^!ful  ifesgiii  &hai§  ngenss&;
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Journey to  Legate Rikke's newly established forwardoperating  base,  just fo
the west of Dawnstor on  the edge of Winterhold  Hold.  This camp has the
same  benefits  as  the  one  in  the  Rift.  Report in  with  Legate  Rikke,  and  she  has

your orders.  You  must  infiltrate  Fort Kastav,  as the  rebels are  keeping  some
Imperial  soldiers  prisoner there.  She aims to turn  that into an  advantage  by
using your cunning to find a way inside,  free the  men,  and  liberate the fort.
This  is an  attack from  the  inside!

O  (lVIL WAR  QUEST: Res(ue from  Fort Kastav begins

O  OBJE(TIVE: Meet the men neflr Fort Kostov

I TARGET: Mountains southwest of Fort Kastov

!m

Tr-r_   5i-L``.C:. S_`==.-a   `,

`--frV_FT_in

Head  up the  rugged  terrain  of rocks and  snow  (Fast-Traveling  from  Nightgate
Inn  or Windhelm  and then  sprinting  to  meet your  men  are quick options,  but
without getting  close enough  to  alert the enemy).  You'll  encounter a  small
team of four men.  One of them  is your old friend  Hadvar, who has already
had a  reconnoiter of Fort Kastav,  which  appears  particularly large and well
defended  in the distance,  partly due to the mountain  slopes  keeping  raiders
away from the walls.  However,  there  is a grate on the outside of the wall.
lt used to  be buried  in  snow,  and  Hadvar reckons the enemy doesn,I even
know  it,s there.  You  must sneak  in  there,  free the  prisoners,  and  kill  anyone

you  meet.  Hadvar will wait to rush  the fort as soon  as they hear fighting,  and
you,ll  rendezvous  in  the courtyard.  At this  point,  inform  Hadvar that you,re on
it and  begin  the  sneak.

O  OBJE(TIVE: Sneak into the fort

lnstecld,  crouch  and  begin  heading  along  the  snow-filled  gully toward  the
fortification.  You  may wish  to wait until  after  nightfall  to  minimize the enemy
spotting  you.  Travel  the gully,s  right  (south)  side,  navigate easily around  the
barriccldeS,  Pass the base Of the Stone tower,  and follow the earthen  bank
until you  spot a  slope you  can climb up,  near three planks of snow<overed
wood.  Turn  right,  step over another small wooden  bridge,  and open  the
trapdoor  leading  to  Fort Kastav  Prison.

a  OBJE(TIVE: Free the prisoners

r:::JE,3T:i:.   CIVIL WAR  QUESTS:  IMPERIAL



The prison  is at the bottom of the stairs,  and  another Stormcloak Soldier is

patrolling  this  area.  The  Imperial  Soldiers  inform  you  that the guard  has the
key.  lf your Lockpick skill  isn,I to  be tested,  inspect the  Stormcloak Soldier,s
corpse,  or search one of the tables near the jail cells for it.  Head to each of
the cells and  unlock the door  (Novice).  The freed  men  quickly don  their armor
and  follow your lead.

fro    F®Fi  REffsierv  PFiS®m  RE®y

A  OBjE(FIVE: Take over the fort

I  TARGET: All  remaining Stormcloflk Soldiers

Sprint north  up the
steps, and once back
in  the entrance  hall,

drop any Stormcloaks
who seek to thwart you.
Head  up the steps to
the door that leads  into
the exterior courtyard.
Begin  slaughtering

the additional  forces

guarding  the  outside of the fort.  They usually stream  in  from  the  upper slopes
to the northeast.  The  numerous gaps  in the walls allows you  to hide and dart
out if you,re engaging  in  longer ranged attacks or needing to rest between
Stamina  exertions.

Quest (omlusion
Trek back to Castle Dour and inform Tullius of your victory.  Now that
Winterhold/s  main  fortress  is in  Imperial  control,  the General  can  garrison
some troops until  he,s  ready to march on Windhelm.  General Tullius has
come to  rely heavily upon you and elevates your rank in  the Legion to that
of Legate,  Along with this, you  receive a  leveled weapon. Ask the General
what the  next plan  is.  Tullius tells you  lo  report in  at the  Imperial camp  in
Eastmarch.

>   EL©veledi  AFrm®F

a  REuNIFICATION  OF  SKYRlm  CONTINUES

A  OBJE(TIVE:  Regflin  Eastmorch

WAR6ET: Legtite Rikke, Easmrch Imperial (amp

Postquest Activities

Gvil  War Quest:  Reunification  of Skyrim  is  still  ongoing,  Civil War Quest:
The  Battle for  Fort Amol  begins once you  check  in with  Legate  Rikke.

PREREQUISITES: (omp!ete (ivil Wflr Quest:  Rescue from  Fort Kostqv

INTERSECTING QUESTS: (iviI War Quest:  Rescue from  Fort  Ktistov,

(ivil Wtir Quest: Battle for Windhelm

LOCATIONS: Easlmarch  lmperitil  Camp ,  Fort Amol

(HARACTERS:  Imperial Soldier ,  Legtite  Rikke

ENEMIES: Stormcloak Soldier

O   OBJECTIVES: Reunification of Skyrim:  Regtiin  Eastmtirch/ The  Btiltle

for Fort Amol: Join the men tittticking  Fort Amol, The  Btittle for Fort

Amol: Thke over  Fort Amol by killing the enemy,  Reunifictltion  of

Skyrim:  Regtiin  Eostmorch

RT,i,r*» Mqrth on Easrmqrch

a  REUNIFICATION  OF  SKYRIM CON"NuES

A  OBJE(FIVE: Regain  Etlstmarch

I  TARGET:  Legate  Rikke,  Eostmorch  lmperitil  (amp

Trek to the rocky pine forests on  Eastmarch/s eastern edge,  at the foot of the
Velothi Mountains,  iust north of Stony Creek Cave.  Head  info the  Legate,s tent
and  speak with  her.  She says your objective is an enemyheld  fort. You are i
meet the soldiers waiting  nearby for the a#ack orclers,  and then wipe our th
Stormcloaks inside.  Agree to the task,  and the quest commences`

a  "E  BATTLE  FOR  FORT AMOL BEGINS

¢  OBJECTIVE: Joim the men attacking  Fort Amol

¢ TARGET: On the rotid, west of Fort Amol

a clearing  adiacenl to the  main  road on three sicles.
Darkwater River is to the east.  lf you approach the fort from the nohheast,

you may attract the enemy,s attention and commence the battle before your
friends can  mount an attack with you.  Instead,  take the road from Morfhal
and  meet up with your fellow conscripts on the  ridge south of the fort.  lfyo
want help with  the assault,  join  the  Imperial  Soldiers creeping  up on the fort.
After studying  the Atlas entry of this  place  (page  889)  and conversing with
the leader,  commence the battle.

¢  OBJECTIVE: Take over Fort Amol by killing the enemy



Charge the fortification,
and  help  eliminate  all

the Stormcloak Soldiers.
Enter from one of the
following  weak points or

hartified  positions:

North Wall: Rocky
terrain  and  high

buttressed  walls offer

no access  points.

EastWalI: There's a gaping  hole just north  of the tower,  offering  easy

access  into the center of the fort.

South Wall: You  can  climb the crumbling  wall  area  lo  the  southwest and

can  breach the outer defenses.

WeslWalI: The  main  road  into the fort hcIS barricades and a  main

archway.  This  is where your allies  usually break through.

Tower I+ouble: When you enter the fort, you may elect to fire down on
foes from above  by scaling either of the towers and  sniping  from this

vantage point.

Quest (onclusion
When  the fort falls to the  lmperials,  your forces  remclin  tO garrison this
location.

a  REuNIFICATION  OF  SKYRlm CONTINUES

A  OBJE(TIVE:  Regain  Eostmqrch

t TARGET: Legtile  Rikke,  Eastmarth  Imperial (amp

Postquest A(tivities

Civil  War Quest:  Reunification  of Skyrim  is almost over.  Civil  War Quest:
Battle  for Windhelm  begins  shortly.

PREREQUISITES: (omplete (ivil War

Quest: The  Battle for Fort Amol
©   MAJOR SPOILERS

INTERSE(TING  QUESTS: (ivil War Quest: The  Battle for  Fort Amol

LOCATIONS:  Eostmarth  Imperial  (amp/ Wimdhelm,  Poloce of the  Kings

CHARACTERS: General Tullius,  Imperial Soldier,  Legate  Rikke

ENEMIES:  Golmar Stone-Fist/  Jorl  Ulfric Storm[look,  Stormcloak Soldier

O   OBJECTIVES:  Reunificolion of Skyrim:  Regain  Eostmarch,  Battle for

Windhelm: Get your orders from  General Tullius,  Battle for Windhelm:

Take over Windhelm  by killing the enemy/  BaHle for Windhelm:  Force

Ulfric Stormlotik to surrender

negiv The Windhelm Stream

a  REuNIFICATION  OF  SKYRIm CONTINUES

A  OBJE(FIVE: Regain  Eqstmqrch

I TARGET: Legate Rikke,  Eastmarch  Imperial (amp
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Return  to the  Eastmarch  Imperial  Camp and  speak with  Legate  Rikke.  She  is
extremely pleased with your progress and  rewards you accordingly.  Then
she tells you that a detachment from the Imperial Army is gathering to attack
Windhelm,  and you're  part of it!

H>    H5®  g®!al  pieces

a  BATTLE  FOR WINDHELm  BEGINS

a  OBJECTIVE: Get your orders from  General Tullius

I TARGET: Great gale of Windhelm

Travel to the bridge spanning the confluence of the Darkwaler and Yorgrim
rivers;  this leads to the great gate of \Mndhelm.  The flame catapults are
already bombarding the embattled city in  huge gobs of fire,  and  the air is
thick with  smoke and  panic.  Rush  north through the wreckage to the towering

gate,  where General Tullius  is yelling  words  of encouragement to  his forces.
This  is  the time to deliver The final  blow to the Stormcloak  Rebellion!  Expect

an  enemy both  fierce and  crafty.  For the  Empire!  For the  Legion!

a  OBJECTIVE: Take over Windhelm by killing the enemy

:;i..I_I,:ii^   CIVIL WAR  QUESTS:  IMPERIAL
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PREREQUISITES: None

lNTERSE{TING QUESTS: None

LOCATIONS: Helgen/ The SerpemI Stone/ Windhelm/  Polo(e of the Kings

(HARACTERS: Golmtir Stone-Fist, Jarl  Ulfric Stormcloak,  Rulof

ENEMIES: Ice Wroirh

a   OBJECTIVES: Miscellameous.. Join the Stormcloqk  Rebellion,  Kill the

Ice Wmith,  Return to Golmqr, Take the oath

ife*fo Before lhe Rebellion: Unending Brotherhood

War Quest: T d (rown).  I

the (ivil War Guest: Joining the

the !mperia!  hagion,  coltSult

h the Civil Wtir

rflges an, it tiife(ts you"dventure only if you let it

After escaping from  underneath the battlements of the burning town  of
Helgen  and watching the dragon  responsible for disrupting your execution,
talk to Ralof.  He tells you  he,s  headed fo  Riverwood and asks  if you want
to accompany him.  As you  progress down  the hillside,  he recommends you
head to Wndhelm and  join the Stormcloaks.

O  MIS(ELLANEOUS OBJE(TIVE: Join the Stor"look Rebellion

I  TARGET:  Polqce of the  Kings/  in Windhelm

'.`.i.     E8]P          Bid  y®es   ff8iSS   RE¬i!9i'S  i.eexueSf?  Tife®!i  esre®i  army  St®rm¬!®gile  S®!diisr
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Trek to the main
fortification  of the
Stormcloaks  in
Skyrim-the stone city of
Windhelm perched by a
confluence of rivers.  As
ou  enter,  racial  tensions

are  bubbling  under the
surface, with  Nords
and  Dark  Elves  living

an uneasy existence close to each other.  Continue into Windhelm,  past the
Candlehearth  Hall, and  step into the impressive courtyard.  Beyond  lies the
Palace of the Kings, within Windhelm's walls.  Check the throne at the far end
of the  huge  banqueting table,  or head west into the strategy planning  room,
where Jarl  Ulfric Stormcloak and Galmar Stone-Fist are shouting  about the
war effort.  Galmar  is telling  UIfric that the  Empire  is  putting  great pressure on
the Hold City of Whiterun.

Ulfric grows weary ofJarl  Balgruuf of Whiterun. The leader of this key
strategic  Hold City has  not chosen a side in this war, and Ulfric wishes to
send a stronger message.  Tell  Ulfric you were at Helgen; quicken  his trust
by saying  Ralof said  he,d vouch for you.  Ulfric  is always looking for able
fighters,  and Galmar has a test for you after you answer why you wish to
fight for Skyrim.  You,re to head to Serpentstone Island.  Survive,  and you  pass
this test-  This quest officially begins  now.
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A  oBJECTIV'E: Kill the  lee Wraith

I TARGET: Ice Wraith, on Serpentstone Island

RTS`di (onfirmin9 Metal and Melfle

Off the edge of
Winterhold  Hold,  within
the frigid wafers of the
Sea of Ghosts north of
Windhelm and  northwest
of the \^/reck of the Pride
of Tel  Vos,  is the eerie
calm of countless ice and
rock formations. Among
them  is  Serpentstone  Isle.

Wade to the north side for easier access up to the cluster of standing  stones,

guarded by an  lee Wraith.  Engage this vicious beast in combat,  kimng  it wl'th
your preferred weapon.  Search  it,  cls  its essence  is valuable. Then check the
sign  of the Serpent if you want its ranged paralyzing  poison  attribute  in  place
of your current blessing  (assuming you  have one).

A OBJE(TIVE: Return to Golmr

O  OBJECTIVE: Take the oath

Quest (onclusion
Head  back to the Palace of the Kings, where Galmar tells  judges that you,re
definitely Stormcloak  material.  He  sc]ys that it is time to officially join  the
Stormcloak Rebellion.  Tell Galmar you,re ready and agree to  recite this oclth:

"I do swear my blood and  honor to the service of UIfric Stormcloak, Jarl of

Windhelm  and true  High  King of Skyrim.  As I;alas  is  my witness,  may this
oath bind me to death and beyond,   even to my lord as fo my fellow brothers
and  s.lslers in arms. All hail the Sformcloaks,  the true sons and daughters of
Skyrim!,,

ou tan journey to Solitude instead

ning the  Legion as well.  Do

yet lies.

Postquest Activities
You are  now one of the Stormcloaks, given the title Unblooded,  and are
ready to  prove your worth  to Galmar and  UIfric.  Galmar StoneFist hands you
the proper attire, which you can wear,  discard,  or sell as you  please.  He also
has your next assignment:  Civil War Quest:  The Jagged Crown.

>  Fo®iwrtips           >  Hide Helmet                        >  Storm¬l®ak

>   Fugr B®®Is              >   Storm{louk Cuirass                   G¢unlleis

Gui:Sis_  CIVIL WAR QUESTS:  STORMCLOAK
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The  stronghold  for the Stormcloaks  is ablaze,  and  the chaos of fighting
Ulfric's  remaining  men and  navigating  the various  barriers can  be somewhat
confusing.  Be  sure you  learn  the various  locations you  must fight through:

Candlehearth  Hall: The  initial  entrance courtyard  and  Candlehearth  Hall

are places you can take cover, step out and defeat foes, and fight a

continuous  battle.

Southwest Market: You can traverse the narrow streets to the southwest,
maneuver around  or demolish the barriers,  and  attack the soldiers from

this  area.  Fewer enemies are  in  these  parts,  but you,re  less  likely to

be surrounded or accidentally strike your own  men.  Or you can  battle

down the side street directly to the graveyard and  miss the market area
completely.

Graveyard: The only way forward  is through the graveyard near the Hall
of lhe Dead.  Expect foes here,  both atop and al the bottom of the stairs.

Northwest Pathways: Crush the barriers with attacks,  and continue to
battle the enemy along the winding  streets that bring you  back to the  main

courtyard  in the cily's center.  Remember that you can  always retreat,  but

this  is the only route to fake.

Palace Courtyclrd: The eventual fight continues  into the flaming courtyard

outside the Palace of the  Kings.

A   OBJE(TIVE:  For(e  Ulfric Stormcloqk to surrender

Push  through  into the  Palace of the  Kings with General Tullius and  Legate
Rikke  in  tow.  Tullius  informs  Ulfric  that  he  is  guilty of  insurrection,  murder,  and

the assassination of King Torygg-essentially high treason  against the Empire.
Galmar Stone-Fist steps  in front of Ulfric,  brandishing  his axe.  Legate  Rikke
attempts to reason with  Galmar,  but the argument escalates  into a  pitched
battle.  Attack Galmar and  Ulfric,  choosing  the foe your allies aren't fighting
so you can  bring the Stormcloaks to their knees more proficiently.  Step back  if

you,re being  pulverized.

Wth Galmar dead and  Ulfric on  his knees,  General Tullius stands over
and  gloats while  Legate  Rikke  briefly looks  mournful.  Ulfric wants you  to
execute  him,.  it,ll  make for a  better bclrd/S  SOng.  You  can:

Agree,  and  plunge your favored weapon  into the bowed form of Ulfric

Stormcloak.

Or  refuse,  leaving  TuIIius to do the  job.

Quest (onclusiom
With the Stormcloaks firmly routed and their leadership bleeding across the

palace  floor,  Tullius  tells  Legate  Rikke  that  Brunwulf Free-\Mnter will  likely
be the  nextJarl  ofWindhelm.  He  has  a  final  gift foryou  as a  tribute  lo yc)ur
valor,. you  may keep the General,s sword.

>   Eeve!eti We«p©m

Postquest Activities
The General and Legate leave the palace to address the troops. After the
troops are satiated,  the General  turns to you  if you ask him for any other
tasks,  and  he tells you to watch  for any remaining  Stormcloak camps across
Skyrim.  Defeat the remnants of the  insurrection  as you  please.  The power
of the  Empire  is once  more restored...with  the Thalmor looking  on  from  the
shadows.

REUNIFICATlON OF SKYRIM ICONTINuEDl - THE BATTLE FOR FORT AMOl  / BAH F Ff)R WINDHFI M                            ----_----------asaexpf¢ffi£



PREREQUISITES: (omplete (ivil War Quest: Joining the Stormtlotiks

lNTERSE(TING  QUESTS: (ivil War Quest: Joining the Stormclooks/

Civil Wflr Quest: Message to Whiterum

LO(ATIONS:  Korvaniund,  Korvaniund (rypt,  Korvoniund  Htllls/

Korvtiniund Temple, Windhelm,  Ptilqce  of the  Kings

(HARACTERS:  Engor,  Gqlmor Stone-Fist ,  6retTti / Jorl  UIfri(

Stormcloqk,  Rqlof/  Slormcloflk Soldier

ENEMIES:  Drtiugr/  Imperial Soldier

a   OBJECTIVES: Talk to Galmor,  Meet Galmor outside  Korvtimiumd/

Retrieve Ike Jogged (Town,  Deliver the crown io Ulfrit Stormcloak

ife (lqiming qn old King,s Crown

a  OBJE(TIVE: Talk to 6qlmtir

Continue your conversation  with  Galmar Stone-Fist.  Ask  him  what the
mission  is,  and  he says that he's  located the final  resting  place of theJagged
Crown,  in  the assumed  burial  place of old  King  Borgas.  Galmar  is  already
assembling  his  men  outside of Korvaniund.  You  should  join  them  immediately.

Before you  leave,  ask him  for more  information on the Jagged Crown and the
tomb of Korvaniund.

A  OBJE(TIVE: Meet Galmor outside  Korvtiniufld

from tundra to snow,  is a depression in the ground.  This marks a  large cairn
clnd  the entrance fo these CInCient Nordic temple  ruins and Jarl,s tomb.  You
can charge toward the entrance on your own,  but a more measured  (and
recommended)  plan  is to  meet up with Galmar Stone-Fist and his quartet of
men on the slopes outside the entrance.  The troops  include Ralof, the man

you  met at Helgen.  Galmar listens as a  soldier  informs  him  that lmperials
are roaming the place,  keeping themselves comfortable.  Galmar intends to
spill some Imperial  blood  for Skyrim and send these red{lothed fiends to
their graves.  Confirm you,re ready as Galmar finishes his speech,  and you
advance upon  the cairn.  Attack!

lf you're employing  melee weapons,  it is recommended that you  lead
the charge,  sprinting down the steps and  up the other side to engage the
bowmen, while the rest of your troops fight in the lower ground.

lf you're employing  bows or projectile spells,  stay on the edge of th
depression and  rain  missile attacks down upon the enemy.

As there are only about four  lmperials guardin
is  both swift and  straightforward.  Meet Galmar at
interior entrclnce.  He issues another warning  befol
Temple.  Follow him  atonce.

trance, combat
i the steps by the

ing  into  K

O  OBJECTIVE: Retrieve the Jtigged (rown

I TARGET: Bone Crown, on  Drtiugr Leader, in  Korvtiniund Crypt
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ife (ombqT in The (qirn
Dash  into the crypt
entrance chamber,  which
is wide and contains a
small  contingent of foes.
Slaughter them  quickly,
after which  Galmar

posts Gretta  and  Engar
to guard  this entrance.
Head down the steps to
the  north,  then  turn  right

slay a  trio of lmperials  prowling  the  ledge  surrounding  this  sunken
hall.  lt is  usually  best to  head  in  first,  lo avoid  pushing  past frienc]s  to  reach

the foes.  After the battle,  you can  reconvene near Galmar at the northern  side
of the  lower  hall,  near the  massive cave-in  that dominates  the  middle of This
chamber. Galmar guesses there,s a group of foes wa.lting for you
side of the tunnel  steps.  Hers  hoping  you  can  find  a  different way i

Ignore the warning  and  plow straight down  the stairs  into the bridg

chamber where you  fight around  four to  six  lmperials'

around  the  hallway,s  upper ledge,  lo an entrance

ere Galmar  is waiting.  This  brings you  out into the

bar but on the  upper bridge.  lt is easier to she
lcks, or race along the bridge and around the

a,  tackling  foes one at a time.

Your comrcldes attack the enemies from the lower level,  so taking down
the enemy from tw
the bridge chamb
area for treasure

passage to the west. Galmar a

fer and splits the  lmperials' forgets.  When
Legion  blood,  check the main stepped

est).  Afterward, find the upper exit
his remaining  soldiers are clustered  around

the corpse of a  Draugr.  lt is the first time they,ve seen  such a corpse.  Galmar
bolsters their courage,  and the  infiltration continues,  down to the iron  door
leading  into the  Korvaniund  Halls.



puzzle solution: The door consists of three "rings,, that rotate when you
activate them.  Each  of them  has three animals  plated  into the  structure,  while

you  unlock the central  keyhole  using  the  Ebony Claw.  The  puzzle  solution  is
on the palm of the Ebony Claw;  rotate  il in your inventory to see the three
circular petroglyph carvings. Move the rings so the Wolf,  Moth,  and  Dragon
appear on  the outer,  middle,  and  inner  rings,  respectively.  Then  insert the
Ebony Claw into the keyhole.

Venture through  the  rumbling  door and through  connecting  corridors  into
the guardian  hall  chamber.  To the west is  a  portcullis  preventing  you  from
reaching the exit door.  Simply head to the chamber's  northwest corner,  into
the passage thatwinds up/  pastan  Iron  Dagger on a  plinth.  Cross a stone
bridge to a  balconywith a  chest.  Of more  importance  is the  handle on the
northwest corner of this  balcony.  Pull  the  handle to  raise the  portcullis  and
then drop down to aid  Galmar as four or five  Draugr clamber out of their
tombs to stop you.  Now enter the crypt itself.

After a  few more winding  passages,  Korvaniund  reveals its deepest
chamber:  the ceremonial crypt of a  longi]ead Jarl. Approach the slumped
Draugr sitting  on the throne in the middle of the chamber. Two guardians
clamber out of the tombs that flank the throne,  prompting  a vicious battle
between the stormcloaks and Draugr. When the combat ends, pry the crown
off the  Draugr who sat on the throne. With the Bone Crown  in your inventory,

you  can  return to ulfric Stormcloak.  Before you leave,  hecld  South  tO a \^ford
Wall  and  absorb another Word of Power!  Then climb the slops to the east,
heading  up the steps,  back into the temple.  Remove the door bar,  and exit
Korvaniund  by this quicker route.  Leave Galmar to finish  his search,  and
head  back to \Mndhelm.

B>   B®me ¬F®Wm          >   Word of Power: SlowTime

A  OBJE(TIVE: Deliver the (Town lo  Ulfric Storm(look

I  TARGET: Ulfric Stormclouk/  inside the  Pqla(e of the  Kings in

Windhelm

Ouesl (onclusion
Return  to the  Palace of the  Kings and  locate  Ulfric  Stormcloak,  who  is
surprised that Galmar was correct about the crown.  You can ask him about
the war and  his  role  in  deposing  the old  High  King  ofSkyrim.  But more
importantly,  Ulfric  has a  message he needs delivered to the Jarl of Whiterun.

Postquest A(tivities

This  prompts the immediate start of Civil War Quest:  Message to Whiterun.

EN> Decisions aI Whilerun

A  OBJE(TIVE: Get new orders

Immediately after congratulating  you  on  locating  the  Bone Crown, Jarl  Ulfric
Stormcloak explains that he has a  message  he needs deliverecl lo the Jarl of
Whiterun.  Inquire why he,s handing you an  axe as the  message, and  Ulfric
explains that if the Jarl  keeps  the axe,  Ulfric will  bide  his time.  lf the axe  is
returrled,  it means war.

U!fri¬/a WGF Axe

A  OBJECTIVE: Deliver axe to the Jarl ofWhiterun

I  TARGET: Jarl  Bqlgruuf of Whiterun,  in  Drugonsreo(h
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drawbridge and to the main Whiterun gate. As you approach, a guard stops

you,. the city is closed with the news of the dragons spreading  faster than you
can  travel.  You  can:

Tell  the guard  that Riverwood  calls for the Jarl's aid.  This  is  the optimal

plan  and  is available only if Main  Quest:  Before the Storm  is active.

(Persuade)  Or you can  tell the guard you  have news from  Helgen about
the dragon attack.

(Bribe)  Or bribe the guard  with  a  proportion  of your collected  gold.

(Intimidate)  Or order the guard  to  stand  aside.

Once you,re  inside the walls  of Whiterun,  head  north,  to the  hilltop on
which  the city sits.  Go past the Gildergreen  tree  and  the  Shrine to Talos.
Climb the stone steps to discover Dragonsreach,  home of theJarl.  \^/all
toward  the  huge central fire on  either side of the banqueting  tables.  You
are  met by  lrileth, Jarl  Balgruuf/s  Housecarl.  Explain  to  her that you  have
a  message from  ulfric Stormcloak,  and  she  immediately lets you  past.  You
can converse with  her at length  if you wish,  or offer other responses with the
Main Quest active,  but mentioning  Ulfric,s name allows you  to progress  more

quickly.

"3,JEST_Sj   CIVIL WAR  QUESTS:  STORMCLOAK



inform  him  that you
have a message from
Ulfric  Stormcloak.  His
responses are dictated
by the current situation
regarding the dragons
returning  to Skyrim,  and
how far through the
Main Quest you have

progressed.

At this  point,  you  must have completed  both Main  Quest:  Bleak Falls
Barrow and Main Quest:  Dragon Rising/  then  returned  to the Jarl,  heard the
call of the Greybeards,  and  received your Housecarl,  Lydia.

lf these two quests have  not yet been completed,  you  must do so.  Refer to
the Main  Quest for all  relevant information.

O  OBJECTIVE: Assist JflrI  Bolgruuf with the drtigon thretit

Once the excitement over the defeat of the dragon at the Western
\^/atchtower has subsided,  approach the Jarl and tell  him that Jarl  Ulfric
Stormcloak asked you to deliver an  axe fo him.  He asks for his steward,
Provenlus Avenicci,  and  his  Housecarl,  lrileth,  to comment on  these  matters.

0  OBJECTIVE: Wait for the Jorl,s response

Avenicci  recommends  a  wait-and-see approach  to  Ulfric's threat.  lrileth
believes  it is time  to  act,  while the Jarl wishes to challenge  Ulfric  to face  him
as a  man  and  declare  his  intentions.  Avenicci  favors a  garrison  of lmperials,
while  lrileth  deems this to  be cowardly.  You  can  interrupt this  back-and-forth,

or let the Jarl  conclude.  The  results are the  same:  TheJarl  has the answer to

your message.  He  returns the axe.

>   ELIi#i¬fs WffiF Axe

fy  OBJE¬T!VE: W«iT for orders from Jor!  Ulfri(

Quest (om(lusion
Ulfric tells Galmar he was  correct.  Galmar informs  him  that he,s toured  the
Stormcloak camps,  and  his forces are ready for an  attack on Whiterun.
The decision  to  send  so  many men  to their deaths weighs  heavily on  Ulfric.
Galmar is certain  the men and women  of Skyrim want this  insurrection,  and
there  is  no turning  back now.  Ulfric agrees,. a  new day is dawning and  the
sun  rises  over Whiterun.  And  the  Sons of Skyrim will  greet thclt dawn  With
teeth  and  swords flashing!  Ulfric wants you  on  the front  lines.  Fight well  or die
well.  Talos  be with you!

Postquest Activities

The  immediate commencement of Civil  War Quest:  Battle for \^/hiterun  is  now
under way!

PREREQUISITES: (omplefe (ivil War

Quest: Message to Whiterun ®   mlNOR SPOILERS

lNTERSECTING  QUESTS: Civil War Quest: Messtige to Whilerun,  (ivil

Wtlr Quest:  Libertition of Skyrim

LOCATIONS: Whiterun,  Dragonsreuch/ Windhelm/  Ptiltice of the  Kings

CHARACTERS: Galmar Stome-Fist, Jorl  Ulfric Sto-look/ Jarl Vignqr

Gray-Mono,  Rtllof,  Stormcloak Soldier,  Ulfric Stormclotik

ENEMIES:  lrileth,  Imperial  Soldier,  Jtirl  Btilgruuf Ike  Gretiler/  Whiterun

6utird

a   OBJECTIVES: Gel your orders from Golmtir Stone-Fist,  Break

through the enemy bqrrictide,  Open the drawbridge,  Force Jurl

Balgruuf the Gretiter lo surrender, Accept Jtirl  Bolgruu[ the Greater/s

surrender

REgiv Burning Skies a"he Ftill of Whilerun
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lacking Strqlq9emS: Assault and Overrun!
You are now engaged  in  an  all-out siege of Whiterun.  This battle  is
lemgthy and confusing,  and you can easily become a casually rather than
a  champion  of this war.  However,  the  following  tactics  should  help you
minimize your risks  as you  become embroiled  in  this  skirmish.

Know your enemy: In the  midst of battle,  it sometimes becomes confusing  to
know exactly who you should  be fighting.  There are three distinctive forces
battli,ng for control  of Whiterun.  You are sided with the Stormcloaks, who are

cid)in  armor with  dark blue tunics and typically Carry axes.  Also present are
Whiterun Guards, who are the enemy. They wear orange tunics and carry
shields with  the  sign  of the  horse.  The  Imperial  Soldiers are clad  in  red  and
tend to  use swords.

The Offensive Area:
This  battle  takes  place
between the outer gate

(which  the  barricade  is
blocking)/  the  middle

drawbridge  (which  must
be lowered once you,re

barricade),
Her gate  (the
defense). You

us your attacks
th  running  from the outer gate;  then  get onto the scaffolding  that runs along

e northern wall to reach  the lever and drop the drawbridge.  There  is  no
need to maneuver elsewhere.

Enemy Emplclcemenls: The enemy is stationed along the cobblestone road
that winds around  in a  right-turn  semicircle to reach the drawbridge, As y

gain entry through the outer gate, expect foes to be atop the outer gclte
the wooden guard towers,  on the path above the cobblestone
the stone battlements to your right,  close to the drawbridge.
attacks are coming  from  so you can stop them!

Call to Action: Your first

job  is to remove the
enemy barricade on
the cobblestone path
at the entrance to the
outer gate.  Achieve this
by employing  one or
more of the  following
techniques:

Melee: Standing  at

+I i6jvy-

Last Line of Defense:
When you  break
through,  the enemy falls
back to the cobblestone

path with the stream
running  across  it,  prior

to the drawbridge.  Make
reaching  the drawbridge

your focus,  rather than
fighting,  Try the following

routes:

Route  I: Race directly up the cobblestone road to the guard tower fo
the northeast.  Head  up the wooden  ramp/  then turn right (east).  Run

around the dirt path above the road,  over two more ramps and onto the
drawbridge,s top.

Route 2:  Race directly up the cobblestone road to the ruined section of

wall  on  the  inside  bend  in  the  road.  Leap onto the wall  and  scramble to a

wooden  lookout adjacent to the top of the drawbridge.

Route 3:  Race directly up the cobblestone road,  fixing your view on

the stream  to the northeast.  Scramble up the fallen  masonry before you

reach the stream. Turn  right and  leap up to the battlements just below the

drawbridge.  Run south and to the upper crenellations,  where you can

access the drawbridge.

Unwise Routes:  Ignore the archway the stream  runs out of,.  this leads to
the gap in  the cobblestones along  the stream,  but there,s  no way up.  The
archway farther up the east wall  leads to a small antechamber with  no way
out.  Good  for hiding  but not for completing  objectives.

Htiil lo the CrqyIMqnes
Open  the main  gates as
soon as the drawbridge
is  lowered.  Stormcloak
troops  pour  into
Whiterun,s city streets.
The enemy guards are
here,.  strike down each
one so they don,I hit you
with arrows as you  run

past them.  Race east
Mare and  turn  left  (north).  Sprint up the  steps with the

canal  chutes on  either side and to an  inner barricade.  Remove that using  the
same techniques you  utilized earlier.  Then  race past the Gildergreen tree and
the Shrine to Talos.  Climb the stone steps to a third  barricade  before racing
into Dragonsreach.

fJvES'f.S   CIVIL WAR QUESTS:  STORMCLOAK



means focusing your attacks on the Jarl, ting

While Ralof waters the

ground with a Whiterun
Guard/s blood,  you  must
storm into Dragonsreach

nd  seek out theJarl.
Surrendering"  isn,t a

verbal commitment to
end  hostilities,.  the  Nords
require you to bow
before the victor.  This

him  until  he  falls  to  his  knees.

You  mcly  need  tO finish  Off a  few Whiterun  Guards first.  Fortunately/ you  have
the might (and the axes)  of Galmar Stone-Fist and  Ralof to help you.

a  OBJE(TIV[: A((Opt Jqrl Bqlgruuf the Greuter,s surrender

Quest (onclusion
The Jarl staggers to
his feet and orders  his
remaining troops  (if there
are any) to stand down.

he Jarl  notices Vignar
Gray-Mane walking
into the corpse-strewn
hall,  and they begin to
argue about the Empire.
Galmar stops this

argument.  The Jarl  has some unkind  parting words for you before Galmar
orders you  back to Windhelm.  Ulfric  must be  informed of the victory here.

Poslquest Activities

Vignar Gray-Mane  is  installed  as Jarl  of Whiterun  from  this  point on.  Civil
\^/ar Quest:  Liberation  of Skyrim  begins.

PREREQUISITES: (omplete (ivil War Quest:  Bottle for Whiterun

lNTERSE(TING  QUESTS: (ivil War Quest:  Battle  For Whiterun,  (iviI

War Quest:  (ompelling Tribute

LOCATIONS:  Falkreath Slormclook (amp ,  Fort Neugrod,  Fort Neugrad

Prison, Windhelm,  Palate of the  Kings

CHARACTERS: Galmor Stone-Fist / Jorleif, Stormclook Soldier/  Ulfri(

Storm(look

ENEMIES:  Imperial Soldier

A  OBJE(TIVES: Liberation of Skyrim:  Report to UIfric Stor"loqk/

Liberation of Skyrim.. Liberate Falkreath  Hold,  Rescue from Fort

Neugrad: Meet the men  near Fort Neugrad,  Rescue from  Fort

Neugrad: Sneqk into the fort,  Rescue from  Fort Neugrad:  Free the

prisoners,  Rescue from  Fort Neugrod: Thke over the fort,  Rescue from
Fort Neugrad:  Report back to Rolof/  Rescue from  Fort Neugmd:  Report

to  Ulfric Stormcloak,  Liberqlion of Skyrim:  Libemte the  Reach

ife` The Brotherhood Rewards Risk-Takers

a  LIBERATION  OF SKYRlm  NOW BEGINS

A  OBJE(TIVE: Report to Ulfri( Stor"look

I TARGET: Ulfric Stormcloak,  in  Poluce of the  Kings in Windhelm

Return to the  Palace of the  Kings  in  Windhelm,  and  speak with  UIfric
Stormcloak.  Due in  part to your actions at Whiterun,  the lmperials have been
driven out of that Hold,  and  Ulfric  controls the  middle of Skyrim.  For your
service,  Ulfric  has a  new Nordic  name for you:  Ice-Veins,  for the thick  blood
of his land  has seeped  into your heart.  He also  has an  Imperial officer,s
sword to give you,  a fitting  blade with which to kill the enemy.  Ask what the
next move is,  and  Ulfric tells you  to  head to c]  hidden  camp within  Falkreath
Hold.  Galmar Stone-Fist has  important tasks for you  there.

>   Leveled Weapon

a  LIBERAIION OF SKYR" BEGINS

A  OBJE(TIVE: Liberate  Fqlkreqth  Hold

I TARGET: Gqlmqr Stone-Fist,  Folkretlth Stormcloak (amp

Journey to the Falkreath
Stormcloak Camp east
of Helgen,  just above the
snow  line  in  the  foothills

of the Throat of the
World.

Aside from a Quartermaster and a Grindstone to  help augment your
weaponry/  there,s an alchemy table near the  hospital tents and  troops lo
speak to.  However,  Galmar,s tent is the place to visit, where the Nord  is

pouring over the current Civil \^/ar map.  Report for duty,  and he wants you to
head to Fort Neugrad.  You are to  infiltrate the fort,  as the  Legion are holding
some Stormcloaks  prisoner there.  He aims to  use your cunning  lo find a way
inside,  free the  men,  and  liberate the fort.  This  is an  attack from  the  inside!

a  RESCUE  FROM  FORT  NEllGRAD  BEGINS

A  OBJECTIVE: MeeHhe men near Fort Neugrad

I TARGET: Mountuins west of Fort Neugrod

rugged terrain to the main  road west of the fort (Fast-Ira
nd then  sprinting  to  meet your men  is cl  quick option). As

there are two roads  in this area,  if you  head straight toward  Fort Neugrad

(without sneaking),  the enemy soldiers recognize you as a Stormcloak and
raise the alarm.  You  can  fight on  c]n)^^/ay/  but until  Ralof c]nd  his  men  figure

out something  is amiss and catch  up with you, you,re alone against the entire
Imperial  garrison!  This  is  not recommended.

Instead,  walk or FasFTravel to  Helgen,  and lake the road south from
there (the one you traveled during the opening  moments of your adventure).
This  brings you to the rendezvous  point without alerting the enemy.

BATTLE  FOR WHITERUN  ,   LIBERATION  OF  SKYRIM - RESCUE  FROM FORT NEuGRAD
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You soon encounter a  small team of four men. One of them  is your
old friend  Ralof,  who  has already reconnoitered  Fort Neugrad.  It appears

particularly large and well defended over the  brow of the hill,  partly due to
the mountain  slopes keeping  raiders away from the walls.  However,  there is
an  underwater cave entrance in  the lake behind the fort,  and  Ralof reckons  it

goes straight into  the  prison.  The  plan  is to  sneak  in  there,  free the  prisoners,
and  kill  anyone you  meet.  Ralof will  rush  the fort when  they  hear fighting,
and  you,Il  rendezvous  in  the courtyard.  Al this  point,  inform  Ralof that you,ve
agreed to the plan and  begin  the sneak.

A  OBJE(TIVE: Sneak into the fort

Or,  tell  Ralof you  aren,I interested  in  sneaking,  At this  point,  you  can  tclke
a direct (and far more dangerous)  approach:  assault the fort via the main
entrance and battle down  to the prisoners  inside.  This  is possible but it,s
significantly riskier,  because you  don,I have the aid  of additional  soldiers
from  the  prison'

H!EB        Ra!of  rec©mmeneds  ¬mempting  ihae  esss«u!?  im  i!ie  eveitimg,  evs  i?  will

be  eersier  Fo  sneak  ptisf  the  gueeral  peviere!!ing  ol!F5ial©6  This  is?ruse;

whei!1er  you  t«ke  his  ertlVi¬®  iS  ups  E¢  yous!

ife Lqkeside lnfiIIrqlion
Continue  up the  road
until  you  see the fort.
Wait for nightfall,  when
the guards change shifts
and the patrols become
lighter. Take advantage
of any stealthy gear or
spells you  have  (Muffle
and  Invisibility  make  this

infiltration  a  breeze).
Then  crouch and  move in.  Head to the small  iety and  lake to the fort,s east,
and then dive  into the murky lake. Turn  left (west)  and  look for the underwater
cave entrance.  Swim  into the underground flooded cave.  You are  now  in  Fort
Neugrad  Prison.

a  OBJECTIVE: Free the prisoners

Climb out of the wclter,  head  north through the narrow tunnel and  northwest
through a  barrel-storage cellar,  and go up some steps. There are two guards
in  this area,  a  jailor and  a  soldier on  patrol.  Wait until  the  jailor  is alone and
seated on  his chair.  Then  use a well-placed arrow to remove him quickly.
Swiftly take the key from  his  body and  release the prisoners before the other
soldier can  investigate.  The  jailbreak  is on!  The freed  men  quickly don  their

rmor and follow your lead.

>  Fort Neugrad Prison Key

a  OBJE(TIVE: Take over the fort

I  TARGET: All remaining  Imperial Soldiers

A  OBJE(TIVE: Report back to Ralof
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Sprint up the spiral  stone steps to the fort,s entrance hall and fireplace.  Move
west to the exterior door,  into the outside courtyard,  and  begin  slaughtering
the  half-dozen  soldiers guarding  the outside of the fort.  They  usually stream
in  from  all  angles,  but Ralof arrives with  his  men  ro  help your team  out.  The

numerous gaps  in the walls allow you to  hide and dart out if you're engaging
in  longer-ranged  attacks or needing  fo  rest between Stamina exertions.
Don,I forget the enemies  by the wooden side building and campfire to the
southwest.

Move with your men-they are tough  in  single combat,  but if your whole

group concentrates on one forget at a  time,  you can  take your foes down
quickly.  Methodically head  to  the  fort's  front,  where  Ralof's  men  are fighting
their way in.  With your combined forces,  you  have no trouble taking out the
remaining  defenders.

Once the courtyard  is clear,  the other soldiers reinain outside to secure
it.  Your  next step  is to crush  the  remaining  stragglers  inside the  keep.  With

Ralof,s  help,  head  inside.  The  interior of Fort  Neugrad  is  a  circular  path,
allowing  you  to  move quickly  left or  right  (as  the  main chamber  is open  to
attack from all  sides)  and begin  a sweep of the keep.  Your most dangerous
adversary is the fort,s commander,  who  is  in  his room on  the upper floor,s
eastside.

When everyone wearing  red  is dead, find  Ralof and  report back to him
You,re to  report back to  Ulfric while he remains  here to tidy up the mess.

A  OBJE(TIVE:  Report to  Ulfri( Storm(look

I TARGET:  Ul[ric Stormlook/  in  Pqloce of the  Kings in Windhelm

Civil War Quest:  Rescue from  Fort Neugrad  may have finished,  but the
Liberation  of Skyrim continues.

Quest Conclusion
Trek back to the Palace of the Kings and  let Ulfric know of your victory.
Falkreath's  main fortress  is  in  Stormcloak  hands,  so the  heart and  soul  of
Skyrim  is  now the domain of the Nords.  Ulfric Stormcloak has come to enjoy

your ferocity and determination.  Some brothers  have taken to calling you
Bone-Breaker.  UIfric calls you  that loo.  Along  with  this,  you  receive a  new
weapon and the ability to  purchase a  home  in Windhelm.  Consult with
Jorleif,  Ulfric's  Steward.  Ask what the  next move  is,  and  Ulfric tells you  to
report to Galmar at the Stormcloak camp in the Reach.

>  Leveled Weapon

a  LIBERATION OF SKYR" (ONTINuES

a  OBJE(TIVE: Liberate the Red(h

I  TARGET: Golmqr Stone-Fist,  Red(h Stormclook (amp

Postquest Activities
Civil  \^/ar Quest:  Liberation  of Skyrim  is  still  going.  Civil  War Quest:
Compelling Tribute  begins once you check  in  with  Galmclr.  ln  addition,  speak
toJorleif if you wish  to  purchase a  dwelling  inside Wndhelm.

a     r=   -      CIVILWARQUESTS   STORMCLOAK



PREREQUISITES: (omplete Civil War Ouesl:  Rescue from  Fort

Neu9rOd

lNTERSECTING QUESTS: (ivil War Quest:  Rescue from  Fort

Neugrad,  Civil War Quest: The  Battle for Fort Sungord

LO(ATlONS: Morkarth,  Understone Keep /  Reach Storm(look (amp/

Windhelm,  Palace of the  Kings

CHARACTERS:  Fqleem,  Gqlmflr Slone-Fist, Jorl  lgmund ,  Mflrkqrth

Guard, Quanermaster,  Rqerek, Stor"loqk Soldier,  Ulfric Stormclook

ENEMIES: Imperial Soldier

A  OBJE(TIVES: Liberation of Skyrim.. Liberole the  Reach, (ompel[ing

Tribute:  Find  evidence,  (ompelling Tribute:  Bltlckmoil  Rtlerek/

Compelling Tribute:  Report to  Galmtir Stone-Fist,  (ompellimg Tribute:

Meet the mom,  (ompelling Tribute:  Follow Ralof and timbush enemy

scout,  (ompelling Tribute: Take over the curavqn,  (ompelling

Tribute:  ReporHo Rolof

ife Raerek,s Silver

a  LIBERATION  OF  SKYRlm CONTINUES

a  OBJE(TIVE: Liberole the Retich

I TARGET: Golmqr Stone-Fist,  Retich Stormloqk (amp

Galmar Stone-Fist has set
up a  hidden  Stormcloak
Camp in the  rocky
mountainous  region
northeast of Karthwasten,
which  has the same

enefits as the one  in
alkreath,  although  this
as a few Stormcloak

casucllties  from  the

you  to Markarth.  Rumor

The evidence is located  in  Raerek's quarters,  which  is north
the Jarl,s throne  rocm. Watch for patrolling Markarth Guards witnessing your
trespassing, as this clandestine robbery cannot escalate into hostilifies!  Reach
this area without being clelected by doing one of the following:

(Sneak) You can sneak into the chamber,  preferably after clark when the
keep hcIS fewer folk awake.

(Spells)  You  can  cast  Invisibility or  some  other  helpful  spell  that diminishes
the chances of you  being  seen.

Or you can slowly,  and without weapons drawn, enter the keep and  head
immediately to Raerek,s  bedroom.

Enter (he  is either sleeping  here or wandering the keep'  usually close to
the throne room)  and search the dresser for the Amulet.

>   Rffegekfs  ims¬Fibed Amulet ®f TaI®s

A  OBJECTIVE: BIackmail  Roerek



ife Rqlof,s Rebels
Judging  by your world
map/  the scouts are
waiting  on the road  lo
the east of Broken Tower
Redoubt,  in  the eastern

part of the  Reach.  Travel
there.  Beware if you,re
approaching  from  the
ast-you,ll  run  into the

Imperial  caravan  without
from the west,  heading

east,  and  meet up with  an old friend  as the path crosses the top of a  rocky
hillside.  Ralof greets you when you  speak with  him.  At this  point,  you  have
two choices to  make:

Plan A:  Rolof's Reasoning

Chat with  Ralof,
answering any way

you wish.  Steer the
conversation  back lo

your  mission  and  explain
the enemy wagon  loaded
with coin  and weapons
is farther down  this
slope.  As  luck would
have  it,  Ralof has  been

I an axle and  is stranded.  Although you,re
outnumbered  (there are six foes),  Ralof has  a  plan:  His troops will  remove the
enemy sentry,  then situate themselves overlooking the camp.  Afterward, you'll
infiltrate their position,  gain  their attention,  and  Ralof/s troops will  unleash  a
volley of arrows, winning the day tactically.  Agree to this plan.

a  OBJE(TIVE: Follow Ralof and ambush enemy scout

a  OBJECTIVE: Take over the camvon

/

H!EB          BefeFe  rm®Viregr  ire/  Wesi?  usretii  nigiltfee!!;  tis  yeaer  Steee!thiaceSS  iS

rmueii  mere  !ileely  flo  sus¬gesal.

Crouch and follow Ralof, watching as his bowmen  drop the enemy scout.
Wait for them to reach the rocks overlooking the broke-nrdown caravan, and
then walk toward the enemies.  Sneaking/  firing from  range,  or rushing to
attack are all  excellent ideas, while your brethren shoot arrows down on them
from  above and around the  path.

Plan  B:  Good  Riddance to  Ralof

Chat with
either refuse to go along
with  his plan or ignore
him  altogether.

A  OBJECTIVE:

Take over the

(OrOVqn

Head down the  path to the southeast and  begin to  battle the six lmperials

guarding  the caravan  of silver.  You  can  begin  with  the sentry atop the  rocks
overlooking  the caravan.  Then  rain  death from  above with  ranged attacks,
or swarm  the foes with  melee weapons. A couple of enemy soldiers may be
sleeping,  so carve them  up  before they fully wake up.

ffigr         if  9hiis  #ighit  ®ver¥/ile!m§  ySus,  flee  asp  She  Perife  a®Wesrd  Rffi!®f,  &"1#

hais  msffi  !ieip  bi;  m®pi3ireg  uap  gifts.7  Sr!emiSS  gi¥ireg  gh¬:Se.  Tife®!1
`                                       `

a  OBJE(TIVE: Report to Rqlof

Quest (omclusiom

With  the caravan,s guards  removed,  Ralof remains  here to guard the silver.
Speak to  him  to end the quest.

Postquest A(tivities
Civil  War Quest:  Liberation  of Skyrim  is  still  ongoing.  Civil  \^/ar Quest:  The
Battle for Fort Sungard  begins shortly.  Loot any weapons clnd Valuables you
wish from the wagon.

>   Sp®i!s mi Weir

PREREQUISITES: (omplele (ivil War Quest:  (ompelling Tribute

lNTERSECTINO  QUESTS: (ivil War OuesI:  Compelling Tribute, Civil

War Quest: A False  Front

LOCATIONS:  Fort Sungard,  Fort Sungord Muster,  Fort Sungqrd Tower,

Reach Stormcloak (amp / Windhelm,  Palace of the  Hills

CHARA(TERS: Galmor Stome-Fist, Jarl  Ulfri( Stormloqk: Stormclouk

Soldier

.i:T37j2ap `
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A Stormcloak Camp/  where Galmclr Stone+Fist congratulates
and he says your next objective  is Fort Sungard. You are

to meet the soldiers  preparing  for the attack,  and  then wipe out the Legion

garrison. Agree to the task, and  the quest commences.

fr   E5® g®id pieces

a  THE  BATTLE  FOR  FORT SUNGARD  BEGINS

A  OBJE(TIVE: Join the men attacking Fort Sungard

I  TARGET: On the hill,  northeast of Fort Sungtird

Fort Sungard  is  nestled
in  the southern  part of
the Druadach  Mountains,
close to the border
of Whiterun  Hold.
Galmar,s  men  are on
the craggy hillside to
the fort,s northeast,  so
approaching  from the
southwest can  fail  this

obieclive  (but not the quest,.  this  iusl starts the  battle  premc)turely).  Instead,

you  may wish to circle around and  join  the detachment of Stormcloak forces
stationed  close to the  fortification.  After studying  the Atlas entry of this  place

(page 835)  and speaking  to the leader of the forces,  begin the attack.

"f*JE.L=;T3   CIVIL WAR QUESTS:  STORMCLOAK



a  OBJE(TIVE: Take over Fort Sungqrd by killing the enemy

Assault the fortification

and  help eliminate all  the
Imperial Soldiers.  Enter

from one of the following
weak points or fortified

positions:

North walk This is
both impenetrable and
treacherous,  being
close to extremely

steep cmd rocky

ground.  However, you
can scale the jagged
rocks to the northeast

and attack from  here

(ranged weapons
only).

East wall: ln  the

northeast corner,  the battlements  have fallen,  allowing you to leap atop

them. There  is an ofrenoverlooked entrance arch,  too,  which  is  perfect for

a  surprise attack!

Tower entrance:  Located outside the walls on the fort,s southeast corner,

close to the oubliette tower.  Enter this  door and  scale the  spiral  stairs to the

tower's  top.  You  can  rain  down  ranged  fire almost with  impunity!

OublieHe fewer: This isn,I worth ascending,  as your view ism/I good  for

soldier dispatching.

South wall: The terrain  is  steep and  unforgiving'  but there  is  a  fire  pit

balcony with an easily assaulted archway entrance  here.

Southwest muster: The southwest corner wall  has an  exterior pipe leading

into the Muster.  From here you can  sneak or rush  through  and  up onto the

exterior battlements.

you're fighting  uphi
the battlements.

After you win the be the Stormcloak fortes remain to garrison this
location_  Meanwhile, you  have other plans.

a  LIBERATION  OF  SKYRIM  CONTINUES

A  OBJECTIVE:  ReporHo  Ulfrit Stormcloqk

I  TARGET: UIfric Stormloak/  in  Palace of the Kings in Windhelm

Quest (onclusion
Return  to the  Palace of the  Kings and  inform  UIfric of your victory.  This
captures the  Hold of the Reach and stopped the raping of her silver mines.
For your valor and  battle prowess,  you are named  lee-Hammer.  Take the
earned weapon as a gift and  symbol  of this new rank.  You're instructed
to  meet Galmar again;  he,s  planning  some surprises for General Tullius  in
Hjaalmarch.

BD.    ELeweieti  SELie!di

A  OBJEC"VE: Liberate Hiaolmarch

t  TARGET: Galmor Stone-Fist,  Hioolmqrch Stormclook (amp

Poslquest Activities

Civil  War Quest:  Liberation  of Skyrim  is  still  ongoing.  Civil War Ques
False  Front begins  shortly.

PREREQUISITES: Complete (ivil War Ouesr: The  Bti»le for Fort

Sungtird

INTERSE(TING  QUESTS: (ivil War Quest: The  Bottle for Fort Sungord,

(ivil War Oues1: The  BaHle for  Fort Snowhowk

LO(ATIONS: Dragon  Bridge,  Four Shields Thvern,  Hioo!mtirch

Stormlotik Camp/ Morthql,  Highmoon  Hall,  Rorikstetid,  Frosrfruil Inn

(HARACTERS:  Foido,  Gtilmar Stone-Fist,  Legate Tourinus Duilis,  Mralki

ENEMIES: Imperial Courier

)   OBJECTIVES:  Liberation of Skyrim:  Liberate  Hiaulmarch, A Ftilse

Front:  Find the  Imperial  Courier, A  Ftilse  Front:  Retrieve the  Imperial

Courier,s package, A False  Front:  Bring the documents to 6almcar

Stone-Fist/ A False  Front:  Bring the forged documemts to Legqfe

Tourinus Duilis,  Libe"tion of Skyrim:  Liberate  Hititilmorch

seas Delivering lh¬ Dotlored Do¬umenls

"IBERATION OF SKYRIM CON"NuES

A  OBJECTIVE:  Libemte  Hiaqimarch

I  TARGET: Golmtir Stone-Fist,  Hiatilmtirth Stormtloak Camp



ayern is in  Dragon  Bridge, along the  main  road to the west of Solitude and
operated  by Faida. The Frostfruit Inn  is one of the prominent structures of
Rorikstead and  has an  innkeeper named Mralki. Journey to either of these
locations and  speak to the innkeeper,  asking  whether they've seen any
Imperial Couriers.  After an evasive response, you can:

(Persuade)  Warn  that the courier,s  life  is  in  danger.

(Bribe)  Offer some gold  for the  information.

(Intimidate)  Mention  that you  can get rough  if you  need  to.

Or wait around  in the inn.

lf you  succeed  using  any of the first three options,  the barkeep tells you
that the courier just left and that you can  probably catch  him.  Or you can
wait in the inn for the courier to return. The courier is  halfway between  both
the inns on the  main  road.  Even  if you,re unsuccessful, you can elect to run
after or wait for the courier (the only difference  is the objective won,I update).
You  must visit one of the  inns before finding  the courier.

a  OBJE(TIVE: Retrieve the Imperial (ourier/s pflckoge

I TARGET: (ourier, inside or between either inn

The courier travels to and from each  inn.  He loiters at the inn for an  hour,
sleeps there for an  hour,  and then  heads  back to the other inn.  He repeats
this route  until you  intercept him,  either  by waiting  inside the  inn or finding
him om  the road.  At this point,  you  have a  three options:

(Pickpocket)  Pickpocket the documents while the courier is unaware.

peak to the courier,  demanding the documents.  He refuses and you  must

kill ire courier and  loot the corpse for the documents.

j74
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a  OBJECTIVE:  Bring the forged documents to  Legqle Thurinus Duilis

I TARGET:  Legate Tourinus Duilis,  Highmoon  Hall,  in Morthal

Quest (om(lusion
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a  LIBERATlON  OF SKYRlm (ONTINuES

a  OBJECTIVE:  Liberate  Hioalmorch

I TARGET: Golmqr Stone-Fist,  Hiqolmarth Stor"look Cqmp

Postquest Activities
Civil  War Quest:  Liberation  of Skyrim  is  still  ongoing.  Civil War Quest:  The
Baffle for Fort Snowhawk now begins.

:i fo,I_S_`-   CML WAR QUESTS   STORMCLOAK



PREREQUISITES: (omplete Civil War Quest: A False  Front

INTERSECTING QUESTS: Civil War Quest: A False  Front/  Civil War

Ouesl: The  Bflttle for  Fort Hraggslad

LOCATIONS:  Fort Snowhqwk ,  Fort Smowhowk Tower ,  Hiaolmorch

Stormcloqk  Camp/ Windhelm/  Palace of the  Kings

CHARACTERS: Golmar Stone-Fist, Jorl  Ulfric Stormcloak,  Stormcloak

Soldier

ENEMIES:  Imperial Soldier

A  OBJE(TIVES:  Liberation of Skyrim:  Liberqle  Hiatilmarch/ The  Battle

for  Fort Snowhawk: Join the men atlticking  Fort Snowhqwk, The  Bottle

for  Fort Snowhawk: Take over Fort Snowhawk by killing the enemy/

The  Battle for  Fort Snowhtiwk:  Report to  Ulfric Stor"loqk/  Liberation

of Skyrim:  Liberate  Hoqfingar

ife, march on Hiqqlmqrch

a  LIBERATION  OF  SKYRlm CONTINUES

a  OBJE(TIVE: Liberate  Hioalmorch

I  TARGET: Golmqr Stone-Fist,  Hiaalmar(h Stormcloak Camp

Travel  to the  Hiaalmarch  Stormcloak Camp'  where Galmar Stone-Fist
congratulates you.  Report for duty'  and  he says your next objective  is  Fort
Snowhawk.  You are to meet your Brothers waiting  nearby for the attack
orders and then wipe out the  Legion  inside.  Agree to the task,  and  the quest
commences.

a  THE  BATTLE  FOR  FORT  SNOWHAWK  BEGINS

A  OBJE(TIVE: Join the men ollqcking  Fort Snowhtiwk

I TARGET: On the road, southwest of Fort Snowhowk

up with your  Brothers  on  Ike ridge south  of the fort.  After studying  the Atlas
entry of this  place  (on  page 730)  and conversing with  the leader,  commence
the  battle.

O  OBJECTIVE: Thke over  Fort Snowhtlwk by killing the enemy

Assault the fortification
and  help eliminate all

the  Imperial  Solcliers  in

the garrison.  Enter from
one of the following
weak points or fortified

positions:

Southwest wall: This
is dominated  by two
turrets and a  main

entrance from  the  road.  lt is the  usual  place to assault and  has multiple

barricades to crush or dodge.  lt is also where the battle is fiercest.  lf you,re

specializing  in  melee weapons,  take out those  barricades and clear a

path.  lf you're  using
ranged weapons,

pick off foes on the
walls to help your men

advance.

Northwest wa»: You
can  navigate the

crumbling  wall  to

the west by the turret

if you  jump  precisely/  and there are numerous low or ruined sections

along the wall you can easily head across. This area  is extremely easy to

penetrate.

NorfhecISI Wall: The crumbling eastern wall  has several  places from which

you  can  infiltrate.  AIthough  there's  cI  Cave  into  Fort Snowhawk  Prison  by
the  shallow  lake,  this  leads  to a  ledge that,s too  high  to climb  onto,.  this

is only an  exit.  Ignore this cave completely/.  you  must focus on  the fort,s

exterior and assault.

SoulheosLwaII: There,s c] gap  in the southeast wall  at the end  of the

wooden  fencing_.

Cenfrol lower:  Rush the southwest entrance and  head for the door,

sprinting  up the  interior spiral  steps and  taking  the  ladder to the exterior

top of the central  tower,  This offers exceptional  sniping  views all  around

yCJN.

Staying outside: Although the central tower is worth climbing  if you,re

stealthy'  the  rest of the  keep  is  highly dangerous:  Don't waste time fighting

foes on your own!

Upper roof: This  has  some excellent lines of sight and  relatively few

soldiers to attack you.  To reach  this  position,  head  for the southeast

courtyard,  climbing  the stairs  there and  heading  across  the walls.

When you are victorious and the enemies  routed,  the Stormcloak
forces  remain to garrison  this  location.  Meanwhile, you  have other tasks fo
complete.

a  OBJECTIVE: Report to  ulfric Stormclotlk

I  TARGET: Ulfric Stormctook,  Poloce of the  Kings im Windhelm

Ouesl (onclusiofl
Return  to the  Pala
captures the H
Stormcloaks ar

i the Kings and  inform  Ulfric  of your victory.  This

iaalmarch, which  makes Tullius nervous. As soon  as the
the  march on  Solitude will  begin.  Your savagery and

dedication  has earned  Ulfric,a  respect,  and  he  numbers you among  his kin.
You  shall  now be known as Stormblade.  You are handed a special weapon
on  behalf of the Sons and  Daughters of Skyrim. Then you're told  to meet
Galmar Stone-Fist again;  he,s finished  setting  up camp  in  Haafingar  Hold.



PREREQUISITES: (omplete Civil War Quest: The  Battle for  Fort

Snowhowk

lNTERSECTING  QUESTS.. (ivil Wtlr Quest: The  Btittle for Fort

Snowhawk,  (ivil War Quest:  Bottle for Solitude

LOCATIONS: Fort Hmggstod,  Haafingar Stormcloak (amp

CHARACTERS: Gqlmor Stone-Fist/ Stor"Ioak Soldier

ENEMIES:  Imperial Soldier

O   OBJECTIVES:  Liberation of Skyrim:  Libertite  Hqofingar/ The  Btittle

for  Fort Hraggslqd: Join the men attacking  Fan Hraggstqd , The  Bottle

for  Fort Hraggslqd: Take over Fort Hraggstad by killing the enemy/

Liberotiom  of Skyrim:  Liberate  Hqqfingur

ire Breaking Hqqfingqr

a  LIBERATION  OF  SKYRIm  CONTINUES

A  OBJE(TIVE:  Liberate  Haafingtir

I  TARGET: Gqlmor Stone-Fist,  Huufingor Stormclook Camp

Take the  main  path  between  Dragon  Bridge and Solitude.  Locate Galmar,s
Stormcloak Camp' which overlooks the  Karth  River.  Head  into Galmar's tent
and  speak with  him.  He tells you that your objective  is an  enemy-held fort.
You are to  meet the soldiers waiting nearby for the attack orders and then
wipe out the Imperial  Legion forces  inside. Agree to the task,  and  the quest
COmmenCeS.

a  THE  BATTLE  FOR  FORT  HRAGGSTAD  BEGINS

A  OBJE(TIVE: Join the men ottotking Fort Hraggstad

I TARGET: On the rood, east of Fort Hrqggstad

west may fail  this (but not the ongoing  quest). Join the Stormcloak
Soldiers creeping  up on  the fort if you don,I wish  to  assault it alone.  After
studying  the Atlas entry of this place  (page 7O3) and conversing with  the
leader,  commence the battle.

O  OBJECTIVE: Take over  Fort Hroggsfad  by killing the enemy

Charge the fortification
and  help  eliminate all

of the  Imperial  Soldiers.

Enter from  one of the
following weak points  or
fortified  positions:

H                    nREu

Norlheaslwall: This is     gifeae
mostly  impenetrable,

butthere  is a  gap  just

east of the  northern

tower turret that allows

easy access  into the

grounds.

Soulheosl wcllI:

The main  road and

entrance  (dotted with

barricades)  are the

usual  swarm  points for

your forces  but are  heavily guarded.

Southwest wclll: This wall  section  from  tower to lower  is  impressively

impenetrable.

Northwest wall: The dangerous  rocky terrain and cliff edge  make this

impenetrable wall  well  worth  ignoring.

Advonrdge point: The cluster of rocks to the west overlooks the fort and  is

excellent for long-range attacks.  Another option  is the tall  fort tower in the

fort,s  northern  section,  although  that requires  battling  to reach.

Quest (onclusion
When the enemy finally succumbs to your might and the fort falls to the
Stormcloaks, your forces remain to garrison this location.

for Solitude  begins shortly.

PREREQUISITES: (omplete (ivil War

Quest: The  Bottle for Fort Hroggslad
©   MAJOR SPOILERS

lNTERS[CTING QUESTS: (ivil War Quest: The  Bqltle for Fort Hraggstod

LOCATIONS: Hoofingar Stormcloak (amp/  Solitude,  (ostle  Dour

CHARACTERS: Golmar Stone-Fist, Jarl  Ulfric Storm(look, Stormtlook Soldier

ENEMIES: General Tullius/  Imperial Soldier/  Legate Rikke

A  OBJE(TIVES: Liberation of Skyrim:  Liberate  Hoafingor,  Battle for

Solitude: Get your orders from  UIfric Stormcloak,  Bottle for Solitude: Take

over solitude by killing the enemy,  Battle for Solitude:  Force General

Tullius to surrender
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EN The Full of Solitude

a  LIBERATION  OF  SKYRIm  CONTINUES

0  OBJE(TIVE:  Liberate  Hqofingor

I  TARGET: Golmor Stone-Fist,  Hoqfingor Storm(look (amp
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Maneuver back to the Haafingar Stormcloak Camp and speak with Galmar
Stone-Fist.  He is extremely proud of your accomplishments and  rewards you
accordingly.  Then  he tells you that the Brothers of Skyrim are gathering to
attack Solitude, and you're part of it!

Bfr    E5® g®iti  pieces

a  BATTLE  FOR  SOLITUDE  BEGINS

a  OBJE(TIVE: Get your orders from Ulfric Stormclotik

I TARGET: 6reot gate of Solitude

Travel  up the road  toward  the  large entrance gate to Solitude,  which  the
Stormcloaks  have already razed.  The flame catapults are bombarding  the
embattled  city in  great plumes of flame,  and  the air is thick with  smoke and
Imperial  fear.

Rush  forward  (east)  through the wreckage,  to the towering gate,  where
Ulfric  Stormcloak  is yelling  words of encouragement to  his forces.  This  is the
time to deliver the final  blow to the  hated  lmperials!  Fear  neither pain  nor

darkness,  for Sovngarde awaits those who die with weapons  in  their hands
and  courage  in  their  hearts!

a  OBJE(FIVE: Take over Solitude by killing the enemy

for
the  lmperials  is on
fire,  and the chaos
of fighting  General
Tullius,s  remaining  men

and  navigating  the
various barriers can  be
confusing.  Learn  the
various locations you
must fight through:

Initial courtyard: The Winking  Skeever and other merchant stores are

closed,  and the ground  is  litterecl with fire.  Push forward on  either side of
the flaming  obstacles_

Eastto market: The stone ramp up to the forge area is blocked by debris,
forcing you to head east,  passing the market stalls to your right and

heading for a barricclde under the arcked Parapet bridge.

A  OBJE(TIVE: Force General Tullius to surrender

EN» A LilIIe More Than a Rebellion

General  Tullius  and  Legate  Rikke are cornered  in  this castle.  Ulfric tums to
his old friend  and tells you war always comes down to a  single truth_laden
moment.  Rikke won,I stand down,  so you,re forced tokill  her.  Race forward
and  begin  attacking  Tullius or Rikke,  choosing  the foe your allies ar
fighting  so you  can  bring  the  Imperial  leaders to their  knees  more
Step back if you,re  being wounded loo severely.

Tullius  splu

Before Ga
the Gene

through  mouthfuls of blood  that the Thalmor are fo blame;
rouble here and  forced  him to divert resources, quelling

r and  Ulfric  smile,  as this  is  more than  a  rebellion  rlow!

through,  Ulfric  stops  him  and asks y
a better story.  You can:

lfric,s sword  into the bowed form o

With the lmperials firmly routed and their leadership bleeding across the
Castle floor,  UIfric tells Galmar that he,ll step out and give a  speech to his
surviving  Brothers and  Sisters and will  lake care ofJarl  Elisif.  He  has a final

gift for you as a tribute to your valor; you  may keep his sword.

>   ELeweiedi Wetigr®m

Postquest Atlivities
Ulfric and Galmar leave the castle to address the troops to raucous che
Afterward,  if you ask Ulfric for any other tasks,  he tells you to watch for

Imperial camps across Skyrim.  Defeat the remnants of the Empire
as you  please. The Sons and Daughers of Skyrim will  rejoice a
h  the Thalmor looking  on  from  the  shadows....



The Daedric Quests are unrelated to one another.
Each  hcIS  its OWn  requirements,  and  some Can  Only be

started  later in your adventure.  There  is  no  ideal  time
to  begin  one;  simply seek out the ones that interest

you,  or complete the ores that you come across.

as» Dtiedric Lords

Boelhioh:
Prince of Plots

Malocath: Crector of              Mehrunes Dagon:
Curses                             Prince of Destruction

Nocturnal:
Mistress of Shadows

Master of Insidious
Wishes

Mephola:
The Webspinner

Peryite:
Bringer of Pestilence

Hermaeus Mora:
Keeper of Forbidden

Knowledge

Meridio:
Lady of  Light

Molag BaI:
Lord  of Corruption

Hircine..
Lord  of the  Hunt

Namiro:
Lady of Decay

Weaver of Dreams

Avtiiloble Quests

There are  1 5  Daedric Quests.  Nocturnal,s quest is part of the Thieves Guild and  is detailed on  page  3OO.  Any prerequisites,  as well  as the Daedric Artifclcts

you will  be  rewarded with,  are shown  in  the following  table:

378

(The Skeleton  Key does not count towards the Daedric Influence or Oblivion Walker achievement.)
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PREREQUISITES:  None.

lNTERSECTING QUESTS:

caee3:i::::::::I:  I:I::::::i:I:::r:'r'l'''''l:  I    i       ggr

©   mlNOR SPOILERS

Miscellaneous Objectives:  Imnkeepers

LOCATIONS:  The (allege of Winterhold,  Ilinoltu's Deep, Shrine of

Azum, Winterhold, The  Frozen  Hearth  lmn, Azura,s Stol

CHARACTERS: Aronea  lenith, Azuro,  Colette,  Dagur/  Drevis/  Faraldo/

Mimbelle,  Nelocar/  Niryo/  Phinis,  Sergius/ Tolfdir

ENEMIES:  Dremom,  Molyn Varen,  Necromoncer, Skeleton

A   OBJE(TIVES: Miscellaneous Obie(live.. Visit the Shrine of Azuro,  Find

the elven moge from Amnetl/i vision/ Speak to Nelatar,  Find Azura,s

Star,  Bring the Star to Aroneti or brims the Slur to  Nelo(qr, Tell Azuro

you,re ready to enter the Slur, Tell Nelacor you,re ready to enter the
Stol,  Destroy Malyn VIren's soul

ife The Lure ol Azum
On your journey throughout Skyrim, you can speak to many a  barkeep  (such
as  Hulda  in  Whiterun)  and gain  much  from  their scuttlebutt  (Miscellaneous
Objective:  Innkeepers).  Ask for  rumors  until you're told  of the  Shrine of

Azura; the  Dark Elves are said to have built it after they fled from  Morrowind.
It,s certainly a  sight to see.  Check your map  marker  now.

a  MIS(ELLANEOUS  OBJECTIVE: Visit the Shrine of Azum

I TARGET: Shrine of Azum

At the top of the snow{overed steps under the Shrine
of Azura,  a single  Dunmer priestess  named Aranea
is  praying.  Speak to  her,  and she says your visit here
was destined- Agree to help, and Aranea gives you a
rather cryptic messclge:  You,re to find an elven  man who
came to her in a vision,  one who can  ''turn  the  brightest
stclr as  black as  night."  She  suggests you  look for this
enchanter in \^/interhold.

A  OBJECTIVE: Find the elven  moge from Aromea,s vision

a  OBJE(TIVE: Speak to Nelq(or

I  TARGET:  Nelqcor, the  Frozen  Heorlh  Inn,  in Winterhold

1 RAiN!NrJ?                           TfriE  iP`j`\/`Ef\jT3ft`1y

Descend  into Winterhold,
and  start talking to The
townsfolk.  Speak with
Colette,  Dagur,  Drevis,
Faralda,  Mirabelle,
Nirya,  Phinis,  Tolfdir,  or
Sergius;  they all  point to
an elderly elven wizclrd
who lives inside the
Frozen  Hearth  Inn.  Enter
the building'  clnd  attempt
the following:

(Persuade)  Inform  him
that a  priestess of

Azura sent you.

(Bribe)  Pay  him  for  his
information.

(Intimidate)  Pressure
him  into talking.  When you  reach  Level 6 or higher,  this is an easy test to

complete.

When you,re successful,  Nelacar begins to explain clbOUt Azura,s
Star.  Unlike a  regular Soul Gem,  the Star allows any number of souls to

pass through  it.  Nelacar discovered this the hard way while working  For his
master, Malyn Varen, who was experimenting with the artifact in the hope
of preserving  his soul and allowing  him  to escape  his disease-ridden  body.
The power of the Star slowly made Malyn  paranoid and  impulsive  (although
Nelacar believes Azura was responsible for that),  resulting  in  Ike deaths of
several students and Malyn's banishment from the College to a  place called
llinalfa,s  Deep.

a  OBJECTIVE: Find Azurq,s Stol

t TARGET: llinolto's Deep

[(1??a Deep in Undeqlh

Locate the ruined
known  as  llinalta,a
Deep/ and enter via
the trapdoor aHhe top
of the  sunken turret.
Begin trekking through
the soggy interior
catacombs, brandishing

your best skeleton{ulling
weapons. You face

intermittent attacks from  necromancers-the remnants of Malyn,s students.
Follow the waterlogged corridors and gloomy altars and alcoves until you
reach a  large spiral  staircase.

ffiH9         (®msasii  ties  Atitis  ®!1  Ptige  9©8  f©F  es!l?hS  !®®?  y®ae  aesm  r©m®V©

fr¢ral  this  dasmgee»,  W!iieh  iiiV¢iVeS Serme  arltderWtiter  SeGr¬hing.

OVERVIEW      THE  BLACK  STAR
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climb the spiral stairs to the final  resting  place of Malyn Varen.  Among  the

gold clnd grimOireS,  locate Azura,s Star, which appears to be broken.  Escape
the Deep via the ladder in Varen,s death  chamber.

>   Bgroken Azurti,a SttiF

A  OBJECTIVE:  Bring rhe Star to Aroneq

I  TARGET: Shrine of Azuru

OR

A  OBJE(FIVE:  Bring the Star to  Nelocar

I  TARGET: The  Frozen  Henrlh  Inn,  in Wimerhold

ae» A Slat of Dark or Brightness
The quest now has two possible conclusions: A communion with Azura  or a
chat with an old elf enchanter.

A (ominunion with Azuro
You can  journey back
to the Shrine of Azura
and speak with Aranea.
When the Star is placecl
on the altar, the daedra
speaks, congratulating

you  on  locating  it
but warning that the
artifact  is  useless  until

Malyn  Vclren'S  Soul

has been  purged from  it.
Malyn  directly.

A  OBJECTIVE: Tell Azum you,re ready to enter the Star

I TARGET: The Stol of Azuro

(hot with on old Elf Enchonler

#k«

Tr.a  S'.c'ic,. ,Sc=,_..i:  'f
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¢  OBJECTIVE: Tell Nelu(ar you,re ready to enter the Star

¢ TARGET: The Star of Azurq

No matter which of the two paths you choose, your personage  is spirited
away into the strange ethereal  otherworld of the Star.

A  OBJE(TIVE:  Destroy Malyn Varen's soul

t TARGET: Molyn Varen, inside the Slur of Azura

up to rfuree  Dremora clnd  attacks with  lightning  from  his  potent staff.  Quickly
nullify the enemies,  and then  strike down Malyn.  As Malyn crumples, your
spirit is transported  back to  Skyrim.

Malyn Varen,s soul  has been consigned to Oblivion.  You are ready to
receive an  offering  from either Lady Azura or Nelacar.  ln addition,  if you,re
clt the Shrine of AzurcI, you  may speak With Aranea  lenith again-  With  her

guardianship at an end,  she offers to accompany you as a  Follower,  if you'll
agree to  it.

Quest (onclusion (Azura)

fr    F®!!®weF: AFTtineti  lenith >   AzurcI,S Star

Quest (on(lusion (Nelotor)

fr   EELS  Bifl¬k  §#car

Postquest Activities
The person  (Nelacar or Aranea) you didn,I side with  has some harsh words
with you,  if you  meet up with  them again.  Aranea obviously won,t become

your Follower if you  side with  Nelacar.

ngiigB        #§resmeas  is  ff  ¥er`;  fsimpetsnefr  ijjizffird:  ¬she  ifecis  es  i&ii"ie  ¬atca#
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PREREOIJISITES: You must be  Level

30 or higher.

'i:I,I,,,   I       -L-
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lNTERSECTING QUESTS: None

LOCATIONS: Socellum of Boethiah/  Knifepoint Mine/  Knifepoint Ridge

(HARA(TERS: Boethiqh

ENEMIES: Bandit,  Boethiuh  (ultisl/  (hqmpion of Boethioh,  Frost Troll/

Priesless of Boethiah

A  OBJE(TIVES:  Find the shrine of Boethiah,  Find the (ult of Boethioh,

Lead someome to become tmpped by the shrine und slay them/

Speak to Boethiah/s Comduit, SIay the other cultists, Slay everyone at

Knifepoint Ridge stealthily,  Retrieve and equip the Ebony Mail

ire (ongeqlin9 qn Empty Vapor
Once you,re an experienced adventurer (Level  32  or higher), you can  join the
cult of the fabled  Boethiah,  the  Prince of Plots and  original  god-ancestor of
the  Dark  Elves.  This  is  triggered  via  one of the following  antics:

During your searching/  you  (randomly)  uncover a  book named  Boethiah,s

Proving  and  read  it.

During  your travels, you  (randomly)  encounter a  Boethiah  Cultist,  who

attacks you.  Slay the cultist,  search  the corpse,  and  uncover the book.

Then  read  it.

Or,  you can  simply stumble  upon  the  Sacellum  of Boethiah  (although  you

won't have the  map marker to guide you,  and the location  is deserted  until

you  reach  Level  32).

a  OBJECTIVE:  Find the shrine of Boethioh

a  OBJE(TIVE: Find the cult of Boethioh

I TARGET: So(ellum of Boethioh

Brave the Frost Trolls,  or other weathered adversaries,
as you trek up the snovy mountains east of Windhelm.
Among the rocks and snow is a  rudimentary arena,
where those seeking the gaze of Boethiah are engaged
in  bloody combat.  Confront a  Priestess of Boethiah
without resorting to combat (yet).  She explains that

you are an  ,,empty vapor,"  unworthy of Boethiah/s
attention.  Tell  her you,re not afraid  of her, and you  learn
about Boethiah, who only cares for those who care for
themselves.  You  are to prove that you can  lie,. you  must
find  someone,  gain their trust,  lead them to the shrine above,  and  instruct

your thrall  to touch  the  Pillar of Sacrifice.  This stalls your victim,  who you  must
slay with  a  ceremonial  dagger.  lf your will  is  strong,  Boethiah will  stir and

you will  be one ofthem!

>   B!tide ol Sa!rifi¬e

TR.,4iEN!N#                          TH.E  !r*\g'Ef\jTORY

A  OBJE(TIVE: Lead someone lo become trapped by the shrine and

slay them

I TARGET: Any Follower, at the Sqtellum of Boethiah

ife Enthralling a Willing Thrall

Leave this place of violence and  ponder for a  moment:  Which  Follower is
worth  sacrificing to Boethiah?  One who has accompanied you on  many of

your adventurers or one who  is waiting  patiently for your return? You  may
choose any Follower you,ve  met during your travels.  Remember the following:

If your morals  prevent you from  sacrificing  just anyone,  then choose a

Follower who  has annoyed you or you don,I like.  This doesn,I affect your

standing  in Skyrim,.  it just makes you feel better about leading a friend to

their death!

You  must sacrifice someone to complete this quest.  lf your morals prevent

this,  perhaps the  Prince of Plots  isn,I right for you....

lf you  clon't suffer from  this guilt or don't care who you  wish  fo  sacrifi

then  anyone stupid  enough  to  blindly follow you  will  do!  This can  be

anyone you've befriended,  a  hireling  in your service or a  Housecarl

appointed ou  by aJarl.

Higiv        For  er  comp!eie  iisf  of  F9i!OWerS/  fOllSu!t  the TrGinimg  Chopper.

Tiiis  vyues?  invo!v¢s  humfln  sdi¬rifice  and  tin  unWiiii!1g  Subject.  T¢

mi!1imiZe  ermy  regrets y®ee  mtiy  heave  flb®uE  ietiding someone !o their  detiih/

simply  ¬cmpieie?ise  B¬lrit  Brefhaerh¢®al  ®aeests,  ohi«in  «fi  iititieeTe,  «nal

sdicriiiee  some  ef  fifeem«

Bring  your  unwitting  victim  back to the  Sacellum  of Boethiah.  To avoid  them
dying  during  the trek,  you  may wish  to Fast-Travel here.  Climb up the steps to
the  Pillar of Sacrifice,  and  instruct your victim  to activate  it.  As your Follower
inspects the pillar,  he  is trapped  by magical  energy.  Arm yourself with the
Blade of Sacrifice  (given  by the  Priestess),  and  don't finish  slashing  until

your  Follower collapses  in  a  pool  of blood.  Your murder soon yields  results:
Boethiah  possesses the bloody corpse!

",     H!H?        ELsrmeinber!  !f  is  !ffi®re  fitting?a  "rdier  y®aer  Fo!!ower  using  the

Bi«tle  ©f 8«¬rifi¬s/  feusT  «»y  wetip¢il  Will  f!©G  Paint your  Follower

to  ire?¬rca¬?  wifiis  fli1¢  FTiii«F  Of  Sti¬rifiee  s¢  they  c!re  sfarsding  in  ihe  ¬¢rrect

`        spot  be#®F®  tifee  Siasyimg  hegireS.

A  OBJE(TIVE: Speak lo Boethiqh/s (onduil

I TARGET: Your slain  Follower,  at the Sotellum of Boethioh
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Boethiah enters the flesh of the recently culled.  Make your answers more
insulting  rather than  sycophantic fo earn a  modicum of her respect.  She then
addresses you and the cultists who have gathered  to witness your commune.
She has a special task for the one who exceeds the rest-the one who is left
standing.  With that,  she leaves your Follower's corpse,  and  mayhem ensues!

A  OBJECTIVE: Slay the other cultists

Draw your preferred weapon,  head down to the fighting  pit,  and  begin
killing  the cultisls.  Let the shrine be  bathed  in  blood!  There are  usually around

five cultists to  slay,  You  can wade  in  or  hang  bcICk and  let your fellow CultiStS
fight among  themselves  before you  move in to finish the wounded.  Once all
are dead,  Boethiah  possesses the last one to die and  congratulates you on

your ferocity in  combat.  lf you're able to cast aside your honor,  Boethiah
has one more task.  Her previous champion displeases  her,  and she wishes
him  replaced  in  the traditional  Fashion:  You  are to  kill  everyone al Knifepoint
Ridge,  as quickly and  as  invisibly as  possible.  You  are  but an  instrument of
Boethiah,.  showing yourself too frequently will displease  her.

a  OBJECTIVE: SIoy everyone at Knifepoint Ridge stealthily

a  OBJECTIVE: Retrieve and equip the  Ebony Mail

I  TARGET: All enemies and (hompiom of Boethiah ot Knifepoint Ridge

ffi» As You Will ll, So ll Shall Be

Knifepoint Ridge,  in  the southern  hills  equidistant between  Markarth  and
Whiterun,  is where you  prove yourself to Boethiah.  Approach the small
collection of huts,  tents,  and guard towers and  slay the bandits quickly and
effectively.  Don't charge  in  but try to remain  hidden,  although  rampaging
through  here  is still  possible.  Be sure  no one  is  left on  the surface  before
locating  and  opening  the entrclnCe tO  Knifepoint Mine.

iEH

TrE:   a,-die--Sc:.`.)LLs   ''

siry_RT_ri

ffiHB         Weeii  fo!,  !ii<:iiii¬(a:¬,,   f.::l5i  its,a  ii=-   Ln  J!'.:.jh,iii!it;i  #:?(i  !i,f*ff!e  SpeeiiS  iS
".                                   :                                   `                                                                                                                                                                                     .

the  fffimp,s  fI,eiit  eriirfofii¬f=;   :!i*!S  fiirJ  Sis"?;;?  S!f;ir3g  ffe   i!1&a  S¢usiifeeesS?.  W®i.!¬

y®l;r  wsey  ®r®wFiffi  asmal   keg-iiiiiC¬   iisS  ¥Lag=!  f!   i;;.-+;#:-A  i3.ir;5SSS!:i!;  -!yfae   r3¬k  tr6!pe);

?hiis  r®usfe  7®  idee   B!#e!¬smit!1,ie  SiSeal   iS  f3:¬Si£L;I.   i,,:¬3¬,`J 'Si1:;#j.i   i!ig  f!EiesmroiSm  Of

`:                                              :                                                                                            I                   `           .

ffiS;pe          if  i,;®w  #gike.  frhee  sids  !flaei!v;/eey  tina!i  resinpes  do*,.n,   !S¬#ir;  #  hgialders

presiiE   !Jrederneexii:  !i1©  S¬ev¬i©lC!img,   iifflrme¬iias!eii/  era  ¥,eWr  igif,   !i

¥®ue  smeffk  f!ar®eegin  haere,  y¢l;'!!  faesve  cl¬eess  fs  ¬!  pess5esfde  ere  rhae  ®PP®Sii®

sidle  ®f  fhe  !esrge  ehienmkesr  6hent  i#i!seels  e!r®uild  ffilal  g:tits,  righii   rieXi  i®  ikee

fhffimpei®n/s  s!iffi¬ko  Thais  es!!®ws  y®u  f®  ke`ys;pgiss  a!i  ihas  ®nemiss  ill  iiqis  aerees.

Once  inside the  mine,  try the stealthy plans  mentioned,  sneaking  clnd  knifing
foes  using,  for example,  Sneak attacks from  bows at a distance or  Invisibility.
There are several  bottles of poison you can  use,  and there,s an Alchemy Table
in  the area caged off from the large chamber;  use this to make your attacks
more  potent or your movement more stealthy.  When you  reach the Champion
of Boethiah,  use the fire-through-the-hole tactic or approach  and  strike  him
down  from  behind,  if you can.

Quest (onclusion
Ransack the corpse of the slain Champion for your prizes.  Equip the
Ebony Mail toconclude this quest.  Boethiah speaks to you,  exclaiming  her
satisfaction at the  blood you spilled  in  her honor.  Your name  is to be written
on Boethiah,s tablet of absolute darkness,  and you  receive her blessing.

>   Ebony Shield                              >   Ebony Gaunllels

>   Eb®my Boots                                >   EbonyMqil

Postquesl Activities
CongratulationsI  Serve your  new  mistress well!

i:_-:   DAEDRIC QUESTS



PREREQUISITES: You  must be Level

10 or  higher.

¬:_-lil-''-''   I   I    ::"I.I              jP
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INTERSE(TING QUESTS: None

LO(ATlONS:  Folkreoth/  Lad/s  House,  Hqemur/s Shame,  Hqemqr/s

(avern,  Rimerock  Burrow

(HARA(TEES:  Borbos,  (lovicus Vile,  Imperial Soldier,  Lad

ENEMIES: Atronach,  Frostbite Spider/ Sebostiqn  Loll, Vampire/

Vompire's Thrall

A   OBJECTIVES: Miscellaneous: Speak to  Lad/  Miscellaneous:  Find the

dog  outside  Falkreolh, Travel with  Barbos to the shrine of (lavicus

Vile,  Retrieve the  Rueful Axe with  Borbos,  Return lo the shrine of

(lovicus Vile with  Bqrbas and the  Rueful Axe,  Give the  Rueful Axe to

Clavicus Vile  OR  Kill  Borbos with the  Rueful Axe

REys A Shaggy Dog SIory
You  may  begin  this quest
once you  reach  Level
lO.  Enter the town  of
Falkreath and speak
to an  Imperial  Soldier

at the entrance.  He
asks whether you,ve
seen a dog.  Whatever

your answer,  he points
you toward the town,s

Blacksmith,  Lad, who has been asking about the hound.  You  may also go
strclight lO  Lod  to  begin  the quest.

a  OBJECTIVE: Miscellaneous Objective: Speak to  Lod

I TARGET: Lad, in Falkrealh

Locale  Lod either  inside or outside  his  Blacksmith/s shop/  and  he asks whether

you'd  be  interested  in coaxing  a dog that he's seen.  He spotted  it on  the road
close to town  clnd Wants to  befriend  it_  You  can:

Agree to find the creature,  and  Lod gives you  some meat to help you gain

the dog,s  interest.

(Persuade)  Or you can  agree to find the creature...for a  price.  If you,re
successful,  Lod  agrees,  gives you  half a  payment and the  meat.

Then exit Falkreath and  locate the wolfhound with the strange  bark,
a dog  named  Barbas.  You  should  begin  the  main  Daedric Quest from this

point,  rather than  returning the clog to  Lad.  Otherwise,  Barbas won,I follow
you,  although you ccln  mention to Lad that the dog was more trouble than  he
was worth  (and  receive a  small  reward of gold).

>  25 gold pie(es             >  Mammoth Snout

TSA!N!NC:-                         THE  !r*VEr,,jTORY

a  OBJE(TIVE: Find the dog outside Falkreoth

I TARGET: Barbas, on the road (lose to Folkreath

Speak to the dog  named
Barbas.  Unexpectedly,
the dog speaks back! The
dog  introduces  himself
as Barbas, and he has
a problem you can help
him  with:  He  recently got
into an argument with  his
master, which got a  little
heated, and  he needs

you  to settle the disagreement.  After his  banishment,  BarbcIS and  his  master
can  only manifest close to a shrine,  and  he requests you  meet him  there.  He
finishes  by warning  you  not to trust anything  his  master says.

>   F®!lower: Borbtis

A  OBJECTIVE: Tmvel with  Borbas to the shrine of (lavicus Vile

I  TARGET: Shrine to (lavicus Vile/  inside  Hoemor/s Shame

You and your new best
friend don,t have to

journey to  Haemar,s
Shrine  immediately:  You

can commence other
adventuring tasks,.  Barbas
heads to Haemar,s
Shame to wait for you.
Once you decide to
continue this quest,  trek
to Haemars Shame and
enter Haemar,s Cavern.

Expect a  cold
reception once you
step  into the cavern;
vampires and their
thralls are haled  up  in
this  maze of rock and
snow.  Fight or sneak

your way past these creatures,  until you  reach a  larger chamber with
fencing around a central hole.  Head down the ramp into the hole, where you
find a tunnel  leading toward  Haemar,s Shame.  Deliver a killing  blow to the
Frostbite Spider in the next room of jagged  rocks before following lanterns
and torches down a tunnel,  past a  room of bloodied cclgeS,  and around to CI
subterranean  stream.

Continue up a connecting
tunnel  and  into the  main
shrine chamber, where

you  encounter several
vampires of differing
strengths.  Deal with
them.  VIrhen the area is
devoid of bloodsuckers,
approach the statue of
aavicus Vile,  stepping
over the dead offering, and activate the statue.

Vile  is pleased to see you.  He  says that in  killing  his vampiric followers,

you,ve already helped  him fulfill a  set of wishes-that his worshippers be
curecl.  Mention that you,re here to reunite Vile with  Barbas, and the Daedric
Prince,s  jovial  nature changes.  Apparently,  he,s sick of that "insufferable pup"
but continues to listen to you,  as  he really doesn,I want to be confined to this
backwater shrine. There is a way Barbas can earn a place back at Vile,s
side: An  incredibly powerful axe is  residing  somewhere deep inside Rimerock
Burrow,  Bring  this  back,  and Vile  insists  he will  grant you a  reward,  with  who
strings attached.w Agree,  use the pull chain to access the exit tunnel, and exit
Haemar,s Shame via the quick exit.

BOETHIAH'S  CALLING      A  DAEDRA'S  BEST  FRIEND

Ti+E  BESTIARY (SIJES_.Tt,a                          ATLAS  C)F  SKYRIM APPEND!CE:S  ArulD  INDEX



a  OBJECTIVE:  Retrieve the  Rueful Axe with  Barbos

I  TARGET:  Rueful Axe/  in  Rimerock Burrow

RE> A Deal with a Daedric Prince

Across the mountains,  east of Solitude,  is a  high and  precarious path carved
into the  side of the  rocky terrain.  Cross the  small  bridge and  enter Rimerock
Burrow.  Draw your weapon and  prepare to fight Sebastian  Lort and  his
coniurations, who are  using this  remote grotto as a  base.  The  mage and  his
Atronach  aren,t of much  importance,  but the Rueful Axe  lying  on the altar
to the rear of the  Burrow most certainly is.  Grab  it,  along with any other
treasure you deem valuable, and leave.

>   Rueful Axe

a  OBJE(TIVE:  Return lo the shrine of (lavicus Vile with  Borbas and the

Rueful Axe

I TARGET: Shrine to (lovicus Vile,  imside Hqemar/s Shame

!Hl

Return to Haemar,s
Shame, and work

your way through the
chambers,  polishing off
any vampires you may
have missed during  your
first exploration.  Activate
Clavicus Vile,s  shrine,
and the  Daedric Prince
congratulates you on

your accomplishment and your new loyal friend  Barbas. Vile then  says  he
could  be persuaded to let you  keep the Rueful Axe...if you use the weapon to
strike Barbas down!

a  OBJE(TIVE: Give the  Rueful Axe lo (lovicus Vile OR Kill  Bqrbqs with

the  Rueful Axe

Quest (ontlusion
At this  point,  you  have a  choice to make:  give Vile the axe or  kill  Barbas.  lf

you give Vile the axe,  the deity is disappointed at your loyally and at the fact
that he now faces an eternity with  Barbas.  The dog waylays Vile,s threats
to turn you  into a worm and  insists thatVile  keep  his end  of the  bargain.
He grants you  his boon, as previously agreed.  Barbas and  his  mcISter are
intertwined  for an  eternity.

>  Masque of {lavi(us Vile

lf you  give Barbas the axe  right between  his furry eyes,  the deity is  most

pleased with your double{rossing  and  the fact that he doesn't have to spend
an  eternity with  Barbas.  He leaves you  to  use the  Daedra-harming  Rueful
AyJfS.

>  Rueful Axe

Postquest Activities
You can  return  to Lod and explain that Barbas was more trouble than he was
worth,  after which you,re given  a  small  reward  for your time.

>   Leveled gold pieces

pRER[QUISITES: You must be Level     rfe!-y___:_:-:_  -_--  J'gg>
©   mlNOR SPOILERS

15 or higher to begin the second

half of this quest/ flagged as "blood Hqrvesr in the guide.

INTERSE(TING QUESTS: (allege of Winterhold Quest: First Lessons,

Main  Quest:  EIder Knowledge/  Main Quest: Alduin,s Bane

LOCATIONS: Alftond,  BIG(kreach/  (ollege of Winterhold/ Artunaeum/

Hall of the Elements, Septimus Signus/s Outpost, Tower of Mzflrk/

Oculory

CHARACTERS: Septimus Signus,  Urqg gro-Shub, Wretched Abyss

(Hermoeus Mora)

ENEMIES:  Dwarven (emurion/  Dworven Sphere/  Dwarven Spider,

Folmer

a  OBJ[{TIVES: Ask Urqg about the insane book,  Find Septimus Signus,

Tmnscribe the  Lexicon,  Give the  Lexicon to Septimus,  Harvest High

EIf blood,  Harvest Wood  Elf blood,  Harvest Dark  EIf blood,  Harvest

Fqlmer blood/  Harvest Or( blood,  Bring blood to Septimus, Take the

Oghm lnfinium

_re   I   ,_4e-'>__    ._
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sex,. Atule 0(cult Ruminqlions
There are two ways you can  begin this quest:

1.  During Main Quest:  Elder Knowledge, you are sent to the College of
Winterhold in search of an  Elder Scroll.  Approach the entrance and  speak to
Faralda about gaining admittance.

2.  Otherwise, you  must locate Septimus Signus's Outpost on your own.  Skip
to the section  marked  'Puppel of the Abyss'  instead.

Enter the College
and  head  into the
Arcanaeum.  Look for the
Orc Mage named Urag

gro-Shub,  who runs the
Arcanaeum.  Although

you can ask to assist
him  in  College  business

(which allows you to
accomplish  several

College-related tasks  unrelated to this quest)  and ask about the library, you,re
here to talk about the Elder Scroll.  Urag  isn't too happy with you offhandedly
asking about such a  powerful artifact.  You  mcly listen to an overview of the
Scrolls before asking  if there's an  Elder Scroll  you  could  use.  Urag  laughs at
this  question,.  he wouldn,I show  it to the  likes of you,  even  if he obtained one.
Ask  if he clt least has any information  On them.  He agrees to locate a couple
of arcane tomes that may have some clues.  But mostly they contain  ravings
leavened with  rumor and conjecture.

I_:    __   DAEDRICQUESTS
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)  OBJEC"VE: Ask Urag abou"he instine book

that the Rum/.r]atl.ons book is  incomprehensible.  He doesn,I seem

'. after all,  this book was the work of Seprimus Signus.  Although
us was a  master on the  nature of Elder Scrolls,  Urag  tells you that he,s

"been gone for a  long while." You suspect he  means both  mentally and

physl.cally.  Signus currently resides north of the College  in the treacherous
Ice  Fields.

O  OBJECTIVE:  Find Seplimus Sigmus

I TARGET: Septimus Signus's Outpost

ife puppet of lhe Abyss
The giant chunks of ice
looting off the Sea  of

hosts are your next
destination.  Exit the

ollege and  run to the
frigid waters.  Hop across
he floating  ice,  making
our way north.  Expect
o slice  into a  fewwild
nimals along the way'
) a  hill-sized  iceberg,

Alftand Animonculory (opening  the elevator back to the Glacial  Ruins as you

go), and battle the Dwarven Centurion  in the Alffand Cathedral to reach an
elevator (opening the exit back up to the surface first).  Descend  back into the
cathedral and use the Attunement Sphere to activate the Dwarven Mechanism
to  cICCeSS  the  hiC]den  entrance tO  Blackreach.

ffi§iEB          A!ffeemdi  is  ®m!y  sm©  ©f  s©vegffii  ®mtrenne¬es  t®  Biffiekreesghi.  ¬®rmgusii
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complex.  When you find  it,  pull the lever and  head  into the Tower of Mzark.
Venture into a  gigantic,  circular Aedrome chamber,  which  is dominatec]  by a
huge sphere. This appears to  be some kind of massive Oculory with a variety
of focusing  lenses and other golden  machinery attached.



ffi"ood Harvest
Leave the Tower of Mzark by the elevator at the end of the corridor under
the pedestals, which ascends to Skyrim's surface. Trek back to the Sea  of
Ghosts and  enter Septimus Signus's  Outpost.  Septimus  is still  happily talking
to  himself;  interrupt so  he talks  to you,  and  tell  him you,ve  inscribed  the
Lexicon.  Apparently'  the  sealing  structure  interlocks  in  the tiniest fractals.  That

obviously means something  to Signus,  who needs  Dwemer blood to loosen
these  interlocking  hooks.  However,  as the  Dwemer are long dead,  your next
task is to search for a  panoply of their brethren.  Septimus wants blood!  He
hands you an  Extractor and  lists the  races  related to the  Dwemer of which  he
requires blood.  Before you  leave, you  may ask him further questions about
the giant box he paces beside.

fr   Ess®ri¬e  E%EFer¬t®F

)  OBJECTIVE:  Harvest High  Elf blood

A  OBJECTIVE: Harvest Wood  Elf blood

a  OBJE(FIVE: Harvest Dark EIf blood

O  OBJECTIVE:  Harvest Folmer blood

O  OBJE(TIVE: Harvest Or( blood

As you  reach the Outpost
exit, you  see a strange
mist that quickly congeals
into  a  frightening  void.

This  is the Wretched
Abyss,  and  it coaxes you
forward,  wanting you
to  bask in  its  presence.
When you ask what
it  is,  it  replies  that  il  is

tching you.  He tells you

that once the giant Dwemer lockbox has been opened,  Septimus will  have
outlived  his usefulness. When that time comes, you  may take his place as
Hermaeus Morals emissary. You can agree or refuse.  Either way'  you won't
need to choose until  after you open the box. The Abyss retracts,  allowing you
to leave.

an  innocent in  broad  daylight,  ancl  usually within  a Hold Gfy,s walls,
which  ism,I recommended  at all.  For this  reason,  there are other  possible

places  look:

Th.a  §|r'`e=£creis  `J
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Once your blood-siphoning trek is complete,  return to the iceberg  on the
Sea of Ghosts,  and revisit Septimus once more.  Inform  him that you  have the
blood  samples  he requires.  He takes them and quickly mixes them  up  before
approaching  the massive Dwemer box.  lt rotates, and telescopes open  into
an  otherworldly passage.  Septimus races  up this corridor,  into a chamber of
circles,  and approaches an odd  book.  He reaches out to take it but suddenly
disintegrates  into a  pile of ash.

O  OBJECTIVE: Take the Oghma  lnfinium

Quest Conclusion

a chamber and take the book.  You are  instantly bombarded with
a  knowledge  intake that could  hemorrhage the brains of lesser mortals.  You
may look into this unspeakable tome and  live,  or choose to close the book.
Your knowledge  is  increased  by an  impressive amount,  and this translates
into sk,Ill  increases  for associated abilities.  Here,s  how this  breaks down:

Elect noHo  read:  No  benefits.

Read  the  Path  ofMght:  +5  in  all  skills  of this  path  (Smithing'  Heavy

rmor,  Block,  Two-Handed,  OneHanded, Archery)

ad  the  Path  of Shadow:  +5  in  all  skills of this  path  (LightArmor,  Sneak,

Lockpicking,  Pickpocket,  Speech,  Alchemy)

Read  the  Path  of Magic:  +5  in  all  skills of this  path  (lllusion,  Coniuration,

Destruction,  Restoration,  Alteration,  Enchanting)

As you try to leave the box, the Wretched Abyss appears. You can elect
to work wonders together as Hermaeus Morals champion or disavow any
agreement with the Daedric  Prince.

Postquest Activities
You can  embrace  Hermaeus Mora,  or deny him all you want; you are still
doing  his will.

C;r_!ES_S,,  DAEDRIC  QUESTS



PREREQUISITES:  None.

lNTERSE(TING QUESTS: None
©   mlNOR SPOILERS

LOCATIONS:  Bloated Man,s Grotto,  Falkretilh,  Folkreath  Barracks/

Falkreath Jail,  Peuk,s Shade Tower/

(HARACTERS: Aspect of Hirtine/  Hircine,  Hunters of Hircine/  lndom

(oereliq,  Muthies Caerelia, Sindimg

ENEMIES:  Hunters of Hircine,  Sinding, White Stag

a   OBJECTIVES: Speak to Sinding/  Kill the great beast/  Begin the hunt,

Hunt or Spurs Sinding/ Skin Sinding/ Speak to Hircine/  Kill the  Hunters,

Talk lo Sinding

ife The Curse ol Falkrealh

Visit the  Falkreath  Barracks and  locate  Sinding  in  the

jail.  The  man  explains  he suffers from  lycanthropy and
was  in werewolf form during the attack.  He  is  remorseful
about his  murderous  infanticide.  He tells you  he  lost
control and  needecl to be restrained.  He blames this
on a cursed  ring  he acquired.  lt belongs to Hircine  (the
Daedric  Lord  of the Hum).  Sinding  was told  it could  help
him control  his transformations,  but instead  it caused
them to occur sporadically and  at the most inopportune
times.  Sinding  seeks to appease Hircine by returning



Sinding  has fled  to
BIoated Man,s Grotto,
a cave on  the southern
rim  of the Tundra,  just

north  of  Lake  llinalta'

Journey there,  and
enter the grounds of
this  interior  forest.  The

sky is  bloodred and
swirled  with  clouds.
The  Bloodmoon  looms
overhead.  Hircine,s

power is focused  on this
place.  As the entrance
Cave opens uP/ you
spot a campsite where
a group of hunters lie
in  pools of blood.  A
Khaiiit  named J,Kier

greets you  as a fellow hunter.  Though  badly lacerated,  he explains that
fey is too strong,  but more  hunters have come to slay the  monster and

in  Hircine,s  favor. J,Kier then  passes.  You  ccln  Check On  Batum  gra-Bar,

Ma'tasarr,  and  Hoddreid,  but the rest of the hunting  party has died.  Sinding
is a  considerable force  in  this forest.

)  OBJE(TIVE: Hunt or Spare Sinding

I  TARGET: Sinding/ in  Bloated Mqn,s Grotto

The path to the left has been  blocked  by some fallen trees,  so continue
down the path  pastthe pond. You hear a  roar from up ahead and turn a
corner to see Sinding standing atop a  rocky oulerop.  He doesn,I attcICk you
immediately.  You can:

Charge  in,  ignoring any conversation Sinding attempts to  have with you.

This  begins  Path   1.

Ignore  any conversation  topics and  attempt to  kill  Sinding/  as  Hircine  has

requested.  This also  begins  Path  1.

Or, tell Sinding you've been  sent to kill  him. While he understands he can't

stop you,  he  promises  not to  return  lo civilization  to  inadvertently murder

anyone  else.  Spare  his  life  (which  begins  Path  2),  or kill  him  for defying

Hircine  (which  also  begins  Path  1 ).

Path  I:  Ending the Sins of Sinding

lfyou tell Sinding  that he  has to die or attack him alanytime,  you  are
fulfilling  Hircine,s request.  Sinding flees to the  ruins atop the hill,  leaving you

ive chase. The hunt is now on!  Stalk your furry prey'  using any means at
disposal.  Quicken your pace by utilizing the Slow Time ancI Whirlwind

Tint Shouts,  or you  can  simply run  to Sinding  instead  (supplement your
with  some  Fortify or Restore Stamina  potions).  lf you,re only relying  on

nonaugmented sprinting, you,ll  barely match  Sinding,s pace`

Continue to track and  keep pace with Sinding as he clears the ruins,
raps down,  and slaughters two hunters  in the first clearing.  You  may catch

re if you,re swift and engage in a  brief combat,  but he flees after a
ikes.  Pursue the beast into a second clearing/ where three more hunters

and then  into a third clearing where you find an additional three
hunters.  Attempt combat in  all three  locations.
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ln  the third  clearing,  Sinding  Finally stands  his ground.  With  the

surviving  hunters,  bring down your quarry.
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A  OBJECTIVE.. Skin Sinding

A  OBJE(TIVE: Speak lo Hirtine

After you tear the skin  from  Sinding,s  body/  Hircine appears  in  Sinding,s form
and  thanks you for your offering.  Satisfied  that Sinding  has been  cast from
this world,  the  Lord  of the  Hunt transforms the skin  into  his  legendary artifact,
the Savior,s  Hide,  and gives it to you as a  reward.

>   Simdimg,s Skin

Path  2.. Ttiking the Side of Sinding

a  OBJE{TIV[: Kill the Hunters

Inform  Sinding  that you  will  spare  his  life:  Sinding  is thankful,  but there

is  little time to  lose;  more hunters have appeared and  must be clefeated.
Sinding waits for you on the promontory.  Head  up the stairs on your right
and  join forces with him,  then  head through  the ruins lo reach the first gr
of hunters. There are two in the first clearing'  three  in the second,  and I
more  in  the  third_
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A  OBJECTIVE: Thlk to Sinding

Speak with  Sinding/  clnd  he  iS grateful  for your  help.  But when  you  leave the
Grotto, you find yourself face to face with  Hircine once more.  No  matter your
answers,  he is satisfied  by the hunt,  and  removes the curse on the ring.

Quest (onclusion
lf you  sided with  Hircine,  you  receive the  Savior,s  Hide.

>   Seewi®r,s #ide

lf you  sided with  Sinding,  you  keep  Hircine,s  ring.

>   Ring oi liir{ine

Postquesl Activities

lf you obtained the Savior's Hide,  the ring  is removed.  lf you  sided with
Sinding,  you  keep the  ring,  which  is  no  longer cursed.  lt grants you  an
additional werewolf transformation  per dcly  (but Only if you,re a Werewolf),
and you don't need to worry about uncontrollable transformations!

"=_i,'!:,I,S,   DAEDRIC QUESTS
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PREREQUISITES: You must be  Level

9 or higher.
©   mlNOR SPOILERS

lNTERSE(TING QUESTS: None

LOCATIONS: Fallowstone Cove, Giant,s Grove,  Largoshbur

{HARACTERS: Atub, Chief Yamorz, Gularzob, Malotath,  Ugor

ENEMIES: (ove Bear, Giant

A  OBJECTIVES: Bring Troll  Fat and a Doedro  Heart to Atub/  Observe

Atub,s ritual, Speak with Yomorz, Meet Yamqrz ot Followslone (five/

Protect Yqmqrz/  Defeat the giant, Take Shagrol,s Worhammer back to

Lorgashbur,  Place Shogrol,s Warhommer on the shrine in  hargoshbur

ife Keeper of Oqlhs, RAdsler of Curses

should  speak with. Ask her what is going on,  and
she quickly  (and  uncharacterisfically)  revecllS that her tribe  iS  Suffering  and
needs help.

lt seems the tribe's once-powerful chief, Yamarz,  is now stricken and
cursed. This weakens the tribe, and the giants sense this:  The stronghold  has
suffered  from constclnt giant attacks.  Yamarz has demanded the tribe  remain
within the walls of Largashbur,  and Atub wishes to petition Malacath to lift
this Curse.  As she cannot travel to the shrine,  the ritual  must be  performed
within Largashbur,  but Atub lacks some materials needed;  in  particular she
requires Troll  Fat and a  Daeclra  Heart.

O  OBJECTIVE:  Bring Troll  Fql and a  Dqedra  Hetirt to Alub

froll Fat Finding: This  is
a  relatively easy material
to find.  Simply locate an
area where trolls  (regular
or Frost)  roclm,  defeat
one, and then search
the corpse for the Troll
Fat you need. There are
always a couple of these

powerful beasts roaming
the exterior of Labyrinthian

>  Troll Fdf

Daedra Heart Hunh'ng: This  is harder.  Plunging your hand  into a dead
Dremora  is the easy part,. finding one is not. Try the following  places:

During  Daedric  Quests:  The  Black Star and  Pieces of the  Past.

These occasionally show up  in a vendor,s  list.

Enthir in the College of Winterhold always has one or two for sale,  but at

an  inflclted  price.

lf steclling  appeals tO you,  find  One  in  Kodlak/s  room  in Jorrvaskr

(Whiterun).

Or,  steal  one from  the altar  in  the  Hall  of the Vigilant  (in  the  Pale  Hold).

Or,  steal one from the Alchemy Room of the Nightcaller Temple  (during

Daedric Quest:  Waking  Nightmare).

>   DGedra HetiF#

A  OBJE(TIVE: Observe Atub's ritual

the
Yamarz is usually
him,  and he keeps I

Once you  return with
both  materials for the
ritual, Atub thanks you
and  beckons you  into
LargashbuL  An enraged
Ugor yells at Atub for
bringing an outsider
into the stronghold,  but
Atub calms her,  allowing

you safe passage into
across the dirt yard and  into the longhouse.  Chief

d takes an  immediate disliking to you.  Speak with
ts flowing  and complains about his cursed lack of

sleep.  Atub approaches and  tells  him  it is time for the  ritual to begin.

After Alub commences the  ritual,  Malacath/s booming voice soon
resonates around the camp.  Most of the Daedric Prince's venom  is directed at
Yamarz, who is called weak,  small,  and an embarrassment.  Furthermore,  the
Ores  have  let giants overrun Malacath/s shrine.  This is an outrage!  Yamarz
is ordered to bring  back the leader's club as an offering.  Only then will
MalcICath  COnSider lifting  the curse.  The  ritucll COnCludeS,  and Yamarz agrees
to this task.  But first,  he wants a word with you.

A  OBJECTIVE: Speak with Yomurz

you for Malacath/s task, Yamarz demands that you help him. You,re
to act as his bodyguard, ensuring  he doesn,I have any trouble reaching the

giant.  And  just so you/re clear,  he,ll definitely be killing  the giant,s leader
himself,.  he iusl wants you to handle any attackers along the way.  He agrees
to make il worth your while. Whether you agree or not is immaterial;

you are to meet Yamarz at the entrance to the giants' lair, which leads to
Malacath,s shrine.

O  OBJECTIVE: Meet Yamarz ot Fallowstone (aye

ILL MET BY MOONLIGHT  t    THE  CURSED TRIBE
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ffigiv Mqhcqlh,s Proving Grounds
=l    Fallowstone Cave is

cave entrance

you enter the cave.

nestled  in  the foothills of

the Velothi  Mountains,
northeast of Riften.  You

may trek there with  Chief
Yamarz,  fending off any
attclcks as you cross the
thick forest of birch  and

pine trees,  or you can
Fast-Travel  (or  ride)  to the

for Yamarz to appear.  Your chaperoning  begins after

a  OBJE(TIVE: Protect Yomqrz

I TARGET: (hief Yo"rz/ throughout Followslone (owe

Enter the cave.  Yamarz reluctantly sets off down the tunnel.  Follow a few

paces or two  behind  him  QS the tunnel  OPenS  info a gloriously immense
subterranean cavern,  complete with a waterfall to your left and a  series of
large,  natural steps down to a  lower lake area.  Follow Yamarz over the small
ncltUral  bridge and down the Steps.  Continue to the grotto floor. At the grotto,s
far end  is a campfire and a giant wandering  the area.  Yamarz avoids the
arecI,  and  heads along  the  rushing  Stream,  into a  COnneCting  tunnel.

"`,.\,;    Hip       ffhere/s  ii©  neeed  to  co«frorit the  gioni;  ii ycu.{fish?e  s!evy  9!ie;

w«i?  un?il  this  ¢!3ieitiVe  ¬¢FTiPieteS  anst  bdi¬ktr«fk?®  figisE tie¢rm,

ree3h©F  iie«ffi  griSi¬  Vfimijrz's  haeer!#beo

Head down the stream into a smaller grotto lagoon, where you see a
second giant.  Avoid  it unless it charges you  both,  and then follow the cave
tunnel on the southeastern wall.  Enter and  scramble up the dirt tunnel, to a
confrontation with  a couple of wild animals (usually cave bears). The bears
are  roaming  an  area of corpses clnd  halfLdigested food at the entrance to a

gap  in  the southwest tunnel wall.  Follow Yamarz up here and  into Giant,s
Grove.

Move alongside Yamarz,  following  a  path of skeletal  remains and
bloodstains  in  the snow,  until  he stops and turns to you,  telling you  he's ready
to kill the giant-that is,  of course,  unless you want to make some extra gold.

EEL
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Yamarz  has  a  Proposition  for you:  lf you  face the giant and  kill  it,  he'll Simply
return to the tribe and tell them  he was responsible. They,ll  be none the wiser,
and you,Il  be all  the richer.  You can:

Refuse,  telling Yamarz that he  is the one who  is supposed to kill the giant

to lift the curse.  He reluctantly agrees and  rushes towclrd the Campfire

and the giant guarding a  large shrine statue of Malacath.  Moments later,

Yamarz  is caught by the giant's club clnd  iS Crushed,  sprawled

snow.  You  now need to face the giant yourself.

Agree, and rush toward the large campfire and the giant with your

weapons drawn.

a  OBJECTIVE: Defeo"he giant

Kill  the giant using  the same techniques you,ve  used  countless  limes  before.
Remember to use the landscape to your advantage, finding  cover so your
Stamina  recharges. After you destroy this giant leader,  search the corpse for
a  massive hammer. This  is the weapon Malacath ordered Yamarz to return  to
Largashbur.

>  ShqgroI,s Wqrhqmmer

O  OBJE(TIVE: Take Shogrol,s Warhommer back to Lorgqshbur

Head  back toward the exit of Giant's Grove.  lf you agreed  to kill the giant
for Chief Yamarz,  he  is here,  ready to welch on  his agreement.  He can,I have
the  likes of you  usurping  his authority and  mentioning you were  responsible
for the giant,s death.  Yamarz attacks and  must be killed_

Either way, when  both Chief Yamarz and the giant leader are dead,
Malacath  speaks to you from  his shrine effigy'  impressed  by your fighting

Prowess.

Atub greets you  at the gate to LargcIShbur.  She asks What happened to
Yamarz.  You can tell  the truth or give a slightly skewed account of events in
which Yamarz was a  brave fighter instead of the sniveling  backstabber he
actually was.  Either way/  Atub walks toward the shrine, Malacath/s voice
ringing  around  the camp.  The  Daedric  Prince  is willing  to give this  motley
band of Ores a chance and appoints Gularzob (Yamarz,s son) as chief.
Malacath finally insists that you  place the hammer on the shrine.

)  OBJE(TIVE: Place Shogrol/s Worhommer on the shrine in  Lorgoshbur

Quest Conclusion
Approach the skull on the trunk and  place the hammer on  its antlers.
Malacath is satisfied and replaces the hammer with an exceptional weapon
named Volendrung, which you can wield!

*  Vo!endrung

Postquesl Activities

Volendrung  is a  massive warhammer with an Absorb Stamina enchantment.
This allows you to  inflict power attacks without stopping  for as long as  it has
a charge!  As Malacath/s champion, you can take this.  Malacath then  names
Gularzob as the new chief,  and all the remaining  Orcs are  now friendly
toward you.  As Malacath/s champion,  you are also blood-kin to the other
Ores cls well and don,I have to complete Side Quest:  Forgemaster,s  Fingers to

gain acceptance in any Orc stronghold.

£lJE:,apS,   DAEDRIC  QuESTS
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PREREQUISITES: You must be  Level

20 or higher
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©   mINOR SPOILERS

INTERSECTING  QUESTS:  None

LOCATIONS: (rocked Tusk Keep/  (rucked Tusk Vaults,  Downstor, Silus

Vesuius,s House ,  (aku the Museum of the Mylhic Down),  Dead  Crone

Rock,  Hog  Rock Redoubt,  Hag  Rock  Redoubt Ruin,  Morlhal, Jorgen

and  Lqmi,s House, Shrine of Mehrunes Dogon

CHARACTERS: Courier/ Jorgen,  LomI'/  Modena,  Mehrunes Dagon, Silus

Vesuius

ENEMIES: (aye  Bear,  Drqscuo/  Forsworn/  Forsworn  Britirheort/  Ghunzul/

Ore Bandit,  Orc  Hunter, Snow Bear

)  OBJE(TIVES: Miscellaneous: Visit the museum in  Dawnstor, Speak

to Si!us inside his house/  Retrieve the pommel of Mehrunes/  Razor,

Retrieve the blade shards of Mehrunes'  Razor,  Retrieve the hill of

Mehrunes/  Razor,  Bring the pommel stone to Silus,  Bring the blade

shards to Silus,  Bring the hilt to Silus, Meet Silus ol the Shrine of

Mehrunes Dagon, Speak lo Mehrunes Dagom/  Kill Silus,  Reforge

Mehrunes,  Razor,  (loim Mehrunes,  Razor

ifegiv Dead Oqlhs on  Dead  Lips
When  you  reach  Level  2O,  visit any city  in  Skyrim,.  Riverwood  is a  fine
example. When you  reach the city,  a courier approaches and delivers a
message  regarding the opening of a  new museum  up  in  Dawnstar.  The owner
is  han'ding  out invitations,. you  can visit at your earliest convenience.  This

doesn,I begin  the quest yet,  just a Miscellaneous Objective that piques your
interest.

visit the Museum of the Mythic  Dawn. You can ask him  more about it,  and  he
reveals il contains artifacts from a group that once toppled cln  Empire.  Silus
also has a  job you,d be perfect for.  This quest now officially begins.

O  OBJECTIVE: Speak lo Silus inside his house

I TARGET: The Museum of the Mythic  Down/  in  Dqwnslor

the ra. The case of hooks are
XarxesJ Written by the Cult,S leader, Mankar Camoran.  The
is all that remains of the fablecl Mysterium Xarxes,  the blasphemous  book
written by Mehrunes  DclgOn.  Finally,  the robes were worn  during the Myll
Dawn's secret meetings, where they plottecl to bring Dagon  irlto Tamriel-

\Mth the tour over, you can  speak with Silus about the Mythic Dawn
and  the museum.  But asking about the job  is the most important question.
Silus tells you that after the Oblivion Crisis,  groups began to c]ppear that
were dedicated to wiping out what was left of the Mythic Dawn. One of
these groups found Mehrunes,  Razor,  the artifact of Dagon. After splitting this
razor into three fragments,  the pieces were dispersed.  Silus wants the pieces
reunited.  You,re here to remove the fragments from their current owners-
two dangerous marauders named Ghunzul and  Drascua and a resident of
Morthal  named Jorgen-  Silus  hands you  notes about each of them and will

gladly pay for any pieces you  bring  back to  him.

>  The Keepers o! the Razor

¢  OBJE(TIVE: Retrieve the pommel of Mehrunes/ Razor

I TARGET: Drtiscuo, in Dead (lone Rock

O  OBJECTIVE: Retrieve the blade shards of Mehrunes, Razor

I  TARGET: Ghunzul,  im  (rqcked Tusk  Keep

A  OBJE(TIVE: Retrieve the hilt of Mehrunes/ Razor

I TARGET: Jorgen, in Morthfll

ife Dqedric Defragmenlqfion

ffigr         ¥©us  mesy  feusv©  ffiir©tidy  e%pi©real  ihese  maxim  i©¬esii©res  ffimdi  f3usred

er  fravgrmeffit.  !f yens  iaevesiig«!e  fit©  «reffls  esmti  ihi©  fFesgmerst  iSffi,?
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west of Markarth,  is Hag
long ascension,  passing  under a couple of buttress overhangs while
the  Forsworn i
under two §t
bears in fh

i are swarming  this  loccltiOn.  Continue up the
arches with carved  heads atop each side; beware of CCIV

arts.  At this point, you  can:

Proceed directly to Dead Crone Rock by weaving through the exteri
Forsworn Camp.

Or you can follow the pathway up to an old ceremonial crypt and
sacrificial area  sunk  into the side of the  mountain,  and enter the iron door
into  Hag  Rock Redoubt Ruin.  Inside,  the  Forsworn  hcIVe erected SharPeneCI

wood  spikes and attack viciously when you  maneuver into their eoling
area.  Clear this place of foes  (or sneak by)  before using the spiral stairs
to reach an upper corridor and a circular storage room containing
Forsworn  Briarheart.  Then  head southwest,  around the corridor to th

ruin,s  exit.

THE  CURSEDTRIBE       PIECES  OF  THE  FIAST
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You arrive on  the roof
of the  interior  ruin.

This  stone  plateau  is

dominated  by steps to
ascend and a  small
Forsworn camp to raze
or  ignore.  Climb the

steps until you reach
the exterior of Dead
Crone Rock,  a granite

first  level,  whichfortification toward the slope,s top.  Head  up the stairs to the
consists of a  corridor,  more  Forsworn,  and  spiral  stairs  up to the  main  floor.
A circular chamber atop the spiral  stairs  has  its  main  exit (to the  southwest)
blocked  by a  portcullis.  Raise  it by fighting  through  a  chamber with  a  long,
bloocly sacrificial  fable and  into a  connecting  room with  a  lever.  Pull  the
lever to raise the portcullis before leaving  by the now-open exit that ends  in  a
wooden door.

You appear at the base of more steps. These lead to the top of Dead Crone
Rock, where the Hagraven  Drascua resides. Attack with your preferred
weapons until she yields.  Search  her corpse for the  pommel and the Dead
Crone Rock Key/ which  opens the locked gate in` the previous  interior
fortification you climbed through.  Also,  absorb another Word of Power from
the nearby Word Wall.

a  OBJECTIVE: Bring the pommel stone lo Silus

I  TARGET: Silus Vesuius/s House,  in  Dawnstor

Port 2: Chunzul,s Blade Shards

Journey into  Falkreath
Hold and approach
Cracked Tusk Keep.
There are usually two
Ores standing guard on
the watchtowers.  Pick
them off with arrows or
spells from a  distance
o soften up the Keep,s
efenses.  Then climb

ont gate for a  less-subtle
if you aren't concerned about stealth-  Expect a trio of Ore  hunters and
its on guard  here. These shouldn,I prove too difficult to overcome.  Your

in  access point into the Keep is the door to the southwest,  in the middle of
main  inner Keep wall. An alternate entrance to the  right (west)  is locked

I)  and allows you to avoid the confrontation with Ghunzul

:392    (
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Once  inside,  prepare to attack more Ore enemies  in the two-floor storage
and  dining area, with a door in the southeastern wall. This leads to a
fireplace and  bedroom,  Ghunzul,s usual  location  (although  he  may be
wandering  the  Keep,s  interior).  He,s  brandishing  a  particularly  impressive
two-handed weapon,  so prepare for intense combat in  a confined  space.
Continue fighting  until you  beat Ghunzul  to death.  Alternatively'  you ccln  try

pickpocketing  the Orc  if your Sneak skills are truly impressive.  Either way,
Ghunzul  is carrying  an  important key on  him.

>  ¬ga¬ked Tusk Vault Key

*:/o<;;-;,.,,    ffip         if  y®us  iussi  wesvet  the  §htiFdS  ®ved  ean  usn!®¬k  ike-e  Experi-i®¬ked
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tor),  and  inspect the cage,  which  is  blocking your path to the
southwest.  Use the Vault Key  (or an exceptional  Lockpick  [Expert])  to
the cage,  releasing the vertical spike bars.  When the spikes rececle, descend
to and open the door to Cracked Tusk Vaults.

Head down the stairs and  into the slightly soggy underground vault. The
way ahead  is blocked  by several  spear bars.  Pull the two levers to either side
of the passage to release both sets of spears.  Then carefully wcllk forward,
cutting instead of triggering the two trip wires that release darts up and  into

you.  Or,  run through and step to the side.  Now approcICh the Pedestal With
the blade shards on  it,  and grab them  before moving  backward quickly, thus
avoiding a flurry of additional  darts.  Now retrace your steps back out into
Skyrim.

H8!P        i? y®u  sfei!  «fter  ber©eri?iasg  ®fi¬ii  trip  ¥fire,  the  darts  fire
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>   Shards of Mehrunes, Razor

a  OBJE(TIVE: Bring the blade shards lo Silus

I  TARGET: Silus Vesuius,s House/  in  Dawnstor

i;.JF_Sis   DAEDRIC QUESTS
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The hilt of the Razor is the easiest to obt
traveling to Morthal QnCl locating Jorgen, who  runs the
mill.  He doesn't have time to talk but stops when you  tell
him what you,re  looking  for.  He  plays dumb  until you
mention  Silus's  name.  He tells you  he,s  not about to let
thclt Razor out of his  locked  house after his family spent
eight generations keeping  it safe.  At this point, you can:

(Persuade)  Tell  him  he  won,I  miss  it.

(Bribe)  Pay a  large amount of gold  for securing  it.

(Intimidate)  Or demand  the  hilt,  before  matters take a  turn  for the worse.
This  is easyonce you  reach  Level  26  or  higher.  lfyou  fail,  you'll  need  to

brawl  until  he agrees.  That's  "brawl,''  not "kill''!

(Lockpick)  Or you  can  find Jorgen's  house without his  help and  pick any
locks  needed  to  reach  the  hill.

Succeed  in any of the first three options,  and you're  hastily given the keys fo
the chest in Jorgen,s  house and  told  not to  hurt his family.

Hb   ELey  #®  j®Fgefi  timdi  ELeerm8/s  RE®usse             >    it©y  !®  #®Fgem,S  ¬heSi

Whether you  haveJorgen's keys or not,  the next stop is Jorgen's house, which
opposite the sawmill.  Pick the lock (Novice)  or use one of the keys,  and

inside,  ignoring  Lami.  Inspect and  open Jorgen,s Chest  (Aclept)  at the
of his bed  using  Lockpick or the second  key, You  may elect to clear out

luables,  or just the  hilt.

¢  OBJECTIVE: Bring Ike hi!"a Silus

I TARGET: Silus Vesuius/s House/  in  Dawnstor

you  ln  On

Retum with  all  three
ragments of Mehrunes,
azor,  and  revisit Silus

House  in

Dawnstar.  The slightly
mad  mage  is extremely
impressed with your
collecting  abilities and

gives you a  sizable
reward.  \^/hen all three
a  little secret:  The

scabbard  in the display case  is actually the fourth  piece of the blade.  W
more,  if you  both take all the pieces to Dagon's shrine, you could contact
Prince of Destruction directly and ask him to  make Mehrunes,  Razor
again. This may appeal or be a terrible idea; either wa
at the shrine!

fr   Lewe!ed g®!di gri©¬es

swill  me

O  OBJECTIVE: Meet Silus at the Shrine of Mehrunes Dagon

t TARGET: Shrine of Mehrunes Dtigon

Approach the altar, and a deep,  booming voice fills the air and your head.
Mehrunes Dagon  has cleemed you worth  speaking  to,  but Silos has fulfilled
his  purpose.  You  are  instructed to kill  him.  At this point,  you can:

Agree to Lord  Dagon,s command.

Inform  Lord  Dagon  that Silus deserves to  live.

Neither makes any difference,  as Lord  Dagon  has decided Silus,s fate.

)  OBJECTIVE:  Kill Silos

Silus  is quick to tell you  there  is another way to end  this that doesn,I involve
him getting gutted.  He can take the  pieces  back to the museum and  seal them
in  the display case. You can  either agree lo this or begin your murder of Silus
Vesuius.

Quest (onclusiom  1 : Silus Dies

Strike Silus  down,

optionally scavenging the
rare clothing  he wears.
Then approach the altar
again  and  begin to serve
Mehrunes Dagon.

>   REy#ifei¬  Berwm
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Son  is still  impressive,  as the  Lor
m together like  new. Take the w

he gives you  one final  challenge.
out to kill you.  Return the favor,  plunging
r own favored weapons.  Remember to
rare ingredient that may come in  handy

ffiz®F           >   BesedF®ENece#{E!

Silus Flees

I you  speclk With  Silus

nd agree to hi
e hands
nd attem

o his shr'lne a
releasing  two Dr

se your favored
Capons to a

earl, an uncommon

your dark crafting.  At this  point, you can folio
erness,  back to his museum  (after which he lhanke

)),  or leave  him to fend  for himself.  Either way,
Razor.

EL®we!ed g®id prie¬es                   >   Bcaedree  ELe«r!  (£!

oslquest Activities
Be wamed:  lf you  let Silus go, you can  never claim the Razor and the
will end!  Either way'  ensure you enter the  interior of Mehrunes Dagon's shri

Other all the available  (and  impressive)  loot inside!



PREREQUISITES: You  must be  Level

20 or higher.  Complete Main Quest:

Dragon  Rising
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©   mlNOR SPOILERS

INTERSE(TING QUESTS: None

LOCATIONS: Whiterun/  Dragonsreoch,  Dmgonsreoch Jorl/s Outirters

CHARACTERS: Dogny/  Farengor/  Frothar,  Mephqla (The Webspinner)/

Nelkir

¢   OBJE(FIVES:  Find out what/s wrong with  Nelkir,  Listen to the

whispering door, Speak to  Nelkir,  Obtain the key to the whispering

door,  Open the whispering door/  Retrieve the  Ebony Blade

urmurs al the Whispering Door
nco you,re an

xperienced adventurer

(and  reached  Level  2O
or higher),  and you,ve
helped Jarl  Balgruuf the

Greater of Whiterun
during  Main  Quest:
Dragon  Rising,  speak
to the Innkeeper at
the Bannered Mare in

aving  some trouble with  his children.
Ask him about this,  and  Balgruuf tells you Nelkir has become  brooding  and  is

prone to violence.  He asks whether you could speak to  him  and ask why he,s
acting  the way he  is.

a  OBJECTIVE: Find out what/s wrong with  Nelkir

I  TARGET: Nelkir/  inside Dmgonsreach/  in Whilerun

Nelkir is wandering  somewhere inside  Dragonsreoch,
usually near the great hall  or the war room atop the
steps,  or in  the Jarl,s cluarters.  When you greet Nelkir,
he's suitably petulant.  Once you've faced the verbal
abuse,  Nelkir mentions that he knows  more about his
father than  anyone thinks  he does.  Ask  him  to clarify,
and  he says his father still worships Talos and  hates the
Thalmor almost as much  as the Stormcloaks do. Ask
how he knows this,  and  he  mentions a place where  he
overhears murmuring:  Nelkir listens to Lady of Whispers

from the locked door in  the basement.  She talks to him.  Shell  probably talk
lo you, too.

A  OBJECTIVE:  Listen to The whispering door

I  TARGET: Nelkir,  inside  Drtigonsreflch,  in Whiterun

northwest through the great hall and down the steps close to the large
ce. Open the basement door, and enter the tiny storage room with a
door in the far left (eastem) corner.  Listen at the

Ce

door, and a strange
echoes through the keyhole.  Regrettably'  the voice cannot

itself in  this plane directly,  and  few hear the words of Mephala,  the

fs.

Whispers.  She expects you to lake an  active role in  sussing out
This starts with you opening  the locked door,  as a  piece of her power

has  been  locked away behind  it.  The dark child  Nelkir holds  knowledge that
will further your new cause.

Tr_a  ciTiider £c=c,i:s  ``+'
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This  leaves two  possible  keyholders to choose.  You can:

Pickpocket Balgruuf:  Wait until  Balgruuf moves from

his throne  clnd you  aren't being  Watched,  then  Sneak

up and  pickpocket him.  He can  be asleep or simply

facing  away from you.

Kill  Farengar:  Wait until  Farengar retires to  his

quarters,  ideally moving  into his adjacent bedroom,
and  then  kill  him while  he  sleeps.  This  isn,I that wise,

unless you,ve purchased all the spells you  need to

from  him.

Pickpocket  Farengar:  Wait unlil  Fc]rengar  retires  lo his quarters,  and  then

sneak up and  pickpocket him.  He can  be asleep or simply facing  away

fromyou.

Once one of these  plans works,  you  manage to obtain a  prized  key.

Bb   WELispeFTing  Door  Key

A  OBJECTIVE: Open the whispering door

ty  OBJECTIVE: Retrieve the  Ebony Blade

Quest (onclusion
Head back clown  into the storage cellar, to the door at which you
to Mephclla,  and open  iT with  the key.  Inside is a  simple storage
the wcoclen table rests a long Ebony Blade and an admonition agcI

k tells you to  resist the temptation of taking this indestructibl
+nducing,  cursed sword.  Wken you  pick up the blade,

congratulates you, but then informs you that the

past glory. The blood of cleceil must be drunk! You ar
ill of Mephala!

!!i®n Agcinsi Ebony             >   Ebony Blade

This powerful  Daedric weapon  is currently underwhelming and  lacks power.
However,  for every friend  (i.e.,  someone you,ve completed a  favor for,
completed a  task for,  or won over during any type of quest)  that you  kill with
it, the blade becomes  more and  more powerful,  as  it absorbs life from  its
victims.
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PREREQUISITES: You must be  Level

12 or higher.

¬      _      ____I.I-_I.I.,,,      P
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lNTERSECTING QUESTS: None

LOCATIONS: Stqtue to Meridia and Kilkreoth  Ruins,  Kilkreoth  Balcony/

Kilkreath Catacombs,  Kilkreoth  Ruims,  Kilkreqth Temple

(HARA(TEDS: Meridio

ENEMIES:  Imperial Soldier (Ghost), Molkoron, Stor"look Soldier

(Ghost)

a   OBJECTIVES:  Bring Meridio,s beacon lo Moum Kilkreath,  Replq(e the

beoton,  Guide Meridia,s Light through the temple/  Destroy Malkorqn/

"   Retrieve  Downbreaker

ife Beholding lhe Beacon of Light
Once you  reach  Level  12, you  may discover this
strange gem  in one of the large and ornate treasure
chests you open.  This gem  occurs  randomly/.  it,s  not in
any fixed  location.

>  REeriditi/s Beacon

Take this Beacon,  and as you  exit the interior location,
and every day thereafter, you  hear a voice  inside your
head.  lt becomes increasingly alarmed at your lack of interest in  helping
the Solar Dclughter,  Meridia.  When  you wish  to  start this quest (if only to  rid

yourself of Meridia,s alarming cranial  lurking),  find  the Statue to Meridia.

The other way this to Mount Kilkreath,  in the
mountain  range west of Solitude- Try to spot cI  Prominent Statue Of a woman
with  her arms raised to the sky, on the southern  slopes  iusl above Dragon
Bridge. As you approach, you  hear a voice commanding you to find and
retum with  her beacon.  Locate the object,  and  return  to begin this quest.

A  OBJECTIVE: Bring Meridio's  Beacon to Mount Kilkreoth

A  OBJE(TIVE: Replace Ike beacon

I TARGET: Statue to Meridia

to raise the deacl of S

Once you set the Beacon
n the cupped arms of

the small  statues aHhe
feet of Meridia,s effigy,

you clre Caught and
whisked  into the clouds.
An aspect of MeridI.a
appears.  She tells you
that a  necromancer
named Malkoran  is

and wage open war on
the living,  using the energy of a  powerful artifact in  her shadow-filled  shrine,
You are to enter her shrine and shine the brilliant beam of light throughout

a  OBJECTIVE: Guide Meridio/s Light through the temple

I TARGET: Kilkreath Temple, below Statue of Meridia

RES shining Li9hl in The Dqrk Temple

You descend  back to earth.  Locate the Iron  Door below the statue plinth
and descend  into the temple.  ln the first large chamber,  approach the

pedesidl  in  the center,  which  has a  beam  of light hitting  it.  Activate  it.  A
beacon  gem  rises from the pedestal,  ricocheting the  light up and  into a
second gem contained  in the mouth of a carved dragon- Then exit via the
doorway underneath,  into a second chamber where the ghosts of Imperial
and  Stormcloak Soldiers,  controlled  by Malkoran,  attack you.  Retaliate

(and  search the  remains,  as there,s usually gold to  be scavenged),  and then
activate the pedestal on  the central  steps.

e main steps lead to a blocked
south,  along a side tunnel, where the beam  pierces the wall.  Engage in
more ghostly combat,  before heading to a third main chamber, where you
encounter more soldiers.  Climb the wooden steps,  and go to the  upper stone
bridge leading to the next pedestal. Activate it, and  head south to the door
leading to  Kilkreath  Balcony.

This balcony is outside,  overlooking the forested valley below.  Cross the
bridge,  fighting  more ghostly foes,  and quickly enter the door on the oppo
side,  leading  into Kilkreath  Ruins.  At the main chamber, you face more
spectral foes.  Head up the steps (as the doors on the ground are sealed), and
activate the pedestal clt the top.  Then  navigate the corridors on the eastern
side of the upper arecI,  investigating any Chests and  Urns you Wish.  Enter the
Gaged  bridge, then  jump to the upper pedestal on the rais5d island.  Heacl
wes"hrough a previously sealed door.

This leads to another open chamber.  Dispatch the ghosts  before climbing
the side wooden steps on the chamber,s eastern  side and following the
corridor around and back to the room with the Gaged bridge. You are now
above the bridge and can access the third pedestal, which unlocks the
double doors  in the south wall.  Open  them,  and  head down  into the  Kilkreath
Catacombs.

A  OBJE(TIVE: Destroy Molkoron
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You are close now,. descend and enter an antechamber with the draped
corpses of soldiers and a  pedestal  surrounded  by candles.  Activate the

pedestal,  which opens the double doors. Then descend to the  main altar
chamber, where Malkoran and a ghostly quartet of soldiers are ready to
expel  intruders.  Attack these foes,. consider backing  up the corridor and steps

you  iust descended  so you aren,I surrounded.  Then fend  off the attacks from
Malkoran,  bringing  him  down  with  superior combat and  cunning.

A  OBJE(TIVE: Retrieve Dawnbreoker

Ouesl (on(lusion
Approach the pedestal that holds the defiled Dawnbreaker, and wrench the
sword free. Your view fills with  light,  and you ascend toward the  he
where Meridia  is pleased that you've  brought light to the realm of
The dead shall remain at rest, and you are to keep Dawnbreaker and use it
to  purge corruption from the dark corners of the world.  Wield  it in  her name

(or agree to simply keep the weapon).

>  W®rdof Power:Elemental Fury          >   Dqwnbretiker

Postquest Atlivities
Carry Dawnbreaker and wield  it for Meridia, whether you told  her to find
someone else to spread  her religion  or whether you,re a firm  believer.

PREREQUISITES: Leave Mqrkorth

and return again
©   mlNOR SPOILERS

lNTERSE{TING QUESTS: None

LOCATIONS: Morkarth, Abandoned House

CHARACTERS: Logrolf the Willful/  Molag  Pal, Vigilant Tyranus/ Yngvflr

ENEMIES: Random

a  OBJE(TIVES: Search the Abandoned  House,  Find your reword,  Find

the priest of Boethioh,  Free  Logrolf,  Go to the obumdoned house,  Beat

Logrolf into submission,  Kill  Logrolf,  Speak to Molag  Bal

ife A Powerful Trickster

The first time you visit the canyon city of Markarth, you witness a  brazen
Forsworn  attack on a  market stall  holder.  Next time you enter the city,  head
along  the  right  (north)  side of the thoroughfare,  along  the canal,  until you
meet two men conversing outside a dwelling.  A cowled  priest named Vigilant
Tyranus is asking a  Nord called Yngvar whether he,s seen  any strange lights
or unusual  noises emanating from the house-  Yngvar says he hasn't,  and

fyranus turns to you,  asking  similar questions.  Reply as you wish,  and Vigilant
Tyranus explains that he,s a Vigilant of Stendarr;  he finds areas  believed to
be used for Daedra worship and  removes the presence.  Ask  if he needs help,
and  he says to follow him  into the Abandoned  House.

i96
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O  OBJE(TIVE: Search the Abandoned House

I TARGET: Locked door, inside the Abandoned  House

s  interior is well  lit.  There  is no  rot on  the  furniture,  and  fresh  food
lies waiting to  be prepared.  Someone was here recently. Tyranus  is startled
by an odd sound and opens the door, You swear a basket rolls across the
room  in front of you both. There's both a faint moaning  and a deep rumbling
sound. A strange vapor hangs in the air. Tyranus  is convinced  something
is amiss and  heads down the stairs.  He shouts For the entity to show itself.
Candles  illuminate the gloom. The voice in your head tells you to open
another door,. try it and  it is sealed  shut.

When various objects begin to fly around,  Tyranus flees the area,
vowing to find  help: This is  no ordinary Daedra.  Tyranus reaches the entrance
room and  begins to slow down.  Follow him,  and you  hear a growling voice
telling  you  to crush Tyranus.  You  can:

Wait,  hoping that Tyranus regains his composure.  He doesn't and

eventually,  overcome by the strange  presence,  attacks you!

Follow the orders from the voice  inside your head,  and attack Tyranus.

Keep this  up  until one of you  is dead.

a  OBJE(TIVE: Find your reword

I TARGET: Altar, inside the Abandoned House

_: ,J:i,TS,  DAEDRIC  QUESTS
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With Tyranus out of the way,  you can claim  the reward for your cold-blooded
murder.  Venture back into the depths of the dwelling'  to the locked  door.  lt
has been  mysteriously unlocked,  and you swear the candles burn  brighter
as you turn the handle.  The same voice beckons you  into the bowels of
the  building.  The chamber begins to tremble.  Search  behind the  shelving
for a  hole  in  the  (east)  wall.  This  leads to an  earthen  tunnel  and  into  a
long-forgotten altar,  upon which  rests an  ornate but rusty mace.  Pick it up.

You  briefly cower as a cage of onyx spikes springs  up around you.
Molag  Bal,  the  Lord of Corruption,  deems you foolish to think you would
be  rewarded  so easily!  Speak to Molag  Bal and  mention  the altar or mace.
There was a  time when that mace dripped with the  blood of the feeble
and  the worthless.  But Molag  Bal,s  rival  Boethiah  sent his  priest here to
desecrate this altar.  ll was left to decay.  Until  now.  Molag  Bal wants the priest
responsible to willingly turn  to  his service and  surrender  his soul.  Agree to
help  (as  it,s the only way to free yourself).

a  OBJE(TIVE: Find the priest of Boethiah

I TARGET:  Logrolf the Willful,  inside [o random  loctition]

ife A Willful Execution

the dungeon  that the  priest is  lurking  in,  until you  find  them.  The  priest is
Logrolf the Willful,  and  he's  usually tied  up and  helpless.  lt is worth  killing

any enemies  in the chamber Logrolf is  being  held  in  so you can easily free
him.  Let him  know you,re here lo  rescue  him.  He,s  immediately suspicious,

as nobody knew where he was when he was taken.  He asks who sent you.
Youcan:

(Persuade)  Pretend  his own  master Boethiah  sent you.

(Bribe:  Gold, various amount)  Ask why it matters,  as there,s gold to  be
had.  Your gold.

(Intimidate:  Level  I 3)  Or tell  him  the truth  to frighten  him:  Molag  Bal  sent

yCIN.

Willful  is  already waiting  inside and  runs  into the depths of the dwelling,
around the shelving and  through  the hidden tunnel.  He approaches the
altar.  Molag  Bal  springs the trap/  and  the onyx spikes  surround  Logrolf.  The

priest seems  less  perturbed,  as  he has bettered Molag  Bal  before.  Molag  Bal
answers that he has a chclmPiOn  now and grants you  Use Of his mace. Take it!

>   Ru§!y RAti¬e

a  OBJECTIVE: Beat Logrolf into submission

Stand  between the spikes, and  bring the  mace down  repeatedly on  Logrolf.
He yells that he'll  never submit.  Eventually,  you  bludgeon  him to death.  Molag
Bal  laughs at the frail,  limp/  and  pathetic  bodies that mortals possess.  He then
reSUrreC

swings,
to pledge
satisfied.

dering you  lo strike  him again!  After two more vicious
i take any more and  submits to Molag  Bal.  He pro

forsake the weak and  pitiful  Boethiah. Mola
kill  him  again.

A  OBJE(TIVE: Kill  Logrolf

A  OBJE(TIVE: Speak to Molqg  Btil

Quest (omclusion
Bring your Rusty Mace down  hard on  Logrolf/s cripplecl form.  When  he,s
dead  (again),  speak fo Molag  Bal, who presents you with the true power of
this mace.  When your enemies  lie  broken  and  bloody/  know that he will be
watching. Then Molag  Bat  leaves this  plane of existence...for the ri

>   ffler¬e ®! EN®iffig  BaI

Postquest Activities
You can stay in this Abandoned House,  using the bed, and take any items

you wish  (although this  isn't classified c]s your home).  ln  addition,  if you carry
Molag Bal,s mace where there are city guards, they tend to comment on il.



PREREQUISITES:  None.

lNTERSE(TING QUESTS: None
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LO(ATIONS: Morkorth,  Hall of the Dead, Silver-Blood  Inn/  Understone

Keep/  Reachcliff Cave

CHARACTERS:  Banning/  Brother Verulus/  Eolq/  Frobbi,  Hogni  Red-Arm,

Kleppr,  Lisbet/  Namira

ENEMIES:  Drougr

A   OBJE(TIVES: Miscellaneous: Speak to Verulus about the  Hall of

the Dead, Miscellaneous:  Investigate the Hull of the Dead,  (leor the

Dmugr from  Reqchcliff (aye,  Miscellaneous: Tell Verulus the  Hall of

the Detid is safe, Speak lo  lola,  (onvince Verulus to follow you,  Lead

Verulus to the Shrine of Nomira,  Kill Verulus/  Feast on Verulus

neS prelude: Hunger in Ike HalI*

Kleppr and  his wife,  Frabbi,  are a fountain of knowledge about rumors in
and  around  Markclrth.  Visit them  inside the  Silver-Blood  Inn,  and  ask around
for rumors.  Eventually,  either of them  lets you  know that the Hall of the  Dead
in Markarlh  has been closed. They suggest you speak to  Brother Verulus to
find out more  information  about why this  has happened.

a  MIS(ELLANEOUS OBJECTIVE: Speak to Verulus about the Hull of

the Dead

I  TARGET: Brother Verulus,  inside  Understone  Keep

Visit Understone  Keep,
dug  into the western
canyon side of Markarth.
ln  the  entrance  hall,  listen

to Thongvor Silver-Blood
arguing about access to
the  Hall  of the  Dead  with
Brother Verulus.  After the
conversation  is over,  step
up and  speak to Verulus,
who tells you  the  Hall  ,ls  not able  ro  be visited.  You  can:

(Persuade)  Tell  him you,re  here to  help.  This  is a  novice challenge,  and you
always succeed  in this.

(Bribe)  Offer a small contribution  to  his causes.

imidate)  Or tell  him you  don,I like  being  ignored.  As Verulus cannot be

imidated,  this challenge always fails.

uccess in  either of these options  results in  Brother Verulus agreeing
et you  investigate the strange goingson  inside the Hall of the Dead-

a Priesthood of Arkay will offer a  reward  if the odd activities  in  the Hall
are given  a  key allowing you  to enter,  and  another Miscellaneous

ive  begins.  Ask for more  information on Arkay or the Hall  before you

part ways.

>   fflarkarlh Hall of ihae Defld Itey
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a  MISCELLANEOUS OBJE(TIVE: Investigate the Hall of the Detid

I TARGET: Hall of the Dead, in Mqrkorth

ffigr        A!felor!fliii¢.Sly,  yeti  etin  snteg  f#cerk#rt!ijs  FTfi!!  ®f  iifeg  Beexal  by

usaei©e!¬iveg?he  ticer  (Aaleptj  usnd  sne«kimg  im  There.

Travel  southwest from  Brother Verulus,s location.  Open the heavy gold doors
and enter the Hall  of the Dead.  The eerie,  mist-laden  hall seems deserted,
until  you  hear a voice speaking  to you.  lt believes you are exhibiting  the  signs
of temptation,  that there  is a  hunger inside; you see the dead and your mouth
waters.  Continue this  unnerving  search  of this giant tomb,  until  you  stumble
upon  lola.  She refuses to talk about anything  other than the deliciousness
of human flesh.  And the craving!  Don,t worry,. you  have a friend  now.
Although you can voice disgust as you  speak with  her,  lola  is an emissary
of Namira, the Lady of Decay.  Namira has a place where you can sate your
appetite without judgment.  Ask where this place is,  and  lola explains that
it's  inside  Reachcliff Cave.  However,  the dead there have started  fo stir. Meet
lola there,  and she vows to fight with you to Namira's embrace. This quest
officially begins  now.

a  OBJE(TIVE: (leqr the Drougr from Reqth(lift (ove

I TARGET: All Dmugr, inside Reochtliff (ove

A  RAIS(ELLANEOUS  OBJE(TIVE: Tell Verulus the  Hall of the  Dead is

safe

I TARGET: Brother Verulus,  Underslone Keep, in Markarth

mence Daedric Quest: The Taste of Death,  head out of the
Hall of the Dead,  into Understone Keep,  and fincl  Brother Verulus again.
With  lola  now absent from  the Hall,  it has  been cleclred Of any Oddities.  He
is most pleased with this  news and  rewards you with  his own Amulet.  The
Prelude  (Miscellclneous)  Quest now concludes_

>  ArmusEei of Arkay

ife ctimage aI Reachcliff Cave
Journey east and  slightly
south of Markarth,
along the goo"rails
of the  Reach.  Search
among  the  rocky hills
and furrows for a  small

procession of megalith
arches leading  fo three
standing  stones at the
entrance to Reachcliff

Cave.  lola  is waiting  here,  ready to plunge her blade  into a  Draugr or 2O.
You  mcly bring  her along  (she acts as cI  Follower during  this time,  helping you
stave off enemy attacks),  or you can tell  her to wait here if you want to fight
on your own  (or with other Followers).  Now venture into the cave.

>   Follower: lola



lt fakes only a  stride forward to wake the dead from this location.  Muster
forth your best Draugr-fighting  implements and  start carving,  burning,  or
blasting your way into them.  Beware of the high-ranking  Draugr clambering
out of the first coffin you  see.  Head down the connecting tunnel  into a wider

passclge With  Stairs and a  Nordic face carved into a  stone column.  After

tT:rfearD:anudgirsf:gnh:;ge:hceaavderlno:hnedb:occrkuemdbii:garbcr:dagneds:ucrt:or;:hT:(I:eeS:):utht is)r.  Tolo\ea second  bridge section with a  jump to a  trecISure Chest.  Ch
working your way southward and down.

ither route,

check a wall  handle  (which opens a wall section  next to it)  an`a a  pull
chain  (which  opens an  exit route),  and  continue to the  Iron  Door.  This  leads
into a ceremonial  hall and a  large shrine to  Namira  atthe far end, where the
remaining  Draugr  in  this cave  await.  After you  defeat them  all,  along  with
the  powerful  lead  Draugr who  rises from the  head of the table,  your Draugr-
culling  task  is complete.

A  OBJE(TIVE: Speflk to  Eolo

Although you  can  retreat into the adjoining  corridor with  the  pull  chain,
which  leads to a  corridor thalwill  hasten your exit back  into the  Reach,  in
this  particular case  it is worth  taking  the  long  route  back,  finding  lola  along
the way (if she didn't accompany you).  lola  is  happy to have  her shrine back
and wishes to prepare a grand feast to welcome you  into Namira,s cover.
You  have the  honor of bringing  a fresh  kill  for the  main  course:  a  priest with  a

for the easy life.  Bribe  him with the gold  lola gives you, coax him  back
nd  Namira will take care of the rest.  Now follow the corridor to the

room, and return to Markarth.

)  OBJE(TIVE: Convince Verulus to follow you

I  TARGET: Brother Verulus,  inside  Underslone  Keep

you've cleared
I explore Underslone

The  priest.  Tell  him you
require  his  services.
You can:

(Persuade)  Tell  him
about the treasure to
shclre.

(Bribe)  Pay him  to ac

(1nfimiclate)  Or  fell  hi

Should any of these a

CImry YON.

an  invitation  but an  or

s succeed,  Brother
accompany you and becomes a fe
him any equipment.

¢  OBJECTIVE:  Lead Veru!us lo the Shrine of Namiru

I  TARGET: Shrine of Ntimira, inside Reachcliff Cove

Head  back to the  Reachcliff Cave  (Fast-Traveling  is  helpful  here,  although you
and  Brother Verulus can  trek here on foot).  Descend  the empty caverns,  and
head  back  into the ceremonial  hall  in the deepest recess of the cave system.
Check thclt Verulus is behind you and  lead  him  in, where he greets the
assembled clan  with  faint suspicion.  lola  tries to allay his fears,  telling  him
he/s with friencls.  Verulus  begins to  speak a  little  more slowly,  as  if his  feeble
mind  is  beginning  to be controlled  by unknown  forces.  Verulus  seems to think
he,s  been  invited  for dinner.  Eola  tells  him  to  lie down.  Verulus agrees,  as  he,s
suddenly very tired,  and clambers onto the sacrificial altar to Namira.  lola
turns to you,. the meal  is on  Namira,s table,  and you,re going to be carving.

¢  OBJE(FIVE:  Kill Verulus

A  OBJECTIVE:  Feast on Verulus

You may speak to any of the assembled coven guests at the feast.  Some
sit quietly and  have little to say (except a few respectful  remarks between
mouthfuls of monk).  However,  there are  more prominent members of this
cover too. They

og trainer from

Markarth.                               Company/  in

cannibals strike up a conversation  if you speak
feast.  They also have a  particular conversation  (regarding

e  penchant for flesh) when you  return  to Markarth and find them
Brother Verulus also mentions this  near-fatal feast if you says him from

Qming  the main  course_

ln  addition,  whenever you  kill a  bipedal entity, you can feast on  the

(this  is a  benefit the  Ring  gives you  only if you're wearing  il) and  seaneh  th
old can  become a  Follower if you speak to her after siding with  her.

THE  TASTE  OF  DEAIH



PREREQUISITES: You must be Level

10  or higher ©   mlNOR SPOILERS

INTERSECTING  QUESTS:  None

LOCATIONS:  Bthardomz/  Bthordtimz Arctinex/  Bthardomz Dwelling/

Blhtirdtimz  Lower District,  Blhtirdamz Study/  Bthardomz Upper

District,  Bthflrdamz Workshop/ Shrine to  Peryite

CFTARACTERS:  Mesh the (lean,  Peryite

ENEMIES: Afflicted,  Dwqrven  (enturion/  Dwurven Sphere,  Dwarven

Spider/  Orchemdor,  Vampire

A  OBJECTIVES: Obtain some Vampire  Dust,  Obtain a  Deqthbell  Flower,

Obtain ti Silver Ingot/  Obtain a  Flawless Ruby/  Deliver the ingredients,

Inhale the fumes,  Kill  Orthendor,  Report Orthendor,s detilh lo Peryite

ife A Fine Fume
This quest becomes available once you  reach  Level  10.  You  may also
hear about the Afflicted  by stumbling  upon  Blhardamz or by randomly
encountering  an  Afflicted  in  \^forld  Encounter:  Peryite,s  Pilgrim.

On a wooded clifftop bluff in the Druadach Mountains above Karthwasten
lies a  Shrine to Peryite, the Bringer of Pestilence.  As you approach, you  see
a  single figure:  a  Khaiiit named  Kesh  the Clean.  He  is tending  to  his Alchemy
Lab and a  large golden cauldron  by the shrine.  Approach  Kesh, and he
inquires whether you,ve come to commune with  Peryife the Taskmasfer.
may find out more about this Daedric entity and  ask whetheryou  ma
to Peryite.  Kesh  says that he likes you,  but for the commune to
is  needed.  He lists the ingredients necessary to  mix the incense and giv
very general  hints about where to find them.

A  OBJE(FIVE: Obtain some Vampire Dust

O  OBJECTIVE: Obtain a  Deothbell  Flower

A  OBJE(TIVE: Obtain a Silver Ingot

A  OBJECTIVE: Obtain a  FIowless Ruby

Vampire  Dust

You find Vampire Dust when you search  the corpse of a vampire you,ve
killed.  Vampire  Dust is also occasionally found  in  dungeons and  is sold  by
merchants.  Here are the easiest locations to look:

Any alchemy shop in a town that has one, or Court Wizard Quarters in

old capital city

you have your own house,  one of the Alchemy Lab upgracles comes with

ut a vampire lair,  such as Shriekwind  Bastion or Broken  Fang Cave

#esrmpi#e  BersE
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Deqthbell  Flower

Deathbell  Flowers are found  in  the frozen Tundra  in
scattered about the landscape,  and in some clungeons.
available from the odd apothecary.  Here are the

Anise's Cabin,  on the other side of the river close to Riverwood

The vampire  lair known  as  Bloodlet Throne

Any alchemy shop,  Fort Snowhawk,  or Fort Amol

>   BeeeEifefee!!  Flower

Silver  Ingot

To get Silver  Ingots,  you  either  need  to  mine and  smelt silver ore,  or find  it
already refined.  Silver Ingots are sometimes sold  by vendors as well,  and you
can  sometimes steal  it.  Here are the easiest locations to  look:

There are several  Silver  Ingots  to steal  in  Dragonsrec]ch  (Whiterun).

There are a few to steal from  the vault inside the Treasury House in

Markarth.

lf you don't want to steal,  try exploring the Forsaken Cave,  iusl west of

Windhelm.

Head  inside a  silver  mine  (such  as  Fenn,s Gulch  Mine  in  Karthwasten),

mine a vein of silver ore, and  use the smelter outside to turn the ore into

ingots.

>   SilweF  lmg®F

FIowless Ruby

A flawless  ruby can  be found  by mining/  and  il is sold  by merchants  in the
bigger  Hold  Cities.  Here are the easiest locations to  look:

The vampire  lair known  GIS Shriekwind  Bastion.

The throne  room  inside  Korvclniund.  Access this during  the Civil War

Quests,. the ruby is in a  bowl with a  spell book on an  upper ledge lefl
the throne.

The Emperor's ship the #flrfub,  which docks near Solitude. Access thi

during  Ike last Dark Brotherhood Quest,.  the ruby is in a  jewelr

of the Emperor,s bed.

a, purchclse it from any caravan or vendor in a

a  OBJECTIVE: Deliver the lngrediems

§  OBJECTIVE: Inhale the fumes

Kesh the Clean won't
entertain  mixing  up the
incense until you  have
all  four ingredients on

your person.  Only then
should you  return to the
Shrine of Peryife.  He
takes the ingredients
and deposits them  into
the golden cauldron,

you  to  inhale the  bubbling  ichor deeply.  Your vision clouds,  and
le  mass forms  in  front of you.  This aspect of Peryite speaks to you.  He
Itched you  for some time,  found you  intriguing/  and wondered whether

you'd make a proper agent for a task.

When you ask about the task,  Peryite tells you  he sent a  blessing/  a
wasting  plague that infected a  scattering  of Breton villages.  one of his
monks,  an elf named Orchendor, was tasked with gathering the Afflicted.  He
was last seen  shepherding them  into Bthardamz but has since lost his way.
Betrayal cannot be tolerated; you are to find and  kill Orchendor.  You  may
ask the aspect of Peryite clarifying questions and  receive an clngry answer
thanks to your impertI'nenCe. Ask whatyou'd gain,  and  Peryite says he will

grant you  a  powerful token:  a  Dwemer shield.

G.LiESTS   DAEDRIC  QUESTS
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A  OBJE(TIVE: Kill Orchendor

I TARGET: Orthendor/ in the Bthordamz Arcqnex

giv Assault on rhe Afflicted

you  ccln  actually See from  this vantage

Bthardamz Exterior:
Before you  begin the
trek to  BthclrdamZ,
optionally speak
with  Kesh the Clean
again.  He provides
further  information  on
Orchendor and the
DwclrVen  ruins Of a Vast

underground city,  which

point if you  look due west.  Then  head
down the mountain and climb the stone entrance steps to the  pavilion domes
that ushered  in the Afflicted.  Some still guard the area  and will attack on
sight. They are powerful warriors but have a weclk constitution thanks tO the

pox Peryite  infected  them with.  Work your way through the pavilion,  and  into
the main entrance,  complete with  buttress domes on each side  (you,ll use one
to exit from this  place).

For the  moment,  head down the steps with  the blade trap slit down  the
middle.  The first golden  lever you see activates these blades. The second
lever to the right of the doorway blocked  by spears removes this obstacle,
allowing  you  through  into the  Bthardamz Upper District.

Bthordamz Upper District: Head down the romped passage and clrOund the
corner to the right (north).  Either open the gate  (Novice)  or navigate around
two sleeping areas with Afflicted to pulverize.  Continue along  the corridors

past an open storage room and down another slope to a large piston
chamber where the Afflicted  have gathered to  breathe  in the vapors of a
bubbling  ichor.  Defeat or sneak around them,  and  head west into the main
Upper  District courtyard.

Amid the pipes and stonework is a central  platform with green ooze
bubbling.  Take out the enemies,  head  north,  climb the stairs to the balcony,
and activate the lever.  Spear bars retract from the balcony opposite,  allowing

you to leave via a stone path. Open the gold door and enter a  passage
heading west that ends in a pipe room.  Dwarven Spheres are activated here
if you enter.  Take the  sloping  corridor on your right  (south)  with  the whirring
blade trap. Journey down a cobblestone street to a carved stone arch
opening.  Slay the Afflicted guarding  this door to Bthardamz Workshop.

Bthardamz Workshop and Upper District (2): Move around the pipes,
checking the gate on your right and  left (north and south)  to reach sleeping

quarters. The second bedroom has a  note revealing the exact location of
Orchendor;  he is  inside the Bthardamz Arcanex-  Continue along the green-
tinged corridors to a  stairwell where you fight your first Dwarven  Spiders.
The staircase allows you to enter the Upper District,. gaze across the small
maze of stonework and open a small chest. You can drop down from  here

(tc) the southeast,  or you,ll  have to  retrace your steps),  or you can  to return
to the Workshop and  head  south  into a  steam  pipe  room with Afflicted and
a second entrance back into the Upper District.  Back in the Upper District,
head  southeast towcnd a  series of stone steps.  CIimb them to the top.  Along
the way/ there,s a balcony you can check, as well QS a Separate Bthardamz
Dwelling to scavenge.  The stairs continue around to the southwest.  Go up
stone ramps offering a  spectacular view back down  and a corridor ending at
a door to Bthardamz Lower District.

>  Affli¬redJs Note

Bthardamz Lower Dishicl:
Now in the  Lower
District,  tread through
the echoing gloom,  past
a gate (with a chest
behind  it)/  and through a

gold door and Dwarven
Spider attack.  ln  a
large,  ruined coliseum
is acentral  plinth on
which  rests a chest. The lever on the bale a blade trap on the

plinth.  Battle the Afflicted  here. The exit to the east leads to the main  lower
District.  Cross the curved courtyard,  go through the open gate, and cross the
two stone platforms that span a winding subterranean  stream.  Afflicted are
active here.

TF?AIN!NG                         THE  irtiVENTC)&Y
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Head through another open gate.  Battle two Dwarven Spheres and a
mass of Afflicted  just after the arch with the lever on  iL The lever drops cl
nasty spike just behind you,.  use  it to skewer foes or stop them from following

you.  But it is better to sneak past or kill everyone. There are two sets of steps
here. The ones to your left (rlorth)  lead to a circular platform,. water pours
from  (currently inaccessible)  upper walkways.  The other staircase at the
District,s east end  leads past Dwarven Spiders and  into the Bthardamz Study.

Bthardomz Study: Through the gate to the east is a small study area.
To your south  is a golden door.  Head through and go up the stairs  (without
setting off the pressure plate and activating the blade trap).  Enter through a

gate and  into the Lower District once clgain.

Blhardamz Lower Disin.cl (2): You,re now on the upper walkways you
could only see earlier.  Head down the rooftop stone ramp. To your right (east)
is a gate and a chest. To your left (west)  is a  large covered  L-shaped walkway
with  a  turret balcony  in  the  middle.  Expect combclt With  at least Six Afflicted
here, and watch your step,.  don't head off the  platforms to a crushing fall
below!  Move through the second walkway heading  south, and exit imo the
Bthardamz Arcanex.

y also spot some
a them on Dworven Cenlurions unless

mie(tory/ and you only hove one firitt

BthclrdOmZ Arcanex:
This  is  essentially a

large watery grotto with
Dwarven towers and

platforms  bul.lt  inside
it.  Head along the

platforms,  preparing for
combat with Dwarven
Spheres.  Climb the
spiraling  stone  path  to
the upper corridor,  at the end of which a  Dwarven Centurion roars  into life.
You  can try sprinting  around  him  or backing  up and  tackling  him  from  range-
lf you flee forward,  you also meet Dwarven Spiders that can overwhelm you.
Fight carefully,  retreating  if the Centurion  becomes too much of a threat.

lee from the mechanical foes or defeat them, climb the stairs
turion and reach the upper balcony area. There are six more

Dwarven Spiders to defeat before you sprint past a clanking pipe corridor
that opens into a pipe-laden Arcanex chamber with two Dwarven Spheres.
Defeat them before heading through  the gap  in the north wall to the rear of
the Arcanex chamber, where you have a final confrontation with Orchendor

Orchendor is in
no mood to fall and
attacks  immediately.
Use the scenery to your
advantage.  Use the gap
in  the wall or the stairs
behind  him to hide or fire
from  if necessary.  Watch
for his teleporfalion and
for any Dwarven foes

you  hc]ven,I killed,  as they tend to follow you  into this combat.  After you
dispatch Orchendor,  search  him.  Among  his trinkets  is a  key allowing you to
exit this place without having to retrace your steps.

*  Key lo Blhardamz Elevator

a  OBJECTIVE: Report Orchendor/s death to Peryite

I TARGET: Aspect of Peryite, Shrine to Peryite

Quest (onclusion
Head  up the stairs at the Arcanex chamber,s north end,  using  the key to
reach the Bthardamz Elevator and activating  the lever.  Ride the elevator up to
the exterior entrance.  Run  along the stone walkways and down  to the pavilion
to escape this Dwarven  maze for good.  Fast-Travel at clny POint Or trek east,
back to the shrine.  Commune with  Peryite by inhaling at the cauldron again.
Peryite congratulates you,  as your actions have sent Orchendor to roam the
Pits,.  his betrayal will  be punished and your obedience rewarded.

THE  ONLY CURE
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fr   5gre!!breakeF          Postquesl Activities

Spellbreaker  is as  impressive as  it is  unique.  It generates a  Ward when you're  blocking'  making  it Very useful when you're fighting
against magical enemies.  Also beware of (random)  retribution:  There's a chance World  Encounter: The Afflictecl versus You*  will
occur,  and you,Il face Afflicted wishing you  harm after your massacre here.

PREREQUISITES: You  must be  Level

l4 or higher ©   mlNOR SPOILERS

lNTERSE(TING QUESTS: None

LOCATIONS: Morkarth, Temple of Dibellq, Morvunskar/  Misty Grove,

Roriksteqd, Whilerun, Wilchmist Grove

CHARACTERS:  Ennis,  Gledo the Goof, Sam  Guevenne , Sanguine/

Senna/ Ysoldq

ENEMIES: (oniurer,  Fire Mags,  lee Moge/  Moira,  Necromoncer,

Pyromancer, Storm Mags, Giant

A  OBJE(TIVES: Participole in a drinking contest with Sam Guevenne/

Find Sam  Guevenne,  Find the staff,  Help (lean  up the Temple of

Dibella/ Apologize to the priestesses of Dibella/ Ask about Sam and the

staff in  Roriksteod/  Find Gleda the Goqt,  Bring Gledq the Goof back to

Ennis in  Roriksteod, Talk to Ysoldo  in Whiterun about the staff,  Find

the wedding ring in Witchmist Grove, Take the wedding  ring/  Return

the wedding  ring to Ysoldo in Whiterun,  Head to Morvunskor, Search

Morvunskor for Sam and the staff

ifea Drinking lo Forget

who wonders if you'd game

Enter one of the many
taverns  in  Skyrim.  This

could  be the Bannered
Mare  in Whiterun  or
any of the other inns  in
any of the Hold Cities.

ometimes you,re
approached by a m
wearing black rc)bes
namec] Sam Guevel

in order to win a sta
lf Sam  ism,I in  the tavern,  visit another watering  hole;  be pc]tient until he
appears.  Sam  produces some "special brew" and gets started immediately.

a  OBJECTIVE: Participate in a drinking (ontest with Sam Guevenne

Sam downs a flagon and offers one to you.  Swig  it down.  Sam  brings out
his flagon again and  impressively downs another.  Agree to the second drink.
Sam  tells you  he,s  hit his  limit and  says  that with  one  more drink,  you,ll win
both the contest and the staff. You  reply that you,ll take that challenge.  Down
a  third  flagon.  Sclm  tells you you,re a  fun  Person  tO drink With.  He reckons

you  should  join  him at another place where the wine flows  like water. You,re
about to respond when you black out.

REgr The Day After: Recovery and Recollections

I : Incoherently Blathering Drunkem BIasphemer!

Your next memory is
waking up to a tongue
lashing  from  a  furious

riestess.  Unless you,ve
remarkable knowledge
of temple gods, you
don,t immediately realize
where you are.  Priestess

:   SenncI wonders Why

you don,t remember

Tre   £'_ae=J>C=C,i:a  'J
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blathering  incoherently about marriage Or a goat.  Or indeecl,  losing your
temper and throwing  refuse across this sacred temple of Dibella. You can:

Ask about the man  named  Sam. This gets you  nowhere until you've tidied

UP your mess.

(Persuade)  You can apologize and tell  her you don,I remember how you

gothere.

(Bribe)  You can ask how you got here and  pay for any damages.

a  OBJECTIVE: Find Sam Guevenne

A  OBJE(TIVE: Find the staff

a  OBJECTIVE: Help (leqn  up the Temple of Dibella

Begin  tidying  up the temple,  collecting  the  rubbish  listed  below.  Among the
wine  bottles  is a  note.  Read  it,  and  a  list of three  items are  mentioned  that
can  "repair the  broken  staff."  The  note  is signed  ''Sam."  You're fortunate that
two of the three  items on the list are among  the trash you,re clearing  upi  Now
there,s  just the small  matter of searching  Skyrim  for Sam.  And the goat.

>  AII® Wime                              >  Giant,s Toe

>  ReptiirSupplies Note         >   HolyWafer

A  OBJE(TIVE: Apologize lo the priestesses of Dibella

lf you  didn't bribe or persuade Senna,  return to her after the tidy-up and
apologize.  As Dibella  preaches forgiveness,  she grudgingly lets you  leave
and tells you  that through your slurred  ranting, you  mentioned the town of
Rorikstecld.

A  OBJECTIVE: Ask about Sam and the staff in Roriksleud

nled Feed-Smelling Goal Rustler!
Exit the temple-  You,re
in Markarth,  in  the
Reach-  Your next place to
investigate  is  Rorikstead,
to the east, on the edge
of the Tundra  plains-
\IVclnder into town and
seek Ennis, who's tending
to his vegetable  patch or
is locked behind  closed

you can  pick,  but it,s  better not to show clclndeStine behavior
uncler these current conditions).  Ennis angrily states you  have a  lot of nerve
showing  up here clgain.  He proceeds to admonish you for stealing  Gleda-
his prized goat-and  selling  it to a giant.  At this point, you can:

Intimidate)  Threaten  Ennis to tell you  everything  so  he doesn,t end  up  like

Gleda.

(Bribe)  Ask him  to  help  retrace your steps  in  return  for some serious coin.

(Persuade)  Tell  him you  need  Sam and  the staff to  return Gleda.

Or cISk What needs tO be done.  Ennis wants  his prized goat back.

Unharmed.

a  OBJE(TIVE: Find Gledo the Goof

A  OBJE(TIVE:  Bring 6ledo the Coat bock to Ennis in  RoriksTead

"3iJESTS,   DAEDRIC  QUESTS
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Assuming you chose the
last option, your goat
hunt begins now.  Head
up the heath lo the south
of Rorikstead, where the
wandering giant and
his new companion are
resting on the Tundra
foothills,  At this point,

you Can:

Interact with  the goat so it follows you,  and  run from the giant with  the

goclt trotting  along  behind you.

Or kill the giant and coax the goat into following you  by approaching and

interacting with  it.

Bring  the goat down  the  hillside and  back to  Ennis.  ln  return  for your

goatwrangling,  Ennis mentions you left a note that had the words  ,,ysolda"
and  "Whiterun,, on  it.

A  OBJE(TIVE: Talk to Ysoldd in Whiterun about the staff

Part 3:  Ring-Sleoling Hqgrqven-Loving (heopskale!

you were  in  love,  and gave you a We lng

Travel to \^/hiterun and
locate Ysolda  hanging
out near her house or
walking  about fawn.
She tells you  she,s  been

patient,  but you  still
owe her.  Naturally you
can,t remember why/  so
Ysolda  explains  that it
isn't abou"he money;

ring.  lf the wedding  isn't

occurring, you  should give her back the ring.  Alas, you don't have it,  or any
memory of becoming  engaged.  Ysolda  is shocked that you've mislaid  both
the ring  and your betrothed!  Especially after you told  her a  sweet story of
how you  met in Witchmist Grovel  At this point, you can:

(Persuacle)  Plead with Ysolda that you  need to get to the wedding.

(Intimidate)  Shout that you want to  know what else you  said.

ribe! Pay a considerable sum for the  ring.

ask what needs to " Ysolda wants the ring back if you aren't

O  OBJE(TIVE: Find the wedding  ring in Witchmist Grove

O  OBJE(TIVE: Thoke the wedding  ring

lone cottage surrounded by spikes and various skew
As you close in, a Hagraven named Moira bounds toward you,  really to
consummate the love you have for each other! When you explain you want
the ring  back, the Hagraven hisses that she won,i share you with Esmerelda

(another Hagraven) and  immediately affqcks you.  Kill your cackling fianc6e,
watching  for her icy attacks,  and clclim the third  ingredient from ysur list,  aS
we» as the Wedding Ring.

*>   "erftiimg  Riffig          *r   ELtigrflvem Fecaffhaers

huge ceremony at Morvunskar. You even told her clbout a magic sta#, tool
That's the information you  needed!

A  OBJECTIVE: Head to Morvunskar

a  OBJE(TIVE: Search Morvumskor for Sam and the staff

ife sam,s special Delivery

ages,  PyrOmanCerS,

The fort of Morvunskar
is on the opposite
bank of the White
River,  just southwest of
Windhelm.  Enter the
battlements, and you,re
immediately assaulted  by
a variety of magicians:
Expect combat with
Fire Mages,  lee Mages,

necromcmcers.  Open  the  main
wooden door with the lantern  hanging  near it,  in the middle of the upper wall
to the west,  and enter the fort.  Battle  (or sneak)  southeast once you,re inside.
Go down the steps leading  to a wooden door and a winding stone tunnel.
This  brings you  out into a  huge column-filled  chamber with  more  mages to
dispatch or flee from.  Dash  to the double set of stone steps and run to the
upper northeast corner.  As if by magic,  a  portal  blinks open and you vanish.

tavern. That master trickster Sam Guevenne greets you  by the meet  bclrrel.
Ask where you are, and he,s not surprised you don't remember your previous
trip  here.  But you've definitely earned  the staff. Mention you hclye everything
needed to repair it.  None of that matters, you see..

Ouesl (on¬Iusion
Sam-or Sanguine the Lord of Revelry, as he,s known to his worshippers-
simply needed you to go out into the world and spread merriment.  Sanguine
has chosen you, whether you  like it or not.  But you gain the staff as a partial
benefit for ysur forgotten  hiiinks.  A moment later,  you,re back in the tavem

first met Sam,  a  little worse for wear but carrying art impressively

#Eme,§  R®5e

Postquesl Activities
Ahar this quest, there,s a  (random)  chclnCe that \^forld  Encounter:  The  Drunken
Dare*  occurs. You  run  into someone who states that you and Sam dared
him to head into a banditcamp.  He says he did the dare, and you owe him
io,ooo gold!  you can  pay him,  negotiate the price down  to 750, or k.ill  him

(he'll  attack if you  fail  either of the  nonviolent plans).



PREREQUISITES:  None

lNTERSECTING  QUESTS: Side

Quest: The Mum Who (Tied Wolf

©   MINOR SPOILERS

LOCATIONS: Solitude/  Blue Palace/ The Mind of a Mqdmon,

Pelagius Wing

CHARACTERS: Anger,  Dervenin,  Erdi,  Folk  Firebeard,  Gout, JarI  Elisif

the Fair/  Little Pelagius,  Pelqgius the Mad,  Pelagius,s Flame Thrall/

Peltlgius/s  Frost Thmll/  Pelogius,s Storm Thrall,  Pelogius the Suspicious/

Pelogius the Tormented, Sheogoroth,  Sultry Maiden/  Uno

ENEMIES: Anger,  Bandit (hief/  Bodyguard,  Dragon  Priest,  Flame

Alronach,  Hagrqven, Wolf

A  OBJECTIVES: Gain otcess to the Pelqgius Wing of the  Blue Polq(e/

Use the key lo gain access to the  Pelqgius Wing/  Use the Wqbbqiatk to

escape from  Pelagius's Mind

ife Taking Pity a"n Old Madman
Wandering  between the

graveyard  (just below
the  Hall  of the  Dead)  and
the  Bard/s College  in
Solitude  is a  strange  man
named  Dervenin.  As you
approach, you see that
he has two sunken  black
holes where  his eyes
once were. Agitated,  he

you encounter in these  Hold
Cities.  Ask what he needs and  he tells you  his  master has abandoned  him
clnd  dOeSn,I Want to  See  him anymOre.  His  master doesn,I want Dervenin
interrupting  his vacation.  The lost time Dervenin  saw his master,  he watched
him visit the Blue Palace and snuck into the forbidden wing  to "have tea"
an old friend.  He hands you a  Hip Bone;  it,s  important you  have that who
entering the  Pelagius Wing.  You can ask this mad old coot more question
about his master before you  leave.

>   Pe!cagitls,s  Hip Bone

A  OBJECTIVE: Gain access to the Pelagius Wing of the  Blue  Palace

I  TARGET: Fqlk  Firebeqrd,  Erdi/  or Uno,  in the  Blue Poloce, in Solitude

Talk to  Folk Firebeard,  and tell  him you  need to enter the Pelagius Wng.  lf

you,re friends with  him  (i.e., you,ve completed  Side Quest: The Man Who

Tfe  E?tic:,e=Sc=sJ.',
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him that you,ll  be careful,  but he hands over the key warily and wtims you

not to return with anything  from that Part Of the Palace;  too man

deeds transpired  in  those halls....

(Persuade) Ask Erdi  to give you the key.

Or speak to Uno/  who simply gives you the key without any problems.

>   Pe!tigius Wing ltey

a  OBJECTIVE: Use the key to gain ac(ess to the Pelagius Wing

Head  back down  the stairs and  locate the locked door to the southwest.  Go
into the accursed wing,  stepping  past the debris and cobwebbed tables,
animal  heads,  and  furniture.  This entire chamber is  suspiciously silent.  Creep
up the  steps and  head  down  the  long  hall...until  you  blink out of existence!

RE pelagius Has a Lot on His Mind
lt's  a  slightly overcast

day in this wooded

glade.  Pelagius the
Mad  refuses another
cup of tea;  itgoes right
through  him,  and  he
has  a  loton  his  mind.
Edge  into this  unknown
realm,  wcltChing  Pelagius

converse with a gaunt
ow named Sheogorath. The banquet of cheese and mammoth

trunk looks delectable.  lf you  know your history,  or witness the ongoing
conversation  between  the crazies,  you,ll learn that Emperor Pelagius Ill was
an  old  ruler of Solitude back in the Third  Era,  400 hundred years ago.
bone you're carrying  is from  Pelagius's corpse,  it soon becomes clear y
not in  Skyrim anymore.  Or at least, any sane part of it.  Sheogorath dig
Pelagius from  his table after a  perceived  slight about cheese, then tums

pupilless eyes on you.

Begin the conversation with Sheogorath,  the Daedric  Prince of Ma
You can satisfy your curiosity by asking other questions,  but, you,re her

Oliver that message from  Dervenin,  telling Sheogorath to encl  his vacatio

inue your conversations as Sheogorath/s chatter becomes a  littl
He explains  he is a Shadow in your Subconscious but

nsiderclbly When  he decides tO finish  his  holiday here.  Naturally,
though,  I

latter aw

is one condition:  All you  need to do is escape this menial
ll your wits and weaponry-  Unfortunately,  Sheogorath takes th

om you,  swapping your inventory for a Wabbaiack.

>  Wtibfa®iti¬k

a  OBJECTIVE: Use the Wobbaiqck to escape from Pelagius's Mind

I TARGET: Pelogius's three states of mind

The Wabbaiack appears
in  your  hand.  lt  isthe

only weapon,  aside from

your fists, that you  have,
and  punching a  Daedric
Prince gets you  nowhere.
Instead,  begin  the  long,
strange trip to extricate

yourself from  Pelagius,s
subconscious.  The hedge

stones on  each avenue surrounding  Sheogorath/s feast are a  path  into a
different part of Pelagius's psyche.  Freeing the madness and doubt from each

part shall set you free.  Set off down any avenue you wish; complete the three
parts in  any order.

¬l):JE:-`T:,   DAEDRIC  QUESTS
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Pfllh  1 :  Guining (onfiden(e
Trek southeast down
this road to see a
manifestc]tion  of
Pelagius,s Anger
towering above a tiny
man  named Confidence.
This fight is one-sided,

and you witness
Pelagius,s deepest,
keenest hatred for
himself.

Puzzle Solution:  Help even the fight by aiming the Wabbaiack at Anger
and  hitting  it with  blasts.  The first  shrinks  it to  half  its  size.  The  second  shrinks

it to the same size as Confidence,  but Anger then  summons two ethereal  axes
to  batter Confidence even  more. Aim at Confidence now, and zap  it with the
Wabbaiack.  Continue this  until Confidence becomes man-sized.  Sheogorath
congratulates you,.  Pelagius  is finally ready to  love  himself,  while  hating

everyone else. This task is  now complete.

attempting lo
s bed. You

need to wake him up an
repel those particularly

persistent night terrors.

Puzzle SoltJh'On:
Pelagius the Tormented
is asleep and  continues
to  slumber throughout this  literal  nightmare.  Zap  him  so the first of his  night
terrors, a Wolf,  bounds  into existence and turns on  him  (or you!).  Use the
Wabbaiack clnd  Shoot The Wolf,  getting  rid of it.  lt turns  into a  goat.  The goat
isn,I terrifying  at all,  so leave it alone and zap Pelagius again.

A Bandit Chief then comes screaming out of the ether. Zap it before
it can  attack  Pelagius. The chief turns  into Little  Pelagius,  the aspect of the
child who had these  nightmares.  Leave Little Pelagius alone and  shoot the
Hagraven that has appeared to torment both  Pelagius aspects.  The old  crone
turns  into a Sultry Maiden,  much  to  Little  Pelagius,s delight.  Don,I shoot the
Maiden,.  blast Pelagius the Tormented  instead,  conjuring a  Flame Atronach
nearby.  Quickly shoot that, then  Pelagius the Tormented once again.  This
conjures the final  terror:  a  Dragon  Priest,  Shoot that,  and  it turns  into a
treasure chest,  freeing  Pelagius,s  mind  from  sleeping  nightmares.

Quest (onclusion
After you've trekked all three paths successfully,  return to the tea  party and
inform Sheogorath that you,ve fixed  Pelagius,s  mind with your Wabbaiack.

Erqndur,  Follow Emndur to the Librtiry, Spetik to  Ertindur,  Locale  flbe Oreom-

sir/.de, Speak to  Erondur,  Follow Erandur to the  haborfltory/ Speak to  Erqndur,

Locate Vaerminq,s Torpor, Speak to Erandur,  Drink Vaerminti,s Torpor,  Release

the Mitlsmti,  Distible the Magical  Btirrier, Speak to  Ertindur/  Follow Ertindur lo

the Skull of Corruption/  Defeat Veren find Thorek, Spetik to Erandur/ Wflil for

Erandur to dispel the btirrier, Murder Erqndur,  OR Aliow Ertindur to complete his

riluol, Thke the Skull of Corruption

e last port before Windhelm that not icebou
ulation of this Hold City seems a little preoccupied

the thoroughfares,  Dawnstar Guards may com
nightmares the entire town  is suffering  from.  More guards
same rumor. To gain  more solid  information on what is going a
the town,s tavern, the Windpeak Inn.  The first time you enter, a
of locals are discussing the  "curse,, with a  priest.



Listen  in as lrgnir and  Fruki  argue with  each  other.  lrgnir wants to
move out of town,  but her sister is telling  her she,s  iust having  bad dreams
and  nothing  more.  Erandur the priest tries to placate lrgnir and agrees
they arenl out of the ordinary. Thoring the barkeep pipes up as the sisters
begin to chatter about why lrgnir is  having  the same dream every night.
Erandur  is  looking  into this oddity and  asks  the  locals to  put their trust into
Lady Mara.  The sisters reluctantly agree,  allowing you to step  in and ask
Erandur what exactly is going on.  Respond as you wish,  after which  Erandur
reyeals the truth: The dreams are  manifestations created  by the Daedric  Lord
Vaermina.  She has a  hunger for memories,  leaving  nightmares behind  after
consumption.  Before the damage Vaermina  is doing  becomes permanent,
Erclndur needs tO  return  tO the source Of the  Problem-the  Nightcaller Temple.
Can you  help?

¢  OBJE(TIVE: Follow Erondur lo  Night(aller Temple

0  OBJE(TIVE: Speak to Erandur

O  OBJE(TIVE: Follow Erondur

a loin

you about the dangers

Erandur explains the
history of the temple as

you scale the hill above
Dawnstar.  It is  now a  ruin
within  a  ruin.  Erandur

established  a  small

shrine  to Mara  within  the
tower's entry  hall,  hoping
to seek her guidance.
Once  Erandur reaches

him.  Speak with  him,  and  he warns
in. Years ago, the temple was raided  by Orcs

seeking  revenge for a  similar nightmarish affliction.  The  priests of Vaermina
knew they were outmatched and released c] strange vapor they called
I,the Miasma.,, This caused the entire temple to fall into a  magical sleep,

suspended  in time.  When the temple is unsealed,  Erandur fears the Miasma
may dissipate anc] the Ores and  priests  may wake up.  Extended  exposure
to the Miasma  leads to lunacy.  Once you're informed of these potential
unpleasant side effects,  follow Erandur into the structure.

Once  inside,  Erclndur

passes the small shrine to
Mara, and a

and  into the  previously
barred window overlooking the main  altar to V

ugh the wall
low him past a

a,  a  strclnge Skull
shielded  by magic.  His  revelations are shocking:  The cause of the  nightmares
is the Skull  of Corruption!  Then  he moves along  the bclrrier.  At the  bottom of
the stairs,  Erandur inspects a doorway with  energy blocking your way.  Befor

you can  inspect the door,  two Orcish  Invaders wake from their slumber.
Attack them  immediately!

ffi!igr         The  ereemies  yeu  iffi¬e  iifegr®usgha®as?  iELis  iemp!®  teaks  ffl  Few
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the arcs dead,  Erandur curses,  telling you the priests  must have
e barrier when the MicISma Was released.  He believes there,s a

ess the barrier to reach the fewer,s  inner sanctum,  but it involveslibrary for confirmation.  When you ask how he knows so
I this place,  Erandur finally reveals thclt he,  too, Was a  Priest Of
Y6ur respcmse can  be accusatory or quizzical.  Erandur quickly

e,s been  seeking  redemption  from Mara and  living  in regret_

)  OBJECTIVE: Follow Erondur to the library

H-3  §_der£'C:.=L<  ',,

sueiriiITin

ife vlermina,s {orruplion

Head  back up the stairs and wait for Erandur to open  the wooden  door to the
east.  He warns you that the Awakened are likely to  be active.  Sure enough,
a vaermina  Devotee and Orcish  Invader rise from the rubble of the library.
Dispatch  them  before dropping  to the ground floor and attacking two more
Devotees on this level.  Return to Erandur,  as  he has a task for you.

O  OBJECTIVE: Speqk to Emndur

Ask Erandur what you're looking for, and  he describes a  book of alchemical
recipes called  The Drec]msfr/.c/e.  The cover bears a  likeness of Vaermina.

A  OBJE(TIVE: Locate  me Dreom5/I/'de

Begin  thoroughly searching  the  library,  which  contains  numerous  interesting

(but not quest-related)  tomes.  7lhe Dreomstrl.c/e is locclted On the upper ledge
(accessed yia a  fallen column)  of the library,s top floor,  in the eastern cower.
Carefully head across and remove the book from  its pedestal, between two
bookcases.

>   The BFeesmS!Fide

A  OBJE(FIVE: Speak to Erqndur

r that you've found the book, and he quickly
reads that there is indeed a way past

as Vaerminc]'s Torpor.  Digesting
sfafe,  using c!reams fo trcIVel  di

going  to drink  it, this lash will  fall  to you soon
ou can argue the dangers of attempting such a fear

plc,s east wing has a laboratory that may contain

)  OBJECTIVE: Follow Erandur to the laboratory

Move through  a  smclll
connecting corridor
to a stone storage
chamber with  liquids
and  barrels  lining  a
wooden  platform.  Kill
the  priest and  Ore  rising
from  their slumber,  then
head  southwest,  into the
ruins of the  laboratory.

Expect further attacks from Vaermina  Devotees and  more Orc  Invaders. After
everyone except Erandur is dead,  halt your bloodletting.



Erandur needs you to  look around for a  small  bottle containing the Torpor.
While he searches upstairs,  head to the three wooden shelving cases below
the Alchemy Lab,  close to the laboratory exit.  The Torpor is sitting on the
middle set of shelves.

>  Vaermina,s Torpor

a  OBJE(TIVE: Speak to Erondur

A  OBJE(TIVE: Drink Vuermino,s Torpor

usgiv Dreqmslride: A BIosT from the PqsI
Return  to  Erandur,  letting
him  know you've secured
the Torpor.  He tells you
to drink,  as the fate
of Dawnstar depends
on  recIChing  the  inner

sanctum and  halting
Vaermina,s  hold  over the
locals,  dreams.  Access

your Items i  Potions
inventory'  and  use Vaermina's Torpor to continue.  The vision  comes quickly
as you enter the  Dreamstride.  Your dream  seems to harken  back to the Ore
warband's attack on the temple.  Brothers Thorek and Veren are attempting
to keep the Skull  from the horde.  Veren tells Thorek they have no choice and
must release the Miasma.  Veren turns to you,  addressing you as "Brother
Casimir,,, and  orders you  to activate the barrier and  release the Miasma.

a  OBJE(TIVE: Release the Miasma

Begin your race through the  inner temple chambers,  heading  east and then
south  into a  dining chamber where fighting  is c]lready occurring.  Ignore the
battles entirely/. you,re here  in  someone else,s past consciousness to turn
a  dream  into a wrinkle of a  new  reality-  Turn  left  (east),  heading  into the
dormitory.  Go  up the  stairs and  to the  long  corridor running  west.  Turn  north,
winding through  more corridors until you  reach the curved corridor above
the Skull.  Search  for the  pull  handle,  and yank  it to  release the Miasma.  Your
vision  fades.

O  OBJE(TIVE: Disable the Magical  Barrier

a  OBJE(FIVE: Speak to Erqndur

You  blink  into present reality/ where the magical  barrier blocking  the
doorway still crackles. Take the Common Soul Gem, which focuses the
barrier,  from  its wall  sconce, and the barrier begins to fade.  Speak to
Erandur.  Although wowed  by the Torpor,s effects,  Erandur quickly snaps out
of his malaise and focuses on  ending the Skull of Corruption.

>  Common Soul Gem

a  OBJECTIVE: Follow Emndur to the Skull of (orruplion

At this point, you and  Erandur must retrace the steps you  took in the dream,
all the way back to the area where you  spoke with the two Brother monks-
Erandur leads the way.  Back him  up when the sleeping  Ores and priests
stagger to their feet and fight each  other and you.

TRA!N!NG                         TiiE  iNVEf\jTC)RY TIIE  BE.STIA#¥

Continue until you reach the lower passagoway with the Skull of Corruption

glowing  behind  its shield ahead  (west) of you.  At This point,  Brothers Veren
Duleri  and Thorek,  now awclkened from their Slumber,  approach  Erandur,
who is happy they are alive. The feeling  isn't mutual,  as Veren spits verbal
hatred to "Casimir,"  Erandur's  real  name  (and the body you were inhabiting
during the Dreamstride!).  Veren calls Erandur a traitor who left them to die
and fled before the Miasma took hold. The priests aren't about to let you
disturb this  Skull.  There,s only one way out of this  mess....

A  OBJECTIVE: Defeat Veren and Thorek

A  OBJE(TIVE: Speak to Erandur

Bring your battle to the two priests,  focusing on the one that Erandur ism,I
fighting  so that com'bclt is quicker.  when  both  priests are dead, approach
Erandur,  who  seems genuinely  remorseful  for killing  his friends.  Answer  him
how you wish,  before Erandur steps forward,  recldy to Perform the ritual  Lady
Mara granted to him.

A  OBJE(TIVE: Wail for Erandur lo dispel the barrier

Erandur slowly ascends the steps and  implores  Lady Mara to break through
the  barrier and send  the Skull to the depths of Oblivion.  A moment later,
the  barrier disappears. The goddess Vaermina  now speaks from  insicle

your  hecld,  attempting  tO convince you  tO  kill  Erandur and  grip the Skull  of
Corruption for yaurself!  At the  same time,  Erandur  begins a  ritual  spell,  This
takes 3O seconds to complete,  leaving you  this  much time to decide between
two  possible choices:  murder Erandur or let him complete  his  ritual.

A  OBJECTIVE: Murder Erondur

a  OBJE(TIVE: OR Allow Emndur to (omplele his ritual

Quest (onclusion  I
lt takes only a couple of swings into Erandur,s  back to betray him and claim
the Skull  oF Corruption  for yourself!  Continue to strike  him  until  he falls.

a  OBJE(TIVE: Take the Skull of (orruplion

Step up ro the Skull  Pedestal and activate  it. The Skull of Corruption,  a staff of
ill  repute,  is  now yours!  Use  it  in Vaermina,s  honor.

>  Skull ol Carrupliom

Quest Conclusion 2
lt takes only 30  seconds for Erandur to finish  the  ritual,  banishing  the Skull of
Corruption and Vaermina,s influence.  Erandur stays at the temple entrclnCe,
by the Shrine fo Mara.  As you aided  him,  so shall  he clid you:

>   Follower: Erondur

Postquest Activities
Erandur's powerful  spells are excellent,  and he  is a  formidable magician  if

you wish  to  bring  him  along..

WAKING NIGHTMARE
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neS optimal Quest SIarI
Quests  involving  the  more  minor factions  of Skyrim  have specific  prerequisites
as  listed  below.  ln general,  in order to undertake the  missions for the
Greybeards or the Blades, you  must progress through the Main Quest until
those factions  become available.  However, you  may visit and  help the  Bards
College at your earliest convenience.

I     Cross-Releremcimg:  Do you woml to see maps and letim
more about the traps/  nan-quest-related items, colleclibles,

s/ and other important rooms of note in every locfltion durin

Then crossteference the location you travel to with Ike

on that lo(ation contained in this guidels Atlas.

There are a fatal of  i 0 different quests and other activities available from these factions.

Rebuilding the  BIodes*

Dragon  Hunting*

I   Drogonslayer,s Blessing*

I   Dragon Reseor(h*

(omplete  Main Quest: Alduin's Wall

Complete Main  Quest:  Alduin's Wall

Complete  Main  Quest:  Alduin's Wall

complete  Main  Quest:  Alduin,s wioll

I        *   Queslnomesmorked with thissymbol do notappeor
in your Ouesl Menu list,  although  obietlives may.
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The following activities occur after you complete certain  parts of the Main Quest.  From this point on,  High  Hrothgar in Whiferun Hold  is the main  base of
operations for the Greybeards.  Providing you  partner with  Master Arngeir and  Paarthurnax clnd dO not complete Main Quest:  Paarthurnax, you can  help the
Greybeards preserve the Way of the Voice. There are now two Radiant Quests you can attempt.

ife stincluary: High Hrolhgar, in Whilerun Hold

An  ancient monastery high  up on  the slope of the Throat of the World,  High  Hrothgar is home to the Greybeards,  masters of Thu,um-the voice powers made
famous  by Tiber Septim.

ife lmporlqnl (hqrqclers
Leader:  Poorthurnax
Paarthurnax lives above  High  Hrothgar, at the summit
of the Throat of the World, and serves as the supreme
master of the Greybeards.  He remembers back to the
days of the ancient Dragon War when Alduin was
defeated and  imprisoned.  He views events from a
distance and from a  uniquely detached  point of view.

Elder: Master Arngeir

Arngeir is the most powerful of the Greybeards,
although  this  ism,I immediately obvious to the rare
visitors  he  receives.  His  initial  reaction  to you  is
cautious,.  he wants to believe that a  Dragonborn  has
returned  but hardly dares to hope it is true.

mountains or centuries.
marker on your world map,  randomly sh

yet discovered.

Speak to Master Arngeir
bout the Greybeards,
nd  he  mentions that

here are Words of
Power scattered acres

kyrim.  Most are lost
world, found

Ouesl Conclusion

Journey to a location thclt Arngeir marked,  oncl absorb the Word of Power.
This may involve battling any number of guardians,  usually Drougr or
a dragon. The Word Walls Arngeir reveals may be ones perched atop
mountain  peaks or hidden  in deep dungeons.  He usually won't reveal
locations you've already been to,  unless you've forgotten or missecl the Word
Wall  ar rhar location.

Hit>   Word Off power

slquesl Aclivilies
eturn to Master Arngeir and  begin this quest repeatedly.  A section
ining Chapter on  page 47 lists the locations of all the Word Walls
associated Shouts.

E¬
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Trek to the summit of the Throat of the World and  speak with  Paarthurnax.
He has much to tell you about the Words of Power and can even teach basic
meditations to your Words of Power.  Ask Paarthurnax if he trains people,  and
after the  response,  ask about the  medilations.  Paarthurnax grants you a  single
meditation. The exact one is up to you:

>   Perk: Force Without Effort (Fus)              >   Perk: The Fire Within (Yol)

>   Perk: Etemal Spirit (Feim)

Quest (onclusion
Fus grants you 25  percent defense against stagger, and you stagger
opponents 25  percent more often.  Feim grants you  25  percent more  health
regeneration while you,re ethereal.  Yol grants you 25  percent bonus damage
when you  use the  Fire Breath  Shout.

Postquest A(tivities
You  can  return to Paarthurnax at any time and change the Meditation fo
another of the three perks.  You can  have only one Meditation at a time.

<a                i:;:i--     f_i_-.-_     --:_             ._.__           __:.---::-_-             G>

The following  activities occur only after you  complete Main  Quest:  Alduin's Wall.  From  this  moment on,  the Sky Haven  Temple  in  the  Reach  is the  main  base of
operations for the BlcldeS.  Providing you  partner with  Delphine and  Esbern and complete Main  Quest:  Paarthurnax, you can  help the Blades to gain a foothold
in  Skyrim once more. There are now four Radiant Quests you can attempt.

ife sanctuary: sky Haven Temple, in the Reach

ife lmporlanl Characters

Blade  Leader:  Delphine

The  last Blade  left in Tamriel  (as far as she  knows),
Delphine  is  hard-bitten  and  a  survivor.  Any idealism  has
been  largely driven out of her during  her years on the
run-  Competent,  she tends toward  paranoia.  She hates
the Thalmor above all  and will  stop Qt nothing  to  See
them destroyed.  Full of darkness and despair,  she may

yet be turned  back toward  idealism and the rebirth of
the  Blades.

Blade Archivist:  Esbern

After the Blades, destruction,  Esbern went underground,
ignoring any messages for help from other Blades

(having  seen that this was often  a Thalmor trap), which
allowed  him to survive.  Esbern  has been obsessed with
the end of the world for decades.  Now that AIduin
has  returned,  he  immediately recognizes this as the
beginning  of the end-without a  Dragonborn,  there is
no hope to stop  him.'iiii.__±i_i*:.:--_ _ ":-i__i:=¥i
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Speak to Delphine
abouHhe Blades, and
she  mentions how few
of them are left;  in fact,
there are only two in
existence!  To  bolster
he numbers,  and
ecause  it is the  Blades,

sacred duly to protect
the Dragonborn  (you),

of any like-minded  individuals who can give theirDelphine asks  if you  know
hearts and  minds to this course.

a  OBJECTIVE:  Bring a  Follower to Delphine

Journey to a  location where you  left a  Follower or where you can obtain one.
Then return and  speak to Delphine with the  Follower accompanying you.

Quest Con(Iusion
Delphine welcomes your Follower into the fold.  As time passes and you
return to see your Follower, they are able to wear BIades armor and carry
weapons used  by the Blades,  and they live  in the Sky Haven Temple.  They
can  accompany you  on travels  just as before.  You can  repeat this quest,  turn
in  two additional  Followers, and  pick one to travel with you,  just as before.

Postquest Activities

This  is a good way to amass a  small  ,,pool,,  of Followers to take with you on

journeys  in the future.

":f%: NOTE     This RndiamOuesrb

it multiple limes.

Speak to Esbern and ask if the sage has any advice for you.  Providing you,re
in good  standing with the  Blades,  he mentions a  blessing  he can  perform.
Request this  blessing,  and  he duly obliges.

Ouesl (onclusion
You are  imbued with  Esbern,s  Dragonslayer,s  Blessing/  which gives you a
+1 0 percent Critical  Hit versus dragons for five days.

>  Drtigonslayer's BIessimg

Poslquest Activities

Once this wears off,  ask Esbern to renew it if you wish.

Once you,ve completed your first Dragon  Hunting  Quest for Esbern,  report
back fo him.  He,s  interested  in you  locating any Dragon Scales or Dragon
Bones you may have pried off the corpses of the dragons you,ve slain

previously.

a  OBJECTIVE: Bring a Dragon Scale and a Dragon Bone to Esbern

Quest (onclusion
When you return with a Dragon Scale and a Dragon Bone to Esbern  (which

you may already have gathered,  in which case,  speak to him again),  he
concocts a  strange pctian and  hands  it to you. This  potion  imbues you with  a
1 O percent damage reduction from dragon attacks.

>  Eshern,s Potion            >  Perk.. Dragon Infusion

Once you,ve turned in
three of your Followers
to Delphine, and she,a
welcomed them  into the
fold,  speak to Esbern,
steering the conversation
toward dragon lairs.
When you ask Esbern  if
he has knowledge of any
lairs,  he  informs you that

and  points out a  [random]  lair on your world  map.  lf Esbern  hasn't
found a dragon  lair,  he,ll  mention the realm  is quiet af the moment.

A  OBJE(TIVE: Kill the dmgon in the [rondom] dragon lair

Quest (ontlusiom
Set off on your journey to slay the dragon, which  is,  after all, the raison  d/6lre
oF the Blades-  Begin combat with this hated  beast.  The Followers you  have
accrued will  also stand  clnd  fight With you,  making  for an  epic assault.  Bring
down the dragon and then report back to Esbern.

>  Dragon Bone              >  Dragon Soul

>  moon Scales

Postquest Activities
Protect any Blades you wish to see live to fight another day;  once Blades

(your old Followers) die during  battle,  they cannot be replaced.

MEDITATIONS ON WORDS OF POWER      REBUILDING THE  BLADES      DRAGONSLAVER'S  BLESSING.'  DRAGON  RESEARCH      DRAGON  HUNTING
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negiv sqncTuqry: Bqrds (allege, in Solitude

This College has attracted the young/  gifted,  or rich and  ungifted from across
the realm of Skyrim.  lt is where  Nords send the few sons and daughters
without an aptitude for farmwork or battle.

ife lmporlqnI (hqrqtlers
Heodmoster: Viormo

Viarmo  is totally apolitical when  it comes to the Civil
\^/ar.  His only concern  is the welfare of the Bards
College.  He  is  politically shrewd  but has  masterfully
steered  cleclr Of taking  Sides Or taking  Stands On  any Of
the issues of the day. The Bards'  role is to entertain and
record the events of history,  not to make them.

Dean of History: Giraud Gemone
Giraud also carries out many of the bureaucratic duties
at the College.  He  is a  mousy'  quiet mcln,  and  nOtOt
all what one would expect from a  bardic performer.  ln
truth,  he has a certain degree of stage fright.  However,
his mathematical  precision and  perfectionism  have
made  him one of the best performers of the drums,

piano,  and  several other ,,lesser,,  instruments.

Dean of Lutes:  lnge Six-Fingers

lnge doesn,t really have six fingers,  but anyone who
watches her play the lute believes she does.  She  is an
old,  crotchety woman who would  rather burn  her own
lute than  become headmaster because  it would  remove
her from  teaching.  However,  she will  reluctonlly put
the needs of the College ahead of her own  feelings  if
neCeSSary.

Mosler Votalisl: Ponteo Ateia

Pantea  is one of the youngest masters of Voice that
the  Bards  College  in  Solitude  hcls ever had.  Her

performances are  highly sought after,  and she frequently
plays at the  palace for Elisif.  Unlike  Headmaster Viarmo,
she  is a  supporter of the  Imperial  cause  in  Skyrim.  ln
deference to the headmaster,  she keeps her opinions
largely to  herself.

There are also students  inside the College.  These  include the following:

Jorn:  The  most advanced  student in  the  school.  He  is  pclrliCularly

enamored with the battle drum.

Aia Arria:  The best singer.  She  is keenly awclre of how she can enchant

people with  her voice,  especially men.

At-Af-Alan:  He  has  just started  his  lessons and  spends  more time with

Giraud  learning  rhythm and  beat.

llldi:  A recent enrollment and enthusiastic about memorizing  the tales Of

old,  her performances are timid  and  underwhelming.
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PREREQUISITES: None

IN"RSE(TING QUESTS: None

LOCATIONS:  Dead Men,s Respite, Solitude,  Bards College,  Blue Palate

(HARA{TERS: General Tullius/  Giraud Gemane/ JorI  Elisif the Foil/

lorn, Svoknir, Viormo

[NEMIES:  Drougr,  Frostbite Spider,  King Olof One-Eye, Skeever

a   OBJE(TIVES: Find  King Olof's Verse,  Return lo the  Bards College,

Help Viormo re[onslruct OIaf,s Verse/  Meet Viarmo at the Blue Palace,

Wolth Viormo perform Olof,s Verse, Speak to Viqrmo/ Speak to Jorn,

Attend the Burning of King Olaf

ife unearthing Arcane Eddq
lf you speak with any of the Bards who sing and  play (usually in the main
inn  or tavern  in  clny Of Skyrim's  main cities),  they  mention that you  might

be  interested  in  becoming a  member of the Bards College. These hints are
optional  to find  but point you  in  the direction  of the College.

When you,re ready to
become a  Bard, visit the
Avenues  District.  One
of the fancier buildings
houses the Bards
College,  as  indicated  by
the door icon  on your
local  map. The College
Headmaster Viarmo  is  in
the  lobby of this building.

He warns you that the College accepts few applicants,  but for your
interview,  he has a task that might be appropriate.  He tells you that the
Burning of King  Olaf Festival,  held  by the College each year,  has  been
forbidden  by Solitude's Jarl  Elisif.  He  believes  he can  change theJarl's  mind  if
he can perform a  reading of King  Olaf's Verse,  a  part of the  living  history of
Skyrim called the Poetic Edda that the Bards College keeps.

The College historian,  Giraud Gemane,  believes that the only surviving
copy of King  Olaf/s Verse was buried  in the old  king,s tomb- Giraud/s
research  leads him to believe that Dead Men,s Respite is the location where
the  king  still  lies.  Look here.

)  OBJECTIVE.. Find  King Olof/s Verse

I  TARGET:  King Olof/s Verse, in  Dead Men,s Respite

Hire A Ghost of a Chance

into the entry chamber, whereyou encounter

ram  Dragon  Bridge,  you
can  head  south along the
road to Robbers, Gorge,
then  follow the river east
to the tomb,  or fake the
longer (but safer)  road

past Fort Snowhawk
efore heading  through

the  mountains.  Enter the
ancient barrow and  head

the ghostofa  bard.  ltturns and
walks through  the  portcullis,  fading  out before you can  interact with  it.  Return
to the table and remove the Ruby Dragon Claw from the pressure plate,
which  raises the  portcullis.  You'll  need  the Claw later,  but first,  defend yourself
from the restless  Draugr. Your claw removal startled them out of slumber.

>  Ruby Dmgon (law
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With the Draugr temporarily thwarted,  head through  the doorway that
opened and around to another sighting of the ghostly form,.  it bears the  name
Svaknir.  Don,I focus on  it as you walk down the corridor,. there,s a floor

pressure plate that triggers a  spear trap for the unwary!  Follow the narrow
crypt corridor around and down, to a seemingly dead end.  Look to the right
for a chain that rotates the stone wall  in front of you,  opening  up a way into
the main crypt.

Svaknir walks out of sight,  leaving you to fend off some  Frostbite Spiders.
Carefully pick your way past more cobwebs to another chain  (in a crypt with
fallen  masonry)  and pull  it. The walls rotate once more,  opening a  new path
through the tombs and  unlocking  several  more chambers with  Draugr.  Fight
or sneak through to the stairs heading  down,  avoiding  the flame trap at the
bottom.

You come out into a cobwebbed chamber with a floor grate, where more
Frostbite Spiders descend to fight you.  After looting the room, open the grate
via the chain on the east wall,  and drop  into the water below.  Wade into
a damp burial chamber with spiral wooden steps that Svaknir wanders up
while you deal with  more Draugr and  Skeever.  Expect attacks from  Draugr
bowmen  on the upper platform.  Head  up the steps,  into the cclged Platform,
and take stock of the path ahead of you.

On the floor to the door's right is a  hinge trigger wire.  Disarm  it

(Lockpicking.. Adept)  and you can open the door and  safely cross the bridge.

Otherwise, open the door and carefully time your movements past the
deadly swinging  blades,  stopping at the safe spots  indicclted by the Candles

(and  lack of blood).  Hurry! The longer you wait,  the less synchronized the
blades will  be,  making your run that much  hclrder.  You can  also try a  clirect
sprint (augmented with  spells or a  Shout if necessary)/  or leap to a side
alcove and  back onto the bridge,  avoiding  some of the  blades.  Activate the
chain at the bridge,s opposite end to stop the blcldeS  (allowing your followers
to  pass), and exit via an  upper door.

Svaknir appears again near a sealed door in the next corridor. You cannot
open the door for now,  so continue deeper into the crypt.  Deal with  more
Draugr along the Way and  a  nasty magic Caster trap aS you  move into a
connecting chamber with a floor grate.  Look down,  and you  see Svaknir
descending the steps. Then  look back up to see the Draugr rushing you from
allsides.
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After dealing with the ambush,  activate the chain  between the two
carved dragon  heads on the south wall to open the grate.  Descend the spiral
steps below,  use the handle,  and you come upon the final  resting  place
of svaknir,  the bard who wrote King Olaf,s Verse and who first began the
festival  so long ago. The specter sits next to his corpse, waiting for you  lo
bear  his  masterwork out into the world.  Pry  it from  his  bony fingers.

>   ELing ®!tif's Verse

a  OBJE(TIVE: Retum to the Bards College

the  hall.  Follow  him.

Ascend the spiral stairs
and retrace your steps,
fighting off any surviving
Draugr along the way.
When you  return to the
sealed door, Svaknir
is waiting for you.  He
beckons you to follow.
and casts a spell at
the door,  removing the
barrier.  He then draws his sword  clnd  races down

At the hall,s end  is a  Nordic  Puzzle Door.

Puzzle Solution: Bring  out the Ruby Dragon Claw you took in  the
entrance embalming  room,  and  inspect the palm.  The forms of a Wolf,  a
Hawk,  and another Wolf are etched  into the surface.  Make sure the door,s
outer,  middle,  and  inner rings have those carvings shown  before you  insert
the Claw to unlock the door.

Head  up the stairs
beyond the door, where
Svaknir waits with

ghostly sword drawn as
ou  enter the ceremonial

burial chamber of King
Olaf.  Svaknir challenges
the dead  king/ and  the
Draugr who protected
him  in  life  rise  from  their

thrones to defend  him once more. Join the bard  in battle and cut down your
foes as quickly as they rise.

Svaknir shouts cI Second Challenge,  and the Draugr on the middle I
stand  up one  by one. These foes are tougher,  but with the help of your
spectral ally/ you can  beat them.

Finally/  follow Svaknir up to the upper level, where the dead king,s
sarcophagus lies.  The  bard yells out his final challenge, and King Olaf
One-Eye cracks open  his sarcophagus and aifempts to stop you.  Fight the
King/  as  he  is carrying  the key that allows you to exit this chamber-unless

you wish  to creep around and  unlock the door (Master).
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Before you leave, learn the new Word of Power from the Word Wall
behind  King  Olaf/s  resting  plcICe. Then  exit via  the Iron  Door,  where
Svaknir-his vengeance finally completed-vanishes in a  bright light.  Use the
lever to remove the blocking stone, and exit Dead Men,s Respite for good.

>  Ki"g OIars Treasury Key        >  Word ol Power:Whirlwind Sprim
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ife Relum of lhe King
Present King  Olaf/s Verse
to Viarmo.  His  jubilation

quickly subsides as  he
reads the verse and finds
some of it missing,and
much  of it less  ,,poetic"

than  modernrday
Edda.  Offer to make
up the  missing  parts of
the verses.  Viarmo  is
convinced.

a  OBJECTIVE: Help Viarmo retonstrucl Olaf/s Verse

A  OBJE(TIVE: Meet Viormo aHhe blue Polo(e

a  OBJE(TIVE: Watch Viormo perform Olaf/s verse

a  OBJE(TIVE: Speak lo Viormo

viarmo needs some story hooks and  ideas that give the poem a  more thrilling
and weaving  narrative than  before.  You are free to choose what happens  in

portions of the verses.

(persuade) you can even choose a  more fanciful  and  outlandish story for
the poem.  Complete the first Persuade,  and a second  Persuade option opens
up.  choosing  both  of these increases the patronage paid  by the court,  and
therefore your ultimate reward.

With the poem creatively polished, Viarmo sets off to see the Jarl  of
Solitude  inside  the  Blue  Palace.  Follow  him when  the objective  upc)ares.  Once
inside the  palace,  ask Viarmo if he's ready. The objective updates again,  and
he climbs the  stairs  to gain  an  audience with Jarl  Elisif the  Fair.

After a  thrilling  (and  some  might say'  unbelievable)  recount of King
Olaf's  fable  in verse form, Jarl  Elisif the  Fair  recognizes that Solitude would
be remiss  if they forgo this trclditiOnal  burning  festival.  She agrees to speak
to General Tullius about the matter,  and ensures that the College  is well
rewarded  for such a  stirring  piece of poetry.

As soon as Viarmo leaves the Jarrs chamber, speak
ith  him.  AIthough you aren,I a  bard yet, you  are s

to be inductecl during the festivcll.  For now, you are
ocate Jorn, who was preparing the effigy of King

and fell  him to finish the preparations: The festival  is

a  OBJE(TIVE: Speak to lorn

I TARGET: Jam, in the Bards (ollege

in the Bards College ancl  is an adept given  responsibility for
=kwithJorn  now, and  he asks you to return at  10:00 p.m.  or

A  OBJE(TIVE: Attend The  Burning of King Olqf

Quest (onclusion
Return to Jorn aHhe
allotted lime, and watch
the festival.  You can

got some free food and
hear some music here.
Viarmo  lights the effigy of
King OIaf,  which  burns
merrily.  Then,  in  front

of a crowd of Solitude
citizens,  Viarmo turns to

you  clnd  Welcomes you  info the  Bards College with  the following  rewards:

>   Leveled gold pietes                   >   Perk: Gift of the Gab

PostqWest Activities

You  may now speak to any of the bards,  who are now "friendly,, to your
cause.  You can  and  should  begin  the  instrumentLCOIlecting  quests,  detailed
next.
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PREREQUISITES: Bards (allege Quest: Tending the Flames

lNTERSE(TING QUESTS: None

LOCATIONS: Solitude/  Bards (ollege, Stony (reek (ove

CHARA(TERS: lnge Six-Fingers

ENEMIES:  Bondil

a  OBJE(TIVES:Find Finn/s Lute

ife A Lute for Some Loot
While  staying  at the  Bards College,  seek out lnge  Six-Fingers,  the  slightly
crotchety teacher who can  play the lute  like she has a vestigial finger  (she
doesn,I). Ask her why she,s so sad,  and she revecllS that thieves broke into
the college over a year ago and  removed  numerous valuables. The gold
and  silver weren,I important compared to  Finn,s  Lute.  Finn was a  bard who
invented the eigh+course lute that is commonplace today,  and the stolen  lute
is  Finn,s  original  instrument.  Inge  Six-Fingers  might even  crcICk  a  Smile  if you

return  with  this  instrument.

A  OBJE(TIVE:  Find  Finn,s Lute

I TARGET: Finn,s Lute, in Stony (reek (ove

Travel to  Eastmarch  Hold
and locate Stony Creek
Cave, or the dwarven
mountaintop tower
known  as Kagrenzel.  The
former allows a quick
scavenge for the  lute,
while the other involves a
spectacular plummet but
a  full  exploration  of both

locations.  The former is described.  Find the pond with the moored  rowboat
and  jetty.  Step into the  nearby cave  mouth with the hanging  lantern  and  into
Stony Creek Cave.

Wade through the water, and  up the ramp by the draped corpse, to the
rushing  underground stream tunnel.  Ascend the slippery and cramped tunnel.
You encounter bandits  in the passage.  Deliver a  killing  blow to each  of them.
Now check to the right (south),  up a wooden  ramp and deck where the
bandits appeared  from.  lf the bandit mage hasn,I attacked yet,  he,s  usually in
the small cave alcove atop the deck.  Clear the area  of foes,  then search the
treasure chest.  Inside,  you,ll  find  the  lute.

>  Finn,s Lute

Quest (ontlusion
Return  Finn's  Lute to  lnge  Six-Fingers  back at the  Bards College.  Although
lnge thanks the Sweet Divines  (and you) for your help/  she tells you  she has
nothing to  pay you  for the value of the lute.  However,  she can teach you  a
few tricks,  clnd  ups all your Stealth  skills  by a  point:

>  LighlArmor(+l]       >  Lockpitking(+I)          >  Speech(+I)

>  Sneak (+I)                  >   Pickpocket (+I)           >  AIchemy (+I)

PREREQUISITES.. Bards (allege Quest: Tending the  Flames

lNTERSECTING QUESTS: None

LO(ATlONS:  Hob/s Fall Cove, Solitude,  Bards (ollege

CHARACTERS:  Lqrina/  Pontea Ateia

ENEMIES:  Necromancer, Skeleton

a  OBJE(LIVES: Find Pontea,s Flute

ire The Dancing Dead
While staying at the Bards College,  look out for the College,s  master vocalist
and teacher,  Pantea Ateia.  She,s quite vexed  about her student Larina,  who
stole a flute from  her private collection,  only to sell  it to some necromancer.
Pantea  just received a  ransom  note for it.  This flute  has been  handed down
through  her family for  17 generations.  She  impatiently orders you  to find  the
flute and  return  it,  posthaste.  Furthermore,  the flute does  not make ''lhe dead
dance," despite what her student may have told the necromancer.

a  OBJE(TIVE: Find Panted/s Flute

I TARGET: Ponteo,s Flute/ in Hob/s Fall (ove

TRA!N!NG                        THE  !PiVEr,allL|RY

Set off into the  mountains
east of Dawnstar and
locate Hob,s Fall Cave,
on a hidden  path among
the glaciers.  Enter this

series of connected snow
caves.  Battle skeletons
along the ice tunnels
and fight necromancers
as you head down
the tunnels to a  large
wooden rope bridge
spanning a chasm.
Follow the  lanterns
and torches until you
reach a throne chamber
where a more powerful
necromancer and his
cronies resicle,  Defeat
them all  before activating
the pull  chclin  by the SPeorS  blocking  your exit tO the east.

Head through a  Soul Gem  pedestal trap,  up cI  long tunnel to the south,
and into the deepest chamber where powerful necromancers and their
students work on  raising the dead.  Defeat them all,  then check the treasure
chest fo the altar table,s left.  Inside  is Panted,s Flute. You  may also wish to
free Larina, who is being  held captive.

>  Panlea,s flute

TENDING THE  FLAMES      FINN'S  LUTE   ,,  PANTEA'S  FLUTE
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Quest (onclusion
Return  Panted,s Flute to Pantea Ateia  back at the Bards College.  She is thrilled with the return of her instrument but,  alas,  has no  money to give you.  However,
she shows you a few tricks she learned  plclying  for the Wnterhold wizards.  She ups all your Magic skills by a  point:

>  Illusion(+I)       >  Coniumlion(+I)       >  Deslrucliom(+I)      >  Resloralion(+I)        >  Alleralion(+I)      >  E"{htiHling(+I)

PREREQUISITES: Bards (allege Quest: Tending the  FIomes

lNTERSE(TING QUESTS: None

LO(ATlONS:  Hqlldir/s (oirn, Solitude,  Bords (ollege

CHARACTERS: Giroud 6emone

ENEMIES:  Draugr,  Ghost,  Hqlldir

ty  OBJE(FIVES: Find Riorn,s Drum

ire Drum of the Dead
While staying al the Bards College,  locate the Dean  oF History,  Giraud
Gemane,  who has some exciting  news regarding a  lost instrument.  lt appears
adventurers working  on  behalf of the College  have vague information
regarding the venerable Riorn,s Drum.  No one knows the location of Riorn,s
final  resting  place,  and  therefore where  his drum  is,  but word  is that Riorn
entered  a  place called  Halldir,s Cairn  and  likely died  there.  Riorn was the
most famous drummer of the Second Age,  and Giraud tasks you with finding
hisdrum.

a  OBJECTIVE.. Find  Riorn,s Drum

I TARGET: Riorn/s Drum, in  Holldir,s (aim

Journey to  Halldir,s
Cairn,  just off the beaten
track close to Falkreath.
Hecld  inside this Strange
cavern.  An odd  blue
light pierces through a
roof grating'  illuminating

a  pile of stones and
a group of scattered¬-i|   coipse;, some much

older than others.  Close by is a pedestc)I with a  key and a  iourncll tO take.
The  journal details a  strange  malaise that overtook a group of adventurers.
The story doesn't end  happily.  Unlock the door  (Adept),  using  either  Lockpick
or the key.

>  Agrius, Journal            >   Key to HaIIdir,s Crypt

Open the door,  head  up the spiral  stairs to a  rocky tunnel and  Slope UP tO a
wooden door to the west.  This is guclrded  by ghosts.  Repel them with your
chosen weapons, open the door to the west, and head through a small crypt
while the ghosts taunt your mind.  Head  up the steps to a throne, where a
Draugr draped over the seat twitches to life.  Prepare for a  battle with several

ghosts and  Draugr at this  point.  Then take the Spell Tome from the pedestal  if
you wish  before checking  behind the throne.  Activate the lever there,  which
opens the adjacent portcullis,  allowing you through.
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>   Spell Tome: Raise Zombie

Head  up the few steps and  into an upper crypt with a  seemingly dead
end.  After you  remove the Draugr and ghosts that stalk you,  inspect the
area.  There,s a  locked  Iron  Door (Apprentice)  that doesn,I lead an)^^/here.
However,  there are some  Nordic petroglyphs to study.

Puzzle Solution: The first room  has cl  lever,  Which  initially just Causes

darts to fire from the neclrby Statue.  Each of the  next three chambers has a
Nordic  Puzzle  Pillar,.  rotate the  pillar so that its glyph  matches the glyphs on
the  stone  heads  in  the wall  of that room.  Then  return  to the  lever and  pull  it to
open a path forward.

This leads to a tiny grotto, a second passage to another crypt area  (with a
side passage and a dangerous battering  ram trap), and Steps UP and around
to the final resting  place of Halldir.  His undead form  is ready with  powerful
magic c]nd  multiple doppelgangers to fight and  thwart you.  Watch for his
clones and electrical clttacks,  and  prepare for a  lengthy battle until  he uses  up
his magic and you  can  consistently slay him.  Then  inspect his treasure chest,
which contains the  instrument you,re after.  Leave by opening the circular
trapdoor,  landing on the  jutting floorboards and then on the stones and
corpses you first spotted when you entered this place.

>  Riorn,s Drum

Quest (onclusion
Return  Riorn,s  Drum  to Giraud  Gemane  bcICk at the  Bards College.  He  is
excited to see the drum  he,s  been  searching  for over the last 2O years.
Although the College treasury can,t pay you,  Giraud can show you  some
tricks he learned from  his days with the army.  He ups all your Combat

(Martial)  skills  by a  point:

>  Smilhing (+I)                      >  Two-Handed (+I)

>  Heavy Armor (+1)             >  One-Handed (+I)

>  Block(+1)                             >  Archery (+I)

3..,JS_:.T,:   OTHER  FACTIONS:  THE  BARDS COLLEGE  QUESTS      TEMPLE  QUESTS
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ifees optimal Quest Start
Most Temple Quests are available from the  moment you  begin your
adventure,  and there are no prerequisites to complete first. Temple Quests
aren,I inextricably linked to one another,. you can  start them at your leisure.

T[      Cross-Referencing: Do
more about

mg areas, and oth
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ifefro The Nine Divines

Akotosh: First of the gods     Arkay: God of the
to form  inthe  Beginning        cycleofbirth  and
Place:  the ultimate god
of the Cyrodilic Empire,
embodying endurance,
invincibility,  and

everlc]sting  legitimacy.

Julianos: Associated
with Jhunal,  an  extinct
Nord god of hermetic
orders and scholars,
and  unimportant
to most of Skyrim,s

Sfendorr: God of
ransom and brother
of Tsun; venerated
by soldiers and
veterans of wars.

death,  of buricllS and
funeral  rites,  and of
the seasons.

Kynareth: Nordic

goddess of the storm,
widow of Shor,  and
favored goddess of
wclrriOrS.  Also  known

as Kyne-

Halos.. Tiber Septim,
the Dragonborn.
Heir to the Seclt Of
Sundered  Kings.
Also  known  as Ysmir.

Dibella: Goddess
of beauty, women,
and art.

More: Goddess of
love and  fertility,
handmaiden of
Kyne,  and  Shor,s
concubine.

Zenilhar.. God
of Work and
Commerce. Another
divine that the Nords
have  little  interest in.
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There are shrines to the  Divines throughout Skyrim.  Their  locations  are
detailed throughout the Atlas.  Praying at a  shrine cures any diseases you  may
hcIVe,  and you  gain  a  Unique  bonus  (Or  ,,buff")  that lasts eight hours.  You  can
have only one such  bonus active at a time,  and  praying at a different shrine
supersedes any previous bonuses.

Three of Skyrim,s  major temples offer Temple Quests:

There ore  also five  (very role)  Shrines to AurieI,  Noctumol,

Azura,  Boethioh, and Mepholo.  Find out what blessings they

give on page  55.

PREREQUISITES: None

INTERSECTING  QUESTS: Miscellaneous Obie(live:  Degaine,s Favor

LO(ATlONS: Broken Tower Redoubt/  Korthwasten, Markorth, Temple

of  Dibellq

(HARACTERS: Degqine, Enmon, Fiotra, Menu, Mother Hamtil/ Senna

ENEMIES: Forsworn,  Forsworn  Briarheart

A  OBJECTIVES: Steal the statue in the Temple of Dibella,  Find the

future Sybil of Dibella/  Rescue  Fiolm from the Forsworn,  Bring  Fiolro

to the Temple,  Pray ot Dibellq,s Altar

ue> A Mother, Superior

418`
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)  MIS(ELLANEOUS OBJE(TIVE: Steal the statue in lhe Temple of

Dibellq

I TARGET: Statue of Dibella

ffjE?        TiliS queS?  ¬Cii  ex!SC  be  Siffiriedi  by  uni¢(king  i!ie Temple  dc©rs  eeifd       :

i¢ctiiing  idcm«i;.#h®  is inside  fhe  inner Stinctasm.

Clamber up the
stone steps  until you
reach the Temple
entrance.  Unlock

(Lockpick  [Expert])  the
Temple doors,  and
step  inside.  Inside
the altar chamber,
cI  PrieSteSS  named

Senna  mentions that
her relations are

communing  with  Dibella  and
should  not be disturbed. You  may
wait or ignore the advice,  pass
the altar, and open the doors to
the Inner Sanctum.  Head down the
steps and  into the  main  sanctum
corridor,  where a  priestess
soon stops you and summons
Mother Hamal.

rJu::`T:-: OTHER FACTIONS: TEMPLE QUESTS
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She  is angry about your unannounced visit,  and especially annoyed
if you,re male,  as this  is a  breach ofTemple rules.  Stay pleasant with your
responses, and ask what the penalty is. You are tasked with  locating  Dibella,s
Sybil,  a  Reachwoman  selected as a child to spend  her whole life  in devotion
and communion with the godcless. Your transgression will be forgiven  if you
can  find  the  next Sybil.  Hamc]l tells you  her location was foreseen  in  a  vision.
As an addecl  incentive, you will  receive the Blessing of Dibella  if you,re
successful.

a  OBJECTIVE:  Find the future Sybil of Dibella

I TARGET: Enmon in Kqrlhwoslem

rep A Father, Inferior

into

he settlement hewn  into
he rock that Mother
amal  saw  in  her vision

is the  mountain  hamlet
of Karthwclsten. Journey
there and wait until
daylight hours to pester
the townsfolk  (as they
don,I appreciate you
lockpicking and  sneaking

their homes).  Speclk tO either Mend,  who is withdrawn and  refers you
to her husband, or Enmon.  His daughter was taken  by the  Forsworn,  and
after you  inform  him that his daughter  is the Sybil  of Dibella,  Enmon  tells you
where he thinks Fiotra  is and offers to accompany you.  Bring  Enmon along or
tell  him  to  stay in  Karthwasten.

>   Follower: Enmon

A  OBJECTIVE: Rescue  Fiolro from the  Forsworn

I TARGET: Fiolm in Broken Tower Redoubt

ffiS Forsaking lhe Forswom

and up the two

Trek to the  Broken Tower
Redoubt and prepare
for battle!  Enter the
stone structure, c]nd fight
through  the Forsworn
milling  clbout inside.

Open the wooclen doors
and avoid a swinging

gate trap as you  proceed
deeper into the dwelling

spiral  stairs  inside the main  lower.  Beware of a
boulder trap and  more enemies as you ascend, and exit onto the upper
battlements.

Enter the second tower
atop the battlements, and
engage the  Forsworn
Briarheart in  the
sacrificial chamber.  Then
inspect the prison door
by the goat's head and
candles.  You can:

Search the gray
corpse for the Prison

Key/ and use i"o
unlock the door.

Or  pick the  lock

(Lockpick  [Expert]).

Once you free  Fiotra,

explain that she  has

been chosen as the
Sybil,  and  she agrees

to cICCOmPany you  back tO Markarth.

>   Broken Tower Prison Key

a  OBJECTIVE: Bring Fiotra to the Temple

I TARGET: Inner Sanctum, Temple of Dibello, in Morkarth

RE» The Sybil Entranced

Higr        Utilize  FG£t-Trtive! to  rminimize  any  problems getting  Fie?rev  from

?he  Br®keil Tower  Redoubt to M&Fktirt!1.

requests you pray at
where you met Senna.

Return to Markarth with

young  Fiotra.  Head  up
to the Temple of Dibella,
enter the inner sanctum,
and speak with Mother
Hamal, who has made
all the arrangements for
Fiolra to begin  her life
of communing with  the

goddess.  As a gesture of
Dibella,s Altar,  back in the entrance chamber

a  OBJECTIVE: Pray ot Dibello,s Altar

I TARGET: Temple of Dibello, in Markqrth

Quest (onclusion
Once Fiotra  is delivered to Mother Hamal,  and you  pray at the altar, you
receive the following:

>   Perk: Agent of DibeIIa

OVERVIEW      THE  SHRINES  OF  SKYRIM      AVAILABLE  QUESTS      THE  HEARTOF  DIBELLA
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PREREQUISITES: Name

lNTERSECTING QUESTS: Thieves Guild  Quest:  Hold Answers

LOCATIONS: Giukqr,s Monument,  Greenspring  Hollow,  Ivarstead/

Markqrth,  Understone Keep/  Riften, Temple of Morq

(HARA(TEES: Bassianus Axius/  Boti/  (olcelmo,  Dinyo  Balu,  Foleen,

Fastred,  Fenrig/ Jofthor,  Klimmek, Moramol/  Ruki, Yngvor the Singer

ENEMIES: None

a  OBJECTIVES: Talk lo Fastred, Talk to Fostred/s parents, Talk to

Bossianus or Klimmek,  Return lo Dinyo  Bolu, Talk to (oltelmo,  Get

advice from Yngvor,  Deliver Poem,  Deliver Faleen,s letter,  Retum to

Dinyo  Balu/  Put on the Amulet of Mora, Thlk to the long-dead lover,

Fimd  Fenrig/  Bring  Fenrig to  Ruki,  Return to  Dinyo  Bolu

ife young Love

Enter the town  of Riften.  Sitting  bcICk from  the  main
thoroughfare  is the Temple of Mc]ra.  Head  inside and
speak to either Maramal  (who may also be  in the Bee
and  Barb);  his  priestess wife,  Dinya  Balu,.  or  Briehl  an
acolyte.  Any of them explain they are devoted to the

goddess Mara, who gave mortals the gift of love.  But
to receive her blessing, you  must first act as her hand
in this world.  Ask what you  must do, and the priest
explains the predicament of a young woman named
Fastred.  Her prayers were heard by her goddess and
relayed to her servant,. you  must help her choose her suitor

a  OBJE(TIVE: Talk to Fostred

I TARGET: Faslred, in lvorsteod

=1HN
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Travel to the fishing village of lvarstead,  which  has seen  better days.  Locate
the young  lady named  Fastred,  who  is usually chopping wood or working  in
her parents, allotment.  She asks if you,ve been  sent from MarcI,  then  explains
that her parents are being  impossible:  Fastred  has two suitors,  but her
favorite-BassiclnuS-Wants tO  marry C]nd  relocate tO  Riften,  which  her father
has forbidden.  She also has a soft spot for another man-KIimmek-who  is
less adventurous and wants to stay in  lvarstead.

A  OBJE(TIVE: Talk to Fostred/s parents

I TARGET: Boti and Jofthor, in  lvarsleod

Both  Boti  (Mother)  and Jofrhor

(Father)  should  be close  by or
near their dwelling.  Speak to
both  parents  in  either order-
Boti  tells you  that she actually
likes Bassianus and can  perhaps

persuade her husband to change
his  mind  over her child/s  plans
to  leave  for Rifren.  Talk with

Jofthor,  and  he tells you  that it isn't
Faslred/s  plans to  move that is  upseHing  him,.  she was supposedly "in  love,,
with  Klimmek until  a  few  months ago,  but he,s  a  little  spineless and  needs a

good  shove to win  Fastred over:  That way the younger generation can  help
save the town.  With these differing  opinions, you  have a choice to make.

A  OBJE(TIVE: Talk to  Bossionus or  Klimmek

I TARGET: Bassianus and Klimmek, in lvorsteod

You  now have cI Choice to  make
and  neither is "wrong"; you can
speak to either Bassianus Axius
or Klimmek:  Both are  likely to  be

near the  river.  Decide on  Bassianus
and suggest that he elopes.
Decide on  Klimmek and tell  him
Faslred probably apprecicltes a
more assertive  man  and tell  him
to be bold. You can become more

negative in your conversation with either suitor if you change your mind.
Once you  push either man  into the arms of Fastred  (who agrees to either
suitor), your work here is done.

A  OBJECTIVE: Return to  Dinyo  Balu

I TARGET: Temple of Mora, in Riften

ife unrequited Love
Back  in  Riften,  enter the Temple and  inform  Dinya  Balu  that you've  helped
the young  lovers  in  lvarstead.  Mara has another task for you  to perform:  An
older man  named CcllCelmO  must Open  uP about his  romantic troubles.  Seek
and  help  him on  his  path.

a  OBJECTIVE: Talk to (oltelmo

I TARGET: (olcelmo, inside Underslone Keep, in Morkarth

"J;:_,¬STS   ofHER  FACTIONS: TEMPLE QUESTS
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Journey to Markarth,  and venture into the Understone
Keep.  ln the cathedral-sized  interior chamber to
the west, you're likely to find Calcelmo.  Brush off
his  initial  impoliteness,  and  inform  him Mara sent

you.  He tells you  he,s been thinking about Faleen,
lgmund/s Housecclrl  (bodyguard).  He longs for her bu
becomes tongue-tied when  he tries to speak.  Fincling
the right thing to say is the key here,  and Calcelmo
recommends you  seek out Yngvar, who  is more popular with the ladies.  He
may be able to  help.

A  OBJE(TIVE: Get advice from Yngvfflr

I TARGET: Yngvar, in Morkqrlh Head to Giukar's Monument and seek the ghost
of Ruki.  She has turned over every body in this
long-forgotten  battlefield  but cannot find  her soul
mate.  Mention the last battle was hundreds of years
ago,  but Ruki  still  believes she,s witnessing  the battle
afresh.  Begin the search anew.

A  OBJECTIVE: Find  Fenrig

I TARGET: Fenrig/ south of Greenspring Hollow



PREREQUISITES: None

lNTERSECTING QUESTS: None

MISCELLANEOUS  QUEST:  Bqrkeep  Rumors

LOCATIONS:  EIdergleum Soncluary/  Orphan  Rock, Whiterun, The

Bonnered More,  Gildergreen, Temple of Kynoreth

CHARA(TERS: Astq/  Donico  Pure-Spring/  Hulda,  Maurice Jondrelle,

Enemies,  Hagraven, Spriggon, Wit(h

A  OBJE(TIVES: Talk to Donico about the Goldergreen being destroyed,

Retrieve Netllebane,  Bring Nettlebone to Doni(a/  Retrieve  EIdergleom

sap/  Relum to Danita

"ife The Slumbering Temple

Tr`e  3j:¢e-- Sc--=Ls  '.I
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negiv Dqrk Arts on Orphan Rock
Brave traps,  inclement
weather, and a coven of
witches that attack you
on  sight as you ascend
and  head across the
tree branch to the top
of Orphan  Rock.  Face
the Hagraven  in combat
and  slay her.  Inspect the
corpse,  and  secure the
Nettlebane blade from  it_

(Sneak)  You  may also try pickpocketing the blade from the  Hagraven.

>   ENett!ebdne

ty  OBJECTIVE: Bring  Nettlebone to Donico

I TARGET: Donico Pure-Spring/ the Temple of Kynqrelh/ in Whiterun

iganlic grotto, where
ails tumble from

y-high  roof and
hot springs  belch from
the ground.  This  interior
wonder has pilgrims
resting and watching  in
awe. Optionally speak to
Asia for more  information
on the  place and cI
warning no"o harm the
tree.

GL.EST5,:  OTHER  FACTIONS:  TEMPLE  QUESTS      SIDE  QUESTS
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There are two ways to harvest the sap you need:

I.   Some quick swipes to the tree's gigantic  root structure, which  is blocking

the path to the tree trunk,  shouldn,I hurt the ancient entity.  Despite Maurice,s

protests, produce Netllebane and swipe once. The tree's roots creak and
retrc]ct from  the soil.  Continue with  this  swiping  until you  reach  the trunk,

clnd  Pierce it With  Nettlebane to siphon off some sap.

>  EIdergleam Sap

2.   Or,  if Maurice is with you, agree to let him  pray in frontofthe tree.  A

sapling grows from his devotion.  You can  return this to Danica  instead.

>   EIdergleum Sapling

O  OBJECTIVE: Relum to Danitq

I TARGET: Donicq Pure-Spring/ the Temple of Kynorelh, in Whiterun

Both Maurice Jondrelle and the Spriggans who guard the tree don,I idke
kindly to sap stealing  if you chose that option. They mount an offensive
strike against you.  Fight or flee from this place,  clnd return swiftly to Danica
PureSpring'  presenting  her with the SCIP.  She is most grateful-

Ouest (onclusion
Danica takes the sap  (or sapling) from you. You are now on friendly terms
with  her,  and  she  is available GIS a Trainer  (a Mc]ster  in  Restoration).

Postquesl Activities
After time passes and you return to the Temple of Kynareth, you witness the
tree blooming again  (if you  returned with sap)  or being  replaced  by the
sapling  (if McluriCe Prayed  for you).

PREREQUISITES: None

a  OBJECTIVES: Speak to Mqromol about orronging your wedding/

Attend your wedding (eremony/ Visit your. or your spouse,s house

ife A Life Lived Alone ls No Life al All

Sometimes  it is lonely on the  mist-fi ed pathways of Skyrim. You may yearn
For companionship.  Or something  more?  lf you feel your life is incomplete
and must be shared with someone,  make your way to Rifren and check the
Bee and Barb tavern or the Temple of More for a talk with Mc]ramal the

priest.  He detests the drinking of mead and  hopes the drunkards of Rifren will
eventually accept the teachings of the handmaiden of Kyne.  Ask for more
informcltiOn about the Temple of Mara,  and  he tells you she is the goddess

of love,  tending to the sick,  poor,  and  lost. The priests of Mara also perform
wedding ceremonies for all the loving  couples in skyrim.  Now ask how
marriage works:

Life  is  hard  and  short,  so there  is  little time for
courtship. A person  interested  in  looking for a spouse
simply weclrS an Amulet of Mara around their neck,
indicating  their availability.  After another shows  interest
and they agree to be together,  they come to the temple
and  marry. You can  purchase one of these Amulets for
the low price of 2OO gold  pieces.

>  Alflulel of Mare

-=        Afreryoupurchasean
'`~       Amulet oFMara, check

UPa

your Items = Apparel
menu, and wear the
necklace, or you,ll  never
entice a spouse!  At this

point,  you  must find
someone who wishes
to marry you. To do
this,  you  must strike

with  any one of the following  potential  suitors.  ,,Striking  c]
friendship,,  means complerlng a favor for them,  or otherwise getting  into their

good graces.

Hip       your g©mder,  age,  timd  r«(e matters not:  lf you/re GitmCted t®

sormecne,  gc  out  Gmd  CtiT(h ih¢ir iiguris!
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Riverwood  (Riverwood Trader)

Morkorth  (Silver-Blood  Inn)

Oarhater Crossing

Kynesgrove

Whiterun  (Jorrvoskr)

Shor,s Stone

Left Hand Mine /Kolskeggr Mine

I  Morwen                             Female

E

Moth gro-Bogol                         Mole

Muiri                                                  Female

Niodo Stoneorm                       Female

octieve sdn                              Mole

Omluoo                                          Mole

Nord                         BIocksmith

Orc                           Blacksmith

Breton                    Alchemist

(omponion

Citizen                                       Hoofingor

Breton                    Miner                                      The  Reach

Onmund                                         Mole                       Nord

orld_                                                    Female                  Word

Mole

Skool Village

Morkorfu  (Understone  Keep)

Morkorth  (Hog's  Cure)

Whiterun  (Jorrvoskr)

(Morkerth Smelter)

Student                                WinterhoId

Priestess                               The  Reach

Miner                                      The  Reach

Winterhold  (College of Winterhold)

(Temple of Dibello)

Mine/Kolskeggr Mine

Tr_e   3_,I:C_.£Cr=J:S   I.
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Complete Side The  Golden  Claw

Challenge  him  to a  brawl

Find and  rescue him

Complete their favor

(omplete his tow to moke him a hireling

complete the componiohs Quests

(omplete Miscelloeous Obiedive: Mine or Yours

(omplete  Povo ATh'us's favor to  liberate

Kolskeggr Mine

Convince her to become a  Follower

Complete their favor

(omplete Solstheim  Regional Achvity:  Ore

Inspired*

Complete  Solstheim  Regional Activity:  Primitive

Pointy Sficks*

Become Thane of in6-Rift

Hire them ot least once

Become Thane  of Ho_ofingor

Become Thane of Whiterun

Hire them  ot least once

Complete their favor

(omplete  Solstheim  Regional Activity:  Return

to  Folkreoth*

Complete their favor

(omplete Dark Brotherhood Quest:  Mouming

Never Comes

Complete the Companions Quests

Complete their favor

(omplete their favor

Complete their favor

Complete Temple Quest The  Heart of Dibello

Complete  his favor to  liberate  Kolskeggr Mine

Complete their favor

Complete  Side  Quest:  Repairing  the  Phial

Complete their favor

Complete the Companions Quests

Complete  their favor

(omplete their favor

Complete  their favor

(omplete Temple Quest the Heon of Dib6llo

(omplete their favor

Complete their favor

(omplete their favor

Hire them ot least once

Complete their favor

Complete their favor

complete their favoi

Complete the Companions Quests

(hollenge her to a  bmwl and win

(omplete the  Companions Quests

Storl Revyn Sodri's favor,  but then  rot him out

to  Viola

Hire them ot least once

Complete Dungeon Quest Wilhelm,s Specter

Complete their favor

"=L E:i,:,  OTHER FACTIONS:  SIDE  QUESTS
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F!gr        ®piimg  for  fi  apui¬le  rmaswi«g©? Fhe!E  esPPrCG¬h  ¬Gmi!i«  V«!erilis

Over  en?  The  Riverw®ed  Trestier  ©m¬e  Side  ®esest:  Hife©  ffi©!tie!1  [!tiVf

sildS.  She?akgS  es  Sitiffi©  i®  year  fffter Flee quses?  is  over.

When you,re on friendly terms with your potential partner, they will notice-
and mention-your Amulet of Mara ancl will usually express surprise that

you,re not spoken for. You can choose to ignore this advance or ask if they,re
interested in you. They answer that they are.  But are you  interested  in them?
Answer yes if you wish fo continue down this road of happiness, or no to
remain alone. You,re tasked with c]rranging the mc]rriage straight away...in
case one of you dies.

A  OBJECTIVE: Speak to Maromal about orronging your wedding

Return to Rifren and find Maramel,  either in the Temple of Mara or in the Bee
and  Barb. Tell him you,d like to hove a wedding at the temple.  He agrees,
and sets the dale for the next day,  between dawn  (5:OO a.m-) and dusk

(7:00  p.m.).

O  OBJE(TIVE: Attend your wedding (eremony

ife prosperity and Poverly' Joy' and Hurdship

Assuming you didn'f ruin your betrothed,s day,  he declares you to be wed'

>  Tfae Bomd o"alrimony

a  OBJECTIVE: Visit your or your spouse,i house

At this point, your spouse asks where you both should  live,  now that you,re
married.  They offer their own  home to you.  You can:

Agree,  and visit the house  (which should appear on your world  mcIP).

Depending on who you,ve married,  this could  be anything from a

sturdy-built stone dwelling to a  small  tent in the tundra.

Or,  if you,ve already purchased a dwelling as port of the Thane Tasks

(page 5O2), you can choose your spouse to live with you.

>  Spouse

Ouesl (onclusion
The ''happily ever after''  part is next. Your spouse grants you the following
benefits:

you can ask them to serve up a  homerooked meal for you once every 24
hours.

They set up a  shop in the house you,re living  in.  lf your spouse was

a  merchant,  they sell what they did before.  lf they weren't, they sell
miscellc]neous objects.

) close to your spouse and  receive a  bonus,  feeling your

rt when you awaken.



ffi> optimal auesI SlarI
Most Side Quests are available from the moment you begin your adventure,
although  it is wise to learn  if there are prerequisites to complete first.  As Side
Quests aren,I usually linked to one another (with a couple of exceptions), you
can  start them at your leisure.

Available Quests
There are a total of 25 different Side Quests available. Aside from the exceptions detailed below,  most of these quests are independent of one another and can
be completed whenever you encounter them.

426`M
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PREREQUISITES: Enter and exit

Windhelm a total of four limes

J tit_-=|Li-_I___
©   MINOR SPOILERS

A  OBJE(FIVE: Question the witnesses

lNTERSE{TING QUESTS: None

LOCATIONS: Windhelm, (olixto's House of (uriosities, (andlehearth

Hall,  Hall of the  Dead,  Hierim,  House of the (lan Shatter_Shield,

Palace of the  Kings/  Bloodworks,  Palace of the  Kings Upstairs

CHARACTERS.. (qlixto Corrium/  Friga ShoHer-Shield/  Helgird, Jorleif/

Sidla the Unseen, Susanm the Wicked, Viola Giordano, Windhelm

Guard, Wuunferth the Unliving

ENEMIES:  None

A  OBJECTIVES: Oueslion the witnesses,  Report to the gutird, Talk to

Jorleif,  Gel qssistqnte from Jorleif,  Examine the crime s(ene, Talk to

Helgird,  Get access to  Hierim,  Investigate  Hierim for clues,  Follow up

on the clues from  Hierim,  Meet Viola outside of Hierim,  Investigate

Hierium with Viola, Talk to Jorleif,  Patrol the streets of the Stone

Quarter ot night, Speak to Wuunferth, (atth the murderer, Speak to

Jorleif for reward

ife Murder Most Foul

There are three witnesses to speak to:

Calixto Corrium:
The owner of the
House of Curiosities

in  town.  He thought

he saw someone
running away but
didn't get a good
look at him.

Sidle the Unseen:
A  beggar living  in

the Stone Quarter
marketplace.  She

heard a scream
and came  running,

but Susanna was
already dead.

Helgird: The

Priestess of Arkay

from  the  Hall  of The

Dead.  She noticed

the woman,s
coinpurse was  still

on the body/  so this

wash,I a robbery.

Head  back outside,  and follow the trail of blood.  This leads up the stone
steps,  around the corner to the north  into the VcllunStrad  District,  up more
steps,  and encls at a firmly locked  (Master)  front door to a  building  named
Hierim.

a  OBJECTIVE: Get otcess to Hierim

I TARGET:  Hierim front door/ Volunstmd  District, Windhelm



a  OBJECTIVE: Examine the trims scene

A  OBJE(TIVE: Talk to Helgird

I TARGET: Victim's location, gmveyord (lose to Hall of the Dead

E[P       This ®bieetive  is  mere  eexsi!y  ¬©mpieted  during  dtiy!ighi h@!jrsx

N©se?ittit  y©er  eexffi  i®!!©w  thae  tresi!  ©f  bio®ti  erffid  bre!:k  imt®  REieeeriffi3
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Return to the coffin where
the body of Susanna
was dumped. You  notice
there,s blood  pooling on
the coffin  lid  and  stains
that match a dragging.
The guard  mentions the
blood  if you speak to
him,  too.  Look west,  and

you,ll  see a  trail  of it.  The
ody into the Hall of the Dead

fo prepare it for burial.  She might know something. The entrance to the Hall
of the  Dead  is on your right (northwest)  as you face the trail of blood.  Head
into the gloomy crypt,  and after quizzing  Helgird again,  she reveals the cuts
on the corpse were made with some kind of curved blade the Nords used to
embalm their dead.

Tova  Shatter-Shield is usually at the market in the
southwest Stone Quarter or walking nearby. At night,
she heads to the House of Clan Shaffer-Shield.  You can

pick the lock (Master)  to enter, or wait until  morning
until she unlocks the house,. speak to her then or when
she leaves. Tell her you have some questions about her
daughter. Choose any conversation response regarding
the finding of her daughter,s killer, and  let her know

you  need a  key tO investigate her house.  She hclndS the
key over. Take it,  head back to Hierim, and open the
front door.

>   Key lo HieFirm

a  OBJE(TIVE: Investigate Hierim for (lues

ife A Bulcher's Handiwork
Inside,  the place has
been cleared out, and
cobwebs blanket the
corners. The place is
seemingly deserted,  but
a thorough  inspection
revec]ls the following:

Front rcom (north):
The  pots clnd  PClnS

here haven,I been
used for ages,  judging by the skeever droppings and cobwebs insid

From room (enfronce): The chest has splatters of blood and was rec

pushed against the wall.  Search  it after inspecting  it fo
dozen leaflets

reveal almost a
warning of a ,,butcher." The name "Viola Giordano,'

entioned on the leaflet.  There is a  journal to view, too.  lt makes grisly
and seems to  indicate necromantic activity-

m (enrfuTICe): The scattered mead bottles are from the previous

m (west wal»: The low shelf by one of the wardrobes is filled with
:lets warning about the Butcher.  Remove the leaflets,  as one of

piles is  misshapen-  Underneath, you find a strange  (and exceptionally
amulet!  Inspect it in your Items i Apparel  menu.

Front room lbeck wardrobe): One of the wardrobes al the back of the
m has been  nailed to the wall.  Open  it and Slide the false panel  back.
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Leave the house and consult with any guard  in Windhelm. two new topics of
conversation are available  (assuming you found at least one leaflet and the
Strange Amulet):

Ask about the  ''Butcher:  Viola  GiordclnO POSTS these all over the City,  and

someone keeps removing them.

Ask about the amulet. The guard  hasn't seen anything  like it,  but Calixto at

the House of Curiosities  has a good eye for such trinkets.

Viola Giordano: Here Her Hearsay

n as quickly as

Search for Viola
wandering the streets
of \Mndhelm. Ask her
abou"he Butcher,. she,s
been  searching for him
for months ancl then
mentions the poster
leaflet you found in
Hierim.  She echoes

guard's informati
she posts them a

recommencls you meet her at Hierim for another inspection- Yo
er if you  haven,I uncovered the clmUlet.  Otherwise, you  clue

A  OBJECTIVE: Meet Viol"utside of Hierim

to (orrium: (uriouser and (uriouser

an

"     Head lo the southeast
I    partoftheStone

Quarter and enter
Calixto Corrium,s House
of Curiosities.  Aside
from taking a four, you
can ask him about the
amulet you found.  He
cheerfully inspects the
amulet,  telling you  it,s a

heirloom symbol of the power of Windhelm and trc)ditionally
by the court mage-  He's interested  in the piece clnd Offers you 500

gold. You can:

Agree,  and sell the piece.

Ask whether the court mage should  hclve it instead,  clnd  keep it.

Or hold on to it.

>  500 gold pieces (if sold)

Whatever your choice, the next place to head is Hierim, where you should
have agreed to meet Viola.

a.i,ESTS.  SIDE QUESTS
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Revisiling the House of the Deti

O  OBJECTIVE: lnvestigole Hierim with Viola

Viola  is ready to inspect the house when you arrive.  After she sees the altclr
and  is sickened  by the "Bufeher's', activties,  her reactions are similar but
depend on how thorough your previous search hcls been and whether you/ve
met with Calixto.

lf you already found the gruesome altar and spoke with Calixto about
the amulet, Viola  believes that Wuunferth the Unliving-the court mage in
the Palace of the Kings-is the likely culprit and  urges you to tell the steward
Jorleif.

lf you already found the gruesome altar and didn,t speclk With Calixto,
speak to Viola.

lf you  haven,I found the gruesome altar yet, Viola  leads to you the
strange cabinet clnd forces you tO open the false back and discover the
altar.  When you take the Butcher's Journal and  read the scribbling about
necromancy/  speak to Viola about it.  Apparently/ Wuunferth the court mage
is a dangerous man; that,s why he,s called  wthe Unliving." She worries about
approaching  him directly.  She urges you to approach Jorleif clbOul him.

a  OBJECTIVE: Talk to Jorleif

Al this point,  with the evidence you,ve accumulated,  you  have two possible
ways to complete this investigation,  and  both  involve  heading  into the Palace
of the Kings. You can  speak to Jorleif,  or you can check in with the suspect,
Wuunferth  himself.

neS Epilogue: Wuunferlh: Wrongly Accused?

RE Epilogue: \MIUnferlh in the Wrong
Tell Jorleif that you  believe Wuunferth  the Unliving  is the  killer. Jorleif wants to
know if you  have any proof,  so explain you've evidence of the necromancy
ln  Hierim and the amulet that looks to belong to  him. Jorleif doesn,t want to
believe this,  as Wuunferth  has been a  lrustecl friend to Ulfric for many years,
But it seems those whispers around town  had  some truth to them.  He thanks

you for your diligence af so[ying this matter. The quest concludes,  and Jorleif
takes a guard clnCl  heCICIS fo the upstairs Chamber Where VIfuunferth  resides.
He puts him in chains and takes him down
Palace. You can watch  if you wish,. the
about his innocence.

to the  BIG arks  prison  in  the

Flutters  inclignantly

Wuunferlh.  He's obviously in  some way responsible.  But how?

a  OBJE(TIVE: Speak to Wuunferth

Wuunferth openly mocks your terrible detective work when you  tell  him the
killer has struck again.  Request that he  helps you  find  the  real  killer,  and  he
asks why you thought Wuunferth was responsible  in the first place.  Mention
the journals and amulet,  clnd  he angrily replies that he,S a  member Of the
College of Winterhold  in good standing.  Furthermore,  he never kept a

iourncll.  He wants to know what the amulet looks  like,.  after you  describe  it,
he knows it to be the  Necromancer's Amulet,  a  legendary item. Wuunferth
has been  noting that the killings are tied to some kind of necromantic ritual-
tomorrc)w night,  in the Stone Quarter,  in  fact!

a  OBJECTIVE: Patrol the streets of the Stone Ouarler ql night

Ouesl (onclusion
\^/air until  nightfall  the  next evening.  The  place  is  unusually quiet,  until you
stumble  upon Calixto Corrium  speaking with a woman  (usually in the market
area).  A moment later,  he attacks her.  Stop that murderer!

A  OBJECTIVE: (qtch the murderer

a  OBJECTIVE: Speak to Jorleif for reward

I you,re too slow,  he runs  back to his  butchering  place,
makes his last stand. Otherwise,  he won,tgo down

without a
to  his  kne

Jorleif.  H

an kill him  using your favored weapons or beat hi

your fists.  When Calixto  is safely dealt with,  head I
s you  profusely for finally solving this  murder (and a li

less profusely if he has to
following  rewards:

The Necrom
then  sell ag

and  release Wuunferth). You  now receive the

you  sold  it back to Calixto  (which you can

The title  "Special  Investigator of Windhelm."

A free ''cleaning''  of Hierim,  so the gruesome antechamber has the flesh

and  bones removed from  it, whether you own the house or not.

>   REe¬F®rmcam¬er,£ Armuief

Poslquest Aclivilies
lt is now wise to purchase Hjerim  if you wish to.

BLOOD ON THE  ICE
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PREREQUISITES: You must be Level  80 or higher, You must visit any

large city in Skyrim

LO(ATlONS: Any Hold (opilol,  Last Vigil

ENEMIES: Ebony Worrier

¬Lt
©   mlNOR SPOILERS

A  OBJECTIVES: Talk to the  Ebony Warrior,  Meet the  Ebony Warrior at

the lost Vigil

usgiv A Mysterious MqlconlenI

NOTE       This quest is completed within the province of Skyrim. You do

not need to visit Solstheim for it to oc(ur.

Once you,re a
mighty adventurer of
considerable repute,
and you,ve achieved the
monumental  Level  80,
the  ultimate challenge
awaits.  Simply visit any
of the  mainland cities
and wander toward the
central  part of the city.  In

this example,  we journeyed to Windhelm.  ln Wndhelm,  this is the foot of the
steps leading  up to the Palace of the  Kings,  just past Candlehearth  Hall.  Loiter
for a  moment,  and an  impressively tall entity clad  in  exquisite ebony mail
cIPPrOaCheS  you.

The time has come." The Ebony Warrior wastes  no time with verbose
introductions,  informing you  that he,s done all that can  be done and  has
exhausted all avenues of adventuring  save one:  you.  You are to be his final
challenge.  Only you can  send  him to Sovngarde with  honor!  When you,re
ready to face  him,  you  must trek to  his  last vigil,  nestled  high  in  the Velothi
Mountains.

a  OBJE(TIVE: Talk To the Ebony Worrier

a  OBJE(TIVE: Meet the Ebony Worrier ot the Lost Vigil

I TARGET:  Lost Vigil, The  Rift

i=--     ---     -           i--              -±-_-=i¬      -.-ti.)
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REgiv The Mighliesl  Duel
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Assuming you want to
honor this venerable
warrior,s  last request,
head out from the city.
Your ioumey to the
Last Vigil  (which  was

previously known as
[9.T]  Miner,s Camp:
Velothi  Mountains)
means climbing  some

pretty sheer cliffs and craggy outcrops on the  Rift,s eastern  edge.  lf you,re
Fast-Traveling'  set out from either Tolvald's Cave or Fallowstone Cave,. they
are the  nearest Primary Locations.  As you  reach  the  half-buried  miner,s
corpse,  you should see the Ebony Warrior polishing  his blade.  Approach
him,  and your duel  can  begin!

43it)
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As the Bottle  Begins

Before engaging the Ebony Warrior,  make sure you're prepared for one of
the  most difficult single  battles  in your illustrious advenfuring  career:

pilfer Potent Potions: The Ebony Warrior is carrying a few potions of
healing.  When you first encounter him  in town,  attempt to pickpocket

him  and grab them.  lf that iSn't POSSible,  during your fight you  must keep

pressing the attack to stop  him from  using  these potions and  prolonging
lhebattle.

The First Cut: When you  reach the last Vigil,  the  Ebony Warrior doesn't

attack you  on  sight.  ln  fact,  unless you  blunder  into  him,  you're  usually

able to  land  the first blow.  So  make  it count!  Scour your  inventory for

potions and spells that fortify your defenses and augment your offense,
and open the  battle with your most powerful attack.

Weaponless Equals Powerless: The Ebony \^/arrior favors the Disarm Shout

(among  others), and  if he,s successful,  be sure to  have an extra Weapon
or two already flagged as  Favorites to switch to.  Scrambling  for a  blade

you've had  knocked  out of your hands  is cln  ineffective Way tO fight
thisfoe!

Careful by the CIiffs: He can also  use the Unrelenting  Force Shout,  which

can  easily send you  tumbling  off the cliffs  surrounding  the  Last Vigil.  Be

sure you're facing  the cliff edge,  not standing  on  it!

Bottle Tactics: Wearing Down the Warrior

The Ebony Warrior
Fights at range with  a
lethal  bow or at closer

quarters with a ferocious
blade.  He also uses the

previously  listed  attacks.
Aside from  the  usual
method of foe-slaying

(facing  him  with  a
weapon, which can take
a  frighteningly long  time to whittle down  his health),  the
techniques work particularly well:

Fighting with Fire: lf you,re using  magic,  note that the  Ebony \^/arrior is

marginally more vulnerable to Fire than the other elements,  since only his

shield confers Fire  Resistance,  and  he won't have il equipped  if you fight

him from range. Of course,  his bow is quite deadly.

Assassin,s Blade: With this Sneak perk and a suitably powerful dagger,

you  can  really make your first attcICk COUnt!  For an even  more  lethal  strike,
save the Jorrin  Root,  a  unique plant obtained  in  Dark Brotherhood  Quest:

To  Kill  dn  Empire,  and  use your Alchemy skill  to craft an  incredibly potent

Damage  Health  poison  lo coal your blade for this battle.

Making on Impact: The Destruction  perk Impact allows you to stagger even
the mighty Ebony Warrior,  which can  slow his assault and  Prevent him

from  healing.

Cliff Top Drop: Although  he  is  immune to falling  damage,  putting  a  little

space between the two of you  by shouting  him off a cliff may give you a
moment of respite to recover before resuming your assault.

Bows from Aboye: Instead  of hiking directly up to the  Last Vigil,  sneak

around to the stone promontory above-if you're highly skilled  in Archery

and want to hit him with a few surprise arrow attacks.

Beast Form:  Remember that you con fight the Ebony Warrior as a
werewolf,  because your attacks are surprisingly effective,  and you can

combat your foe,s tendency to heal  by sovaging  him on the ground.
For best results,  use the Totem of Brotherhood  (obtained  in Companions

Radiant Quest:  Totems of Hircine),  ideally upgraded  with  the  Lycanthropy

perk Totem of the Moon,  to summon two powerful werewolves to fight at

your side.  You  should  also equip one of the enchclnted  rings  SOld  by the
werewolves of Solstheim's  Frostmoon  Crag  (Solstheim Side Quest:  Rings of

the Werewolves*

=`.,_.E:- :.    SIDE  QuESTS
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Bottle Toctits: The More the Merrier
As with  most opponents, distraction  is a  powerful tool.  Here are some friendly
faces you can bring or summon to keep the Ebony Warrior preoccupied:

Follow Your Leclder: Make sure to bring along your favorite Follower-

someone who complements your play style-and  strike from different

directions so the Ebony Warrior can,I focus all  his attacks your way.  An

animal companion can also provide a small distraction,  although you

shouldn,I expect them to stand up to the  Ebony Warrior for long.

King of the Frost GionLs: Complete Solstheim  Regional Activity:  Karstaag,a

Resurrection*  before this battle,  and  (as you,re fighting  outdoors) you can

use one of Karstaag,s three summons to call  him to your side. This pits two

of Skyrim's deadliest foes against one another in  an epic confrontation!

Summoned from Sovngarde: Complete Main Quest:  Dragonslayer and
Epilogue before this battle, then  use your Call of Valor Shout,  summoning

one of the three ancient Nord  heroes  (Gormlaith Golden-Hilt,  Felldir the

old, or Hakon One-Eye) for 60 seconds of additional carnage.

Afronach AIfack: With the necessary spell,  staff,  or scroll,  summon

a  powerful  Flame,  Frost,  or Storm Thrall to aid you.  A true master

of Coniuration  magic should  summon a  second thrall for even  more

assistance.

The Winged Snow Hunter: Complete Main Quest: The Fallen  before this

battle,  then yell  for Odahviing  using  the Call  Dragon  Shout.  Attack from

the ground while the dragon  strikes from above.

A Flying Steed You Need: Better yet, complete Dragonborn Main  Quest:

The Gardener of Men,  and  unlock all three Words of the Bend Will Shout.

Then summon Odahviing  (or bind another dragon)  and fly to the Last

Vigil.  Ready your  projectile  spells or Shouts and  rain  death  on  the  Ebony

Warrior from above!

A Fine Steed Indeed: You  may even be able to coax your trusty steed  into
battering the Ebony Warrior as well.  Since this may prove fatal to the

horse,  make sure you can afford a replacement, or call  upon the  immortal

Arvak instead.

''    FTi#        Why  if¢f  fry  es!i  eff!i¢  asbeve  f¢  iiid  in  this  ferecieus  3resguss?

Quest (onclusion
Once you,ve triumphed clnd the Ebony Warrior departs for Sovngarde,

you can  inspect his corpse for a variety of extremely impressive items. Take
everything,  use what you  need,  and sell  the rest.  You can  rightly claim to be
the  mightiest warrior  in  Skyrim  since Ysgramor himself!

>  Ebony Bow of Winter

>   Ebony Arrow [I3)

>  Ebony Sword of the VImpire

>   Ebony Shield of Fire Suppression

>   Black Soul Gem (Grand)

>  Daedra IIeart

>   FIawless Gems (6)

>  Human Heart

>   Ebony Armor oI Regeneration

>  Ebony Gauntlets of Extreme Wielding

>   Ring of Peerless Wielding

>   Necklace of Shock Suppression

>   Ebony Boots of Frost Suppression

>   Ebony Helmet of Wafer-breathing

PREREQUISITES: None

INTERSE(TING QUESTS: (allege

of Winterhold Ouesl:  Under Saarthol

a:'''''     _       _    I-''---'''          E>
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LOCATIONS: (allege of Winterhold/  Folgunthur,  Folgunthur (rypt,

Geirmund's Hall,  Reochwater  Rock, Saarlhol

(HARA(TERS: 6ouldur, Tolfdir

ENEMIES:  Dmugr/  Draugr Thmll/  Frostbite Spider, Jyrik 6auldurson/

Mikrul  Gouldurson, Sigdis Gauldurson, Skeever

a  OBJECTIVES: Investigate the trypti( messuge,  Investigate the

Gouldur legend, Loom the truth from Dqynas Valen, Read Daynos

Volen's notes,  Find the Gouldur Amulet Fragment in  Folgunthur,  Find

the Gouldur Amulet Frqgmem in Geirmund/s Hall,  Find the Gouldur

Amulet Fmgmenl im Saorlhal/  Reforge the Gouldur Amulet, Thke the

Gouldur Amulet

This quest can  be started  in  any number of ways.  There's no "optimal'' way
to  begin,  and  no one to speak to about it. You,re  most likely to just stumble
across it somewhere as a part of your adventure.  Here are some of the

possibilities:

When exploring any of the locations for this quest,  such as Saarthal  (in

College of Winterhold Quest:  Under Saarthal), you  may find a cryptic
note on the boss that begins this quest. These all  point you to copies of the

bock Lost Legends of Skyrim.

Or, you  may find the book first.  Copies of lost legends are all over the
world,  and  reading any of them,  such as the one in  Farengar's library
in Dragonsreach, will give you some background and direct you to
Folgunthur.

Or, you  may simply enter Folgunthur on your own and find the body

of Daynas Valen.  His notes provide the clues that guide the rest of your

journey.

ou migh"ake through this quest.

er for the phces you visit, but lhi

ee all Ike locations in a  logical  progression.

Deep in the  Reach,  the
southern  road follows the
river as  it winds through
the canyons toward
Markarth.  At one  point,
the road crosses a bridge
with a  large waterfall to
the south.  Head  up the
rocky slope, onto a dirt

path that leads to the
rushing  streclm, and follow the Streambed through the falls.  Hidden  behind  is
the entrance to  Reachwater Rock.  The  "Rock//  in  question  is  inside the cavern:
a  natural stone island with  a  single gnarled tree,  above a gloomy lake.  A
dead adventurer lies against the tree, and a pedestal stands nearby. There
are two  items of interest on  the pedestal:

>   Antienl Edict               >   Ememld DrtlgOn CIaw

The Edict is particularly worrying,.  it tells you to leave this place,  as whatever
was sealed in here was done at a great price. Take the Claw as well, and
once you choose to  ignore the warning'  this quest continues!

THE  EBONY WARRIOR      FORBIDDEN  LEGEND
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A  OBJE(TIVE: lnvesligote the cryptic message

I TARGET: The dead adventurer

lf you  haven,I already,  check the adventurer,s  body.  ln addition to some

potions,  he also  hcIS a COPY Of the book lost legends of5kyr/'m, which
tells the tale of the Arch-Mage Gauldur and  his three sons,  all  murdered  in
ages past. could this sealed tomb be connected to the legend? The book
doesn't say,  but it does mention one place that is:  Folgunthur,  near the foot of
Solitude,  far to the north.

a  OBJECTIVE: lnvesligote the Gouldur legend

I TARGET: Daynos Volen,s JoumoI/ outside Folgunthur

AIthough the objective  is out of the cave, you can see a  Nordic  Puzzle Door
set into the rock wall above the pedestal.

PLIZZle Solution: The door consists of three  ,,rings,, that rotate when you
activate them.  Each  has three animclls  plated  into the stonework,  and the
central keyhole is unlocked  using  the Emerald  Dragon Claw,. the  puzzle  is
inaccessible without it.  The  puzzle solution  is cICtually On the  Palm Of the

ClcIW;  rotate  it in your  inventory to See the three Circular PetrOglyPh  Carvings
on the CIaw,s palm.  Move the rings so the Bear,  Whale,  and Snake appear
on  the outer,  middle,  and  inner  rings,  respectively.  Then  insert the  Emerald
Dragon Claw into the keyhole.

Through the door,  a  long  hallway greets you, along with three additional
doors thclt grind open  One after the Other.  They lead to a  second  (and
completely sealed)  Nordic  Puzzle Door. This features different petroglyphs
and your Emerald  Dragon Claw doesn,I fit the keyhole.  You return  here
zenith of this quest.

I.       _                .     ..-F
obsession with  the Gauldur legend,  which  he,  too,  has trcICed  tO  Folgunthur.

>  Daynds Vqlen's Journal

#ng¥*   NOTE     Due to the varied nature oflhis quest, you (an simply head
here and read  Doynas Vqlen/s Joumal first or obtain the

from Doynos himself, inside Folgunlhur. There are many options for

Bring the history of the hated Gauldersons!

A  OBJECTIVE: Learn the truth from Daynas Valen

I  TARGET: Doynos Volen,s Notes,  in  Folgunthur

Tf.c:   EL,.=e=  Sc=ci_``   '`',
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ne> Be Bound Here, MikruI: Murderer, Betrayer

Open the ominous Iron  Doors of Folgunthur, watching  for a trigger plate in
the initial tunnel; you don,I want to be skewered  by the spikes shooting from
the dragon  busts on either side of you.  Note the corpses of the adventurers
and  Draugr strewn across the passage,. you're far from the first to venture into
this tomb. At the bottom of the tunnel steps is a claw keyhole,  which  seems to
have already been opened,  and  requires the Ivory Claw  (which  DayncIS  has,
according  to  his  journal).

Inside the entrance room  is a  Nordic Puzzle.  lt,  too,  has already been
solved. The exit opposite leads to a  pressure plate and fire trap and the
first live  Draugr  in  the tomb.  The  passage continues  into an  expansive
subterranean  banquet hall,  with  Draugr literally peeling  away from the walls
and  oily floors and  lamps to roast them with.

Enter the passage on the banquet hall,s far side, where a floor grate
drops away as you  step near.  You are fortunate that the drop onto spikes  is
filled with water.  Carefully step around the grating or use the wall  lever to
close  it and  lift you  out of the  pit;  then  ascend  the  spiral  steps.  This  leads to
a  balcony overlooking  the banquet hclll  and the  bloody remains Of Dclyncls
Valen,  cut down close to another claw keyhole.  Search  his corpse for two
important items:

>  DaynasVIIen,s Notes         >   lvoryDragom(law

a  OBJE(TIVE: Read  Daynos Volen,s notes

Grab the items, and leaf through the notes.  Daynas,s obsession and years
of painstaking  research finally led  him lo the surprising truth about Gauldur
and  his sons and the  powerful amulet that bound the brothers together.  lt
is obviously powerful,  But is it worth  the danger involved  in assembling  the

pieces? Yes,  of course  it is!

a  OBJECTIVE: Find the Gauldur Amulet Fragment in  Folgunthur

I  TARGET: Mikrul Gouldurson, in  Folgumhur

a  OBJECTIVE: Find the Gouldur Amulet Fmgment in Geirmund's Hall

I TARGET: Sigdis Gouldurson, in  6eirmund's Hall

A  OBJECTIVE: Find the Gauldur Amulet Fragment in Soarthal

I TARGET: Jyrik Gouldurson, in Sqorthol

Insert the Ivory Dragon Claw into the keyhole  by Daynas,s corpse.  This  lowers
the bridge,  Forcing you  into combat with the Drc]ugr beyond.  Battle through,
into a small crypt (watch for a floor trigger and  spear trap in the chamber to

your left)  and around to a  Nordic  Lever Puzzle.

Puzzle Solution: There are four levers,  each  moving  a  particular set of the
four portcullises that block your pclth.  Pull  the  right-front and  left-rear levers to
open your path.

Head down the steep stairs, watching for a  rock-fall trap.  Open  the
wooden door into a guardian chamber with  two Draugr near their thrones
and  a  large central  grating.  Currently/  if you  pull  on  the wall  chain,  you,re

pierced  by darts.  There  is a  trick to opening  this grating:

:JE:A_:'`   SIDE  QUESTS
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Puzzle Solution: There are two levers, one by each throne.  Both of them
rotate walls that block the nearby doors, allowing you to enter the chambers
beyond. The right one currently allows you to access a semicircular chamber
adic]cent to the throne and  lever.  Baffle the Draugr before inspecting the three
large stone heads,  each wiin an animal  petroglyph  in  their maws.  \^forking
counterclockwise from the first petroglyph you see, the order is snake,
Whale, and  Hawk.  Return tolhe grating chclmber,  and  Pull the lever by the
left throne  until the rock wall shifts to open  into a second,  almost identical
chamber.  The difference is that there are three pillars.  Rotate them so that
the Snake Faces out from the first pillar  (facing the doorwc]y)/  the whale
fcICeS Out from  the Second,  and  the  Hawk faces from  the third,  mimicking  the

petroglyphs  in the mirrored  room you  just came from.  Now when you  pull the
chain,  the grate opens.

Wind your way down the long spiral steps to cI Waterlogged tunnel With
Frostbite Spiders to tackle. The open doors at the far end  lead to a  long  hall,
flanked with coffins.  As you enter the hall,  the doors slam shut behind you
and the lights go out.  Crypts to either side of the room open,  and  Draugr
begin to emerge  in the darkness.  Quickly use a  Nighteye spell or power if

you can,  then  battle the guardians.  When the foes are vanquished,  the lights
come back on.  Step up to another Nordic  Puzzle  Door.

Puzzle Solution: Move the rings so the Hawk,  Hawk, and  Dragon appear
on the outer,  middle,  and  inner rings,  respectively. Then  insert the  Ivory
Dragon Claw into the keyhole. Venture forward,  and open the doors leading
into  Folgunthur Crypt.

Brother Battle: Mikrul Gouldurson

The crypt is a  massive chamber, flanked with  coffins and a  main  tomb at
the far (southeast) end. When you,re about halfway across the crypt, the
sarcophagus bursts open,  and out clambers the fearsome Mikrul Gauldurson,
now a  Draugr of considerable power!  Aside from  his inherent toughness,  he
also wields the Gauldur Blackblade,  a  powerful sword with an Absorb  Health
enchantment.  He  is accompanied  by Draugr Thralls:  weak,  unarmed  Draugr
that do little damage but crowd the space,  making  it hard for you to flee from
Mikrul,s reach.

Especially at low levels, you  may find it harrowing  to fight Mikrul  in
melee combat,  as every blow he delivers rapidly refills  his health.  Followers
and summoned creatures are best left behind,  since Mikrul can drain  their
health  just as easily.  The  safest bet is to refrain  from  being  hit Qt all.  Back
away as best you can, dodge his blows, and use a bow or spells to whittle
down  his  health.  lf desperate measures are called for, you can  lump across
the sarcophagi along the sides of the room to flee and  regroup.

Once Mikrul  falls,  any surviving  thralls also die.  Be sure you  pry Mikrul,s
bony fingers off his vampiric blade, which  is an  exceptional one-hclnded
weapon. There are two other items oF interest,  too:

>   Gauldur BIuckblude                     >  Writ of Sealing

>  Gauldur Amulet Fragment

Don't be fooled  by the ''fragment''  pc]rt:  MikruI's amulet fragment is a  full
amulet in  its own  right and  has a solid  Fortify Health enchantment. The
Writ has a curse against Ike Gauldurson brother written  upon  it. To exit the
chamber,  move to the far (southeast) end and insert the Ivory Dragon Claw
into the right-side keyhole (the left leads to a rockfall).  This removes the
spear bars and allows access to the treasure chamber, which also contains
a Word Wall.  Now leave Folgunthur out of the southeast Iron  Door,  push out
a  sarcophagus lid for a shortcut into the bclnquet hall crypt,  and  retrace your
steps back out.  On your way'  use the Ivory Claw in the first puzzle room to
open a secret door with a chest.

>   Word ol Power: Frost Breulh

_  _EEEitEH

Here, Sigdis: Murderer, Betrayer

submerged crypt passage leading to a a est

Travel to Geirmund/s
Hall,  east of lvarstead
in  the  hilly forest close
to Lake Geir.  Enter the
cave and crush the two
Skeever,. then peer down
the  massive sinkhole  in
the center of the room.
Drop into the water
below. Aside from  the

and a dead end, there are steps
up to an  Iron  Door.  Slash your way through  Frostbite Spiders, watch for a
trigger plate that launches darts,  cmd  hecld down  into a WCIterlOgged  Crypt.
Aside from  Draugr,  there are Nordic puzzle pillars to inspect.

Puzzle Solution.. Stand atop the steps and face down into the
waterlogged crypt.  On the  left (south) wall are two small  petroglyph  plaques
showing a  Hawk and a Whclle.  On the  right (north)  wall,  there are plaques
showing a Whale and a  Snake.  Continue along  the crypt,s left side,  and  spin
the two pillars to show the Hawk and the Whale.  Backtrack,  and continue
along the crypt's  right side,  clnd  SPin the two Pillars tO Show the Whale and
the Snake (the first of these already shows the Whale and so doesn,I need to
be moved).  Then  pull  the lever to open the portcullis doorway.

Head  info the ruined  hub
chamber with a fallen
bridge and steps up to
an  altar.  You,ll  return

here  later,  so simply
check the corpse on
the altar for a key and
epitaph, where  Lord
Geirmund keeps  his
eternal vigil. To open  the

Iron  Door behind the altar (Adept),  use the key or pick it.  Pass the Arcane
Enchanter and turn  left (west), as the direct route to Sigdis Gauldurson,s
sarcophagus is blocked.  Climb the steps,  kill the Draugr on the balcony
overlooking the  hub room,  and  ignore the easily spotted  lever (unless you
want spears in your sides).  Instead,  pull the hidden one just behind you to the
right (southwest).  This  lowers the  bridge.

Figh

locked d
Use anot

raugr as you cross  (you can  jump to the  rightand open a
xpert] to reach a small treasure room, then  retrace your steps)
er on the  middle ''island''  to lower the second  bridge, c]nd

fight through  into a  small passage.  Watch the floor trigger, or face swinging
axes around the corner. Quickly step to the wall  lanterns between the blades
to avoid them.

>  Lord Geirmund's Key           >  Geirmund's Epimph

Brother Battle: Sigdis Gtiuldurson

Follow the passage
around and  into the tomb
of Sigdis Gauldurson.
The moment he steps
from  his sclrCOPhaguS,  he
teleports away/  and you
suddenly hcIVe more than
one Sigdis to deal with!
His  Illusory  Duplicates

spell  means that two of
leS are  magical doppelgangers.  During the frenzy of combcIL  it

may be difficult to tell,  but Sigdis,s duplicates have a few subtle differences:

The Gauldur Blackbow Signis uses dishes out significantly more damage

and drclins your Magicka.

The dopplegangers are wreathed  in a slight blue glow.

The doppelgangers,  helmets don,I have horns, while Sigdis,s helmet does.

The three foes fire from their platforms,  forcing you  to strike them  using

your favored weaponry.  Sigdis teleports around clnd Summons duplicates
again  periodically/  speeding  up if you destroy both duplicates o,r as his
health  falls.

FORBIDDEN  LEGEND
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Focus your attention on  Sigdis,  as he,s the only one taking damage.  After

you  kill  him,  any illusions are dispersed,  and  an  exit doorway behind  his
coffin  slides open  once.  Be sure you  pry Sigdis,s twitching  fingers off his  bow,
which drains Magicka from forgets. There are two other items of interest,  too.

>  Gauldur Blackbow                   >  Writ ol Sealing

>  Gauldur Amulet Fragment

once again,  sigdis's amulet fragment is a  real c]mulet, this lime with a  Fortify
Stamina enchantment. The Writ has a curse against the Gauldurson  brother
written  upon  it.  Exit via the newly opened corridor,  leading to a  large chest
and a  lever that opens a  section of wall,  leading you  back into the initial
chamber with the pit.

ne% Be Bound Here/ Jyrik: Murderer, Betrayer
At this  point,  or
whenever you wish to
explore Saarthal and
face Jyrik Gauldurson,

you  must visit the College
oF Winterhold  and
begin the College of
Wnlerhold questline.
ConsulHhe College of
winterhold Questsforall      -    --ri

pertinent information.  Here,s what you  need to do:

Complete College of Wnterhold  Quest:  First Lessons,  proving your

magical aptitude and gaining admittance to the College, where you'll

train  with  Tolfdir.

Begin College of Winterhold Quest:  Under Saarthal,  and  explore the

excavation.  The route to take,  and the Nordic Puzzle solutions,  are

detailed  in  lhal quest.  This culminates  in  the discovery of c]  giant glowing

orb thc]t floats  in a  bubble of writhing  magic,  at the opposite end of the

room.  lt is pulsing and  made of some strange,  unknown  material. Tolfdir

is transfixed  by this but averts  his gaze when a  ferocious-looking  Draugr

rises from  his eternal throne chair.  You,re about to face the third  brother,

Jyrik Gauldurson!

Brother Battle: Jyrik Gouldurson

yrik Gauldurson  is
coursing  with evil  magic,
and for the first ten
seconds of the battle,
he is  utterly impervious
fo any attacks.  Use this
time to step behind cover
or let any summoned
creatures you may
have conjured or

Followers  bear the  brunt of his  attacks.  Eventually/  Tolfdir realizes that all your
combined offensive capabilities aren,I having an effect,  so  he turns to the Eye
and  focuses his attacks on the crackling globe.  A few seconds  later,  he yells
thatJyrik  is vulnerable.  Attack.I

To  further complicate  matters, Jyrik  is  bathed  in  an  elemental  shield  that
cycles through  the different elements clnd  iS  impervious tO attacks  from the
same element.  So,  if he,s  bathed  in fire,  then  any Flame-bcISed  spells  have  nO
effect on  him.  Use  attacks from  clny Other element instead.  If you  have only
one type of elemental  magic  (i.e.,  only  Fire),  wait a  few seconds until Jyric,s
shielding  changes elements,  and  then  strike!

F!P       Jyrik  is gxtrems!y v#iner«b!e to frog? tlesiditige whsii  he?s ®n

fire/  and  when  e!1¬eSeal  ill  a  frOSi  S!iielal,  he/a  Very  ,Vull?erCb!e  iC

fiFe6  usSg  ihi;  !¢  your  ffialVtinteng®!

With Jyrik Gauldurson  gurgling  his last curse,  tum your attention  to  his  unique
weapon,  although  not one he wields in  the battle with you:  the Staff ofJyrik
Gauldurson, which  lies on the altar in front of his throne.  Grab  it,  and the
other items of interest on  his corpse:

>  GauldurAmulel[ragmeml         >  WritofSeqling

>  Slulf of Jyrik Gauldurson

EIiE
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As you  might expect,  his amulet fragment has a  Fortify Magicka enchantment,
while the writ has a curse against him written  upon  it-  Now use the  Iron
Door behind the orb to exit the chamber,  which leads to a fern-filled grotto
and an ancient word wall. Absorb the power before you exit back into
the excavation  sire,  releasing the  portcullis with  a wclll  handle and exiling
Saarlhal.

>  Word of Power: Ice Form

ife Be Defeated Here, Gauldurson Brolhers!
With the three Amulet
Fragments  in yollr

possession,  all  that
remains  is to  return  to
Reachwater Rock and
enter the  long  hall that
was sealed when you
first visited  this  tomb.  (If

this  is  your first visit,  see

above for directions to
the cave.)

Puzzle Solution: Move the rings so the Hawk,  Hawk,  and  Dragon
appear on  the outer,  middle,  and  inner rings,  respectively.  Then take the
Ivory Dragon  Claw you found  on  Daynas Valen's corpse  in  Folgunthur,  and
insert it into the  keyhole.  Continue down the steps  beyond and enter the
Arch-Mage Gauldur's tomb.  Approach the altar at the far (northwest)  end of
the elaborately constructed  room.  Here you,ll  find  three Amulet Pedestals.

As you  set the Final Amulet Fragment down on the pedestal,  three
spectral forms congeal from the ether on an  inaccessible  balcony above you.
The power of the Gauldurson  Brothers  is strong enough to defy death-lwice!
Now you  must Face Mikrul,  Sigdis,  and Jyrik again,  only this time they c)ttack
one after the other!

Mikrul  is the first to step forward,  teleporting  to the room,s Far end as
sarcophagi  burst open  around  him.  His thralls are back,  stronger than  before
and  now fully armed.  This time,  your best bet is to c]vol.d Mikrul and go after
the thralls first,. you  don,I want to be surrounded  by weapon-swinging  Draugr.
Once you  slay them, Mikrul should  be easier to defeat.  Again, you  may be
better off attacking  him from  range: That strategy is even  more effective here,
since you can  leap across the gaps in  the platforms,  but he must walk around
them. When Mikrul  falls,  he returns to the upper platform and drops to a
knee.

Sigdis steps forwarcl  next,  this time joined  by three ghostly duplicates.
Again,  their helmets are a telltale clue:  The real Sigdis has curled  horns on
his helmet, while the duplicates  have vertical  horns.  Ignore the duplicates and
crush Sigdis cls quickly as you  can-

Finally/ Jyrik steps forward.  He  is  not  invincible  here,  but he,s  still  a

powerful sorcerer- At several  points in the battle/  he teleports away to regain
a  little composure before attacking again.  Use the same strategies as before
to target his elemental weaknesses clnd  bring  him down.

After you deliver the final  blow to Jyrik,  the three  brothers regroup at
the altar.  Suddenly,  the sarcophagus behind them opens.  The brothers turn,
Sigdis  lets out a  shout,  and a  brilliant blast of light wipes  them  from  existence.
When the dust settles, a spectral figure  (could this  be Gauldur?) oppeors and

grants you  what you  seek:  ln  a  flash  of light,  the Amulet Frc]gments combine!

A  OBJE(TIVE: Take the Gquldur Amulet

Quest (onclusion
Claim the  reforged amulet and wear it proudly-you,ve earned  it.  While you
may never wield  its  unique c]biliries as the  brothers once did,  the amulet is  still
immensely powerful,  fortifying your Health,  Magicka,  and  Stamina  all  in  one.

>  Gauldur Amulet

Postquest A(tivities
After claiming  the amulet,  jump  up to the  high  platform  and  inspect the  newly
opened  sarcophagus.  Search  Gauldur,s skeleton,  and you can find a sizable

gold  reward as well.

¬J:T;   SIDE QUESTS



PREREQUISITES: None

INTERSE(TING QUESTS: Side
©   mINOR SPOILERS

Quest:  No One Escapes Cidhm Mine

LOCATIONS: Morkqrlh,  Nepos's House, Shrine of Tolos, Silver-Blood

Inn,  Morgret/s Room, The Treasury House, The Warrens/ Weylin,s

Room

CHARACTERS: Betrid Silver-Blood,  Eltrys,  Gorvey/  Kleppr/  Margret/

Morkqrlh (ity Guard, Mulush gro-Shugurz,  Rhioda, Thonor

Silver-Blood

ENEMIES: Donnel,  Dryston,  Nana  lldene,  Nepos the  Nose,  Uqile, Weylin

A  OBJE(TIVES:  Read  Eltrys'  Note, Go to the Shrine of Tales,  Find

evidence about Morgret,  Find evidemce about Weylim,  (OplionqI)

Obtain the key to Morgret's room,  Read Morgret's Journal,  Find

evidence about Thomr,  (Optional) Obtain the key to Weylin/s room/

Read Weylin,s Note,  Find out who "N" is,  Find evidence about Nepos,

Return to EIlrys

REgiv murder in lhe Marketplace

n  your first visit to

arkarlh,  just after

you enter the entrance
gc)te, you  immediately
hear a  man  shouting,
"The  Reach  belongs to

the Forsworn!,,  before
he murders a  market

patron  in cold  blood.
The Markarth City Guard

quickly overpower and  slay the maniac  (watch your own sword swings  if
the lunatic turns on you,  as you don't want to accidentally strike a Markarth
inhabitant).  You can quickly speak to the other traders,  before a  man  named
Eltrys approaches you.  He surreptitiously hands you a  note.  Read  it,.  he is
requesting  a  meeting  in  the Shrine ofTalos.

>   Eltrys, Note

a  OBJE(TIVE: Read Eltrys, Note

a  OBJE(TIVE: 6o to the Shrine of Tqlos

I TARGET: Shrine of Thlos, in Morkarth

Before the body of MargreLthe woman who was cut down-is carried
away for rites and  burial, quickly check her corpse; you,ll find a  key that can
come in  handy.

>  Key lo margrel,a Room

"A!N!NG                      THE  INVENTORY

Enter the shrine and
locate Eltrys, who  is
attempting a clandestine
investigation of a
conspiracy within  the
city.  This  isn't the first

brazen  killing  by the
Forsworn,.  indeed,  the
City Guard seem to be
actively covering  up this
slaughter.  Eltrys tasks

you with  finding  out
more  information about
the folks  involved:  the
attacker, Weylin, and
the victim,  Margret.  For
further  hints,  ask  Eltrys

exhaustive questions
about the Forsworn and
those  involved.  For more
motivation,  Ellrys says  he,II  pay you  handsomely for what you  uncover.

A  OBJECTIVE: Find evidence about Murgret

I  TARGET: Silver-Blood Inn,  in Markorth

A  OBJECTIVE: Find evidence about Weylim

I TARGET: The Warrens, in Morkarth

E]EB        ¥®u  ¬ffire  usntieFterke  the  f®i!®Wimg  imVeStigtiti©n  im  ffirey  Order,  ti"d

y©us  ¬eem  breGk  eff from  Case  line  Of qUeStiO«ing?®  ¬emPi®Te

«ii®thsr.  Etieha  time  your  Guest  Cbje!!i.¢e  upd¬!tes significesnt!yj  return  te

E!irys  (im  glee  shrime)  f©  inf¢rm  him  anal  receive  3  SiZ!ih!e  reW«rd  (2CO  gc!.tl

pieces eceeti  time).
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§iiveFouB!¢od  !nne)  anal  ®le?oi!i  mare  i!iferm«tisn  afa¢ui  i!1e  gifFmek,  cand  wh?

5ife®  iS  #h®re.

ffi"argreI: Shadows Around Every Corner

Head  into the Silver-Blood  Inn, where Margret was staying'  and  have a quiet
word with  Kleppr the barkeep.  Steer the conversation toward Margret, who
Kleppr says prepaid an entire month,s rent for the  nicest room at the inn.

a  OBJECTIVE: (OptiontiI) Obtain the key to Morgret,s Room

I  TARGET:  Kleppr, in the Silver-Blood  Inn, in Morkorlh

FORBIDDEN  LEGEND      THE  FORSWORN  CONSPIRACY
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you obviously need to search Margret's  Room,  and  for that you  require a  key
or a  Lockpick skill.  There are various ways  of entering  Margret,s  Room:

Unlock the room  using the key you  uncovered  from Margret's corpse,  if

you were quick-thinking  c)I the  start of this quest.

(Lockpick [Apprentice])  You can  ignore  Kleppr completely and-once the
coast is clear-use Lockpicks to open  the door.

(Persuade)  You  can  sweet-talk KIeppr  into giving you the  key.

(Gold)  Simple bribery does the trick,  too.

(Intimidate)  As does a  not-so-veiled threat directed at the barkeep.

(Pickpocket) With an appropriate Pickpocket, you can ease the key into

your possession.

>   Key to Margrel,a Room

Inside Margret,s  Room,  there,s several  trinkets to  steal,  but the  real find  is
located  inside the end table.  Open  it,  and secure Margret,s Journal.

>  Margret's Journal

a  OBJE(TIVE: Rend Margrel's Journal

I TARGET: Morgret's Room, Silver-Blood  Inn,  in Morkorlh

Open the journal:  It seems Margret was an agent employed by General
Tullius and  was tasked  to  inyesligate the  powerful  Silver-Blood  family,
specifically Thonar Silver-Blood, the owner of Cidhna Mine. You  have the
information you seek,.  leave the inn.  You,re  met outside by a city guard,  who

gives you what clppears to be a threat if you continue poking your nose  into
the affairs of the Silver-Bloods.

a  OBJE(TIVE: Find evidence obouI Thonar

I TARGET: The Treasury House, in Markorth

/``,c      FIB        you  ¬Gn  (OmP!ete  till  the  i!1VeS?igtifiOnS  tit  Once  if yeiJ  WiS!i,

aithougit vvhen  you  return  fr®m  finetliltg  Out  more  tib®ui Tiiomeer

er  Nep®s/  «  nexsfty fcate  hats  befcaiien  E!irys, Therefore;  if you/ris  after  Seme

¬®ifl  for your treaeb!es,  ccmp!ets  the Weyiin  tiitd FAargrei inve:;?igti!ielis

first;  7!!FTveilig  Them  im  before  tti!king  tc  Thcnesr  9r  itePOS,

ife Margret: The Spilling of Silver-Blood
Climb the  hewn  steps to
the elaborate Treasury
House,  and enter. You,re
usually greeted  by
Rhiada,  the  Silver-BIood/s

maid,  who challenges

you  on your antics after
you ask to see Thonar.
You  can:

(Persuade)  Pretend
Thonar is expecting

yCJN -

(Bribe)  Use some coin
to win  her over.

(Intimidate)  Or attempt
a  fear-inducing

utterance.

This allows you access  into the dining  room, where Thonar is usually
eating.  No matter your line of questioning, Thonar is the leader of this city,
and  he  ism,I hclppy at you  butting  into business that doesn,I concern you.
You,re told to leave,  just as you  hear a commotion  in an adioining  room.
Thonar,s servants,  Donnel and  Nana  lldene,  reveal themselves to be  Forsworn
ancl  have already killed  Thonar,s wife,  Betrid,  in  cold  blood!  They now turn
on you;  defeat them  both.

EEM
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Thonar is shaken  but ready to talk.  He reveals  held  made a deal with
the  Forsworn.  When  the Nords conquered Markarth, Thonar spared  King
Madanach,s  life and  locked  him up in the Cidhno Mine.  ln  exchange,  the
ousted  king agreed to use his Forsworn to kill Thonar,s enemies.  But Thonar,s

grip on  power  is obviously slipping.

ife weylin: A Subsistence Existence

a  OBJE(TIVE: (Optional) Obtain the key to Weylin/s room

a  OBJE(TIVE: Read Weylin,s Note

I TARGET: (Optional) Garvey/ and Weylin/s Room, the Warrens, in

Morkorlh

Weylin the  murderer
worked as a  miner
and  lived  in  the grim
underbelly of Markarth,
in a  place known as
the Warrens. Journey
here, and gain some
further  insight  into

Weylin,s grim  life'
Start with  the  bullying
foreman of the smelter,
Mulush groShugurz.  He
won,I tell you what he
knows,. he doesn,I care
enough to be involved  in
Weylin's antics.  React by
leaving  or by:

(Persuade)  Saying  he
must know something.

(Bribe)  Bribing  him  to  reveal  some  information.

(Intimidate)  Telling  him  he,d  better start cclring.

lf you,re  successful,  Mulush  reveals Weylin  WCIS Slipped a  Piece Of Paper
the last time he was  paid.  Now move into the \^/arrens.

The second person
to interview is Garvey,
who runs the Warrens
where the poor make
their pitiful existence.  He

isn't keen  on  just handing
over Weylin,s key to you.
You  have the following
options:

(Persuade)  Tell  him  it
is  important.

(Bribe)  Press some gold  into  his filthy hands.

(Intimidate)  Inform  him  this wash,I a  request,.  it was  an  order.

(Pickpocket)  Display your impressive  Pickpocket skills and take the key  by
stealthy means.

When you  recICh  Weylin,s  room  inside the \^/arrens,  you,ll  notice  it is
locked  (Very Easy).  However,  picking the lock simply raises the alarm and
isn,I recommended  if anyone is watching.  Neither is striking Garvey, who
holds the key.

>  Key lo Weylin,s Room

Once  inside Weylin,s  room,  steal  from  his chest.  There  isn,I much  to  line your

pockets with,  but the chest does contain  an  important clue:  Weylin,s Note.

>  Weylin,s Note

Open the note,  which contains the order for the assassination  in the market.  lt
is  simply signed  "-N.,,

r3~E';T;   SIDE  QUESTS
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A  OBJE(TIVE: Find out who ,,N" is

I TARGET: Dryston, in Markorlh

tin: On flle Nose

The moment you step outside from the Warrens,
name of Dryston strides up to you and threcltenS tO teach you a lesson.
There,s  no way out of this brawl,. expect a pummeling  if you don,I retaliate.
After you  punch  him down,  he squeals the name of his employer:  the city,s
old administrator,  Nepos the Nose.

a  OBJE(TIVE: Find evidence about Nepos

I TARGET: Nepos's House, in Mqrkarth

FiP         Y©us  sha®ar!al  ti®fimiieiy  eas*¬fe  up  wiBhe  Eitgrys  usred  se¬usr®  some  g©idi

pie¬e§  bef®re  asne¬®v©riaeg  rm®Fe  ©"iS  C®negPiererey!

With Nepos,s thug beaten into submission, ascend the steps to reach the
administrator,s house,  and step inside.  You,re sfalled  by Uaile,  Nepos,s

protective housekeeper.  She refuses to let you speak with Nepos but relents
when the old man beckons you to his hearth.  Nepos is wizened, clnd  he
confesses to directing Weylin  in the murder,  under orders from Madanach,
who he describes as the ''King  in  Rags." MadclnaCh  used to rule Markarth
before the Nords drove out the Forsworn.  Somehow,  he still commands the
Forsworn.  Nepos's servants think you've heard enough and attack you.  Stay
and  fight,  or flee the dwelling.

a  OBJE(TIVE: Return to Eltrys

I TARGET: Shrine of Tqlos, in Morkorth

Eltrys must be informed immediately!  Unfortunately/ as you enter the shrine
and Venture tO his location, you See thCIt Eltrys has been  killed-almost
certainly by the city guards  milling about. Guards immediately accuse you of
snooping  and frame you for the recent murders,  including  that of Eltrys!  You
are to be banished to the Cidhna Mine. A place where no one escapes.

Quest (ontlusion
Prior to  Eltrys's demise,  he rewards you with gold for your investigations of
Weylin and Margret.  Be sure to see him  before your other investigations,  or
don't expect any coin!

>  Gold pieces [Leveled]

Postquest Activities
Side Quest: No One Escapes Cidhna Mine begins immediately_

PREREQUISITES: (omplele Side

Ouesl: The Forswom (onspiracy ©   mlNOR SPOILERS

lNTERSE(TING QUESTS: Side

Ouesl.. The Forsworn (onspimcy/  Grisvar,s Shiv*

LOCATIONS: Morkorth, (idhno Mine, Morkorth Ruins

CHARACTERS: Borkul the Beast/  Braig/  Duoth,  Grisvar the  Unlucky/

Modanoch/  Murkanh Guurd,  Odvon, Thonor Silver-BIood,  uraccen,

Urzogo gro-Shugurz

ENEMIES: Dworven (enlurion,  Frostbite Spider

A  OBJECTIVES: Ask a prisoner about Madana(h, Get post Borkul the

Beast, Thlk to Grisvor about getting a Shiv,  Bring Grisvar the Skooma,

Talk lo Modonqch/  Hear Braig,s story/  Return to Modanoch/  Kill Grisvqr

the  Unlucky/  Retum lo Modonoth,  Follow Modonoch,  Kill Modanoth,

Sear(h Modanuch/s body/  Escape (idhna Mine

a  OBJECTIVE: Ask a prisoner about Modonath

I TARGET: Umccen, in (idhno Mine

mining silver ore until you drop. You can  reply with subservient or sarcastic
remarks to Urzoga,  before she opens up the cell door and you're allowed
into the mine.



The quickest way to finding out more information about McldanaCh, Who
appears to run the prisoners on this side of the  mine,  is to speak with
Uraccen.  He,s  usually sitting  by the campfire  in  the  prison,s  middle chamber.
You can make up whatever story you like about why you're here, and
ask him about the prison,s illicit Skooma trade,  but be sure to ask him two
important questions..

I.   The location of Madanach.  Unfortunately/  nobody gets to speak with  him

without getting  past Borkul the  Beast.  You  may ask for more  information

about this Ore bodyguard, or step over to see him yourself.

2.   Information on obtaining a  Shiv a  more subtle and cruel  method of

protecting yourself.  A man  named Grisvar has a spare one,  if you,re
interested.  This  begins Side Quest:  Grisvar,s Shiv.

a  OBJE(TIVE: Get post Borkul the Beast

Borkul the Beast is standing guard  by a  locked gate close to the campfire.
You can get on  his good side by revealing your bloodlust,  or offer a  more
measured  response. When you  ask to see Madanach,  Borkul  refuses until you

pay the toll-c]  Shiv. You can:

Tell  Borkul you don,I have a Shiv.  He suggests you get one.  Complete Side

Quest:  Grisvar,s Shiv from  this  point.

(Pickpocket)  Use your  impressive  Pickpocket skill  to pry Borkul,s  Key from
his  pocket without him  k.mowing.

(Persuade) Tell  Borkul that Madanach  is expecting you.

(Brawl)  Or offer to fight Borkul for access into Madanach's chamber.  Fight
the Orc,  here by the campfire,  and ba»er him with punches until  he falls to
his knees and tastes  his own  blood.

Once you succeed at any of these plans,  Borkul hands over the key to
Madanach,s room, and you may progress.

>  BorkuI's Key
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negiv Miming lhe Mind of Madanach

a  OBJECTIVE: Talk to Modanach

Forswom or  Nord Alliance:  At this point, you con choose

lo side with Madnno(h, the leader of the Forsworn, against

the Nords who hove usurped his kingdom.  Follow the quest sections marked

alliance you wish to be qsso(idled with.

Forsworn Alliance: Modqnach/s Tusks

Forsworn AIliance.. Open the barred door that Borkul was guclrding,  Pass
by a  latrine and closed cell,  and  meet Madanach al his writing desk.  He
asks what it is that you want.  You  may answer in any way you wish,  but
Madanach points out that you are now a slave. The boot of the Nord steps
on your throat.  He mentions a  man  named  Braig,  who  has been  imprisoned
almost as  long as Madanach.  You are to meet with  him and ask why he,s
here. Madanach wants to know how widespread the injustice of Markarth
really is.  You can  ask about the Forsworn and Thonar (the mine owner)
before you leave.

"BJ[{TIVE: Hear Broig's story

Search the mine,s southern end for Braig/ who greets

you  with  a waming  motto shiv him.  Tell  him  MadancICh
has asked you to listen  to his story,  and  he asks when

you  lcISt hCId Chains around your Wrists.  Answer  him  as
you wish and again when  he asks about your family.
Then  Braig tells of his daughter Aethra,  an  innocent
caught up in  recent entanglements when the  Nords

picked  Braig  up for being  involved  in the Forsworn
uprising.  Braig  had only spoken  to Madanach once,

=._:`:-S   SIDE QUESTS
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but that was enough for the Words to execute her in front of him and throw
him  in this mine. You can ask Braig further questions,  but this has satisfied
Madanach,s curiosity`

) OBJECTIVE: Retum to Modonoth

Journey back to Madanach, who seems to have used Braig's story to drill
into you the injustices of the Nords.  Your responses can  be sympathetic or
accusatory, but if you are to escape, MadancICh needs a Show Of loyalty
from you.  He certclinly dOeSn't Want a Shiv in the back during  any planned
breakout.  He tells you to visit Grisvor the Unlucky-a thief and a snitch-and
dispatch  him so only prisoners loyal to Madanach  remain.

A  OBJE(TIVE: Kill Grisvar the Unlucky

You must kill Grisvar with your bare hands or with a Shiv if you  previously
received one from him.  As he,s the only prisoner not loyal to the Forsworn,
he has to go.  You can attack without even  speaking to him, or tell  him that
Madanach says hello, which causes him to stand ancl fight for a  bit, then flee.
Hunt him down and  kill  him,  again with a Shivoryour bare hands.  Equip

yourself with a Shiv from  his corpse if you wish.

>Shiy

a  OBJECTIVE: Relum lo Madqnoch

A  OBJ[(TIVE: Follow Mqdunoch

old  Dwarven  Ruins of Markarth and  into the city.  Duach, Odvan  (the only

prisoners you may not have met yet), and the others raucously approve.

Nord AIIiome: Madtlnath'S Detllh

a  OBJE(TIVE: Kill Madonach

a  OBIE{TIVE: Search Madontich's body

Nord Alliance: lf you wish to side with the Nords and can,I abide this
Forsworn claptrap/ you can ignore Madanach and instead begin to fight or

pickpocket him.  Killing  him  is obviously easier  if you,re cc]rrying  a  Shiv rather
than  relying on your fists. Madanach  is an accomplished  mage,  so this fight
may be difficult to conclude in your favor.  But if you do kill MadclnaCh, you
can skip any remaining conversations and search his body for the following
important items:

>  rvLadanocll,s Ncfe                  >   RAadana¬

The key unlocks the gate adiacenf to Madanach,s
informs you fhere's old  Dwarven  Ruins connecting

It¬y

rfers, while the note
s mine to Markerth

which is the only escape route. Time ta earn an early pardon!

Whether you're fleeing with your Forsworn  brothels or you've killed
Madanach, stolen  his key/ and used  it to open the gate beside Madanach/s

quarters, the time has come to leave. Maneuver down the tunnel to a gold
door that opens into Markarth  Ruins.  Dash  in a  northeastern direction along
the remains of stone steps and  metallic walkways,  and  into a  Frostbite
Spider-infested stone corridor.  Stand and fight, or run  past these large
arachnids.  If the  Forsworn are with you,  attack the spiders as a team.

Continue into a tight connecting tunnel that opens into a  large two-level
corridor with winding pipes and more dwarven automatons at the far end of
it.  Venture forward,  and they grind  into life  (depending on your level, these
enemies could be spheres or a dreaded Centurion!). When the dwarven
mechanical  beasts finally topple, continue heading  northeast,  scrambling  up
the earthen tunnel toward a golden door.

Forsworn Alliance: The Forsworn stop at the base of the steps, where
a woman  named  Kale calls for Madanach,  bringing  him all the equipment

you were stripped of when you entered Cidhna Mine.  In  addition,  you are
granted an ancient outfit of
Then the Fors

the  Forsworn  thc]t is  blessed with the olcl  magicks.
our out of the ruins and  into Markarth.

uipmenE                   >  ¬aunTlel of the OId Cods

Id Sods               >  Helmet of llle OId Gods

i ihe Old Gods

e steps to the gold doors. Madanach's Key
ut of the ruins and  into Morkarth.

Fors\^rorn Alliance: Thonar Silver-Blood  is waiting to greet Madanach as  he
exits the ruins.  He isn,I about to let the Forsworn escape from his prison,
especially after what they did to  his family.  The quest ends with the Forsworn
swarming Thonar and  killing  him.

Nord Alliance: Thonar Silver-Blood  is waiting to greet you as you  exit th
ruins.  He ism,t about to let the person responsible for killing Madanach a
his iurisdicfian without giving  him some kind of reward,  especially after th

peace you  brought to his family- The quest ends with Thonar handing you clll
your equipment back, as well as a special ring-one that a smiin would cut
off seven fingers for!  Remain calm during this time too;  if you side with the
Nords but honor, you don,I receive his ring.

Fy EquipmemI           >  Silver-Blood Family Ring

Postquesl Atlivilies
lf you sided with the Forswom, they begin a bloody rampage through the
city,  eventually reaching the gates and fleeing to DrucldaCh Redoubt deep i
the Reach.  If you  helped them, the Forsworn  in  Druadach  (and only at this
location) will  be friendly.



PREREQUISITES: None

lNTERSECTING QUESTS: Mtlin

Quest: Bleak  Falls Barrow

©   mlNOR SPOILERS

LOCATIONS:  Bleak  Falls Borrow,  Riverwood

{HARA(TERS: (omilWalerius, Lucan Valerius

ENEMIES: Arvel the Swift,  Bandits,  Dmugr,  Frost Troll, Giant Frostbite

Spider, Skeevers

A  OBJECTIVES: Retrieve the Golden (law, (ut Arvel down,  Find the

secret of Bleak Falls borrow,  Bring the claw to  Lucqn

ife Beneath the Barrow
Travel to Riverwood.
You can overhear
rumors about a  recently
robbed store;  locate the
Riverwood Trader.  Inside,
the proprietors Lucan
and  his sister,  Camilla

Valerius,  clre engaged
in a  heated discussion`
lt seems  bandits have
recently broken  into
their dried goods store
and stolen a solid gold
Ornament in the Shape Of
a dragom,s claw. Offer
your help to Lucan,. the
sibling  bickering doesn,I
stop/  but Cclmilla  seems
appeased and takes you
out lo the bridge on the
edge of Riverwood.

yA8

a  OBJECTIVE: Retrieve Ike Golden Claw

I TARGET: Golden (law

Hip       You  fese stcri?his quest by simply fldv©aet«ring into the  Bleak

Fev!is  Barrow,  Wiih¢aet  SPeGiting  ie  either Vaeierius §ib!i#g.  Yew

may also wish tc ¬r®ss-refsren¬e this quest with the Maein  Gllesi:  Bleak  Fe!!s

Besrr8W.  Be  en The look¢uf for a  Bragcnst9ne erg you  Seasreh'

first chamber, you hear two bandits around a cclmPfire talking about a  Dark
Elf heading farther into the Barrow.  End their conversation swiftly before
venturing down the stairs.

44©w \,
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Pass through the spiderwebs,  the burial  urns,  and the dead Skeever,  and
engage clnOther bandit On your WCIy tO a Ceremonial entrance room. A

portcullis  blocks your path,  and  the  lever nearby is currently  inclclive.  ln the
alcoves to the left are a trio of threeLSided  Pillars.  Approach the first,  and

you,ll  notice they can  be activated.  Each  side has a different animal carving:
the Hawk, Whale, and Snake.

Puzzle Solution: Rotate the pillars so a Snake, Snclke, and Whale face
out. The carved  Nord  heads above the portcullis (and the fallen  middle one)
hold the answer in their maws.

Hip       Htiving trouble dispatching such  a  large tirach!1id? Then setir(h

fey ti  Pcticn of Paralysis On a Shelf in the hallway  before the

puszz!e  £hGmber  find  fi  Fireball Scro!!  ¢n  ike t8bie in  the  ream  just evfrer

you des¬emd?he spiral steps.  Use these  if you  neeal to.

r a couple of weapon swipes (or magiccll  blasts), Arvel,s sticky prison
IVeS way.  He immediately flees,  lc]ughing that he won,I be sharing his

treasure with the likes of you. This  is correct,  but that,s because you,ll  be
taking him out-use a quick arrow or two in the back or other ranged
attack-or letting the denizens who lurk deeper into this crypt deal with  him.

SL,EST,5:  SIDE QUESTS
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Follow Arvel,s trail,  passing through the crypt entrance and down  into the
catacombs- The swift soon meets the dead as Arvel falls under a flurry of
Draugr attacks. The Nord undead  now turn their attention to you.  Battle them
back using your combat mettle or run north toward the open spiked gale and

pressure plate.  Keep to the extreme left,  and you can activate the swinging
gate trap without being  hit.  Instead,  use it as a  skewering device against the
Draugr. Then search Arvel. Among  his belongings is the Golden Claw and
the  Dclrk Elf,s  journal.  Read  it for  more clues on  this  Barrow,s  secret.

I  Golden (law              >  Arvel's Journal

a  OBJE(TIVE: Find the secret of bleak Falls borrow

I TARGET: Hall of Stories

You  have Lucan,s trinket,  but don,I return  it until you completely reconnoiter
this Barrow. Continue down,  battling  Draugr and searching corpses,  both
resting and animated, as you go. At the swinging  blades, sprint forward the
moment the closest blade swings past you.  Brandish your weaponry,  but don't
be overzec)Ious with fire in the passageway with  puddles; this is actually oil
leaking from a hanging  lamp/  ancl the corridor erupts if flames touch the

ground;  use this QS a trap against your bony foes.

Eventually/ you climb steps into a tall chamber with a waterfall and another
Draugr.  Although a treclsure chest can  be ransacked,  the Barrow,s secret
lies past a portcullis above the rushing stream.  Locate the chain  next to
the portcullis and activclte  it,  before SPlaShing  down the Stream and  into a
larger, curved cavern with an opening clt the far end.  Ready any ranged
attacks you can  muster,. a  Draugr (or if you're at higher levels, a  Frost Troll)
is pacing the snow bridge directly below the waterfall opening.  Strike  it with
as many projectiles as you can to weaken  it,  then engage it in a fierce battle
throughout this upper cavern and  lower bridge.  Flee to regain Stamina or
Magick if necessc]ry.  Another option  is to simply flee entirely'  although you'll
miss the scavenging on the curved path below the bridge.  Here you,ll fincl the
body of Thomas.  Follow the path around and into the illuminated entrance to
Bleak Falls Sanctum.

TRA!NiNC5                        THE  iNVENTORY                        T

Open the Sanctum doors, and weave your way to another bladed corridor.
Coax the Draugr beyond into this trap, before dashing through it,  into the
Great Chamber.  Expect clttacks from Draugr bowmen on the bridge above,
as well as  melee strikes from the ground. You can drop oil  lamps and  burn
the decaying flesh of these foes as you  head up and over the bridge, to the
Iron  Door leading  into the  Hclll  of Stories.  The  Hall  is a  long  corridor with
intricately carved Nord stonework on either side and an ornate door at the
farend.

Puzzle Solution: The door consists of three ,,rings,, that rotate when

you activate them.  Each  has three animals plated  into the structure, while
the central  keyhole  is unlocked  using the Golden Claw. This puzzle is
inaccessible without it,  as the solution  is on the palm of the Golden  Claw.
Rotate it in your inventory to see the three circular petroglyph carvings on
the Claw,s palm. Move the rings so the Bear, Moth, and Owl appear on the
outer,  middle,  and  inner rings,  respectively. Then  insert the Golden Claw into
the keyhole.

A  OBJECTIVE:  Bring the (law to Lucon

I TARGET: Lu(on Volerius

This reveals the Barrow's secret al last:  a ceremonial burial grotto with
waterfalls surrounding  the long-forgotten chamber.  Move to the carved  stone
center and check the chest. Scavenge what you need,. then inspect the Word
\^/all,  where you're granted a Word of Power!  However,  this stirs a  high-level
Draugr Lord from  his rest,  and you  must defend yourself from this final Barrow

guardian.

After the fight,  inspect the Draugr's corpse,.  he  is carrying a  Dragonstone!
Now fake the staircase on the chamber's left side, activating the handle to
raise a  secret stone slab door out into an  upper Barrow cllCOVe,  a Ceremonial
alcove,  and cln  exit Out into Skyrim.

Now it is a simple matter of returning the Golden Claw heirloom to
Lucan to complete this quest.

Quest (onclusion

>  Word of Power: unrelenting Force

>  Drugonslone

>  G®ld pieces (Leveled,. if you relum lhe Golden Claw lo Lucan)

Postquesl Activities
The Dragonstone is a valuable item sought by the Wizard of Whiterun,
Farengar SecrelFire, as part of Main Quest:  Blec]k Falls Barrow.

THE GOLDEN CLAW
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PREREQUISITES: (omplete Mqin

Quest:  Dmgon  Rising
©   MINOR  SPOILERS

INTERSECTING QUESTS: None

LOCATIONS: Swindler,s Den, Whiterun, The Bonnered More,

Drogonsreach  Dungeon, Whiterun Stables

CHARA(TEES: Alik,I Prisoner, Alik,r Warrior,  Kemtu/ Saodio/

Whiterun (ity Guard

ENEMIES: Alik'r Wqrrior,  bandit

A  OBJECTIVES: Find the Redguord woman/ Speak with Saadio or

Inform the AIik'r of Soodio's location, Talk to the AIik'r Prisoner,  Kill

Kemolu or lmform the Alik/I of Soodio,s location,  Kill Kematu or talk to

him/  Lead Sotidiq to the Whiterun Stables

ife» A Wqnled Woman
Once you've finished
Main Quest:  Dragon
Rising  and  you enter the

great city of Whiterun
via the  main gate,
expect a commotion
there.  Cloaked  Redguarc!
warriors  (who you find
out are of the AIik/r
Coterie) are in a heated
discussion with  the city

guard.  The Alik/r have
already been banned
from  most of the city
after an  incident and

iailing/  but the  men  are
determined to try and
find a Redguard woman
somewhere inside the
walls.  Speak to one of
the Alik,r if you wish,  or they stop and talk to you.

a  OBJE(TIVE: Find the Redguord woman

The woman  in question  is Saadia, who is a  barmaid  in the Bannerecl Mare.
Enter this drinking  estc]blishment and  let her know about the Alik/r warriors
looking for Redguard women.  Saadia cIPPearS agitated at this news CInd asks
to speak to you privately.

A  OBJECTIVE: Speak with Saadiq

I TARGET: The Bqnnered More, in Whiterun

OR

a  OBJE(TIVE: Inform the AIik/I of Soodio,s location

I TARGET: Redguard, on the road to or in Roriksteod

Tf,e  S'_,=t:I Sc==L`:
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Siding with Saudio:  Further Information
Whether you  intend to side with Saadia or not,  it is worth finding out more
about this woman's predicament- Away from the main hearth of the place,
Saadia  pulls a  knife and demands answers,  but this is more in an
desperation than violence. After answering her, she pleads with you to
her. Agree, or request a reward, and Saadia reveals she is a noble from
Hammerfell who fled to Skyrim and  has been forced  into hiding after an
attempt on  her life.  She sclys that her attackers are hired  by a  rival  house to
turn  her blood  into gold and drag  her back to be executed.

Saadia wishes to hire you to drive the assassins out.  Most of the Alik|r
forces are mercenaries  led  by a  man  named  Kematu.  Remove him and the
remaining  forces are  likely to  scatter.  You  need  to find  the Alik,r hideout.

A  OBJE(TIVE: Talk to The Alik/I  Prisoner

I TARGET: Drogonsreoch Dungeon, in Whiterun

Siding with Soodio or the Alik/r: Boss Location

lf you  spoke to Saadia,  she will tell you the  location oF the Alik/r Prisoner:
Speak to her to continue this quest. Then  journey to Dragonsreach  Dungeon,
enter the cells,  and SPeak to the Alik'r Prisoner through the bars. Ask about
Kematu  (which  is possible only if you were told the leader,s name in an
earlier conversation). The prisoner will give up Kematu,s whereabouts  if you

pay the fine for his relecISe.

(100 Gold)  Pay one of the guards the fine, and return to the cell to let
the prisoner know.  He then gives you  instructions on the location of
base of operations. The guards intend to let the prisoner out "e

H]gD       The oihsr,  less ingeaeisuss me?hati ef finding  out where  %e"tti

is  iecated  is tc simply 3#«mb!e ti¬rOSS the Svfiift!!er7s  Den  en  yetir

ffidiven?asrers,  on(e this qussi is tictive'

a  OBJE(TIVE: Kill Kemalu

OR

A  OBJECTIVE:  Inform the Alik,I of Saadio,s location

I TARGET: Swindler,i Den

ife Not Just a Prelly Face
Due west of Whiterun,
among  the great grclnite

protrusions,  is a den
hewn  into the dense
rocky Tundra.  Enter the
Swindler's Den and  bring

your offensive combat
to bear on the bandits
lurking  within.  You  must

defeat (or sneak past)
these thugs whether you  intend to side with the assassins or not.  Pass through
the rocky crags into a wc)terlogged corridor,  deep into the tunnel  system.
Kematu and  his troops are waiting above you.

f=,L':ST,i.  SIDE QUESTS
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No maifer who you've sided with
and question  him.  You can find out wl
to Kematu,  she
and the Redguard houses

point, you have a pivotal

A  OBJE(TIVE: Kill  Kematu or talk to him

I TARGET: Swindler,s Den

Ll                                   .            I      .                 .           ll            -I        ll       .                   .                   I                I        I.
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Siding with Suodio: Assossintllion!
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you wish fromany valuables the corpses, and then  return to the Bannered
Mare in Whiterun and  inform Saadia of your success.

Siding with the Alik/r: A Wonted Woman

Speak again  to Kematu, who informs you that his troops aren,I assassins,
but agents acting on  behalf of Redguard  Houses and  ready to bring  back
a fugitive.  Ask what they want you to do,  and  Kematu asks you to return to
Saadia  and convince her to meet you at the stables, where she'll  be caught
and brough"a justice.

A  OBJE(TIVE: Lead Saadia lo the Whiterun Stables

I TARGET: Saadio, the Bonnered Mare, in Whiterun

Now exit Whiterun with Saadia following you.  Move along the mclin
cobbled road to Whiterun Stables and around fo the side of the stable house,
where Kematu  is waiting  for you both.  He expertly immobilizes Saadia,  and

you  may speak with  him one final time to collect your reward.

Alternate PIqns
At any point after speaking to Saadia, you can  speak to the original Alik,r
warriors you met at Whiterun,s gate. They have moved to Rorikstead.
Informing  them that you've found Saadia completes the quest to the point
where you,re instructed to escort Saadia to the Whiterun Stables.

lfyou want to  help Saadia  but don,I wclnt tO battle all Of the Alik,r in
Swindler's Den, there's always a cunning double cross you can  pull  (although
the timing  is difficult): Agree to help Kematu,  and  he,ll appear in the stables
alone, only after you,ve lied to Saadia and told  her it is time to go.  lf you can
kill  Kemafu  before  he paralyzes Saadia,  she chastises you for using  her as
bait,  but you can still claim the reward from  her!

Quest (onclusion
lf you slaughtered  Kematu and saved Saadia, you  receive the following:

>  500 gold pieces

lF you  sided with  Kematu of the Alik/r,  you  receive the following:

>  500 gold pieces

Activities

If you  help ematu capture Saadia, they are both gone the next timeyou
and there  is  no further Alik/r presence  in  Skyrim.  lfyou
returns to her duties in the Bannered Mare,  and  no one

PREREQUISITES: None

LO(ATIONS: Bleakcoost (aye,
©   mlNOR SPOILERS

Froki,s Shack,  Giukar,s Monument/  Gmywinter Watch,  Loreius Farm,

Mummolh Graveyard,  PinevltCh, Twilight Sepulcher, Windward Ruins

CHARACTERS: Froki Whetted-Blade,  Homing

ENEMIES: Guordiun Troll Spirit, Mommolh Guordiun Spirit/  Mudtmb/

Mudcrob Guardian Spirit, Sabre (ot Guordion Spirit, Skeever, Skeever

Guardian Spirit, Troll,  Ursine Guurdion Spirit, Wolf/ Wolf Guardian

Spirit

a  OBJECTIVES: Defeat the Guardian Mudcrab, Defeat the Guardian

Skeever,  Defeat the Guqrdiqn Wolf,  Retum to Froki,  Defeol the

Guardian Bear/  Defeat the Guardian Mammoth/  Defeql the Sabre (at,

Return to Froki,  Defeat the Guardian Troll,  Retum lo Froki

uSuQlly  in

The S
this  is

his modest dwelling,  with  his grandson  Homing. Judging by the
estooned about the shack wc]lls,  Froki  is something of a  hunter.
ewhat mocking of the city dwellers and their new beliefs in the

i; he believes in the Nordic gods of yore, especially Kyne
r-Wife and widow of Shor, the mother of men and beasts.

ls are nclmed for her.  Ask about the trials, ancl  Froki explains
ord tradition: a test to prove your worth in the eyes of Kyne.

Agree to begin the trials, and you are told to defeat the guardian beasts
blessed by Kyne.  Froki  anoints you with the symbol of the Wolf, the Crab,
and the Skeever.  You can ask Froki for further information on the trials,  his
child,  and the worship of Kyne,  before the great hunt begins.

lN  MY TIME  OF  NEED  ''   KYNE'S  SACRED TRIALS
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A  OBJECTIVE:  Defeql the Guardian Mudcrob

I TARGET: Mudcrob Guardian Spirit, near Oiukar,s Monument

a  OBJE(TIVE: DefeaHhe Guardian Skeever

I TARGET: Skeever Guurdion Spirit,  near Windward Ruins

a  OBJE(TIVE: DefeaHhe Guardian Wolf

I TARGET: Wolf Guordion Spirit, near Pinewolch

Defeat the following three Guardian animals in  any order you wish.

ife sacred Trial: Parts I, ll, IIl

Mudcrab Guardian Spiri* ind this spirit in  the  marshy ground  between
Giukar,s Monument and  Broken Fang Cave.  Expect Mudcrabs to scuttle in
and attack as you deal with the Spirit.

Skeever Guardian Spiri*
Locate this  spirit in  the
snowy cairn  marking  the
entrance to \^/indward
Ruins,  just southwest of
Dawnstar.  Prepare for
Skeever to nip at you as

you defeat the spirit.

Wolf Guardian Spirit
Search  for this spirit
close to  Lake llinalta,  just
northwest of Pinewatch.
Combat is  likely to
include dispatching
wolves,  and sometimes
cave bears as you finish
the  spirit.

a  OBJE(TIVE: Return lo Froki

After you dispatch all three animal Guardian  Spirits,  return to Froki's Shack
and  speak to  him.  He softens his attitude to you  slightly/  reclliZing you,re

probably ready for a  real challenge.  He anoints you with the symbol of the
Bear,  Sabre Cat, and Mammoth.  He warns you to tread carefully/ as these
are mighty beasts.

O  OBJECTIVE: Defeat the Guqrdion Bear

I TARGET:  Ursine Guardian Spirit,  near the Twilight Sepulcher

a  OBJECTIVE: Defeat the Guordion Mammoth

I TARGET: Mammoth Guardian Spirit, Mammoth Graveyard, near

Loreius Farm

a  OBJECTIVE: DefeoHhe Sabre (at

I TARGET: Sabre (ot Guardian Spirit,  near Bleakcoast (ove

Defec]l the following  three Guardian clnimalS  in  any Order you Wish.

EEIE!

Tr¬  ¬i-.,`'-¢.- Scr,=Ls  I,

s_-Try_-FTin

ife s«red Trial: Pqrls lV, V, VI

a  OBJE(TIVE: Return to Froki

Spirit Locate this
spirit due west of
Loreius  Farm,  north  of
Whiterun. Venture to the
Mammoth's Graveyard

(a  Secondary Location),
and  slay this  solitary
spirit.

Sabre Cat Guardicln
Spirit: Search for this
spirit a"he base of the

glaciers along  the icy
shores of the Sea of
Ghosts,  just southwest of
Bleakcoast Cave. Other
wild animals are close,
but  not with  this  spirit.

Visit Froki's Shack once  more,  and  inform the olcl  man of your continued
successes.  You do Kyne proud,  and only one challenge remains:  to defeat the
troll  chc]mpion!

a  OBJE(TIVE: DefeoHhe Guordion Troll

I TARGET: Guordion Troll Spirit, in Groywinter Wolch

cred Trial: Part VII
Guardian Troll Spiri
Prepare for a baft!e wit
three trolls,  taking all
necessary equipment,

provisions,  and
precautions before you
travel fo Graywinter
Watch  in the foothills
east of Whiterun. Try
attracting the trolls one

once you're inside the cave,  backing out of the entrance if combat
becomes too dangerous-  Do not rest until the Guardian Troll Spirit falls back
into the ether. Then  search the location for an  impressive bow:

*  Froki/a bow

a  OBJECTIVE: Return lo Froki

Quest Conclusion
Back at the shack for one final  visit,  inform  Froki  of your final  triumph.  He  is

pleased to call you a friend and that you finally know what it means to be a
true hunter,  in the  Nordic tradition.  For this, you earn an amulet imbued with
the  Blessing of Kyne.

>  Kyne's Blessing (-IO% damage taken from wild ani"ls)

":3+LiE¬JS.  SIDE  QUESTS

I.f';*,f  Sii:#f



PREREQUISITES: None

INTERSE(TING QUESTS: None
©   mlNOR SPOILERS

LOCATIONS: Morthol, AIvq,s House,  Highmoon  Hall/  Moorside  lmn/

Movarlh's hair,  Hroggqr's House, Morthol (emetery

(HARACTERS: Alva,  Helgi,s Ghost,  Hroggar, Jarl  ldgrod  Rovencrone or

Sorli the Builder, Jonnq/ Thonnir

ENEMIES: Frostbite Spider,  Loelette the Vampire, Movarlh  Piquine/

Vampire, Vampire,s Thrall, Alvq

a  OBJECTIVES: Talk to the Jorl,  Investigate the burned house,  Find

Helgi otter dark, Ask Thonnir about Loeletle,  Investigate Alva,s house,

(Oplionol) Tell the Jorl about Helgi, Show Alvq,s Journal lo the JarI,

Kill the master vumpire,  Return to MorthaI's JorI

ife Answers in the Ash

The Hold City of Morthal  has  more than  swamp critter encroachment to
worry about;  there,s rumor around  these  parts about one of the  homes  in the
city burning to the ground.  Suspicions are rife.  Nobody is trustworthy,  and
two villagers are arguing with the city steward Aslfur as you arrive.  You can
converse with the townsfolk,  but a  more elaborate version of the rumor can
be gained when you visit the Moorside Inn and  speak to the bclrkeePJonna.
Ask her about the story behind the burned down  house.  She refers to it as
Hroggar's house.  lt burned  recently,. the dying screams of his wife and child
woke hc]If the town.  Now people fear the place, thinking  it is cursed.  Hroggclr
claims it started as a hearth fire.  Some folks started a  rumor that Hroggar was
to blame, especially since he took up with a new woman named Alva the
clay after the fire. Jonna thinks the Jarl  might even  pay someone to get to the
bottom of this.

A  OBJE(TIVE: Talk to the Jqrl

I TARGET: JorI  Idgrod  Rovencrone,  inside  Highmoon  Hall,  in MorthoI

lt's only a few steps across to Highmoon  Hall,  and a few more to reach Jarl
ldgrod  Ravencrone (or Jarl  Sorli  if the Civil War has forced  her from  power),
who is usually seated on  her throne next to Aslfur,  her husband and steward.
Address the Jarl  regarding  the ruined  house.  She knows that Hroggar blames
his wife for spilling  bear fat in the fire,  but most believe his  lust for Alva
resulted  in the arson.  Now with the rumors of the cursed dwelling,  no one will
touch the ashes.  Except for you.

a  OBJECTIVE: Investigate the burned house

The  burned house is
adjacent to the Moorside
Inn.  Head up the wooden
steps and  investigate
the odd  little glow  in  the
corner.  lHurns out to be
the spirit of the child who
died  in  the fire,  a girl
named  Helgi.  The  little

mite is frightened and
confused,  but continue to ask her your preferred questions and she recclllS the
fire.  She wants to know if you'll  play with  her. Agree,  c]nd she wants to plc]y
a game of hidcand-seek,  but not until clfrer dark. That,s the time "the other
one" comes out.  She disappeclrS  before telling you anything else,  although
she seems afraid of this other entity.

A  OBJECTIVE: Find  Helgi ofler dark

I TARGET: Helgi's Ghost, graveyard in Morlhal

Once darkness falls, after
8:00  p.m.,  journey to the
western  side of Morthal,
to the small grave among
the  rocks with  the coffin

poking  out. You won't
have a quest target to
it,  but if you  mention

your conversation with
Helgi to theJarl,  she can

tell you where to look, which activates a quest target.  Standing  nearby is a
woman.  Laelett
Defeat her a
kind  of

e Vampire comes at you with a vicious draining attack.
efore she attacks you,  she screams that Helgi  is some

ay  her,  and  then  inspect the child's coffin.  Helgi's tiny
voice tells you that Laelette was also playing this game,  but she,s glad you
found  her first.  Helgi goes back to sleep in  her ghostly world,  IecIVing you tO
find  Laelette,s  husband, Thonnir.

a  OBJECTIVE: Ask Thonnir about haelelte

O  OBJE(TIVE: (Optional) Tell the Jarl about Helgi

I TARGET: Thonnir, in MorthoI

RE» A MorlhqI Enemy
Thonnir is an anxious-looking  man who usually comes
running to grieve over the deacl body of his wife,
Laelette, who vanished  months ago.  He had assumed
his wife had  joined the war effort.  lf you question
Thonnir about his  involvement in all  of this,  he tells you
that Laelette and Alva  (Hroggar's new lady) were good
fiends.  Perhaps Alva  is part of the arson?

A  OBJE(TIVE: Investigate Alva,s house

I TARGET: Alva's House, in Morthol

KYNE'S  SACRED TRIALS       LAID TO  REST

"AIEN!rti£                        THE  INVENTORY                        THE  BESTIARY #k.!E.STS                        AT!J4S  OF  SKYRIM                        APPENDICES  AND  INDEX

I,I..:..- 1



Alva's  house  is one of the  sturdy buildings of Nordic construction  in Morthal.
During  the day, you  may see  Hroggar exiling  the structure.  You  can  tell  him
about Helgi,s ghost or that Alva was the last person to see Laelette alive.
Hroggar shows an amazing  lack of compassion for his dead daughter and
isn,t too concerned about Laelette,s fate,  either.  lt seems the only way to gain
more,information  is to search  the dwelling.  You  can:

(Lockpick)  Try the  lock on  the door to Alva,s  House  (Adept)  and  pick  it.

(pickpocket)  Or remove the key to Alva's House from  Hroggar,  ideally
without being  seen  and fined  by the Morthal Guards.

Once inside the residence,  head down  the stairs.  During  the day/  you
usually see Alva  sleeping  in  the coffin.  At night Hroggar might be  sleeping
in the  bed  upstairs.  lf she,s awake,  she viciously attacks you,  revealing  her
vampiric  nature to you.  Bring  her down  if necessary,  but don,I leave the
house without checking out her coffin.  Alva's Journal  is here and  proves that
Morthal  is uncler attack from vampires under the command of a Vampire Lord
named  Movarrh.  But this  isn,I an  assault using  steel  or spells;  this  is a  subtle
infiltration of the guards and  residents,  and  Alva  is one of the key succubi
inthis!

>  Al",sHouseKey         >  Alva'sJournal

A  OBJE(TIVE: Show Alvo's Journal lo the Jdrl

I  TARGET: Highmoon  Hall,  in Morlhol

Return  to Highmoon  Hall  and approach theJarl.  Inform  her thatAlva  is
murderer who set the fire.  When you tell  her Alva  is a vampire, theJari
understandably wants proof. After showing  her Alva's Journal,  the Jarl  is both

perturbed and  in your debt,  rewarding you with gold.  Not wishing Morthal
lo become Movarth/s feeding grounds once again after a hundred years
of peace and quiet, Jarl  asks whether you can cleclr Out Movarth's lclir and
remove his presence for good this time. The townsfolk are assembling outside
to  help with  this threat.  This  mob  (which  includes Thonnir)  is yelling  to slay Ike
vampire and all  his  ilk.  As soon as you  move away from them,  they head  for
Movarth,s  Lair.

>   Leveled gold pieces

IEIK

a  OBJE(TIVE: Kill the muster vampire

I  TARGET: Movorth/ in Movarth/s Lair

Tr_a  S-=¬-.Sc==.=s  `'

siZT¥iITin

ife Massacring Movarlh/s Minions

the vampires.  No  matter,.  a  more subtle

Head  north over the
ridge cmd out of

and they falter,  leaving
only you and Thonnir to

approach  (or coming  in
with  a  Follower or Thonnir, whom you  can  stop at the entrance if you wish to
explore alone)  is preferable an)^^/ay.  Enter the cave and descend the curved
earthen  pathway down  to an  initial confrontation with  Frostbite Spiders.
Head through  the small tunnel to the south, working your way info a  long
cavern with a vampire,s Thrall  guarding a  side tunnel.  Slay the thrall  before
he assaults you.  Then  enter the side tunnel  to the  left (north),  which  leads
to a  foul-smelling  chamber of corpses.  A thrall  is  busily going  over a  dead
villager,s  pockets.  Dispatch this foe close to the  mass grave. Take whatever
stolen  possessions you  need,  then exit to the  north.

This passage leads around to either a ground tunnel or a wooden platform
useful for long-range arrow or magical attacks or a place to retreat fo. The
main chamber is ahead of you, where two vampires, thralls, and Moyarth
Piquine reside. To slay alive, attack one at a time,  coaxing foes into narro
tunnels instead of becoming surrounded. The vampires and Movarth are
formidclble OPPOnentS,  SO Use your  judgment and  favored fighting  imPlemen

e"he lob done.

a  OBJECTIVE: Return lo Monhol's Jarl

I TARGET: Jorl  ldgrod  Rovencrone or Sorli the Builder/  in  Highmoon

Hall,  in  Morthql

Quest Cont[usion
With the vampiric threat over, feel free to explore the north chamber to grab
MovarWs Boots (which add to your Sneak), and search the storage room
with the Alchemy Lab and the connecting cavern.  There,s another thrall  to
optionally take down  before the  lair's chambers  join,  allowing you lo head
back up through the earthen entrance chamber,  where a small ghostly figure
thanks you for making  her mother feel  better.  Back in Morthal,  convene with
theJarl one final time,  and tell  her that the Master Vampire  is dead. You  are

paid  handsomely for your troubles and are congratulated  by the Jarl and the
townsfolk...who also lake a  rather large amount of credit for themselves.

>  fflovarlh/s Boots          >  Leveledgoldpie{es

Postquest Activities
Veteran explorers may be interested to know that Movarth  Piquine was

previously seen as a character from the book /mmondl B/Cod that appeared
during  adventures  in Oblivion.  ln this book,  he is a  man  betrayed  by a
vampire.

:i,:sT:   SIDE QUESTS
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PREREQUISITES:  None

lNTERSE(TING QUESTS: None

:=wTT_I_TT::,__ I,  _ _j>
©   MINOR SPOILERS

LOCATIONS: Broken Oar Grotto, East Empire (ompuny Warehouse/

Solitude, Solitude  Lighthouse, Wreck of the lcerunner

(HARA{TERS: Deeio, Joree-Ra, Ma,zako

ENEMIES:  Bandit,  Blackblood Mamuder

A  OBJE(TIVES: Put out the fire in Solitude Lighthouse/  Retum to

Joree-Ro,  Find  Deeiq ot the Wreck of the  lcerunner,  Defeat Deeia,

Find out where Joree-Ra,s bandits took the loot, Travel to Broken Oof

Grotto,  Defeat Joree-Ra

ife snuffing the Lights of Solitude

When you visit Solitude,  be on  the lookout for a
shady Argonian  character who usually lurks outside
of Angeline's Aromatics,  close to one of the city

gates.  He sometimes  beckons you over.  Step up to
him and ask what he wants.  He explains that he

nd  his sister Deeia are treasure hunters.  With the
advent of the war,  and as Solitude is one of the
Empire,s major ports,  the Solitude  Lighthouse serves
a vital  purpose  keeping  ships safe in the treacherous
waters of the Northem Coast.  Now,  if the lighthouse
went dark, one of the cclrgO Ships thatJaree-Ra has had his eye on-the
lcerunner-could  run aground and yield some sizable plunder.  Are you  in?

If you are,  agree to put out the lighthouse fire.  You can also ask about
the ship,s crew or turn  him over to the guards,  but neither helps your success
with this quest.

A  OBJE(TIVE: Put out the fire in Solitude Lighthouse

I TARGET: The top of Solitude Lighthouse

:_i  _-  =ii:-:i  _  i-E=I

Beyond the giant arch
of Solitude on the cusp
of the Northern Coast is
the  Solitude Lighthouse.

limb the  stairs  in  the

exterior,  being careful
not to aler"he lighthouse
keeper, Ma,zaka.
Although  he sometimes
confines  himself inside

his quarters within the Lighthouse,  he  may be wandering  the building.  Simply
avoid  him,  or if you encounter Ma,zaka,  kill him  or sneak up the tower so

you're  not spotted.  Ma'zaka won't spot that the Lighthouse fire is out until  it
is too late and the shipJaree-Ra wcls eyeing  runs aground.  Once atop the
Lighthouse tower,  snuff the flames  (there isn't any special equipment needed
forthis).

"AiNlfti£                     THE  INVENTORY

a  OBJE(TIVE: Return to Joree-Ra

I TARGET: Jaree-Rq, near the East Empire (ompany NIrehouse

ifegiv scullled and PIundered!

Find Jaree-Ra on the docks outside the East Empire Company Warehouse.
Speak to him:  Your actions have already caused the lcerunner to run aground
on the shoals across the bay. Jaree-Ra  has already dispatched  his sister and
his gang,  the Blackblood Marauders,  to strip the ship of valuables. You are
to  join  them.

a  OBJECTIVE: Find Deeia ot the Wreck of the lcerunner

I TARGET: Deeiq, inside the Wreck of the lcerunner

=±   EjP           The  !cerunnerruns aground  on!yduringihisquest; you  ftinit®i

stumble  upon it until you  have extinguished the b©flcom  for

Jare8-Ro.

e,  swim,  or Fast-Travel to a  nearby location  and clambe
the rugged terrain to the ship that has scraped the jagged rocks along the
coast. As you draw near, you can see Blackblood Marauders are already
stripping the cargo from the vessel- The corpses suggest that the ship,s former
crew have already been dealt with.

You  can  folk to one of the MclraUderS, Who tells you  Deeia  is expecting

you down  in  the hold of the ship.  Enter the ship/  and  head south along the
main corridor, opening the second door on your left. Wind your way down
the steps to the waterlogged hold.  Now head north to a storage alcove
where Deeia  is checking  the contents of a  large treasure chest.

Deeia says she's supposed to give you a cut of the loot-  But as most of
the loot has already been  moved,  she has another offering:  a quick death!

a  OBJECTIVE: Defeat Deeio

A  OBJECTIVE: Find out where Joree-Rats bondils look the loot

LAIDTO  REST      LIGHTSOUT!
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The Argonian  shouldn't be too terrifying an opponent for you,. quickly cut
her down and then search  her still-twitching corpse.  The note from Jaree-Ra
refers to both the "fool who did our work at the lighthouse,,  and the  location
of the plundered  loot:  Broken Oar Grotto.  Battle the remaining  Blackblood
Marauders who attempt to halt your progress from the !cerunner,  and fight

your way onto the exterior deck,. expect to dispatch about five before the ship
is empty of double{rossing cutthroats!

a  OBJECTIVE: Travel lo Broken Oar Grotto

a  OBJECTIVE: Defeat Jaree-Ra

I TARGET: Broken Otlr Grotto

When you gel back outside, you'll  notice that the rowboats loclded  uP With
loot are already gone, as are most of the Marauders. Only one remains on
the shore, with  the boat that would have carried  the last few strc)gglers away.
Deal  with  him.

<,\"'   Hip      fire AiffeFne«!e  PcaEh-Vio!enfe  is 6o!de«:  Bid y(lu serspe(i

something was tirmiss when you arrived on ihs  !ferunner!s

tieck?  Ceusidn/i keep your !"nds off the  rowboeets !otidetl with tr!!«sure/

cocid  you?  Or  did y®ve  ,'ticgidentq!ly//  impu!e  one of the  Maraudfirs  ®n

y¢"I  blade? Then there's Gn  aiiernGie  method  Cf ¬Omiin«ing:  !f yeti  a!#«Ck

erny Mtirauders  or 3te«l  «ny Of their  loot,  Oil  The  folks  on  The  lcelrusnner

turn  hostile.  You,!i  htive to fight your wtiy dovvm to  Deeifl to claim the

note from  her corpse fo continue this quesi! The best part Of this P!tin

is that although you  htive a  h«rder fight oil your hqnalS/  your reward iS

greu?er,  os the Mtirauders never leave with the loot/  so you (an cltiim it for

yours¢if,  either now or ¢nce the quest conc!tides!

ife seeing the Light

448

Optimally Fast-Travel to Solitude  Lighthouse and walk west along the
Northern Coast,  as the Broken  Oar Grotto  is neclrby.  There's a  scuttled  boat
and two recently moored  rowboats al the entrance.  Enter the smuggler,s
hideout, fashioned from wood and cavern pethways, and maneuver through
this large and looming place.  Prepare for protracted combat at long and
short ranges with  Blackblood Marauders.

i.   EiP        REememher to  ioc«ie *he  !eveFS t®  lower !h¢  briulge Sections iO

mtiite yoasr trtiversi!tg  a  ii«!e  e«sier. There tire  ec!osionoi  ei!

i«mps to strike tinal  ¬«use  a  gr©untl  iire,  iOO.  Be#er yet;  simply submerge

yourself esned  swim  «iong  the  inlet  (ide«liy while shrouding  yourself aesiilg
)      magic)?o  retie!i  tlie  rickety  usei©adi"g  basilding  es? the  grotto,s  fur  end.

Fclrther into the grotto, Marauders guard a  rickety building  used  for
unloading  iIIgotten gains. The end of the grotto, where a  sunken  ship
decomposes  in the turquoise water,  is where Jaree-Ra  is counting  his loot.
Battle up the wooden  ramps fo the top of the dock structure,  and  slay the
dishonorable  lizard with whatever deathrdealing  implements you consider
most suitable-  Then  scour the Broken Oar Grotto for any remaining foes and
any valuables you can scavenge.

Hip       Fa!ielt i"tO the Water? Thepe, use the half-suismerged ie?ty

s?eps tilrOugh¢ut this  grotto  tC  rest(ll  dry  land.  Fighting  foes?

Then  aeii!ize ike  i«gged  reck wtil!3 find  !3tifSGgeWllyS tO  hide  in,  if you/re

beeeming  ovsF¥;h8!meal.

Quest (Inclusion
Consult the Atlas chapter for any valuables you can scavenge from the wreck
of the lcerunner or Broken Oar Grotto.  Expect no other rewards.

Tr¬  Si.,de=£crL.L<  i/
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PREREQUISITES: None

INTERSECTING QUESTS: Dark
©   mlNOR SPOILERS

Brotherhood Quest: Mourning  Never (omes, The (ollege of Winterhold

Quest:  Revealing the Unseen

LOCATIONS: Arkngthqmz,  Deep  Folk (Tossing/ Mzulft,  Raldblhor,  Ruins

of Btholfr

CHARACTERS: Kotria, Toron  Dreth

ENEMIES: (haurus,  Dworven  Centurion,  Dworven Sphere,  Dwqrven

Spider,  Falmer,  Forgemaster

A  OBJE(TIVES: (Miscelluneous):  ldemify the (rystal Shard/  (Miscel_

lqneous):  Investigate the ruins of Arkmgthomz,  Reach the summit of

Arkmgthomz,  (Optional)  Retrieve Kutrio's Journal, Solve the Tonal

Lock,  (luim the treasure of Arkngthamz, Speak with Katriq, Search

for the Aetherium Shards (4),  Locate the Aetherium  Forge, Speak with

Katrio, Place the Aelherium Shards, Retrieve the Aetherium (rest,

Stand (leor,  Find the Aetherium  Forge, Shut off the Sleum,  Defeol

the Guardians of the  Forge, Speak with  Kqlria,  (Optional) Sear(h for

(rqfting Materials,  Use the Aetherium  Forge

ife ln Prepumlion
You can start this quest in  several different ways.  There,s  no  "optimal,, way to
begin,  and you,re  most likely to simply stumble across  it somewhere as  part
of your adventure.  Here are the methods of learning about this quest:

I.   Read a copy of a  book called  The Aefher/.um  \^/c]rs, which  starts the

Miscellaneous Objective:  Investigate the  ruins of Arkngthamz.

2.   Visit one of three  Dwarven  Ruins  (Deep  Folk Crossing/  Raldbthar,  or

Mzulft),  and find an Aetherium Shard without the knowledge gleaned

ram the book. The shard is  initially known  as a Glowing Crystal  Shard,

cl once it is in your possession, you're prompted to locate a copy of
which appears on your compass.

a  OBJECTIVE  (MISCELLANEOUS): Identify the (rystal Shard

I TARGET: The Aetherium Wars, locqted nearby

fr   Fffie AeEifeegiurm  WGFS

ife Advenluring lo Arknglhamz
Arkngthamz is a

previously  hidden
Dwarven  ruin  located
in  the  Reach,  lt  is  just

southeast of the Ore
Stronghold  Dushnikh  Yal,

and also a,short\\romp

the imposing  Dwarven
doors open,
this ancient



a  OBJE(TIVE: Reach the summit of Arkngthomz

I  TARGET: Tomal  Lock Chamber/ Arkmgthamz Summit

ifek©  ha©r  up  e«  it!  Kevtriee  is  asia  ti¬e9mPliSheal  tir¬iner  and  ¬!®Se-

quarrters sp©¬iev!isF/  «nd she;s  !osT »ene  ®i her  prowess;  despite

her  efih®Feeni  Sftiie.  She  ffiiS®  hcaS  ee  Wide  rerffige  Of  h©iPiasi  eOmmemifflry  GS  yeti

ffiesk©  y®usr  wffly  ihereugh  the  rusims,  from  werrffiiaeg  y®us  ®f  diesffiger  to  pointimg

Cut  haenrtl-t®-find  trefisur©.  Be#er  yet;  shoe  wem/i  FeP!«¬e  your  (urrenfr

f©iiewer  (if «my),  s© yo«  htive  n©thimg i¢  !oseo

ife shard I : Arknglhqmz Ascent

Approach  the chasm, which  has telltale signs of Falmer camps on  the
opposite side.  For the moment, however, peer down over the precipice,  to
a  fallen  pillar that leads to cI  Small  island attached  tO a  Series Of Steaming

pipes  iuftihg out of the cliff wall opposite.  Carefully climb down  the  pillar to
The  island  and  inspect the  body you find there.  This turns out to  be  Katria,s
corpse.  Look up and you,ll see she  had quite the fall.  She recommends you
search  her body for the  journal she was keeping;  she knows you,re going  to
need  it.  Grab any other items she was carrying  if you  need them.

A  OBJECTIVE: [Optionol]  Retrieve  Kqtrio's Journal

I TARGET: Kotrio,s corpse

>   Kcalria's JoE!rma!

and  down  past the  metal fence. At the far end of the sagging  corriclor is a

H[gr        ¬ite¬k the pathways tiii ti"nd find tibove you,. accersi¢nes!ly

fha®Fe  fire  FGimer  yew  iCn  Strike  frem  «  !Cng  tiiSitin¬ea

After the  Falmer nests embedded  in the chasm wall, there,a a
bridge to  head  over.  However,  if you  inspect the sealed c

(south),  Katria  remarks that it,s sealed  tight_  She,s correct,
the chest behind the door,  you can  utilize the instability of this envir
to your advantage.  Head west to the cliff edge, looking down at

pipes and giant carved dwarven  head.  Drop down to the riverbank, turn
south,  and  trek up an  inlet stream tunnel. This leads to the halffallen rear
of the chamber behind the door.  Expect Dwarven Sphere combat before
working your way around and to the east,  to the chest.  Use the  lever to open
the door from the chamber,  and  step back out onto the fallen  pillar bridge.

Cross the fallen  pillar,
then  turn  left  (west)  and
head farther along  the
ledge as more of the
rock wall detaches and

plummets  into the  river
below.  Continue up
the chasm ledges to a
large grotto with  several
cascading waterfalls

bridge spanning the chasm.  Engage a couple of Falmer and
a  Chaurus,  then  head across the bridge,  along a  small winding tunnel  lo a
Falmer hut and  two more enemies.  When they,re both  nullified, you  have a
choice of paths.  The  main  route continues  behind  the  hut,  to your  right (north).

However,  there,s a  side tunnel to the southwest.  Head  up the narrow
tunnel,  face some  more Chaurus in combat,  and climb up the ledges  leading
to a tunnel  stream.  This brings you out among the grotto waterfalls.  Wafeh

your step!  Tackle the Falmer that drops down on the narrow ledge with the
chest to your left (north),  loot the chest,  then take the plunge:  dive into the
water here and look for an underwater tunnel that leads to a cavern with a
chest.  Then  retrace your steps back to the hut room.

From the room with the hut,  continue up the path on the right (north
to emerge into a lorge cavern dotted with pine trees. The sky of the
is visible above, while a gaping  hole in the floor overlooks lhe chasm yo
crossed earlier. As the ground shakes,  Katria  remarks that her trusty 6ow,
Zephyr,  is lying on the  log protruding  halfway out above the increasingly
deep chasm.  She suggests you  retrieve it.  Carefully inch out onto the log,

tionally crouching so you don't make any fast movements and fall, and
Return to the relative safety of the ledge.  Katria hopes youlI

re of her beloved weclpon.

at the spectacular summit and the Tonal  Lock.Chamber.  Descend  under the
dwarven arches,  to a  relatively flat lower area with a variety of crumbling
masonry and scattered skeletcll  remains.  Katria  informs you that she
mentioned  ''one  more danger,"  and  this  is  it:  the Tonal  Lock wall  in  front of

you.  She  motions to the five  resonators and  tells you  that hitting  them  (with  an
arrow)  in the right order allows the doors to open.  Get the order wrong,  and

you,ll  need to prepare for an earthquake...or worse.



Hip         Before  year  ieGVe,  Pick  UP  and  redid  Kff?riGis j©aerreti!/  ifyCu

ifecavem/i  es!gr©tidy.  ©flhegrwise,  ihe  quest?ffrge?3  WOm/i  eV©re  erPPeasF

®il  yeugr  ¬®mPesSS.

A  OBJECTIVE: Solve the TomaI  Lock

Puzzle Solution: There clre five resonators that make uP the Tonal  Lock.
Bring out your favored  bow (or Zephyr),  utilize the scattered arrows on  the

ground  if you  run out of ammunition,  and figure out the correct order to hit
each resonator, There are two clues to help you:

The first clue  is the correct listing  of the first two  resonators to  hit.  This  is  the

sketch on the lost page of Katria,s Journal, which you found on  her corpse

earlier in  the dungeon.

The second clue is on the corpse of the only nan-skeletal Adventurer lying

on the ground  near your feet.  Search  him for a Scrap of Paper, which

correctly lists the second  and third resonator.  Now take careful aim...

The correct order to strike the resonators  is as follows:  Lower row,  left

(directly above the left door).  Then  lower row,  right (directly above the
right door). Then  upper row,  left (of the dwarven  heacl). Then  upper row,
right (of the dwarven  head).  Then finally,  lower row,  middle  (below the
dwarven  head).

A  OBJECTIVE: Seorth for the Aetherium Shards (4)

I  TARGET: Deep  Folk (Tossing (the  Red(h),  Raldbthor (Winlerhold

Hold), omd Mzulft (Eastmrch)

Exit the ruins of Arkngthamz by either retracing your steps or,  better yet,
by looking  for the waterlogged tunnel  in  the western wclll  Of the Toncll  Lock
chamber.  Follow the tunnel to a frighteningly high drop down  to the initial
waterlogged chamber, and then dive off into the water below. Make sure

you  hit the  river and  not something  solid,  or this turns  into a  death  plummet!
Clamber back onto the small island where Katria,s corpse is,  then  leave the
same way you came in.

ife shard 2: Deep Folk Crossing



If this  is your first time adventuring  in  Raldbthar,  head  down  the slope to

the fire lrap'  and dodge around the side corridor to the left (southeast),  killing
bandits as you go. At the end of the southwest corridor, you can  unlock a

gate  [Master],  allowing you to sneak around and strike three bandits from
above with arrows or the dwarven  ballista.  Or you can  head  right and tcICkle
three  bandits around the campfire from the ground.  Open the gate that,s in
the left (south)  corner near the roasting  fire,  take down  another bandit,  and
open the dwarven  doors to the southwest.

Expect Dwarven  Spiders and  Spheres as you continue through another
door,  heading  southwest to a  left turn and  a  spinning  blade trap.  Navigate
these rooms, watching for spilled oil as you  head  up through  a  pipe room
with  more automatons to dismantle.  Locate the elevator and  pull the switch,
descending  into a  Falmer  hive.

Doclge the spinning  blade on  the  next slope,  and  the air fills with  a
strange  mist.  Bring  down  Falmer  in  or near their  huts  before  rushing  the
steps to the  northwest.  Head  up to the second floor,  delivering death to more
Falmer.  Cross a small  bridge to the  northeast,  en  route to finding a button on
a curved stone table in one corner of this  upper level. This  lowers a  bridge to
the southwest,  allowing you to head across the rooftops above the first Falmer

"A Chamber,  around  a  golden  fence,  through  a  door,  and  down  into C]  Pipe-filled
g

Stgidm  room.

Watch for two pressure

plates that set off
crushing  traps.  Work
through the automatons,
heading  north and  then
west, through a door an
up a ramp to a corridor
with  four  buttons to tr
Ignore the other button
and  simply press the
third  one from the  left;
this one doesn'l launch
a trap.  Pass the lowered
bars, through the gate,
and  into another Falmer
camp. After defeating
all of the undesirables,
inspecHhe grinding
cogs close to the  raised
bridge.  Four cogs
have been  jammed with  bones or other implements,  and they
released  so both  lamps to either side of the bridge button
following  cogs:

Cog  #1 :  Bone  leg  jammed  into  it.  ln

side,  on  a  small  lamp  pillar.

front of the

Cog  #2:  Skull  jammed  into  ir.  On  the left (sour

attached to the perimeter wall.

are  lit.  Fin

the water pool,

Cog  #3:  Human  spine jammed  into  it.  On  the right (north)  side of the

water pool,  attached to the perimeter wall.

Cog  #4:  Dwarven  Scrap  jammed  into  it.  ln  the pool  underwater,  below
the  button  and section of bridge.

Return  to the bridge and  hit the button,  but be prepared for combat with
a  Dwarven  Centurion as the bridge connects and the door in  the far wall
opens.  Head  through,  using  the wall  lever to drop the bars,  and enter the
inner chamber.  As you enter,  Katria appec]rs to assist you  in fighting off a
swarm  of automatons.  Dispatch them,  then claim the shard at the end of the
nearby hall.

Aetllerium Shard (3 of 4)

HiES         Wkeene  ietivimg  Rffi!dbthffir/  exit  vies  the  lift  ire  cfls©  you  wisife  t®

qtiiekiy  reiuFTre  heere  ill  tthe  fuiureg  if yOus  hffiVe  the  A#uneemem

Sphere  ¬fF©m  Benedrig  Guesf:  Bis¬ernilig  tits Hrexiismusrsd«ne!,  y®u  mery wish

Fc  usse  iT  te  erefivtiie Fh©  meehevifism  in  thais  gre®rm  so  ycu  Still  aleSCendi  in?0

Bifi¬kretich  from  here  «s weilo

Tr_¬  ¥5_._tef £c_a:2i5   -/
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Katria,s Journal  mentions the final  location  as a  storage  site for  raw
Aetherium,  just outside a  Dwarven  city.  The city in  question  is Mzulfr,  on
the far eastern edge of Eastmarch  Hold.  Mzulft is a  previously discoverable
location,  but unlike the trek through  Raldblhar, you don't need to enter the city
itself.  Instead,  follow the  iournal's  lead  to search  ''iust outside''  the city,  and

enter the Dwarven  Storeroom  structure nearby.

Katria  is already inside, wondering  how best to break through the  locked
door.  You  have two choices:

Approach the gate  [Expert],  and  pick the lock.

Locate the  metal  door to the right of it [Apprentice],  open that,  and then

the second  door  [Apprentice]  in the storage area  beyond.  Both allow you

access  into the shard storage area,  where the final  piece of this puzzle  is

found.  Kalria  is elated and vanishes once again,  heading  for the  Forge.

>  AeBherium Shard (4 of 4)

a  OBJE(TIVE: Plo(e the Aetherium Shards

A  OBJE(TIVE: Retrieve the Aetherium (rest

;\   A  OBJE(TIVE: Stand (lear

After slotting  in  all  four shards  (which you  can  do one ar a  time,  if you,re
not attempting  this quest in  any kind  of succinct order)...nothing  happens.  Katria
reckons you should  retrieve the shards, which appear to  have fused  into some
kind  of crest.  Yep!  That seems fo do the trick!

>  Aelherium Crest

QUESTS:  SIDE  QUESTS

`_.I        I.lil:,'..`,        -.,-:i:I,;-I



eneath you  rumbles violently as the device and the
nd ascend  into the sky,  forming the

tower and elevator entrance! This must be ine entra
inside and  pull the lever when you,re ready.

iant,  circular

orge.  Head

"P       PFePcartiliOm for  Bti#!e:  (ome preptired!  H8ti!th, Magicka,

timd Siaminu  Potions are vittli when you  face tits ffimfl!  entity

deep within  the  bowels of the  Rift.  You should  fllso  hrimg  Fire  Resisttince

potions; tlley tire especially  useful  here.

A  OBJECTIVE:  Find the Aetherium  Forge

ife Foolfdlls qfler Four Thousand Years

When you  reach the bottom,  Katria  mentions that the ride down took longer
than  normal. Just how deep are you?  Follow the pathway/ and continue
into a gigantic subterranean chamber,  even  after the  lanterns flicker on
outomcltiCOlly.  Head across the connecting  bridges and  up the stone steps to
the top of this massive forge entrance.  Beyond the tree are two resonators.
Aim and  hit both of them  (the order doesn,I matter) to open the door. Then
head down the slope, as the air becomes more acrid. Open the door to the
south,  and enter the Aetherium  Forge.

a  OBJECTIVE: Shut off the steam

Orge powered  by the  lava fires of Tamriel,  this  marvel
cient technology is currently choked with  harmful steam.  Using the two

Cam valves on  both of the rc"'sed  platforms disperses the steam,  allowing

you to investigate the forge.  But your investigation  is interrupted  by a familiar
clanking.  The guardians of the forge helve appeared.I

a  OBJECTIVE: Defeat the Guardians of the Forge

I TARGET: Drmrven Spiders, Spheres, and the Forgemosler

be Facing lhe Forgemsler
You,re now locked  in  battle with the Guardians of the Forge.  Below is advice
on  defeclting  them.

Weapons you

Initially,  you're  swarmed
by a wave of Dwarven
Spiders from  the hatche
on  the lower gratin
level.  These  clre follow

y a veve of Dwarven
pheres from the upper
c]llways,  along with

additional Spiders'
Prepare yourself for these

choose, the incantations you  pro
ou,re facing.  Expect between Four and six foes in

es                      THE  INVENTORY

of foot!  Staying  mobile,  leaping from
the valves,  and sprinting across the lower grating you to outpace your
enemies and swing around and prepare combat,  potions, or ranged atfacke
more easily

Don't g rounded! Move to the opposite side of the chamber,  lea

your foes trailing behind,  and deal with them one at a time`

Beware of dead ends!  Stcly On either Of the Valve Platforms, Or the

grating/ and don,I head up the passages where the foes appear, the alcoves
to the sides of the grating, or down toward the lava; these are dead ends.  lf

you make this  mistake,  expect to be oyerwhelmed easily.

lt is worth turning the steam off when  prompted,  as it allows you to move
around the chamber more freely.  Do this as soon as you have an opportunity
Unlike you,  the automatons aren,I hurt or hindered  by the steam.

ln  either the  initial waves or the final  battle,  if you,re close to dec]th  or
having extreme difficulty in combat,  step back and  let Katria take most of the
dclmage.  Even  if her ghost is snuffed out,  she reforms  moments  later,  none the
worse for wear.

lf you survive the  initial waves,  the  Forgemaster clambers up out of the lavcI

pool to one side of the forge.  Check the compass so you  know which side
he,s coming  from.

As the Forgemaster emerges, you  may wish to bombard  him wi
long-range attacks,  especially if you're  hidden and can claim sneclk

Just before combclt begins,  it is most wise to consume your very best
Fire Resistance potions.  The steam  also blasts forth again,  so be sure to turn
it off  just  like

damaged

The

if you,re set on  rushing out to combat him, as you,ll  be
m  as well.

master is a unique Dwemer Automaton and glows red wit
heat.  ll is  immune to Fire but weak against frost.  Frost spells and  frost-

enchanted weapons deal significant damage against him.

After emergingJ the Forgemaster spends the first part of the battle close to
the center of the chamber,  alternating  his Fire Breath and  Fireball  bellowing.
Keep your distance,  using  ranged cmacks or spells,  and  utilize the room,s

pillars for cover.

Once damaged below 5O percent, the Forgemaster tends to battle more
aggressively,  and actively searches for and attacks you.  Also expect to feel
the beast,s two hammer arms if you try to engage in close combat. Once
again,  ranged attacks ore safer.

lf you,re sure you want to face the Forgemaster in melee combat, be
aware that he is constantly bathed  in a  Flame Cloak,  so simply standirlg close
to  him  is damaging to you!

West Conclusion

a  OBJECTIVE: Speak with Kotria

a  OBJE(TIVE: [Optionql] Search for cmfling materials

a  OBJE(TIVE: Use the Aelherium  Forge

LOST TO THE AGES
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PREREQIJISITES: None

INTERSECTING QUESTS: Side
i         ®   MINORSPOILERS

Ouesl: The Wolf Queen Awakened,  Daedric Quest: The Mind of

Madness

LOCATIONS: Solitude,  Blue Poloce, WolfskulI (ove, Wolfskull  Ruins

(HARAC"RS: Falk Firebeard, JarI EIisif the Fair, Sybille Stentor,

Vornius Junius

ENEMIES: Drqugr,  Necro"ncer,  Netromn(er Leader,  Potemo the Wolf

Queen/  Skeleton

a  OBJE(TIVES: (leer out WolfskulI (ove, Speak lo Folk Firebeqrd

ife Malevolence SIirring

yS ,iy(J|S raJX¢J»XcC='Ji-SXrtyAfr1-X`itseX&aeRAJ7RE-¢J*-in--`XX  A:i,,:   ,,~JX,   I  I

aSyOU  re

the subterranean fortress, across the canyon-sized  hole  in
the center of this vclst natural cavern, something  is frighteningly wrong.
A gclthering  mCIelStrOm Of energy  iS COngealing  atop the Central  tower
of the ruins.  But there is no time for sightseeing'. attack another incoming
necromancer as you work through some craggy funnels and oil lamp traps.
As you reach the edge of the fortress ruins, you hear a chant. A group of
necromancers are attempting to summon the spirit of Potema the Wolf Queen,
cln  insane  neCrOmanCer Who Challenged  Uriel  Ill  for the throne of the Empire

5OO years ago!



;,

PREREQUISITES: (omplete Side

Quest: The Man Who Cried Wolf, You ©   MINOR  SPOILERS

must be Level  lO or higher.

lNTERSECTING  QUESTS: Side Quest: The MOM Who (Tied Wolf

LOCATIONS: Solitude,  Hall of the Dead,  Potemo/s (otacombs,  Potem,s

Refuge/  Potemfl/s Son(tum, Temple of the  Divines

(HARAC"RS: Folk Firebeord, Styrr

ENEMIES:  Drougr, Vampire

a  OBJE(TIVES: Speak lo Styrr,  Defetit Polemo/  Retrieve Potemq,s

remains, Give Polema's remains to Styrr,  Return to Folk Firebeord

93 ife NIqlevolence Rising

ur advertturing{  the next time you enter a Hold City (such as  Dawnstar
hiterurl), a courier runs up and  hands you a message.  lt is an  urgent
lunication from  Folk requesting that you return to Solitude,  as  Potema,s

spirit is now free and a dangerous threat to Skyrim. There  is one man who
may be able to help you: Solitude's cemetery keeper, a wizard and Priest of
Arkay named Styrr.

i_4i_6  i

Venture down the corridor to the barred

you,  mocking you and  promising to raise
slays you.  The bars recede,  allowing ysu
down  more steps, and lo your first encounters

Descend the steps in the chamber with the  hang
slay your first vampire.  Beware of more attacks ham
activating  the wall  lever to open the portculhs in the
wall.  Enter the sunken  corridors,  and  hecld  SOufheaSf,  uP
cavern.  Expect more Draugr and vampire  incursions as you reach the

pillar chamber.  seek the exit to the south, which  leads  into cI Wider natural
cavern  and a  large stone entrance flanked  by Draugr.

The  lever atop the circular plinth  activates a  rotating  stone and  iron

grating;  step through when there,s a gap as the grating  rises,  A cauldron  in
the  next room  indicates the resurrection  may be under way.  Burst through the
wooden doors and  into Potema,s  Refuge.

damage upon you. The \^folf Queen  has also summoned  her inner council fo
stop you dead in your tracks. Summon your own power and remove any and
all Draugr that adyance out of their coffins or ceremonial alcoves.  Expect to
attack at least eight Draugr,  with  more appeclring at Once after you dispatch
ire first five or six. Once the Draugr are down, you can  pass the deep

purple glow clnd access the metal door at the far end Of Potema,s chamber.
The skeletal spilt of Potema begins to congeal!  Take her down  immediately,
before she can  begin  to resurrect more of her fallen  lackeys. Then gather the
bones from the throne  beyond.

>  Polema's Skull



iss the iron door behind the throne! Open it to I
Scale the steps and remove the bar fro

Draugr tum  restless.  Exit outside, and

loll  naturc]l

iron door,

the rock gully or Fast-Travel safely away. You appear to the north of
near the pass that passes the Dainty Sload ship.  Return to Solitude

of the Dead, and hand Potema,s Skull over to Styrr, who
to consecrclte the remains.

Postquesl Activities
Your dalliance with the Wolf Queen  is over!  Should you equip the shield,
expect an c>ccasional comment from the Solitude guards.

47//
A,A/   PREREQUISITES: Enter and  exit

the Whiterun buildings around the

mqrkel.

a

il¥ow

©   MINOR SPOILERS

lNTERSE(TING QUESTS: None

LOCATIONS: Northwatch  Keep/ Whiterun, Arcadia,s Cauldron, The

Bonmered More,  House of (lan  Battle-Born,  House Gray-Mane

CHARA(TERS: Avulstein Gray-Mqne,  Frolia  Gmy-Mono,  ldolof

Battle-Born, Ion  Bottle-Born/  Olfima the Golden, Thorald Gray-Mane

ENEMIES:  Norlhwotch Archer,  Northwotch Guard,  Northwatch

lnterrogqlor,  Norlhwatch Mage

OBJECTIVES: Meet Frqliu in  her home,  Find evidence of Thorald/s

fate,  Deliver proof to Avulstein/  Find a way to release Thorold from

Thalmor custody,  Rescue Thorold from  Norlhwatch  Keep,  Lead Thorald

to safety/  Return lo Frolio Gray-Mono

'/////_JCOLI/r////}//ct^;*AX+i

¬rqyINIqne Grief
he first or second
ime you  leave one of
he buildings around

hiterun,s  market

you witness the
al wrath of an

man named
Gray-Mane, the

of a  powerful

He explains  his  brother's disappearance,.  the famI'ly believes Thorald  is still
alive, captured by the lmpericllS and  held  in a  location that the Battle-Barns
are aware of.  Without proof,  the family has nothing. You're going to find
the proof.

a  OBJE(TIVE: Find evidence of Thorald/s fate

;,-fa   I  TARGET: House of (lou  BtlTlle-Born/  in Whiterun
/

/

At this point, you  have three main ways to prove whclt the Grey-Manes  have
suspected:

House Hunt: You can
locate the House of Clan
Battle_Born  (ideally while

you,re not being  seen or
when  no one is at home,
or you  risk a  Bounty
increase),  locate the

ground-flo
the northw
dwelling,

Pry OPen

bedroom on
ide of the



A  OBJE(TIVE: Deliver proof to Avulstein

Return  to Avulstein, who  is  still  hiding  out in  House Gray-Mane.  Tell  him you
have proof,  and Avulstein  is both  happy and a  little concerned.  Northwatch
Keep  is heavily guarded  by Thalmor iusticars,  and  battling  through  them
won,I be easy.  But Avulstein  is ready to swing  his axe.  You can:

Agree that he  joins you  in  the fight.

Tell  him  to  stay.  Then  optionally add  that you'll attempt to  bring  Thorald

back without spilling any blood.

Avulstein agrees to these options.  lf you  bring  him with you,  he acts as a
Follower until  his  brother  is found.

>   F®Il®wer: Avulsieim 6rtiy-Mtine

A  OBJECTIVE: Find a way to release Thomld from Tholmor custody

I TARGET: Thomld Gray-Mane,  Northwat(h Keep

ife Not for Keeps

: _tw4i8T y:



PREREQUISITES: None

INTERSE(TING QUESTS: None       ;`--J9 --ttl-N9-R--5!9-l!!Fi-

LOCATIONS: Blutk-Briar  Lodge,  Rifren, The Bee and  Barb,  Rifren Jail

CHARACTERS:  Frost,  Louis Letrush,  Moven  Black-Briar, Sibbi

Bid(k-Briar

ENEMIES: Block-Briar Mercenary

A   OBJE(TIVES: Speak to Sibbi Black-Briar, SleoI  Frost,s Lineage

Papers,  (Oplionol) Steal the  Lodge Stash, Steal  Frost/  Retum to Louis

Letrush

ffigiv Black-Briar Enlanglemems

lf you,re ever resting your weary bones  in the  Bee and  Barb public  house  in
the township of Riften,  you  may wish  to strike  up a  conversation  With  One Of
the  patrons,  Louis  Letrush.  He  usually beckons you  over for a  quiet folk.  He
needs someone to deliver a  message to Sibbi  Black-Briar.  He explclinS that he
recently purchased a fine Thoroughbred  horse named  Frost and  paid  Sibbi
half of the cost up front.  Unfortunately for  Louie,  Maven  (Sibbi's  mother)  had
him  placed  in the  jail for other crimes  (that Louis  has  no  idea  ofl,  and  the
Black-Briars  believe this debt to  be  nullified.  You,re to speak to Sibbi,  then

Frost and the lineage papers back to  Letrush.

¢  OBJECTIVE: Speak to Sibbi  Black-Briur

I TARGET: Riften Jail, in  Riflen

Tip        if you/FTe  runming With the Thieves  6ui!d  tend w®FTrieal  tib©Ut the

reper¬ussi@ns ihis quest will  have w#h Mtive«  B!Gek-Bri«r/  rest

etisy.  Y®ar  ¬tim:

§peuk t© Mtivem,  who cappreeitiies the  hetids-up  ared teii§ yous to  let the

situ«iiom  p!fly ouet6  !f you  dO»'t  kill  Letrush yours©if,  ora¬e y®us  ge  fiway

and  return  after ¬®mPl©lirsg  fiitO?Iter qusesi ¢r f«vcr/  you,!!  fired  ihoi Mdive«

hass se#ied  caI¬OuntS With  Letrush.

¬smpieie this quest wiiheui speeeking to  Mesven  eei  es!!;  ti§stimimg yore  keep

your  p!tins i®  y®ur9S!f,  M«v©It  never  diSg®VeFS your  Perrt  im?his  ¬9Per.

Head out of the
one side, which leads to

guard stops you.
You can:

iail dire¬tl

that you,re let

or. Yotj risk the guard  raising the alarm,  increasing your

Move along to the cells on the upper level, where Sibbi is being hel
Speak to the lad, and it becomes increasingly clear that Sibbi didn,t own
the  horse  in the first plcICe:  ln fact,  the horse belongs tO the family/  CInd  it iS
slaying at the Black_Briar Lodge, as far as Maven  is concerned.  However, as
far as Sibbi  is concerned,  he'll pay you the other half of Letrush's payment if

you,ll steal the  horse clnd  return  it tO  Letrush.  You  can:

Agree to this.

(Persuade) Tell  Sibbi that Maven would likely pay even  more for the
information  he iusl revealed.

Or tell Sibbi that Letrush already agreed to a  payment (which  isn,I an

optimal  plan-you want to gain  as  much coin  GIS  POSSible from these twO!).

lf your Persuasion works,  Sibbi tells you of a  hidden stash  inside the
lodge that could be yours if you  can find  it.  He gives you the Stash  Key to
opemil.

>  §ibbi*s SIash ltey

a  OBJECTIVE: Steal Frost,s Lineage Papers

A  OBJ[(TIVE: (Optiomol) Steal the  Lodge Stash

I  TARGET: Block-Briar Lodge

Hgiv stealing lhe SIqllion

(Lockpick [Novice]) The door on the lodge,a northern side can be picked.

(Lockpick [Adept]) As can the  (more difficult) door on the southern side,
one floor below.

(Lockpick [Expert]) Or you can  enter via the side door in the we
ertly sealed.

rinr Lodge

room with a banquet table and a large

repare to sneak or
ummel your way

hrough the lodge
remises, as there are
i least six Black_Briar
ercenaries on guard

in  this structure.  Your
infiltration  leads to two
separate locations,
usually via the large
fireplace, However, if

enterecl via the southem door, you appear in the cel!clr area, Where you
both the Lineage  Papers  (hidden  inside an end toblel anal the Lodge

inside the strongbox,  which  is otherwise extremely difficult

[Master]  to unlock).

Frosrfs Lineage Papers            >  Gold pieces [Leveled)

MISSING  IN  ACTION   ''.  PROMISES TO  KEEP



A  OBJE(TIVE: Steal Frost

a  OBJECTIVE: Return lo Louis Letrush

I TARGET: Stables and forest/ outside Block-Briar Lodge

Quest (onclusion
Now for a spot of horse
rustling!  Simply exit

the lodge  (via any of
the exits,  assuming you
can  pick the locks),  and
search  for the stallion
close to the stables on
the lodge,s south  side.
Mount Frost and  ride him

(usucllly northwest)  into
the forest where  Louie  Letrush  is waiting.  lf you  somehow lose  Frost (but the
horse  is  still  alive),  return  to the  stables where you,ll find  him  agclin  (and  more
mercenaries).  When you greet Letrush, you  have the following options:

You can  request your payment.

(Persuade) You can  mention you'll go to McIVen  unless you  leave here With
the horse,  too.

(Intimidate)  You can  inform  him  that if he were dead, you could keep the
horse.

You can  kill  him,  taking the  money from his corpse,  although  he,

man to bring down.

Or you can  simply ride off with the horse.

>  Frost                >  Gold pieces (Leveled)

Postquest A(tivities
lf you,ve ridden off on  Frost without speaking  to Letrush,  the quest doesn't
close,  and the horse heads back to the  lodge after you dismount.  Frost can't
be sold.  If you  persuade  Letrush  and take the  horse,  expect a thug to be sent
to  rough  you  up  (this  happens as a World  Encounter).  Finally,  if you  inform
Maven  now,  the quest is  over and  if Letrush  is still alive,  you  may find  him on
the road  shortly afterward  (this happens as a World  Encounter),  killed  by one
of Maven,s men.

PREREQUISITES:  Begin  Doedric

Quest:  Discerning the Trqnsmundqne ©   mlNOR SPOILERS

INTERSE(TING QUESTS: Main Quest:

Elder Knowledge,  Doedric Quest:  Discerning the Tronsmundane

LOCATIONS: BIG(kreach, Simderion/s Field  Laboratory/ Sarethi  Farm

(HARA{TERS: Avruso Sorethi, Sinderion,  Enemies,  Dworven Sphere,

Fqlmer

a  OBJECTIVES: Discover the significance of (rimson Nirnroot, (ollect

(rimson  Nirnroot in  Blqckreoch (30),  Bring (rimson  Nirnroot to Avruso

SqTethi

ife An Unmislqkqble Warble

emer

spmwling/

e gargantuan

cifyplex of B!fltkreach. The

cflnyon-sized covem is lo tammence

uesI:  Elder  Knowledge or  Doedric

e. These both require you to secure fh

from Septimus Signus, which is the only way to access BIackreuch_

Locclte Alftand on the glacial  mountains southwest of Wnterhold.  Enter and
work your way through the Alfrand Glacial  Ruins,  battling  Dwarven  Spheres
and Spiders,  maneuvering  through the tower and connecting  chclmbers of
the Alftand Animonculory (opening the elevator back to the Glacial  Ruins
as you go).  Baffle the Dwarven Centurion  in the Alftand Cathedral to reach
a  second elevator (opening the exit allowing you to ascend to the surface
exterior),  before descending  back into the Cathedral.  Use the AItunement
Sphere to activate the Dwarven Mechanism  to cICCeSS the hidden entrance tO
Blackreach.

466u~
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The  first structure you'll

see as you step  into
Blackreach  for the first
time is a one-story,
dwarven stone structure

guarded by a  Dwarven
Sphere.  Head there,
tackling  a  Falmer along
the way/ and open
the gold door leading
into Sinderion's  Field

Laboratory.  There are
numerous key ingredients
for your crafting  here,
as well as a workbench,
Arcane lmbuer, and an
Alchemy Lab.  Sinderion
himself is  looking  a  little

worse For wear.  Inspect
the skelctal corpse to find

Field Journal.

derion's Field Joumal

Read this ioumal to begin  the quest.  These are a series of research  notes
recognizing the spectacular potential  of the rare,  subterranean Crimson
Nirnroot.  Sinderion was  in the process of collecting  30 specimens when he
died under mysterious circumstances.  Il now falls to you to complete his lask'
The first Crimson  Nirnroot is easy to spot,.  it is growing  in the Dwemer bowl
on the counter.

a  OBJE(TIVE: Discover the significance of (rimson Nirnroot

a  OBJECTIVE: Collect (rimson  Nirnroot in  Blockreoch (30)

Begin to search for Crimson  Nirnroot throughout Blackreach.  They are dotted
around the landscape and  make the same etherecll Chime When you,re  near
to them as their overworld  species.  Continue the hunt throughout Blackreach.

"j`,`.   TIP       The At!qs chopier has a  mP and  lists locations Of all  3ti+

Crims¢ll  Nirnroot plams,  Consult page  98i  tor more detoiis.  !i

;      you don/i wish to s(avenge the entire un(lergroulld  retilm,  you  Ctin  !etiVe/
"      ollcw some time to puss,  and  return once the  picked  plants  have regrOWn,

and add them to your inventory thflt way.

aLjE3TS.  SIDE  QUESTS

r r,.   t                   i  i        *fg».:  ij,   il                       t#\r?¥jrjse!s¥¬a¬`¢Mgrrf  f#rji



Avrusa Sarethi hosted
Sinderion when  he lived
in Skyrim to research
the Crimson  Nimroot.
She was a student of
sorts and  is  mentioned
"ln  his journal. tier you

finish collecting  one or
more (or 3O Crimson
Nirnroots), you  have the
option  to visit her.  You can visit her before,  but she,s far  less  helpful.

a  OBJECTIVE: Bring (rimson  Nirnroot to Avruso Sorethi

I TARGET: Avrusu Sarethi, Sorethi Form

Sarethi. She is impressed enough to offer you a tome she says
Sinderion.  You  also  receive Sinclerion,s Serendipity:

>  The NirllrO®t Missive

*   Perk: Sinderion,a Serendipity (25% Chance lo creqle a second duplictite

potion whenever you creflte ti potion using Alchemy)

Postquest Activities
Veteran explorers  may have figured out that Sinderion  is the same Alchemist
from Oblivion who assigned  a quest named  //Finding Your Roots.,,  Evidence
of this  is  presented  in  his  journal and  tome.

PREREQUISITES:  None

lNTERSE(TING QUESTS: None
©   mlNOR SPOILERS

LOCATIONS: Downstor, Windpeak  Inn, Jophet's Folly, Jophet's Folly

Towers, Sea (ove, Windhelm,  East Empire (ompony

CHARACTERS: Adelaisa Vendi(ci,  East Empire Mertenory/  Orlhus

Endqrio,  Stig Salt-Plonk

ENEMIES:  Blood Horker,  Haldyn, Mud(rob

A  OBJECTIVES: Steal Survoris Atheron's logbook,  Give the logbook

to Orlhus, Thalk to Slig Sfllt-Plflnk,  Report back to Orlhus/  Deport for

Japhel,s  Folly/ Thlk to Adelaisa,  Kill  Haldyn,  Repon back lo Adeloiso/

Fortunately/  Clan
Shatter-Shield/s office
is  right next door!
Unfortunately/  the
entrance  is  usually
locked  (Master)  during
the night,  and there
are  numerous visitors
during the day.

(Lockpick)  Pry open  the  locked  door and  sneak  inside.  T
attempt this  is during  the  night,  when  no one  is  inside the office.
is on  a  table  in  the office's far-left (northwest)  corner.  lt makes  interesting
reading.  Snatch the logbook and  leave the premises quickly.  Expect additions
to your Crime I.i you,re Caught breaking  in.

>  Survq heron's Logbook

a  OBJECTIVE: Give the logbook lo Orlhus

Return to Orthus,
been traveling to Daw
there, find oof obouI

you  have the logbook.  lt appears Survaris hcls
with pirates. Orthus wants you to head
)rkers,  and  speak with  their captain,  Stig

Salt-Plank,  regarding the whereabouts of the pirclfe,S fortress lair-



Youcan:

(Brawl)  Fight with  fists to  beat the  location  out of him.  Remember,  no

vyeaponsI

(Bribe)  Ply him  with  gold  so  he  reveals the  location.

Or you can  bring  out your proper weapons,  slay this  reprobate,  and  lift

the orders off his corpse.  Naturally,  this adds to your Crime.

Once you are successful  in your plan,  Stig  reveals that the pirates
convene at Japhet,s  Folly.

a  OBJE(TIVE: Report ba(k to Orthus

When you  return to the East Empire Company,s
Windhelm office, you find a little more activity: A
stern-faced woman named Adelaisa Vendicci is
cldmOniShing  Orthus;  sniveling  ism,I going  to get all the

gold  back that the company is losing.  Orthus explains
he has someone investigating this  plundering,  and
when Adelaisa  spots you,  she turns to you for some
action.  Inform  her that the Blood  Horkers are led  by a
battle-mage  named  Haldyn. Although a direct assault
on the Blood  Horkers  may now be more fraught that she

previously thought,  she nevertheless orders you to head  for the ships: The East
Empire Company is planning  to attack right back!  Before you  leave, you can
find out a  little more about Haldyn's fearsome control of Destruction magi

Exit the company office,  and head to the rowboat moored clt the dock.
An  East Empire Mercenary is waiting to transport you fo Japhet,s Folly.
Confirm you,re  ready,  and you,re taken aboard one of the East Empire,s

galleons.

a  OBJE(TIVE: Talk to Adeloiso

on JqpheI's Folly
er is getting  inhospitable.  Approach Adelaisa Vendicci on deck,

d ask her whaHhe plan  is.  She tells you that Haldyn has been known to
cure his hideaways using  magic  (usually island-shroucling fog)'  so they

fhey've arrived atJaphet,s Folly. As the crew are a  little  iitlery to face
uch a powerful battlemage, you're to take him out first, while Adelaisa and

n  handle the  island assault once the coast  is clear.  Literally.

:4j:2:::
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Leap from the deck and  land on  the thick sections of ice  below. Then  jump
across  the gaps  in  the  ice floe,  heading  south  until  the  folly  (the small  stone
tower)  looms out of the  mists.  To your left (east)  are the  Blood  Horker docks.
Ahead of you  is a  Sea Cave,  where a clandestine infiltration of Japhet's Folly
should  begin.  Enter the Sea Cave.

he icy tunnel,  past the rowboat. Slice open a couple
up into an  ice-laclen  storage ccIVe With  a  Stone Wall

(south)  of you.  lt is here that you,ll encounter your first Blood Horker pir
Sneak past or kill  him,  then enter the cellar pantry (where more
be gathered for the combat to come) and climb the steps up to enter Japhet,s
Folly Towers.

Begin climbing the spiral staircase, watching  for a swinging gate trap
cmd more Blood  Horker combat as you ascend  (or coax the  Blood  Horker
toward the trap and spring  it on them).  At the top of the first tower,  check the
storage rooms for items before opening the wooden door and  heading along
the connecting  passage to the second tower.  Pass the door requiring a  key
fo open  it and continue southeast.  You encounter another pirate and a  spiral
stone staircase down.  Descend  to more  Blood  Horker combat.  But remain
atop this second tower so you can face and defeat Haldyn.

Haldyn enjoys attacking with fierce electrical attacks.  When  Haldyn
finally falls,  as your quest updates,  give the battle-mage a quick search. You'll
find cl  key.  This opens the door you  passed eclrlier,  between the towers.  Head
down the spiral stairs  if you wish to encounter more foes,  and open a door

(Expert)  to a  small  storage  room  with  items to  purloin.  Exit the  island  and  let
Adelaisa  know of your morale-boosting  slaughter of Haldyn.

>  Japhel's Folly Key

a  OBJECTIVE: Report back to Adelaisq

I  TARGET: Adeloisa Vendic(i, Jqphet,s Folly harbor

GUESTS:  SIDE  QUESTS

)i)i,",,,,      '.I,    _,.,;    ,-_',t¬    i:...i!II!'



The lime  hcIS COme tO eXitJaphet's  Folly Towers-via the door you  unlocked
using  Haldyn,s Key.  You,re  in  for an explosive finale, as the East Empire
Company is bombarding the  island with  cannon fire.  Fight (or sneak)  past
the blcIStS, tackling any Blood  Horker stragglers as you go.  Make a vaguely
northeast route through  the ruined  harbor structures to the jetty, where
Adelaisa waits.

Adelaisa explclinS that She  began the bombardment Once Haldyn died,
as the fog  he conjured also left with  his spirit.  With the Blood  Horker base of
operations decimated, Adelaisa asks whether you,re ready to head back to
Skyrim and celebrate.  Refuse  if you want to explore Japhet,s Folly some more,
or agree when you want to leave.

A  OBJECTIVE: Speak to Orlhus

Ouesl Conclusion
You arrive back at Windhelm docks.  Enter the  EcISt Empire Company o#ice
and locate Orthus. When you tell him the pirate haven  has been destroyed,
he can'f express how much easier you've made his job.  Now for the small
matter of the payment. When the gold has changed hands, you can also
speak to Adelaisa.  She,s impressed with your abilities and  is happy to take
some time away from her duties to follow you.  Orthus  is now friendly toward

you,  although the folks over at the East Empire Warehouse just outside
Solitude aren,I thrilled  by your presence.

>  500 gold pieces

>   Follower: Adeloisti Vettdicci

PREREQUISITES: (onfro(I Vqmpirism   rS

lNTERSE(TING  alJESTS: None               i         ©  mlNORSPOILERS

LOCATIONS: MorthoI,  Falion/s House

(HARACTERS: Fqlion

ENEMIES: Vumpire

a  OBJECTIVES: Speak to  Folion,  Brimg a filled  Black Soul Gem to

MorthoI, Meet Foliom at dawn, Speak to  Folion, Wuit for Folion lo

complete the ritual

be out of Blackness Comes Forth Light
When fighting vampires,  there is a chance that you  may contract the disease
Sanguinare Vampiris.  While this disease can  be easily cured through  normal
means,  if left untreated,  it will eventually cause you to become a Vampire.  lf

you would  like to  remove vampirism from your body,  complete this quest.

a  OBJE(TIVE: Speak lo hlion

I TARGET: Folion, in Morthal

Journey to any innkeeper across Skyrim and ask for their rumors.  When you
have full-fledged vampirism, you will  learn that a  mage  named  Falion  in the
Hold City of Morthal  may be able to help you. Journey to Morthal clnd Seek
out Falion, who is wandering  the streets or hanging out in  his house.  He asks

you of your needs,  and when you tell  him you,re looking for a cure,  he is
surprised.  For this to occur,  it requires a filled  Black Soul  Gem,  and  for this

you will  need  to  kill  someone.

a  OBJECTIVE: Bring a filled  BIack Soul  Gem to Morthal

i    __  /._     ,giv,rd_..ck3A&te_

Here are some of the best locations from which to bring
a  Black Soul Gem  (exploration requires a thorough
search  of all  chambers within):

Fc]lion:  You can  acquire one  if you  trade with  him...

for a  pricel

Broken  Fang Cave:  in Whiterun  Hold

Hob's  Fall  Cave:  in \^/interhold  Hold

Hierim:  a  house in Windhelm that you can  purchase

>   BIq{k Soul Gem

After you have a filled  Black Soul Gem,  return to Falion,s House
him of your item.  He agrees to meet you at the summoning circle in  the marsh
at dawn. Only then shall you both banish the creature you have become.

a  OBJECTIVE: Meet Faliom at dawn

a  OBJE(TIVE: Speak to Folion

Between  3:OO and 7:OO in the morning, your quest objective updates.  Head
north  over the bridge and out of Morthal,  going  slightly northwest c]s you
cross  into the  marsh.  Falion  stands on  one of the small  scr|lb  islands within
the marsh. Tell  him you,re ready to start the ritual.

a  OBJE(TIVE: Wait for Fqlion to complete the ritual

Ouesl Conclusion
After some ritual words are sounded,  Falion Successfully pulls the creature of
the night from within your corporal  form and sends it to Oblivion. After you
come to,  Falion walks away,  back to help the inhabitants of Morthal.  You find

yourself cured of vampirism.

Postquest Attivilies
lf you ever contract vampirism again,  simply repeat this quest,.  Falion even
has a  new BlcICk Soul Gem for you to buyl

RISE  IN THE  EAST..  RISING AT DAWN
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he AgilqTed Ar9Oniqn

after to

lf you,re exploring  the
docks of Riften  that
overlook  Lake  Honrich

(which  are outside  the
city),  you,re  likely to

encounter an  agitated
rgonian  named

From-Deepest-Fathoms.  lf

ou can,t find  her,  wait
around or return  here

speak to  her,  From-Deepest-Fathoms

quickly pushes an object into your hands and  pleads with you to free her
of her burden. When you ask what she,s talking about,  she says she,s been
driven  half mad  by memories.  And this is all  the fault of a  Lexicon.  lt must
be returned to Avanchnzel-  She begs you to tclke if. Agree and the quest
continues.

>  Lexicon

A  OBJECTIVE: Take the  Lexicon lo Avonchnzel

I  TARGET: Lexicon  Receptacle, in Avanchnzel  Boilery

vents,  clnd the entrance  is atop a  series of curved walkways  hewn  I.nto the
mountain.  Enter Avanchnzel,  and wind  through  the  rumbling  tunnels to Gin
opening and  entrance below you.

::iS`i:`,
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Follow the tunnel to the south,  and begin the
with  Dwarven  Spiders.  Battle,  sneak around, or flee fro
south lo a pair of giant gold doors, and open them
high above the giant fissure below,  the specters of
From-Deepest-Fathoms talk about the amazing arch
hub chasm, you  have a choice of paths.

PoTh  I

Continue down the corridor heading  south,  with the two lanterns clt its
entrance.  Prepare to fight with  Dwarven  Spheres as you turn the corner. This
leads to a  long corridor that turns,  pcISSeS a  locked gate (Apprentice),  and
ends at a  curved  ledge down to the bottom  of the  hub chasm.  Here, you can
inspect the following:

A locked door to the south  (Master)  leading  to a  storage room with  items

you  may wish to scavenge.

A passage and  long  hallway fo the east,  sloping down  past some recently

slain  Dwarven  Spheres and ending  in a gold door to the Avanchnzel

Animoncultory.  By the dead  spheres,  you  receive another hallucination,  as

the previous expedition  notices that they are being  ignored  by the ''metal

things.,,

Pqth2
Turn  left  (east)  and  head  up the  sloping  platform  fo two pairs of gold  doors.
Then connect to a  set of corridors with a cross-shaped  stone table.

Head  up and  left (west)  at the stone table to reach a connecting  passage
that brings you  to the top of the hub chasm  (where you find the remains
of a  skeleton)  or to a  pair of gold doors  (and cl door bar)  leading  into an
Avanchnzel  balcony.  This is the  best way to exit Avanchnzel and shouldn't be
accessed yet.

Head down  (north) to a single gold door and a mechanical elevator
that takes you to the Avanchnzel  Boilery.  Alas,  the door at the bottom
elevator requires a  key to unlock and  is firmly sealed. This is actually i
escape route after you  return the Lexicon.

into AvantllnzeI

and prepare
protracted bl
Dwarven S]
Spheres (or

em).  Fortunately,
although this part

ancl elongated, the
only one route to

chamber features golden
barrels.  You  have another vision as you  approach the locked gate  (Adept)
where the pcISt adventurers  realize that hiring  a  thief for this hel.St WOulCl  have
beeh wise.  Follow the stairs through  more corridors,  and then out into a  huge,

grand  hall.  The past adventurers set up camp  here,  a  little unnerved at the
"sleeping  metal  men./,

Follow the connecting corridor through  a  storage room of metal  pots,
shelves,  anc] barrels.  Descend  to more corridors,  dwarven  mechanical  beasts
fo slay,  and  more chambers with  pots and shelves.  The past adventurers
appear in the storage  room  bathed  in  a golden  hue,  complaining  that the
metal  men aren,I sleeping anymore.

Down another corridor,  a  large and grinding chamber of cogs and
spiders awaits.  Lying on  two stone slabs are huge,  golden warriors,  clad
in  gold  but fortunately inactive.  Fight or dash  to the  right  (west),  and  up the
stairs to the  north  to quickly exit this room,  or investigate  it further  if you
wish to battle Dwarven  Spiders. Then  run down the L-shaped corridor.  The

past adventurers appear once more.  Drennen  is at the end of his rope and
flees the scene,  leaving the team one man down. open the doors and enter
Avanchnzel  Boilery.

QUESTS.  SIDE  QUESTS
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n the  increasingly ornate and tall corri

past adventurers figuring out what To do when they final

aTching  the three
aye the Lexicon  in

their grasp. When they disappear, fight spiders and spheres as you progress
down to a chamber with a desk and pistons. The past adventurers blink into

your vision once more, and Breya seems very perturbed. Watches-the-Roots
lets out a gasp. Open the door to the north, and hecld Clown the edges Of the
sloping corridor to avoid the whirling  blade trap/ which claimed Watches-

confrontation  (remember to use the upper area and  preceding  corridor to

The cube glows red,  slots into  place, clnd you finish your task.

*   Perk Antiem Knowledge (Z5% Armor Bonus while weuring ul! Dwtirven

Armor; your Smititing Skill increases  I 5% fusterj

>  Dwarven Armor

Poslquesl A[tivities
Aside from your new ability and an exploration of this vast dwarven
repository of knowledge, there are no other rewards, except what you,ve
scavenged. The cluickest way to exit is the door that the top of the steps
where the Receptacle is.  Open them,  ride the elevator up,  and exit via the
balcony'  or Path  2 described earlier.  From-Deepest-Fathoms does  not need  to
be found afterward.

PREREOIIISITES: None

lNTERSE(TING QUESTS: Side
©   MINOR SPOILERS

Quest:  Repairing the Phial

LOCATIONS: Forsaken (ove/  Forsaken (rypl/ Windhelm, The White

Phitil

{HARACTERS: Nurelion,  Ouintus Nqvqle

ENEMIES: (ummil,  Dmugr, Snow Bear, Wolf

a  OBJECTIVES: Retrieve the White Phial,  Bring the Phial to Nurelion,

Speak to Ouintus

During  a trip to Windhelm,  visit the  market stalls  in
the southwest corner of the walled city.  CIose by is
the White Phial,  a  place for pc)lions,  alchemy..,and
arguments  il seems.  Enter the premises, where the

proprietor Nurelion  is having a  heated discussion
with  his assistant Quintus  Navale.  From what you
overhear,  it seems Nurelion  (who is old,  even for an
elf),  has  been  focusing  his entire life on finding  a
mythological  "White  Phial" and has even named  his
the end of his life,  he believes he's found the Phial's I
to  retrieve  it.  Strike  up a conversati
for him.  He tells you  it is  buried
As  the Phicll W,Ill  be difficult to  reach  Nu
take with you.

Nurelion,a Mixture

a  OBJE(TIVE: Retrieve the White Phial

I TARGET: White Phial, inside the Forsaken (ove

of the  last
cart, and head

Door.  De
out, watc
Draugr c

Journey west along  River
Yorgrim and  up into the
mountains looking  for
some scattered standing
stones.  Expect wolves
along the way and a
large lantern at the cave
entrance.  Step inside,
and you're greeted by
the  (immobile)  skeleton

a try and extricate treasure from  this  place.  Pass deacl  man,s
the snow cave, where wild animal attacks are likely.
e slain,  move around to the west and open  the Iron

tops to a winding corridor.  When  it straightens
te on the floor,  or face a flurry rfs.  Then  the

rooms  has cln  Iron  Door to unlock (allowing
re chest),  but more importc]ntly there's an exit out into the

bs with  banks of the  Nordic dead,  many of which come clliVe
the exit to the southeast, into a narrow corridor ancl a
Avoid this by stepping across the floor plate as you round
I (north).  Open the Iron  Door and enter Forsaken Crypt.

ore Draugr in the grand crypt chamber.  Battle them before
the corridor, then up and around to the bridge over the

More tombs creak open, and  Draugr appear on the stone balcony
;ire. Turn  north  and watch  for the  rising floor trap ln the  semicircular
with  more Draugr to crush.  The Iron  Door leacls up to a  metal eased
3.  Follow it south,  then west into a  Draugr corridor ending  in a  swinging

blade trap.  Navigate that,  and emerge into the burial sanctum. This was the

place of Curamil,  who promptly rises again!



Battle Curamil and  his  Draugr brethren,  moving around the sanctum
so you aren't surrounded and  hacked to pieces.  FIee past the swinging
blades and  let the Draugr come to you  if the battle  is becoming  too difficult.
Then  inspect the chamber once the dead ore buried.  Head up the steps to
the Word Wall and absorb a Word of Power before heading under the
Word Wall to a seemingly dead  end.  The only scenic  point of interest is an
ancient bowl.

>  Word ol Power: Marked for Death

pegiv A Phial  Defiled

TOOm contains a  large vclriely Of ingredients,  an Alchemy Lab,  and  most
importantly of all, a Cracked White Phial to take.  PerhcIPS Nurelion won't
notice the Phial,s blemishes?  Now return to the sanctuary/  locate the Iron
Door in the southwest corner,  and  head quickly up the connecting  stairs,  into
the Forsaken Cave.  Use the wall  lever to  lower a  stone panel,  allowing a

quick exit back to the surface.

>  (rocked WIIile Phial

a  OBJE(TIVE: Bring the  Phial lo  Nurelion

a  OBJE(TIVE: Speak to Quintus

I  TARGET: Nurelion/ then Quintus/  in Windhelm

Quest (onclusion
Return to the White  Ph'ial and  present Nurelion with the Cracked While Phial,
He notices the damage.  After thinking you were at fault and then  sinking  into
a depression,  Nurelion asks you to leave,  as  he,s  not in the mood  to entertain

guests.  Then  he retires to  his bed.  Head over to Quintus,  who thanks you for
your help an)^^/ay and  hands you some gold for your troubles.  As the quest
concludes,  Quintus tries to  make  Nurelion,s final  dclyS a  little  less  Painful.

>  500 gold pieces

Postquest Activities

The White  Phial,s  power may draw you  back in to  help  Nurelion and  Quintus
once again.  But only after you complete certain  additional tasks.  Consult Side
Quest:  Repairing  the  Phial  for more  information.

PREREQUISITES: (omplete Main

Quest: The Throat of the World,
©   mINOR SPOILERS

(omplele Side Quest: The White Phial,  Passage of time: Three days

(72 hours) offer both quests finI'Sh

lNTERSE{TING QUESTS: Main Quest: The Throol of the World, Side

Ouesl: The White Phial

[OCATIONS:  Red  Eagle Redoubt,  Red  Eagle Ascent/ Stonehill  Bluff,

Sundered Towers, Throat of the World, Windhelm,          The White  Phial

CHARACTERS:  Nurelion,  Quintus Novale

ENEMIES: Forswom,  Forsworn  Briqrheart,  Giomt

a  OBJE(TIVES: Speak to Ouintus Novale ,  Retrieve the Unmellimg

Snow,  Fimd some Mammoth Tusk Powder, Take a Forswom Heurt/

Retum to Ouintus Nqvale

ife A Query from Ouinlus

is quest has several prerequisites: You m

Main Quest: Throat of the World and Side

Phial. Then you must have progressed your fldvenlure by

hours) from the timg you  finished the Side Quest.  Finally/

city for a courier to appear and find you.

Time passes.  You  may forget about old  Nurelion and the cracked phial you
found for him-that is,  until a courier appears in a town that you're visiting

(providing you,ve done all the prerequisites for starting this quest).  He has
an  urgent letter from Quintus Navale in Windhelm that must be delivered.
Open the letter and  read  it to begin this quest.  lt seems that Quintus has been
researching methods of repairing the  Phial,  and  he may now be able to...
with your help.

>  Leller from Ouinlus Navale

a  OBJECTIVE: Speak to Ouintus Navale

I  TARGET: Quintus/  in the While Phial, in Windhelm

i6~6ny _/

-     r,        a/
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Once  inside the Alchemist,s  shop,  inform  Quintus that you,ve  read  his  letter'
He tells you that he's found three  materials that, when  mixed together,  may
be able to  mend the crcICk  in  the White  Phial.  Naturally/  these  materials are
a  little hard to come by.  He requires a  scoop of Unmelting  Snow from the
summit of the Throat of the World; a tusk of a Mammoth,  ground to a fine

powder as only giants know how,. and the briar heart from a Forsworn of
the Reach.  Ask Quintus about each  material so you  learn a  little more about
each one.

A  OBJECTIVE: Retrieve the  Unmelting Snow

I TARGET: Summit, the Throat of the World

a  OBJECTIVE: Find some Mammoth Tusk Powder

I  TARGET: Grinding receptacle, Stonehill  Bluff

O  OBJECTIVE: Take a Forswom Heart

I TARGET: Forswom Briarheart, Red Eagle Redoubt

ife A Cracked Comcoclion

Material  I : The Summit of Skyrim

Head to the Throat of the World,  either by the  precarious trek to High
Hrothgar and through the deep mist,  up to Paarthurnax,s  meditation  place,
or by Fast-Traveling/  as you,ll already have visited this  perch during the Main
Quest.  CIimb past Paarthurnax to a  steep sloped area and an  unmelting
snowbank. Activate it to remove some snow.

>  Unmelling Snow

GUESTS:  SIDE  QUESTS
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Mammoth Tusk Powder is  in there. You  may fake it without being attacked  by
the giants roaming this area,  but you've got to be quick!

>  MammoIII Tusk Powder

MqleriuI 3: SIoughler al Red Eagle Redoubt
The final  ingredient is the magically enhanced  heart of a  Forsworn  Briarheart.
Any Briarhec]rt will do,.  if you don't already have one, find  one lurking atop
the mountains on  the Reach/s eastern edge.  You,re heading to Red  Eagle
Redoubt,  cICCeSSible Via a  lengthy ascent from the  Karth  River near Sky  Haven
Temple.  Approach the entrance, and  remove all  Forsworn threats from  the
exterior before entering  the interior,  known as Red  Eagle Ascent.

Pass the wooden slakes and skewered animals, and  bring your weapons
to  bear on a couple of Forsworn  in a gloomy grotto you can  ignite if you
blast the oily floor with  fire.  CIimb  up the sloping  path  and  steps  lo an  upper

grotto,  which features a flat stone plateau with an altar on  it and four or five
additional foes.  Climb the wooden  steps,  then disappear up the exit corridor
that leads back out to an  iron door and the Reach.

Turn  right  (north)  and

begin  a  battling ascent
up a  large setof stone
steps.  Make sure the
Forsworn are tumbling
off here in a spectacular
death  plummet,  and  not

you!  Head  under the
ree stone arches as

Briar H¬arl

A  OBJE(JIVE: Return to Ouimtus Novale

i;,,>S  I  TARGET: Ouintus,  in the White Phial, in Windhelm

Quest (onclusion
Return to the White
Phial and  tell  Quintus
of your success.  He

grabs the materials from
you quickly concocts a
gelling agent to seal the
White Phial as  he heads
upstairs to  Nurelion,s
bedchamber. As he
demonstrates the solidity

smiles,  uttering  the word  wmarvelous,,  before
lying  still  on  the  bed.

>  The White Phial

Postquest Activities
AIas,  Nurelion  dies  in  his  bed.  Quintus gives the  repaired  Phicll  back tO you,
for your help.  To use it,  pick the type of potion you want it to contain,  and
thereafter when you drink that potion,  the empty White Phial  remains  in your
inventory,  refilling  every 24  hours.  Quintus  is  now on  friendly terms with you.

PREREQUISITES: None

INTERSE(TIN¢QUESTS:Thieves    !`        ©  MINORSPOILERS        /

Guild Ouesl:  Loud and (leaf,  Dungeon  Quest: Whql Lies Beneath

LOCATIONS: AIchemist/s Shack/  Dushnikh Yal/  Burguk/s Lomghouse,

Duskglow (revile,  Froslflow Lighthouse,  Goldenglow Estate

CHARA(TERS: Aringoth,  Burguk

ENEMIES: (hourus,  Folmer, Mercenary

a  OBJE(TIVES: None

ife Bug Hunt
This is  more of a  curiosity than  a  real quest.  Five of the  itlSeCt Species th
inhabit Skyrim  have  been captured and  placed  into  jars.  A single exam
each can  be found  hidden across this realm,  in the following location

Torchbug in a Jar: Locate Frosrflow Lighthouse in
\Mnterhold  Hold,  head  inside (starting Dungeon

What Lies Beneclth), and move tO the fireplace
mong  the signs of the struggle. The fireplace mantel
ouses the glowing bug  in the  jar.

>  Torthbug iM Jar

Dragonfly in a Jar: Journey to the Reach, and
locate the Dushnikh Yal Orc stronghold  (perhaps
completing  Side Quest: The Forgemaster's Fingers to

in  their approval).  Enter Burguk/s  Longhouse,  open
e trapdoor to the ceilor, and look for the jar on a

cupboard under the platform.

>  Dragonfly in a Jtir

Bunerfly in a Jar: While exploring the Rift, head
along the edge of the forest on the southern foothills
of the Throat of the World,  and you,ll stumble upon
the Alchemist,s Shock.  There,s a jar with a butterfly in

sitting  on  one of the shelves.

>  BullerIIy in a Jar

THE  WHITE  PHIAL  ,.A   REIAIRING  THE  PHIAL   ,',  CAPTURED  CRITTERS
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PREREQUISITES:  Non-Orc (haracter

lNTERSE(TING QUESTS: None
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LOCATIONS:  Dushnikh Yal,  Mar Khazgur,  Norzulbur

CHARA(TEES: (hief Burguk, (hief Lomk, (hie[ Mauhulakh

ENEMIES: [Rqndom]

A  OBJECTIVES: Find the Forgemqsler,s Fingers/  Bring the  Forge-

mosler's Fimgers to [Orc (hief]

`                                                                        /

t\:4jS:,i
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and  outsiders have  no place here.  Answer that you,re a traveler (you  must
keep your answers as pleasant as possible),  and  he tells you to stay out,.

you,re  not Blood-Kin.  Politely ask  how you  can  convince  him  to  let you  in,
and  he mentions whispers that he's  heard  regarding a  pair of enchanted

gauntlets,  hidden away in a deep,  dark dungeon.  They are called  the
Forgemaster,s  Fingers.  Return these to the Chief,  and  he,ll decide whether

you,re worthy to be  Blood-Kin  to the Ores.

A  OBJECTIVE: Find the Forgemoster,s Fingers

I TARGET: Forgemoster's Fingers, in [o random locotion]



BS cqrlo9rqPhiCqI Eyidente
During your adventuring, you  may find a  piece of parchment with  a sketch on
it.  This  is a  treasure  map,  and  there are  1  1  to find.  Ec)ch  leads to a  particular
location where a  (usually well-hidden)  small treasure chest can  be opened
and several valuable items  pocketed.

> I-sure Map

Fort Neugrod Treasure Map

Falkreath Hold-Fort
Neugrod.. ln the half-buried

chest,  on  the  main  building

rooftop  (accessed via

climbing  up through the

interior).

Fort Neugrad heasure Mop:
Showing the rocky crevasse

dead-end path east of the
fort.

Falkrcath Hold-Fort Neugrad: When you look at this map/ the top of the page
is east,  not north.  Situate yourself with  this  in  mind,  following  the  path  around  the  lake cmd  up  into the

Crevasse.

Treasure Map I

Falkrealh Hold-Bondil
Camp: llinalrd Foothills.. On

one of the bandits,  just south

of the guardian  stones.

Thcosure McIP: Showing the

settlement of Riverwood and
the fallen  tree.

Whiterun Hold: Inside the
fallen tree, on the north  bank

of the river, west of Riverwood.

Treasure Map ll

Winterhold Hold-
Joumeyman,s Nook: Inside
the knapsack, close to the
fire and  round table.

1+easure Map II: Showing

Valtheim Towers and the
river underneath.

Whiterun: Valtheim Towers,

by the riverbank close to the

waterfall,  partly hidden  by rocks on the south  bank.

Treasure Mop Ill

Eosmarch-Riverside Shack:
ln  the chest,  inside the shack.

treasure Map Ill: Showing
Solitude  Lighthouse and  the

surrounding  rocks.

Haofingor -Solitude
Lighthouse: Below the
northeast corner of the

lighthouse and  rocks,  by the

shore of the Sect Of Ghosts.

CAPTURED CRITTERS      THE  FORGEVASTER'S  FINGERS      THE  GREAT SKYRIM TREASURE  HUNT
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Treasure Map IV

Whiterun-Redoran,s Rehear:
Inside the  large treasure chest

close to the  Bandit Chief,

inside the  mine.

1Tcosure Map IV: Showing

Whiterun and the path up to
the chest above the windmill.

Whiferun: The cliffs above

Pelagia  Farm.  Follow the track

around and up to the chest,  half hidden  by saplings.

Treasure Mop V

Folkreath Hoid-Angi/s Cabin:
Inside the cabin,  on the end

table by the bed.

sure Map V: Showing
e waterfalls of Lost Valley

Redoubt.

The Reach: Just ecISt Of

Gloomreach, a"he ver
bottom  of Lost Valley R

on the  riverbank at th

Valley Redoubt,  Fast-Trave

Treasure Map VI

The Pole - Secondary Lore
A Bloody Trail.  On the corpse

of the female elf, among the

rocky summit northwest of

Volunruud. You can find a

male Wood EIf close by and
follow the trail of blood to her.

heQSure Map Vl.. Showing
Korvaniund.

the waterfall.  lf you,ve already discovered  Lost

e and you,re almost a"he chest.

The Pale-Korvaniund. The exterior entrance, atop the barr

gnarled tree.

Treasure Map Vlll

Winferhold-Secondary
Location: Haul of Ike Horkers:

n the corpse of a dead

sore Mop VIll: Showing
Dragon  Bridge.

Hold-Dnggon
Bridge.. ln a satchel,  hex"a

iENmi rf`
I/:i!,,;7

/   ._-**t
¥lT,- ,,fat::

the tree across from the bridge. This satchel  holds

he key to the chest,  if you can,I open  it.

Haafingar Hold-Dragon Bridge: ln a chest,  in the river northeast of the bridge, underwater

(Master).

Thfe   gLLr`.`e_- £C:.ai<   `',i
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Easrfurch-Secondary
Locdion: Lucky Lorenz,s

Shack. On the corpse of
Lucky Lorenz,  under a fallen

tree in the ruined  hut on the

south side of the river from

the Abandoned Prison.

Treasure Map lX: Showing
the waterfall and bridge with
Rifren  signpost.

The Rift: Halfway up the cascading waterfclll; drop down the waterfall from the Broken Helm  Hollow

entrance.

Treasure Map X

Easfroarch-Stony Creek Cave: On the corpse of The bandit wizard.

I+easure Map X: Showing
the Lady Stone and  llinalta,s

Deep.

Folkreath Hold:  Lake llinalta,

south  of llinalta's  Deep and

northeast of the Lady Stone,

on the flat stone lclke bottom,

underwater.

Quest (onclusion
Continue your hunting  until  all  maps are scoured  and  the treasure  pilfered!

PREREQUISITES: None

INTERSE(TING OU[STS: Main ©   mlNOR SPOILERS

Quest: The World-Eoter's Eyrie,  (allege of Winterhold Quest: The Staff

of Magnus,  Dungeon Quest: A Scroll for Ansko,  Dungeon Quest:  Evil

in Waiting/  Dungeon  Quest: Olor,s Mad Guardions*/  Dungeon  Quest:

Siege on the Drugon Cult

lOCATIONS: Forelhost,  High Gate Ruins,  Lobyrinthian,  Bromiumqr

Sunctuory/  Rognvold, Shearpoint/  Skuldofn, Vollhume, Volskygge

[NEMIES:  Hevnomok/  Krosis,  Morokei,  Nahkriin,  Otor/  Rahgot, Vokun,

Volsung

A  OBJECTIVES: None

ise of The Almorqn Drq9On Cull
the corporal  remains of a  powerful  Nordic priest survives even

death.  Entombed with  Drclugr brethren,  dead  but dreaming'  the Dragon  Priest
is a frightening/  powerful foe to face.  Around since the fall of Alduin,  these
were part of the Almoran Dragon Cult,  but they exclusively worshipped the
dragon.  Now that Alduin  has returned,  something else stirs in the deepest
Nordic barrows....

Port 1 : Death of the Dmgon Priests

endeavor.  But that is only half the story....

For each  named  Dragon  Priest you  kill,  pick up and  keep their mask.
isn'l somethl'ng you  can  do quickly,.  for exclmPle,  you  have tO finish th
Quest entirely and almost finish the College of Winterhold Quests  in order to
obtain two\of them.
on,  unless

of the Dragon Ma

Therefore,  this  may be one of the  later quests you
cusing  on  this above every other activity in  Skyri

able details the dungeon  ,ln which you find the
to,  and each  mask/s ability, alon

t be on to enter thedungeon.  N
e a Dragon Language tronslatio

Lobyrinthion Morokei

Sheorpoint Krosis

oniumtion 20
Quest: A S¬ro

Improve

Lockpicking  zoo/a,

Archery 200/a,

esist Fire 30%,
8Sist Frost 30%,

None



>  Volsumg                                   >  Otar

>  M®rokei (,'Glorious,')            >  Hevmoraak rBrulalily'')

>  Vokun (J'Shadow'')               >  Rahgol (,'Anger'')

>  Krosis r'Sorrowf')                 >  Nahkriim (,'Vengeunce'')

¬6nsUlt the Atlas chapter and any relevc]nt quests for all the  information
regarding the exact locations within  the dungeons where you can find each
Dragon  Priest.

Part 2:  Life from the Dragon Priest Masks
When you've collected
benefits detailed  in the
ancient locc]tion  for the Cult
of Labyrinthian.  Close lo the
building  that looks almost lib
ruins and approach a  ruined
note, and cI wooden  mask.  Red

re  masks, you can wear them for the
table. You can also head to an important and

ragon  Priests:  the snow-swept exterior
ce to Shalidor,s Maze is a  low circular

n  mound or barrow.  Enter these round
ith a dragon,s head,  skeletal  remains,  a

*  &ill            >  LliredThug'sRAissive         >  WoodenMosk

The Wooden Mask hums with an  unfamiliar energy.  PlcICe it Onto your face
when you,re outside the circular ruins,  and  nothing  happens.  However,  if you
don the mask while standing  in the chamber with the altar,  everything  fades
to black. When you come to, you,re in what appears to be the same room,
but in another time. The shaifered  altar is whole once more,  and the place is

pristine and clean.  This  is the Bromiunaar Sanctuary.

Rahgof
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Konohrik rWorlord")
When the wearer is relatively low on  health,  there is c] chance the  mask

will  knock enemies back,  heal the wearer and any nearby allies,  and grant a
brief Fire Cloak to the wearer.  ln addition, there is a  (much  rarer) chance the
mask will summon a spectral  Dragon  Priest to come to the wearer,s aid,  under
the same circumstances.

Ouesl (ontlusion
This epic quest ends when you  have all ten  Dragon Masks in your possession.
Wear the one with the abilities or powers you wish  to augment.

Postquest Activities

lt may be  interesting to note that the masks themselves were symbols of office
for the  highest-ranking  priests  in  the  Dragon  Cult of the old  times.

Nahkriin                           Wooden Mask                           Konclhrik
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Delving  into an  unknown barrow or creeping  stealthily through a  long-forgotten  ruin  is both thrilling and terrifying.  Many dungeons across Skyrim  have their
own sel|contclined  Dungeon Quests.  Some are full quests,. others,  marked with the  "" symbol, appear only os Miscellaneous Objectives.  Dungeon Quests are
usually unrelated  to other quest types and  are selfLCOntained;  you  Usually Start and finish  the quest in  Or Close to the dungeon  itself.

ln addition,  this section  encompasses the hundreds of other activities you can try out as you explore the immense landscape.  These are segmented  into four
distinct sections.  There are:

Dungeon Activities: Smaller,  selfLCOntained explorations at a Single
Primary Location.

Miscellaneous Obiecfives: These are usually small tasks,  favors or
cICtiVitieS  thCIt OCCur  inside  a  (usually friendly)  Settlement,  not a  dungeon.

Favors: Every single person  in  Skyrim that requires a favor is then  listed
in  this section,  along with  all the types of Favors and the Thane Quests.

World Interactions and Encounters: Small random events that may
occur when you enter a World  Encounter location or perform other actions
lhroughou"he realm.

E» Avdilqble Quests
There are 24 Dungeon Quests.  For the most part, these are separate from any other quests you  may have,  though you  may encounter them when sent to a
randomly selected dungeon for another quest,  or while trying to collect the Masks of the Dragon  Priests.

iscellaneous" r objectives that may appear.

OVERVIEW
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Once inside, you'll  meet
cl  rather abrupt and
objectionable  Dark Elf
named Medresi  Dran.
She's attempting to reach
a treasure buried deep
within Angarvunde,s
musty corridors,  but her
helpers have abandoned
her.

a  OBJE(TIVE: Destroy the Dmugr in Angorvunde (3)

a  OBJECTIVE: Thalk to Medresi in Angarvunde

Remove the wandering  corpses.  Head through  into the main  hub
chamber where they are, and deal with them  in your preferred attcICking
style. You  return  to Medresi,  informing  her that two doors stand  in the way
of your progress,  and they each  must be opened via further exploration.  She
hands you a  key/ which opens the doors on either side of the portcullis;  these
lead to a  mechanism that ms the two sections of gate.

>  Angqrvunde Key

Altemotively, you (ould simply kil"edresi

he Angarvunde Key is the only way ta open the two 5i

a  OBJECTIVE: Find a way to opem the gales

ife An9drVUnde Ruins
The door to the northwest leads to cl small  maze of interlocking corridors and
rooms.  Work your way through them methodically/ watching for pressure

plates that launch traps.  When you reach the steps up to the two doors
spears blocking your path,  remove them  by pulling the lever between the
Head across, and weave through another series of corridors and rooms
until you  reach  steps and a corner corridor leading  back into the original
Angarvunde area.  Work your way to the lever in the alcove and  pull  il.

REP An9qrVUnde (qtqCOmbS
The door to the southeast leads to the Angarvunde Catacombs, a  much
deeper maze of chambers that begins with a  (careful)  descent down a  hole.
Trek along  the corridors and  into a  Draugr crypt.  Fight your way through,
up some trap-filled  stairs  (run  quickly/  or after the darts are expelled),  then
through another tomb complex.  Ascend  several stone steps to reach another
lever.  After you yank the alcove levers on  both  sides of this crypt, the gale
opens fully.

A  OBJE(TIVE: Return to Medresi

E» Angqrvunde
Medresi  isn,I waiting around for the likes of you;  she dc]shes forward  into the
treasure room and  is promptly crushed as the floor trap is sprung,  impaling
her into a  maw of ceiling  spikes.  Step through the opening  in the raised floor
and down the spiral steps to a \^/ord Wall.

>   Word oI Power: Animal Allegiance

menls of Fiori and  Holgeir,s story con
waf Fiori and  Holgeir," which  contaitts hints lo solviflg

our moving pillars. You con find one of the copies on t

ife Ansilvund Excqvalion

A Necromancer complains about babysitting an army of enthralled  Drclugr
that are being  used as slaves to excavate the ruins.

The cavern darkens,  and an enraged spirit,  professing to be Lu,ah Al-Skaven,
threatens you for disturbing  her work.

tlHEI
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A  MIS(ELLANEOUS  OBJE(TIVE: Kill  Lu'qh AI-Skoven in Ansilvund

uzzle Solution: After killing the conjurer clnd  the Draugr, check the
cobwebbed stone buttress wall  under the four movable pillars.  From  left to
right,  they haye the following  petroglyph signs:  Hawk,  Snake,  Whclle,  Snclke,
Match those to the pillars, activate the lever,  and open the portcullis to the
south.

Lu,ah/sJournal can  be found on a table here. Take a  moment to learn  her
tale:  the sorceress was attempting to resurrect her dead  husband.

>  ltI'flh'S Joumal

ne» Ansilyund Burial (hqmbers
A disembodied voice  laments that she  ,,could  not raise  him,,  but will  cIVenge
his defilementl

Lu,ah faces you,  screeches that her husband,s body was burned, and attacks.
Fiori and  Holgeir (the Drougr Thralls that were to be the vessels for Lu'ah and
her dead husband) also attack.  Once all foes are dead, a ghostly image of
Fiori  and  Holgeir appear,  reunited  now that Lu,ah  is dead. The following can
be taken from the altar:

>  Unusual Gem

>  Glloslblt]de

GUESTS:  DUNGEON  QUESTS AND OTHER ACTIVITIES
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ln the mountainous
southwest corner of
Falkreath  Hold  is cl  lone
cabin.  This  is  home lo
Angi.  listen to  her story
about her murdered
family. Talk to her and
reques"raining/  if you
wish to  improve your
Archery skill.

Equip your favored bow, follow Angi down to the practice range,
and  listen  to  her  instructions.  Tc]ke the  Practice Arrows tiecl  to the front-right
boundary post.  lf you  require more during  the course of this practice,  request
them from Angi.  Now look ahead and spot all four of the practice targets

(including the one  in the distance,  behind the three nearer ones). when
you,re completing a challenge,  remain within the boundary or you,ll fail.

>  Pmclice Arrow (lO)

First Challenge:

Hit the  middle target (of the three closer targets in  front of you)

Reward: Archery increased by  1

Hit the left target (of the three closer targets in front of you)

Reward: Archery increased by  1

Hit the right tcnget (of the three closer targets  in front of you)

Reward: Archery increased by  1

e forget far in the back, behind the front cluster of targets.

Reward: Archery increased by  1

Fourth Challenge..

Hit all four of the targets within ten  seconds (in any order),  after Angi
counts to three.

Reward: Archery increased by  1

lf you,re having  trouble with any of these challenges,  try the following:

Zoom  in to aim your shots to begin with,  to gain a  larger surface area.  But
don,I do this during  the two timed challenges, as this slows you down.

Crouch  do\^m so your bow is horizontal for increased accuracy.

You want to hit the tiny hole  in the very center of each fargel.  But you'll
need  to aim a little higher than the target so the arrow arcs through  the air
and strikes it accurately.

Move over the boundary, and inspect the targets at closer range if you
wish,  prior to an offempt.

During  the fourth  challenge,  it is  better to aim  at the far forget first,  as this
is  most difficult to  hit.

Aside from the  increases to your Archery skill,  once the fourth  challenge
is over,  speak to Angi  (using  pleasant responses).  She thanks you for keeping
her company and  not attempting to murder her.  She then  hands you a gift.
After that, you can  leave this windswept place  (after checking  her bedside
table for the Treasure Map V).

>  Amgi/s Bow

ight the Forsworn to reach the top of
reathtcfking outlook over the waterfall
hirlwind Sprint to make sure you get

umping off. The spectral shape of Azz
lls  if you  survive/  and congratulates

n  increase to your Speech skill.

>  Speech Skill imtrease
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A  OBJE(TIVE: Defeol lllio,s mother at the top of Dorklight Tower

named  lllia stands over the recently slain  body and doesn't want you to jump
to conclusions.  listen to her story,  and she explains  it was selidefense.  lllia
WCIS attempting  to flee the Place,  and the dead woman tried tO Stop her.  She
wants to leave,  but suspects  her own  mother is set to become a  Hagraven.

a  OBJECTIVE: Help lllia reach the top of Darklight Tower
dro   -<lcod  edi

Ascend the tower,  dealing with Frostbite Spiders and witches as you

go. At the spear-barred door,  pull the lever when you,re ready to tackle a
Hagraven.

ife DarklighI Tower (Exterior)
Step out into a  small  bailey on  the upper crags.  lllia,s  mother,  Silvia,  tells you
to sit on the chair so your bloodletting can  begin.  Oblige lllia,s mother as she
is attacked  by her daughter.  You can  stand and watch,.  intervene only if lllia
is  in  danger of being  killed.  The quest concludes once Silvia  falls.  Afterward,
approach  lllia  and  invite her to join you as a  Follower.  She gladly accepts
and  mainly uses  Frost magic on  enemies.

>   Slflfl of Hag,s Wrath             >   Follower: IIlia

ffiife Forelhosl (Exterior)
Ascend the remains
of the entrance tower
until you  spot a  High
Elf named Captain
Valmir,  who is wearing
the officer,s garb of the
faction to which you are
allied.  He  requires your
assistance,.  he is on a
mission  to obtain  a  mask
that a  Dragon  Priest named

a  OBJE(TIVE: Obtain Rohgot's mask

a  OBJECTIVE: (Optional)  Find Skorm Snow-Strider,s

RE» Forelhosl Stronghold (Interior)
Repel ghostly foes as the spirits of the dragon cultists appeclr fo gu
old  lair!  Beware of floor triggers and traps.  Pass the wall blades,
room to the northwest. Check the stone rdble, where SnowStriders journal
is locc]ted.  Now read this;  it informs you why this location has so many
blocked_off corridors.

rm Snow-Slrider's Journal

Our way across the stronghold, down past the forge ancl kitchen.
te the pair of wooden doors that lead to Forelhost Crypt  Before entering,

the fire-breathing dragon trap close to the barred doorway, and
eclrby lever to raise the portcullis blocking the doorway/. this gives
cer access to the entrance.

=r.e  S.,3¬r £c_u,JLs  i,,'
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ife ForelhosI Crypt
There is a cage surrounding the well  (Master) close to the first
Come back here later if you can,I open the cage door now

Beware of runic floor traps as you travel fclrther
Also expect a gate and dart traps prior to

a dangerous location; expect a swarm of undea

main col

ur way to the platforms above, which lead to the a
wooden door (which you can now open if you wish
e same  raised tomb os the hardiest Draugr.  This contains I

turn to the well,  unlock it,  and drop info the icy
d tunnels into a chamber where the

poisoned warrior  (mentioned  in the journal)  still  lie among
bottles.  ln the cldiacent room,  beware the rising floor trap.

>  Forelhosi Well Key

USS ForelhosT Refetlory
The Refectory still bears the scars  (and the dead) of the battle Snow-Strider
wrote about.  Open the  iron door and enter the great hall,  then  open the
double doors  in  the south  wall.  Traverse the oil-splaHered  stone corridor  (burn
it to defeat the Draugr if you wish),  before entering the remains of a children,s

plot. There are Orders that confirm the  mass  burial,  surrounded  by
you can  harvest.

Above the burial garden  is an alchemy chamber with  more steps and
Draugr; you  can  pull a  lever to raise the portcullis leading  back to the great
hall, or press onward and upward,  past the ruins of a throne and snow
blown down from above.  Beware the magic trap  in the winding corridor
beyond,  which  leads  straight into  Forelhost's  librclry.  But the  prize to find  isn't
a  book,.  it is a Glass Claw.

>  Glt]ss (low
Tclke  it,  and the SPear bars recede from the doorway farther into the

library.  Head through,  past an embalming  room,  fire trc)p,  and  more Draugr,
and head up to a hall and Nordic Puzzle Door.



n: Open your inventory

just found. The palm bears the sign of the wolf, owl,
from the outer ring  in, choose the same iconog
the Claw.
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ke.  Working

oor,  and  insert

Priest Rahgot.  He  is  ioined  by a group of Draugr bodyguards,  meaning this
fight is both difficult and  lengthy.  But once over,  the rewards are worth your
anguish:

>  Rahgol                                        i  Forelhosl Balcony Key

>  Leveled Items and Weapons   >  250 gold pieces

>  Staff of Wull of Flames

`;?    Hip        !f y®ti're  giftedi  iii  ®ne-EN««aleal  cr Two-ifti«aledi sitij!s,  i&  is  w6rtbe

sprii3fimg  fC  ffiGhg®t/S tomb  tend  haiki»g  exi tits  f¢tirSOme  iieh

before he rises eempiete!y from his s!armber; the -e sgrikes you ctius

inflict witbeeusi  FetcaiicetiOm,  ihe  be#er!

a  OBJECTIVE: Retum to Vqlmir

ife forelhosl (Exterior)
Use the Balcony Key to unlock the door in the southeast wall of the burial
chamber. This leads back outside,  to the balcony you couldn,t reach when

you first met Valmir.  A Word Wall  is just a few feet away!  Once you  learn the
new phrase,  drop down to Valmir,s camp.  lt appears Valmir is an  impostor

(as  he  is clad  in the attire of your enemy'  unlike the first time you encountered
him)  and  is  now giving the same speech to convince an enemy soldier!

§

a  OBJE(TIVE: i:i -le. :mp3St.  I---.=mi.

>  Word of Power: Storm (till

ife [roslflow Lighthouse (Interior)

the strange  noises coming  From  the cellar.  lt also  reveals a final,  horrifying
aiscovery.

ln the northeast bedroom  is Ramali,s Journal,  which details her
rambunctious children  Sudi  and  Mani  and  noises  in  the basement.  lt also tells
how Ramati,s husband  made her promise to cremate him  in the lighthouse
torch  when  he died  (this  is  important later).

ln the  north  bedroom on a table is Sudi,sJournal, which  mentions
scralchings  in the cellar,  clnd
keepsake.

of the key Sudi  hid jn Mother's

Locate the Cellar Key in  the burial  urn above the fireplace,  next
collectible Torchbug  in  a Jar.  (The Torchbug  in  a Jar is a  unique item
only be found here.  It serves  no purpose but makes for great house (

A  MIS(ELLANEOUS  OBJECTIVE: Find the source of the murders in

Frostflow Lighthouse

Unlock the cellar door  (Expert)  using  a  lockpick or

ife Fr®slflow Abyss
Open the gate to discover the corpse of Sudi. There are two notes near
c]nd the insight into Sudi,s  last few days  make grim reading-

>   B!aadsTuin¬d Note

S¬r«w!ed P«ge
's LighEhouse Key

c)i this waterlogged  ice passage is a giant Chaurus  Reaper,.
rae of the  Frostflow  Lighthouse  murders.

defeating  it, you can use the Key to access the roof of the

em
ou take Habd/s remains from the belly of the giant Chaurus
in  the  lighthouse torch,  you  receive a  special  blessing.

*   Perk: 5uilor/s Repose

(+i O% to Health restored from  Restoration magic)

DARKLIGHT TOWER./.  FORELHOST  I:,,  FROSTFLOW  LIGHTHOUSE
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ife Froslmere (rypl (Exterior)

As you  approach the entrance to this  ruin,  a well-armored warrior races
down the stairs before wheeling to face the bandits that pursue her-  Help her

(or not),  then  speak with  the agitated  Elsa  Blackthorn.  You  can:

Speak to her and try to calm  her down.  She explains that she used to be a
member of the gang  here but was run  out over a misunderstanding.  As she
storms off,  the quest begins.

Provoke,  ignore,  or attcICk her,  and She fights back-hard.  She's every
bit as tough as her attitude.  Cut her down and take her journal from  her
body/  hinting at the strange occurrences  inside the crypt. This also starts
thequesl.

>   Eisa's Joumtll

A  OBJE(TIV[: (Optional) Learn more about the theft in Frostmere

(rypt

a  OBJECTIVE: Find the stolen sword

NOTE      Does Eisu,s nflme sound familiar? lf you/ve been to tidhnu

Mine in Mflrkarlh/ you might have heard her name

entioned.  Eisn also figures in  Haivarr,s ioumtil im While Riv

kyrim,s bandits really get around.

Em    )
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ife Froslmere (rypl (lmlerior)
After cutting down  the bandits in the first room,  lake the scrcfp of paper  (it
appears a couple of times),  confirming that the  hunt for Ra,iiir and  Elsa  is on.
As you step out onto the upper walkway in the main chamber, you can hear
some bandits talking down  below,  and the quest updates-

A  OBJE(TIVE: Follow Kyr and  Ra,iiir into the tunnels

I TARGET: Ro,iiir, in the Frostmere Depths

Follow the path around,  but before descending  into the dining  hall, check the
two bedrooms on the upper level.  Kyr,s Log  is on  a  side table in  his bedroom.
lf you allowed  lisa to leave quietly before, you find  her journal  in the other
bedroom.  Once you,ve read  both,  the optional  objective  is complete.

Continue deeper into the ruin and down through the tunnels to reach
Frostmere  Depths.

>  Kyr,s Boumly(2)    >   Kyr'sLog

ife Frostmere Depths
You emerge  in a  mist-shrouded  subterranean  forest,  not far from the crumpled
form of the bandit leader,  Kyr.  Hear his final words.  When  he dies,  c]  strange

glowing  light manifests near his  body and silently drifts down the path ahead
of you.

Follow the light deeper into the woods, and watch as a lone figure-
Ra,iiir-emerges from the fog c]nd  races for the altar in the center of the

grove. Just before he  recICheS it,  a fearsome ethereal form erupts  in front Of
him  and cuts  him down.  The Pale Lady then turns to thwart another tomb
defiler:  YouI

a  OBJE(TIVE: Banish the Pale Lady

The  Pale Lady is a  powerful Wispmother,  but if you  have the strength,

you can defeat her. Take out her wisps to reduce the bonuses they give her,
then  move in  for the kill. The wide expanse around the tomb allows you to
attack from a distance and hide between bouts of combat should you need
to.  lf you,re extremely quick,  you can  kill  Ra,iiir,  too'

Or, you can  pick up the  Pale Blade (the sword  Ra,iiir carries and drops
hen he dies), approach the altar, and set the blade into the sword stand.

This restores the seal  on  the  Pale  Lady,s tomb,  banishing  her clnd  her Wisps  in
a blast of energy.

lfyou banish the  Pale  Lady by placing  her blade atop the altar, you can
take it again,  breaking the secll and Causing  her tO attack Once more.  You
ccln  repeat this  until  you  decide fo  kill  the  Pale  Lady/  to flee,  or to make the
Pale  Lady disappear again.

After dealing with  the Pale Lady/  approach  the  ruins to the  north, where
a Word Wall waits. Absorb the Word of Power,  then take the exit here back
to the crypts above.

>  The Pale Blade

*  Word of Power: Ice Form

NOTE      The Pale Blade is a good weapon to use/ with leveled Frost
and Feflr en(hantments.  If you/re curious about the  Pale

Lady,a nature, find the book (alled  losf legends, which lolls her story in

possing'  both as a  children's fable and  as the truth  (which  Ro'iiir finally
realized too late during this explomtion).

GU:ST:`,.  DUNGEON QUESTS AND OTHER ACTIVmES
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Enter these old  Draugr catacombs and  meet up with a wizard  named Anska.
Speak with  her, and  she's quick to ask for help.  This plucky adventurer and

powerful fire  mage has already begun  advancing toward Vokun,s   Throne
Room,  where she  believes she will find a  scroll  lying  her family,s  history to
that of the  hero of yore, Ysgramor.  Your rewarcl for helping  her? Any loot you
wish,  aside from the scroll.  Agree,  and the quest begins.  Battle through  more

powerful Draugr,  past a gate trap, and to a Nordic puzzle chamber.

A  OBJE(TIVE:  Help Ansko  Retrieve Her Stroll

Puzzle Soluh.on: Look up and to the south.  Note the sequence of Hawk,
Whale,  Fox,  Snake. The northern ceiling  has the same sequence,  but the
third carving  has fallen  to the ground.  Now match  up the pedestals  (which
also contain a  specific animal carving),  and activate the lever of the Hawk,
Whale,  Fox,  and Snake pedestals to match the ceiling order. There are
two  Hawk  pedestcllS;  it dOeSn,I matter Which  One you  activate first.  lf you,re
successful,  the grating  swings open.  Descend the spiral  stairs,  and enter door
to  High  Gate Ruins CcltaCOmbS.

triggers.  Hec]d through the altar room,  down the long  hall to a  second altar
room, where three levers must be activated:

Puzzle Solution: Pull the lever in the center of the room. The next is in
the right alcove, fight the Draugr guarding  it,  activate the lever,  and face a
second foe  in  the left alcove before activating the alcove lever behind  it. This
opens the  portcullis allowing you  into Vokun,s Throne  Room.

Step into the Throne Room, which  seems to be honoring an ancient
serpent god, and wait for the lich to appear.  Be sure Anska survives this
confrontcltiOn,  and  use the Chamber,S COlumnS tO  hide from the fiend,S  more
deadly attacks.  Defeat Vokun,  and then enter the chamber behind the throne
room; this is a ceremonial  altar chamber where the chanting  reaches a
crescendo, and you receive a Word of Power!  Be sure you learn that and
take the Sealed Scroll.

>  Vokun         >  Word ol Power: Storm (all         >  Sealed Stroll

a  OBJECTIVE: Retum the Scroll lo Anskq

Tip        Rerm®ving Vokunis  mersk  is  irmp©revtive  if you/re fi!se  tryi!1g  t®

fireish  Side  Guest:  M«sk5 0f ffii©  Dr«gon  Priests*.

RE» High Gale Ruins (Interior)
Exit the chamber via  the north door at the end  of the narrow corridor.  Locate
Anska,  handing over the Scroll  (which  is otherwise useless to you and can't
be sold).  Anska  is  most grateful and gives you a gift.

>   Spell Tome: Flaming Fflmiliar

Hillgrund's Tomb (Exterior)
Strike up a conversation
at the entrance, and

ir explains that he
led for his aunt,

into their

y crypHo stop a
necromancer. Agree to
help Golldir rid the cry
of Vals Veron.

a  OBJE(TIVE: Defeat Vats Veron

A  OBJE(TIVE: (Optional)  Prole(I Golldir

ife Hillgrund's Tomb (Interior)
Dispatch  Draugr while keeping an eye on Golldir and stepping  in  if the
undead are threatening to him.  Descend to a connecting  hallway/  where
Golldir's worst fears are confirmed;  his aunt Agncl  lies  in  a  Pool  Of fresh
blood. The nearby door is barred from the other side,  so continue west,  to a
cave.in and through a  Draugr-infested tomb corridor. The tom
deeper and much  larger mausoleum where the dead rise a

opens into a

an exit door opens. The
double iron doors lead
to the main crypt an
an audience with  th
wclrlOCk Vals VIeral\.

Your tasks are
twofold:  killing Vale Veran  and  keeping  Golldir alive  (although  this  isn't
necessary for quest completion).  Strike at Vals Veran as often as you can,
before backing off and dealing with the Draugr that have been summoned.
The Draugr that close  in on Golldir, or if Vals Veran focuses his attacks on the
Nord,  are your primary concerns.
Veran cr the ground.

Continue the combat until  both  Drau

corpse for a  Crypt Key.  A Chest Key is on Golldir, a
with two missives;  read them to gain a  better understanding of the threats
Vals Veran was  imposing. The quest concludes after the battle.

Use the Crypt Key to QPen the  iron door (Hard)  atop the ceremonial
stairs,. this offers a c]uick exit, Golldir,s chest in the antechamber beyond can

unlocked using  the Chest Key.  Assuming  Golldir  is cllive,  and you didn't
rt ransacking his family tomb,  he is happy to become a  Follower.

>  Hillgrund/sTomb{ryplKey          >  NolefromAgna

>  Hillgrund'sTomb (hesf Key          >  Leveled gold reward

*   Leller lo Golldir                                >   Follower: Golldir

FROSTMERE  CRYPT   I   HIGH  GATE  RUINS  ,i  HILLGRUND'S TOMB
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A  OBJE(TIVE:  Locate Voldr's Hunting  Porky

i      ERIN

Thoss mother Cavern (Exterior)
r several  increasingly feeble shouts as you  trudge down the path

ss Mother Cavern. Valdr waits on a  log/  bleeding  heavily. You

One Or more healing potions; any healing  potion will

a  healing  spell on  him.

a  healing spell with an area of effect,  and catch Valdr in the area.

Or leave him to his fate.  If you enter the cavern without healing  him, Valdr
dies,  and you  miss this  quest entirely.

=r¬  £f..=e_~j¥c..,;L'S    I,
I            P      (

sTry_-_RTin

oss NIolher (qyern (Interior)
r this sun-dappled grotto,  and you,ll  spot a  fresh  kill.  Ari  lies  in  cI  SPlatter

load.  There,s little time to search  her;  expect a  bear attack followed  by a

gan. Try to edge into the cavern slowly so you aren,t swarmed by too
many enemies.  Farther inside,  you find the corpse of Niels,  along with two
additional Spriggans who emerge from the trees around you.

With  all the enemies dispatched,  speak with Valdr or return  to him
outside.  He hands over a dagger Ari gave him when  he first joined their
hunting  party.

>  VIIdr,s [utky Dagger

lf you come back later,  two small cairns  have been set close to the cavern
entrance:  the graves of Ari and  Niels.  Valdr returns to the Dead Man's  Drink
in  Falkreath,  where  he,s cllWayS  hCIPPy tO See you  again.



ife,\ underslone Keep

Meet Calcelmo at the entrance to the excavation site,  and tell  him you wish
to see Nchuand-ZeI.  ln order to proceed,  he asks you  to defeat Nimhe,  the
"poisoned one,,, a giant Frostbite Spider. You  receive the key to the dig  site.

Or, you can  simply ignore Calcelmo and his spider problem  (which  isn't

part of this quest),  and  unlock the giant bronze door to the Nchuand-ZeI
Excavation  Site  (Adept).

>  Key lo Nthuond-Eel

a  MIS(ELLANEOUS  OBJE(TIVE: Kill  Nimhe inside  Nchuond-Zel

ife NchuqndIZel Excqvqtion Silo
Head through the connecting chambers,  down  the pit chamber,  through
the cobwebbed spider chambers, to an excavation entrance room where
Nimhe attacks.  Fight her or flee.  Defeating  her completes the Miscellaneous
Objective.

a  MIS(ELLANEOUS OBJECTIVE: Tell (olcelmo that Nimhe is dead

On  the  platform  slightly c]bove  Nimhe's  intrusion  point is a  dead  Imperial
named Alethius.  Check his corpse for some notes, which officially starts this

quest.  Read the  note:  lt mentions chaperoning  some researchers  into these
vast dwarven catacombs. Cut through the cobwebs,  heading south  into
Nchuand_Zel.

Alelhius,s Notes

a  OBJECTIVE: Recover Stromm's journal

TRA!Nirtig                       THE  INVENTORY

ffi» Nchudnd-Eel
This is a giant open cavern with  numerous lowers and sloping  paths linking
them.  Fight through the Falmer and down to the door leading to  Nchuand-Zel
Quarters.

ife Nchuqnd.Zel Quarters
Stromm's body is located  near a  small tree and fire runes on the floor.  Avoid
them,  but inspect the corpse,  and  read the journal as the objectives  update.
There is more  research to find.

>  Stromm's Diary

A  OBJE(TIVE:  Recover Eri's iournql

a  OBJE(TIVE: Recover Krog's iournol

a  OBJECTIVE: Recover Staubs's iournol

pe, Nchuqnd-ZeI Armory
Return  to the main cavern,  and descend  to the bottom of the chamber.  \^/Ode
over to the door and enter Nchuand-Zel Armory.  Battle  Falmer to the chamber
with the two guardian  Dwarven  Spheres.  Eri,s corpse  lies  between them.
Retrieve  his  journal.

>  Eri,s Notes

Hgiv  Nchuqnd-Zel
The other exit in the Armory leads you  back into the  main cavern,  onto
a  previously inaccessible platform, where a  Dwarven Centurion waits
motionless, close to the body of Krag. Take his journal.  Head  up the slope
into  Nchuand-Zel  Control.

>  Itrtig's Journal

Egiv Nchuand-ZeI (ontrol
Staubin  lies clead  in a  connecting  corridor inside the Control  district.  Take his
book; your search for the Lost Expedition  is almost over.

>  Sluubin's Diary

A  OBJECTIVE: Reactivate  Nchuamd-Zel,s automated defemses

To switch  the defenses on  (which activates all  the Dwarven  Spiclers,
Spheres,  and Centurions,  who then clear the districts of Falmer),  head  into the
control  room with  the grinding  cogs and  pistons,  and  pull  the  lever.

a  OBJECTIVE: Find someone who knows about the expedition

EL%#.gr underslone  Keep
Exit the Nchuaud_Zel Control  area and  move  back into the main cavern and
up the earthen  ledge, dropping  down to the  upper walkway.  Flee  north  back
into the excavation site,  passing  Nimhe and winding your way to Underslone
Keep.  Speak to Calcelmo.  Tell  him you  killed  Nimhe  (if this occurred),  and
then  ask if he's researching the Dwemer.  Calcelmo pays a good amount of
coin  for each  research  book you  return.  Don,I forget to keep on asking  him
about researching the Dwemer to off-load all the books.

>  DwemerMuseum ltey        >  300goldpie{es(x4)

MISTWATCH      MOSS MOTHER CAVERN.,  NCHUAND-ZEL
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ife Nilheim Exterior
Meet a wounded hunter
named Telrav on the path

just east of the bridge
spanning  the waterfall.
He wants you to guide
him  safely to  his camp
in  the  nearby  ruins of

Nilheim,  and  you,ll  be
rewarded.

a  MIS{ELLANEOUS  OBJECTIVE: Escort Telrov to his (amp

Cross the bridge,  following Telrav up and  into the camp, where he tells

you to wait,  draws  his bow,  and assaults you along with  four of his bandit
mates.  lt's a  trap!

a  MIS(ELLANEOUS  OBJECTIVE:  Kill Telrqv

Quickly quell  this ambush,  and  slay Telrav and  the other riffraff.
optionally'  you  can  sneak into  Nilheim  and  defeat all  the  bandits first,  or slay
Telrav when  you  meet him.

ifese Rqgnyald Temple
Battle  Draugr and  inspect
a strange sarcophagus,
which  has two round
divots  into which  to  insert
some  kind  of ceremonial
key.  Atop the stairs are
spears barring your way.

A  MISCELLANEOUS  OBJE{TIV[:  Unlock the Sarcophagus in  Rognvald

ffigiv Rag-ld Crypts
Fight more  Draugr to  reach  a  ceremonial  crypt.  Take  Saerek/s  Skull  Key from
its pedestal to continue.  Guardian  Saerek is roused from slumber when you
do,. defeat him  before returning to the Temple area.

>   Saerek's Skull Key

ife Rqgnvqld (qnql
Defeat more Draugr to reach a  second ceremonial crypt.  Remove Torsten,s
Skull  Key from  its  pedestal  to continue.  Guardian Torslen  is wakened  from  his
rest and  attacks you,. defeat him  before heading  back to the Temple.

>  Torslen's Skull Key

ife Rqgnvqld Temple (Return)
Once you  are  back at the sarcophagus,  place each  skull  into the divot slot
and  prepare for battle. You've just released Otar the Mad, the dreaded
Dragon  Priest the Guardians  laid to rest long  ago.  This is  part of the Side
Quest:  Masks of the Dragon  Priests*.  Once you are able,  run  up through
the  retracting  spears atop the steps and  into the ceremonial chamber with a
Word Wall at the far end.  Learn this Word of Power before you  leave.

>  OIar                >  Word of Power: Kyne/s Peace

asgiv RebeI's Caim (Interior)

Pedestal Cavern: Just inside the main cavern,  locate the dead adventurer and

pry the book from  his  hand.  I"ells the tale of Faolan  Red  Eagle,  an ancient
hero of the  Reach.  Read  it to  begin the following objective. The weapon
slot in the  pedestal will  not accept any Of your blades  (unless you  have  Red
Eagle,s  Fury already).

>  The Legend of Red Bugle

A  MIS(ELLANEOUS  OBJE(TIVE: Find  Red Eaglets sword

mH

H,i  ¬i_,`lcr Scrc,i:a  `J
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ifeighi-!eve!  eraemy  tinal  re«aling  fhe  b¢¢!(  (#g# f#gfe/s  #ife)  on  the  «itdir  aseevFkey

neife Red Eagle Redoubt (Exterior)
Follow the  riverside trail  up  into the  hills to  reach your first objective,  a  cave
entrance leading  into Red  Eagle Ascent.  Head through the cave and  back
out into the exterior,  then climb the  stairs  heading  north,  slaying  Forsworn  as

you  go.  Continue  up  into the cliffside  Forsworn  Camp/  looking  for a  Forsworn
Briarheart on the stone altar plateau at the top/  close to the entrance to the
Sundered Towers.  The  Briarheart carries a  key to the tower nearby and the
sword you seek,  Red  Eagle,s  Fury.

>   RedEagle'sFury          >   RedEagleTowerKey

a  MIS(ELLANEOIJS  OBJECTIVE: Unlock the secret of

Red  Eaglets Tomb

After defeating the  boss,  you can explore the Sundered Towers,  scavenging
for items and taking  in  the awesome view from atop the towers.

DUNGEON  QUESTS AND OTHER ACTMTIES
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EN Rebel,s Calm
Pedestal Cavern: Return to Rebel,a Cairn and  insert Red Eagle,s  Fury into the
weapon slot on the pedestal.  A wall section slicles cIWay in front (east) Of you.

Red Eagle,s Tomb: Continue down the passage and enter the Red Eagle,a
secret crypt.  As Red  Eagle emerges from  his sarcophagus,  several  skeletons
rise around  him.  Cut them down and  ransack the tomb for its treasures.

ife lvurslead (vilemyr Inn)

Visit the Vilemyr  Inn  and  speak to Wilhelm,  who  believes a  ghost haunts
Shroud  Hearth  Barrow,  the  ruin  atop the  hill.  Offer to  look  into  it for him.

A  MISCELLANEOUS  OBJE(TIVE: Investigate Shroud  Hearth  Borrow

REae shroud Hearth Barrow (Interior)
Head down  the spiral  steps to find a closed  portcullis, where a  specter urges

you to leave.  After he delivers  his ghostly warning,  move into the next room,
hick has four levers.

zzle Solution: Three of the four levers  move one or more of the portcullises
ere are three ahead of you  in the junction). The fourth,  on  the far right,

)u,  so always ignore  it. To open the two portcullises ahead
makesure levers  1  and 3  areupand 2 and4aredown.

segiv lvarslead (Vilemyr lnm)
Show Wyndelius,s Journal to Wilhelm at the Vilemyr Inn to receive the
Sapphire Dragon Claw you  need to explore the interior of the barrows.

>   Serpphire Drtig®m ¬!tiw

REse shroud Hearth Barrow (Interior)
Retrace your steps,  opening the portcullises as  before,  then  head  southwest to
a  Nordic Puzzle Door.

Puzzle Solution: The door consists of three  large,  rotc)ting  rings.  Each  ring  has
three animals symbols  plated  into  it.  The  puzzle solution  is actually on  the

palm of the Sapphire  Dragon Claw;  rotate  il in your inventory to see the three
circular petroglyph carvings on the Claw,s  palm.  Move the  rings so the Moth,
Owl,  and Wolf appear on the outer,  middle,  and  inner rings,  respectively.
Then  insert the Sapphire  Dragon Claw into the keyhole.

ln  the  next chamber,  the  portcullises slam  shut on  you  as the  Draugr
begin  climbing  out of their sarcophagi.  Fight them  if you wish,  but use
the  lever  in  the  northeast alcove to open  the  portcullises,  allowing you  to
continue.

After defeating the skeletons in  the  pool of oil and  the trap-filled crypt

you'll enter another crypt where the doors shut and  lock on you.  Slay the last
Draugr in front of the  locked  iron  door to claim the key to the door,  or [usl
unlock  it yourself  (Expert).  Then  head  into  a  canal  area,  with  another puzzle
tosolve.

h Btirr®w lf©y

Puzzle So
doors.  St
stone wal
the carvings,  and

e bridge over the canal, open the do
amber and stand on the pressure

eventually revealing a carving  in each a
he pillars outside to  match that sequence. Or simply

following are shown from  left to



Begin  this quest in  two

different ways:

By listening  to a

rumor from any of
the barkeeps dotted
around  Skyrim.

Or  by stumbling
upon  Sleeping Tree
Camp'  located west
of Whiterun,  in the
Tundra  plains.

Beware of lumbering  mammoths and their giant shepherds.  Give them
a wide berth  and they won,I attack, or slay them  if you wish.  Your main
concern  here  is the strange tree growing  in a  pond of eerie purple water.
lf you approach  it and activate the spigot, you can drain a single potion of
Sleeping Tree Sap.  You aren,I able to siphon off another bottle for another

s.  A  bottle  isn,I needed  to accomplish  this.

The small cave below the mammoth  skull adjacent to the pond  is another

place to investigate,  but watch for an  irclte giant inside.  Locate the body of
a  dead Ore named  Ulag.  Among  his  possessions  is another bottle of Sap
and  a  note;  fake both and  read Ysolda,s Message. The message instructs
the  now-deceased  Ulag  to bring  any Sleeping Tree Sap to a woman  named
Ysolda,  at  her stall  in  Whiterun.  Before you  leave,  quickly open  the treasure

chest in the cave,.  there's usually some gold and
Sleeping Tree Sap to gather.  Don't leave camp without them!

>  SleepimgHee Sap       >  Ysolda,s Message

A  OBJECTIVE: Speak to Ysoldo about SIeeping Tree Sop

Ysolda  is  usually inside or near  her  house  in  the southern  part Qf
Whiterun,s walled  city or  is walking  to a  stall.  Speak with  her,  tell  her you,ve
some Sap to sell,  and trade as many bottles as you wish. You can  return to
Sleeping Tree Camp and  Siphon  Off another batch  Of Sap'  but don't expect
the tree to  regenerate sap  immediately:  This can take an)^^/here from three
days to a  month.

>   E5® g®Itl pieces (per Sap b®il!e)

ife soulhfringe Sanctum

ife Trevq,s Watch Exterior
Exterior Road: Meet
Stalleo and  his
bodyguards camped
out to the east of the
fortification,  close to the
bridge.  He has been

ced outof his  home
men  loyal to  Brurid,
of his rivals.  Agree

p  him, and begin
uest.

O  OBJE(TIVE: Use the bath door to gain a(cess to Trevq's Watch

Lww!wa4~~:
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ife Treva's NIIch
Entrance: You  meet bandits on  this sloped  tunnel.  Burn  them  all  by firing  an
arrow at the oil  lamp above them,  or attack normally.  Now work your way
through  this structure,  slaying  bandits  along  the way.  A  pile of corpses  in  the
barrel  room  indicates where forces loyal  to Stalleo have been slaughtered.
There  is a  bandit chief lo slay,  but killing  and  exploring  are optional.

kferior Courlyord: Move to the ground-level exit to the east, open  it,  and

pull  the  lever in  the small  wooden  lean-to  just outside the door.  This opens  the
previously impenetrable main  gates,  retrc]cting the spears blocking  Stalleo
and  his  men.

%BJE(TIVE: Meet up with Stqlleo in the courtyard

Continue the fight in  the courtyard  (pulling the lever before or after you
defeat the remaining  bandits)  and  meet up with Stalleo when the coast is
clear.  He asks  if you,ve seen  his family (you  haven,I) and  rewards you for

your help.

>   Spell Tome: Detect Life



ire vqllhume vestibule gr;fty VqlthlJme Vestibule

When you first enter this evil-stained  place,  a ghost named valdar
approaches.  lt explains that you  stand  in the tomb of Hevnoraak,  and  he
may have  returned.  Valc]ar has  been  barely containing  his power and  hopes

you'll explore the tomb and find  three vessels that hold the power to vanquish
Hevnoraak.  Agree to this  mission  as Valdar sits back down on  the throne
where he died.

A  OBJE(TIVE: (ollect the Vessels (3)

Expect numerous traps and attacks  by Draugr and  Frostbite Spiders as

you  search the  interlocking chambers of this crypt.  The specter of Hevnoraak
intermittently appears and  drifts off;  you  cannot affect this ethereal  being'  but
its significance  means you,re  making  progress.

ife vqllhume
The first Vessel  is  inside the coffin  of a  high-level  Draugr,  in  a  dead-end
chamber to the east,  with  open  (but  inaccessible)  wind  tunnels  up to the
surface.

fr  ®p®que Vessei

grgr» vIIIhume Catutombs
second Vessel  is through  the  portcullis  (check the wall  alcove to the  right

chain)  in the northwest comer of the vertical  Draugr crypt,  toward
cerlter Of this Section  Of Vallhume.

®pesqtie V©sgei

Continue to fight your
way through more
Draugr and  Frostbite
Spiders. Your way is
temporarily blocked  by a
Nordic  Puzzle Door.

>    iF®EL  ¬!ffiW

Puzzle Soluh'on: The
door consists of three
rings that rotate when you activate them.  Each of the them  have three animals
plated  into the structure.  The central  keyhole  is  unlocked  using  the  Iron  Claw,.
this  puzzle  is  inaccessible without it,  as the  puzzle solution  is on  the  palm  of
the  Iron  Claw.  Rotate  it  in your inventory to see the three circular petroglyph
carvings on the Claw's palm.  Move the rings so the Dragon,  Hawk,  and Wolf
appear on  the outer,  middle,  and  inner rings,  respectively.  Then  insert the  Iron
Claw into the keyhole.

Just beyond the door is a  battle with  Draugr guarding  a  pedestal with
the lclst Vessel on  it.  Don't forget to approach the Word Wall to the west,  and
absorb a \^ford of Power.

Bfr   ®pffiqase Vess©i                   >   W®Fdi ®f  power: Aurfl Whisper

a  OBJECTIVE:  Perform the  ritual with Vflldor

ife vqlThume
Back in  the throne room close to the entrance,  Valdar  informs you that the
vessels contain  the  Dragon  Priest's  blood.  Emptying  them  into the  nearby
sconce  is likely lo  remove any chance  Havnoraak has of regaining  his farmer

powers.  Oblige Valdar by pouring  out the three vessels and then sit on the
throne.

O  OBJECTIVE:  Defetit Hevnorook

Slay this Dragon  Priest, concentrating  on cutting  him down,  rather than
the storm Thralls he summons.  The quest concludes once this battle ends and
Valdar has spoken to you,  urging you  to take the iron mask. This  is part of
Side Quest:  Masks

>   REevRE®

Volunruud (Interior)

sitting  in  a  skull.  The adiclcent chamber
the coffin. Watch for a Draug"Imbue

>   ¬erem®ffiitll Sw®Fd

has a Ceremonial Sword to take from

¢  OBJECTIVE: Open the  Elder,s (oirn

Backtrack to the hub chamber and  head  north,  to the Elder,s Cairn door.
Place  both  ceremonial weapons into their slots,  and the door grinds open.

A  OBJECTIVE:  Defeat Kvenel

Head to the Elder's Cairn  of Kvenel  the Tongue, where the powerful
Word warrior,a spirit still haunts.  The ghost brandishes two very real versions
of the ceremonial weapons you found  earlier.  Defeat the foe,  watching out
for his Shouts and Frost Thralls. Then  search the corpse for the weapons
themselves.  Before  leaving,  check the  upper steps that lead to cI Word Wall.

Hpe   Etiusi             >   ®kim              H>   W®Fd®fP®wer:AurffWhisper



giv winrerhold
Quest Start  I : Visit
Birna's  House  in  the  Hold

City of Winterhold  first,
and  speak to  her.  She,s
donea  bad deal on a
trinket she wants  rid  of.

Pay her 5O gold  pieces.
She tells you  fo come
back  if you  find  anything
of interest inside Yngol
Barrow, where this  is supposed to  be placed.

>   ¬®Fca!  BF«g®m ¬iqW

Quest Start 2: Or simply enter Yngol  Barrow and  locate the Coral  Dragon
Claw during your exploration.  You  never need  speak to  Birna  (she won,I have

wledge of the Claw  if you  find  it this way).

as» yngoI borrow (Exterior)
To further your  knowledge  of the tale of Yngol,  read  the  book on  the  small
shrine  in  front of the  Barrow entrance.

>   Ymg®!  tiasd  Sha®  S®ffiuffihi®sis

se» yngoI Barrow (Interior)
This tomb  is suspiciously quiet.  You are  joined  by an  ever-increasing  number
of strange  little spirit balls that bounce and  seem  to act with  an  otherworldly
intelligence.  Continue  until  you  recICh  the  portcullis  Chamber With  the  lever  in

front of il,.  Don't trigger the dart trap  by moving the lever yeti  Instead,  search
the dead scholar,  removing  his book and  reading  it.

>   N®Ees ®m YnegoI  Btirr®w

puzzle solution: The book is the  key here, as it refers to transcription
carvings  in  this  room:

"Man  in  his throne,  so should  he be": This refers to the throne and  skeleton

to your  right.
''whale  in  the  sea,  so should  he  be":  This  refers to the  pillar to the  rightof

the throne,  which  is being  splashed  by water.  Change it so the Whale  is
shown.
"Eagle  in  Sun,s Sky,  so should  he  be,,:  This  refers  to  the  pillar  bathed  in

light,  left of you.  Change  it so the  Hawk  is  shown.
"snake  in  the weed,  so should  he  be'':  This  refers to the grass{overed

pillar.  Change that so the  Snake  is shown.
Now  pull  the  lever.  Enter the  next chainber,  where you,ll  find  the Coral

Dragon's  CIaw on  a  dais  if you  haven't received  it at the  start of this  quest.

>   ¬®Fcai  a)Ferg®m  CItiw

Continue deeper into the barrow until you  reach a  Nordic  Puzzle Door.

Puzzle Solution: The door consists of three rings that rotate.  Each of the
them  has three animals  plated  into the  structure.  The  puzzle  solution  is on
the palm  of the Coral  Dragon Claw;  rotate  it in your inventory to see the
three circular  petroglyph  carvings  on  the Claw,s  pcllm.  Move  the  rings  so
the Snake,  Wolf,  and  Moth appear on the outer,  middle,  and  inner rings,
respectively.  Then  insert the Coral  Dragon  Claw  into the  keyhole.

Head  into the  resting  place of Yngol.  The spirit balls of energy congeal
and  form  into Yngol,s  Shade,  which  must be fought.  Then  take Yngol,s  Helm
from  the skeletal  remains of the warrior,  and  any other treasure you wish to
ransack.  Exit via  the  spiral  steps to the southeast.

B>    Yffig®l,s  REe!rm

Are you embarking  on an exploration of a  particularly strange or frightening cairn,  barrovy  fortification,  or hole  in the ground? Then consult the followin
which  lists  every notable occurrence within  a  dungeon  of Skyrim!

I Scroll' This is  one connection  to  Blockreoch.

e  (shield)  from Umano, a  bonditexplorer,  in            Torge of the

A kindly old  woman  lives  qt this  cabin  in  the  woods,  close  to  Riverwood.  But enter  her cellar,  and

you  learn  she,s  octuolly a  witch.  She  otfucks  when

ens a ghost named Azzadol.  Beware of

Min  Quest:  Elder  Knowledge

or  Doedric  Quest:  Pis(erning

the Tronsmundone  must be

active  to  enter  Blqckreoch

Before  Doedric  Quest:  Ill Met

Launch  any  Dragon  Shout ot the  (entrol  hanging  ''Sun''  above  the  Debate  Hall  in  the  center of

Blockreoch,  to  summon  a  Dragon  to fight.

he Shrine t

Scqvenged  items

Dragon  Soul

once on old  Blades hideout.  Find the note from a        Bolori Writ,  Bolar,s

None  (Thieves  Guild  Quest:

Scoundrel,s  Folly  o(curs  here

but doesn't hove to  be och've)

hieves Guild

This  hidden  bandit camp  and  Horker grotto  con  be  reached  through  the  Solitude  East  Empire

Warehouse,  Only the  grotto  section  is  ovoiloble  if you  enter from  the  unmorked  cove  near Solitude

Lighthouse.

hted  is ocfive

Hioolmorch None

Scavenged  items

a dead end.  However,  it is a secret exit from      None

Nearby Secondary  Lo(otl'ons  point a  grim  picture.  To the  northeast is  qn  ottocked  Corovon  colt.  At

the  boss  of the  path  leading  to  the  cove  lies  on  obqndoned  comp'  once  used  by some  adventurers

who  come to  investigate.  The  adventurers themselves  ore found  dead  inside.  Near the  end  of this

Folmer and  Frostbite  Spider  maze,  a  note  on  one  of the  prisoners  tells what happened  to  those

who were captured.

Merchant,s Journal,

Adventurer,s journal,

Torn  Note

the onimols,  horve5ting the Plants, Or examining
Scavenged items

EHM      i
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Before  a  fearful  journey down  into  a  chasm, fighting  Frostbite  Spiders,  check the  north  wall  of the

entrance  cavern  to  press  a  wall  button,  open  a  se(ref door,  and  venture  into  a  vampire  abode,  the
''Holl''  itself,  where few dare  enter!

on obtain Godnor's Stu

Hioolmor(h

None  (Bord's  Quest:  Tending

the  Flames  oc(urs  here  but

doesn't hove to  be  active)

Scavenged  items

(which orfually costs Fury)  from  his corpse/ inside this

This  is  the  tomb  of  King  Olof One-Eye.  The  bard  Yrsqrqld  was  also  entombed  here;  his  ghost leads

you  through  the  dungeon  and  fakes  vengeance  on  Olof during  the final  bottle.

ti  mop here t OrSWOm  Camps Madanqch  heads here if

King  OIof,s  Verse  (see

quest for  details)

covenged items

The  Folmer that live  here  like  to  collect trinkets from  the  world  of  men.  A group  of bandits  are

reclaim  their stolen  property;  be  quiet,  and  you  con  listen  toTheir  plottingdown  here to
Scavenged  items

for notes on h

h inis space to the lobe

for tips on sneaking
See Quest

Doedric  Quest:  The  Cursed

Tribe  is  active

When  the  quest is  active,  another  exit is ovoilqble  in  this  cove that conne(ts  to  the  otherwise-

inoccessible  Giont's  Grove.  You  qccompony  Chief Yomorz  here to  kill  on  orc-eating  giant and  to

retrieve  Volendrung.

Volendrung  (see  quest

for details)

e 8 number Of inter a to normal 8dVenturing:  You  con

own os The Caller.

A "wher of imperfu
books  (see quest for

None  (Side  Quest:  Forbidden

Legend  occurs  here  but doesn't

hove to  be active)

Doynqs  Volen,  a  wizard  investigating  the  Gouldur  Legend  (Side  Quest:  The  Forbidden  Legend)

perished  here  along  with  his  qdventuring  party.  His  iournol  and  notes  explain  the  truth  behind  this

ancient mystery.

Gouldur Amulet

Fragment,  Gouldur

Blockblode,  Writ of

Sealing  (see  quest for

derails)

ask here. The quest

Geirmund's  Hall The  Rift
Side  Quest:  Forbidden  Legend

is  a(five

Named  for Arch-Moge  Geirmund,  from  the  Gouldur  Legend  (Side  Quest:  The  Forbidden  Legend),

who  is  entombed  here  along  with  one  of the three  brothers.  Puzzle  Solution  (Pillars):  (lockwise

from  the  boss  of the  steps:  Hawk,  Whole,  Snake,  Whole.  Sigdis  6ouldurson  (reotes  illusionqry

duplicates.

Gouldur Amulet

Fragment,  Gouldur

Blqckbow,  Writ of

Sealing  (see quest for

details)

Dark  Brotherhood  Quest:  The

Feeble  Fortune*

The  Hogroven  here  teleports  offer taking  domoge,  unh'l  you  eventually  defeat her ot the  top  of the

ruins.

S(avenged items  (see

Dark  Brotherhood

Quest for most

powerful  items)

you  Ore  a  VOmPlr

Holldir lures  adventurers  in  here  and  compels them  to  sacrifice  themselves  on  his  cairn  (Vidgrod,

Roen,  and  Agrius  hove  su¬cumbed  to  him).  Agrius,s Journal  (on  the  entrance  room  pedestal)  tells

the  story.  Puzzle  Solution:  Match  the  symbols  on  the  stone  heads  in  each  room.  Clockwise from

the  lever:  Hawk,  Snake,  Whole.  Holldir splits  into  three  elemental  forms  in  midbqttle.

Holldir's  Staff

mine, now Overrun it located Slightly tO the east, and 0 Poachers Axe  (with

You  encounter on  adventurer fighting  on  enchanted  Frostbite  Spider ot the  entrance.  Puzzle

Solution  (Levers):  The four  levers  (A,  B,  C,  D from  leftto  right)  trigger four bars  (I,  2,  3,  4).

Pulling  a  swit(h  toggles  its  ossocioted  bar and  the  ones  immediately  next to  them  (pulling A

toggles  1,  2.  Pulling  B  toggles  2,  I,  3.  Pulling  C  toggles  3,  2,  4.  Pulling  D  toggles  4,  3).  Simply

pull  levers  A  and  D.  Kornolus  Frey  is  experimenting  with  these  spiders.  Find  his  key  on  his  corpse

thor unlocks  his  bedroom  (and  Shrine  of Julionos)  and  the  door to  the  exit.

Scavenged  items

;:vS;;::

lf you find  yourself falling/  stay in  the  middle  of the  chasm  you,re falling  through;  you,re  more

to  survive.  This  connects to  Ston Creek  (qve  (but only from  this  location)

among the (Few
or fake the key from

Doedri(  Quest:  Boethioh,s

(olling  is  active

When  this  quest is  active,  you  con  enter a  previously  inoc(essible  inner chamber of the  mine,

where you  con  face  and  defeat the  previous  Champion  of  Boethioh.

Ebony  Moll  and  Ebony

Equipment

R8hd'S lOnghOmmer

(next to R8hd'S
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This section of the guide deals with the dozens of Miscellaneous Objectives
that appear in your Quest menu  throughout your adventures.  Like  Favors,
these are strclightfOrWard tasks With  modest rewards,  but SOme have unique
elements,  such as unlocking a dungeon or giving you access to a  previously
restricted area.

These are sepclrated  into Innkeeper Objectives  (scuttlebutt and  rumor

you  might hear at your favorite tavem)  and Miscellaneous Objectives in
each  major settlement of Skyrim,  separated  by Hold.  Note that each of these
increases your relationship with the citizen you're doing the Favor for,  which
is  important for your standing  within  a  particular city  (if you wish  fo complete
any Thane Tasks).

Some Miscellaneous Objectives were  important enough for us to flag
with a quest name and the ",, symbol. The quest name won,I appear in your
Quest menu,  but the Miscellaneous  Objectives will  be  listed.

The following  innkeepers  are a  good  source  for scuttlebutt across Skyrim.  There  is a  (rclndOm)  Chance that they  Point you toward  the Start Of a  Side Quest or
Daedric Quest,  or contact with the Thieves Guild  or Dark Brotherhood. They can also  (randomly)  provide you with  Bounty Quests.  Here are the  innkeepers of
Skyrim to check and the four types of Bounty Quests,  which can  be repealed:
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EL(?:\\, objectives.. Dragon Bridge

RE> obieclives: Solitude

|]  I:wN;evs is Good     None                             An9eline Morrord     #o9:linfie(,iS

Fitforojorl*          ,   None                                        Toorie

Retum to Groce*      None

i

Rodiont Raiment

(or streets of

Solitude)

Streets of

Solitude

Winking  Skeever

(or Streets of

Solitude)

Market stalls

Blue  Poloce

persuade, or infimid8te Cqptoin Aldis to learn thor she died          ;;;;lue"a;lu,''('o'j'rrfu;i:
during on  orfuck.

Speak to  Toorie  and  ogres  to wear on  outfit while  speaking

to Jorl  Elisif.  Puton  the  Rodiont  Raiment  Fine  Clothes,  and            RolionT  Raiment

ask the Jorl what she thinks of your outfit.  She agrees to

purchase  some  dresses.  Retum  to Toorie for your  reward.

#Tg!eulindee_h:::nSfit:ilnn:eW[:nhfeo#nellhl:!rldoOIe9qhTtnetiSofS:ice. liSekI,         Sap,tlOinhAldis, in or around         NoneI

Fine  Clothes,

Leveled  Gold

Svari wants to (onvince her mother Greta to return to the

Temple of the  Divines. After speaking to Greta retieve on

amulet of Tolos from the body of her brother Roggvir.  Return

to Oret8 With the Amu our  reword.

Roggvir's  Body

(Executioner,s  Plorform  or

Hall  of the  Dead)

Sorex  asks you  to  deliver Stros M'Koi  Rum  to  Folk

Firebeord.  Deliver  the  rum  directly  to  Folk  in  the  Blue  Poloce        Leveled  Gold

our reword.

Evette  is  hoping thor Vittorio Vici will release  her Spiced

Wine shipment.  Persuade  or bribe Viftorio  Vici  ot the  East

Warehouse to release the shipment, then

e for the reword

Vittorio  Vici

Elisif wants you  to  ploce Torygg's War  Mom  on  a  shrine  of

Tolos  os  a  tribute  to  her  lots  husband.  Take  the  War  Hom  to        Shrine  ofTolos:  White  River

the  specifed  Shrine  and  place  itotthefootofthe  sfutue  of          Volley  [6.T]

Tolos,  then  return  to  Elisif for your  reword

Leveled  Gold

©E_¥irL\lr|[J_Ipr,Iun!_I:]JrlILtJiP:lJiT±lhthl:q:I:I,IriiEF»

REpe objectives: slonehills
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RE»gr obieclives.. Ahkqri,s {amvun

REgiv obieclives: (allege of Winlerhold

REgiv obieclives: Winlerhold

ifeg¥" Obieclives: Dushnikh YaI

MISCELLANEOUS  OBJECTIVES.,  HAAFINGAR  HOLD       HjAALMARCH  HOLD      THE  PALE..  WINTERHOLD  I,  THE  REACH
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REP:+, obieclives: Kolskeggr Mine

Kolskeggr Clear
None                                    Povo

ffi» obieclives: Mqrkqrlh

to (olcelmo

the
ex(ovation

The  Heart of

the  Motter*

Left  Hand

Mine  (Primly         E!rusuwRo'lUn 'hUolVe iikLeVi'jt-e'[Nhi'!'#irie',"fall;k';Ug;'I:

Location  near              n____   _  LL_

Morkorth)

Speak to Povo Ht Left Hand Ming, Where he fled.       f`,'o': iUn's%U;'uul;''m;nu;
I                             I                                     I   I                                   I/      I     I

move them.

Colcelmo  requires a  ring/ find  Keroh  doesn't hove

to deliver it. Will you?

You,re  asked to  retrieve a  statue  of  Dibello  token

Forsworn, to  kee the  store  in  business

Speak to  Bothela a

She asks you to deliver a

Roerek, for his "sfomino.

Moth                  Understone  Keep

gro-Bogol          Forge

Colcelmo          Understone  Keep

REgiv obieclives: Old  Hroldqn

of her shop.

to the Steward

Ghorzo  is  looking for a  longiorgotten  Smithing

book.  Find  one for  her.

visor believes

se(retly  (ond illego]ly)  worshipping

You're to f'lnd proof

Ask Moth  about his armor,  and  he  requests you

find  him  a  Dqedro  Heart.  Return  with  one to

receive  one of his best ieces  of armor

A giant Frost

the excovotio

omed  Nimhe is troubling

rkers.  Colcelmo agrees to  let

you  into his museum if you  kill the  beast.

Clear around  five  Forsworn

(before or offer speaking

to Povo)

Take  (olcelmo,s  Ring into

Understone  Keep;  Colcelmo

Lisbet,s  Dibello  Statue  [o  random

Forsworn  comp]

Give  Sfullion's  Potion to  Roerek

The  Lost Scobbord  of Akrosh,  in

the  Fort Sungord Muster  (though

any copy will  do)

Ogmund's House  (Novice), steal

the Amulet of Tolos inside,  and

bring it to Ondolemor

Doedro  Heart

Leveled  Gold  tend  any

scavenged  gold from

the  mine)

Leveled  Gold

+I   Smithing  (from  reading

the  book),  +1  Smithing

(from  Ghorzo  offer

handing  her the  book)

Leveled  Gold

Leveled Armor  Piece

Use the  Key to  Nchuond-Zel,  enter

the excovofl'on site, find and  kill           Dwe" Museum  Key

Nimhe, and report back.

RE> obieclives: salvius Farm

:ee:irfut:*                   None                                   RogofusSolvius

REife obieclives: Soliund,s Sinkhole

Salvius Form             Rogatus has a letterhe wants delivered to his son
Bring  itto  Leonifus  Solvius          Leveled  Gold

ot Old  Hroldon

492
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RE» obietlives: Roriksledd

ffiffiELffiREffiRE

None                                      Erik

ife obietlives: Riverwood

©E#i"©E!lRE§!E!LiE!I#i#!#iRE8Fi

ln the fields

around
father will  not allow it.  Sp

Erik wants to live a life of on adventurer,  but his

rolki ot the

ery/  or IntimidationFrosrfruit Inn;  use  Persuosio

of his son,s new career.

Leave town, then

Erik the  Slayer

ovoiloble  os  a  hi

The  Love Tfiongle:         None
Ill_:__  I__I_A
Helping  Sven*

The  Love Triangle

Betraying Sven*

ife obieclives: whilerun

8EiB ELfi RE Bfl EL#ffl :tii RE #i©ILWiElli !ffi EN :¥ffi # ELrdff!TffitiflE#

Talk to Sven. Ask him obout Fuendol. Take the fake

soy it,s from  Foendo]. Return to Sven.

letter from  Foendol to Comillo and        25 gold pieces,

Talk to  Sven.  Ask him  about Foendol.  Take the fake  letter from  Sven  to  Foendol.|ull\   lV  JYVu.  nJl\  ulu|  uuVul   I  uuuuul.   lunV   luu  lul\V  IVllVl   llulll  JVOII   IV  I  uOlluul.

loll  him  about sven,  and  he  hands you  his own fake  letter. rdke the se(ond  letter to         (   25  gold  pieces,

comillo.  soy  it,s from  sven.  Return  to  Sven                                                                                                     Foendol:  Follower

Talk to Foendol. Ask him obou

Return to Foendol

Sven to Comillo and soy     25 gold pieces,

Talk to  Foendol.  Ask  him  about Sven.  Take the fake  letter from  Foendol  to  Sven.  Tell

Riverwood           him  about  Foendol,  and  he  hondsyou  his  ownfoke  letter.  Take the  letterto  Comillo.

it's from  Foendol Return to Sven

cup tell  Camilla the truth u wish to side with_

25  gold  pie(es,

Sven:  Follower

grS;rm.1[!iqu.Il]uI,]IIIiINIELELi-h,lTilrfui-I:I,II,-Egiv
ife obieclives: Snapleg Cave/Darkwaler Pass

EN» Obieclives: Kynesgrove

I Solt for the

Stoneweower*

rovyneo the                  Kynesgrovel\y I lOJt)luVO

(around town)          DrovyneoOneWeOVer
ersomeFrostSolts              See  lngredientSLo(ofions,          +I  Alteration__   ____    1   A7                                                     I.ill

on  page  147                                      skill

MISCELLANEOUS OBJECTIVES:  THE  REACH      WHITERUN  HOLD   '  EASTMARCH  HOLD
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ne* obieclives: Windhelm

a_EiriS_quEnyilIll-=l1!J*!]jIJ=]l[!rfuRIIIlil7ilI:I:mIllrfeing>
REife obieclives: Falkrealh

©'-I-ng#qurmThIIll,1lrI,I-.]IIIINImI:II:IIII-E»
ife obieclives: Heartwood Mill

Abandoned

None                                       Norfi

Tembo  Wide-Arm

west of river),

Lumber  Mill

Speak to  Norfi about his vanished

sister, then ask Wilhelm about

Narfi.  Betiin  the se

Tembo  is  constantly fending  off

bear ottocks.  Perhaps you  con  thin

the  herd out?

Reydo's satchel, in the river lust southeast of              Three  [rondom]

town, then  bring Reydo's Necklace to  Norfi                  role ingredients

Hunt  10  beqrsondskin  themforpeltsorbuy          Leveled

the  pelts  (anywhere in  Skyrim,  of any bear type:       Enchanted War

Snow,  Cove,  or  normal),  and  return them  to  her        AxeI Climb the

Steps*
None                                    Kimmek

ne> Obieclives: Merryfair Farm

i

Kimmek,s  House or

around town

Kimmek delivers supplies to the

6reybe¢rds, but his knees con't

take the climb.

Drop  (via  inventory)  Kimmek's supplies  into the         Leveled  Gold

offering chest ot High  Hrothgor

H #o#:*the             None

REgiv objectives: RiIIen

Dmvin  Llonith              MelrviOiI
Form

Drovin's Bow has been stolen,       Drovin's  Bow, in a  locked treasure chest in the  Rotwoy

and  he wishes it retumed.              Warrens,  under Riten.  Return the bow to  him.

Leveled  Gems

(5)

The  Lover,s

Requital*

Under the

Toble*

None
Sibbi                      Misrveil  Keep

BlockBriar          (Riften Jail)

Romlyn                  BIG(k-Briar

Dreth                    Meodery

=re  5-=e--Sc==`i.i   -.

sirJ_RIM

Discover Svidi,s whereabouts

Deliver  smuggled  Black-Briar

Keg/  or turn  Romlyn  in

Lynly Stol-Sung  (pseudonym  of Svidi,.  bold in

wemyr Inn,  ln  lvorsteod)  speak to her,  refum to             i!b(iise!Th:nStthKeeyBl(aO(Pk:BnfSioT

Sibbi"nd lie oltll  helthe truth  regOlding Where           Meodery)

she is  (the reword is the some)

Wilhelm,.  innkeeper in  Vilemyr  Inn  in  lvorsteod,  or            Gem  or jewelry  reword.

Overseer  lndoryn,  ot the  Meodery                                              Not repeotoble.

i:'L!EST:i:  MISCELLANEOUS  OBJECTIVES
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Rifren  Fishery

The  Argoniqn  is  sick from

a Skoomq  overdose,  and

pleads for a  Healing  potion  to

cleanse  her system

Jorl's  Quest  Port

3:  Supply and

Demond*

Complete  jorl,s

Quest Port 2

Hand  her a  Healing  potion  (minor or otherwise) Silver Amethyst  Ring

e Warehouse and

en.  Search Sowhis for

Mistveil  Keep

Report the Skoomo

monufocturing  operation

to  the Jorl,  who  sends you

to  kill  the  Dark  Elves  ot

slone  Cavern

Wipe  out everyone there  (wolf kills  ore  optional),

then  return  to  the  jorl.

Leveled  Enchanted

Weapon

to letate the 8uill of Germinofl'on

The Quill is in a sfrongbox

.  in  Lake  Honrich

Documem obsol

of his debt (see ques

detoils)

Gissur,s

Revenge*

Main  Quest:  A

Cornered  Rot is

a(five

No  one
The Rotwoy/

Ragged  Flagon

lf  Gissur  is  olive  ot the  end

of Main  Quest:  Diplomatic

Immunity,  he  may be spotted

in  the  Ragged  Flagon.  Slay

him  or leave  him  alone.  He

eavesdrops if you speak

to  Dirge  or  Vekel.  You  con

(sneak and)  follow  him

into  the  Rotwqy,  listening

to  Gissur  telling  Tholmor

troops where you ore. Athck

Gissur, the  Rotwoy/Ragged  Flagon

ife obieclives: Sarelhi Farm

ife obieclives: shot,s stone

20 Jozboy Gropes;

Ingredients Locations, On

Redbelly Mine,.  kill  six

Frostbite Spiders, theft

return to  Filnior

Leveled Sol

Letters for Mr.

Rock-Chucker*
None Sylgiq,s  House

Sylgjq  asks  if you,ll  mind  delivering  a  satchel  of letters

to  her parents

/   4%w~h

The  Sids=£c-rc;£3  `f

sirj__RTin

Take  Sylgio,s  Satchel  to

Verner  Rock-Chucker  in

Dorkwoter Crossing,.  bring

Vemer,s  Satchel  back to  her

ofterwqrd

a,SESTS:  MISCELLANEOUS OBJECTIVES      FAVORS
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Favors are miscellaneous objectives or small activities that you can find
throughout Skyrim.  Favors are controlled  by the game,s Radiant Story system,
which  uses a variety of factors to determine when  to start a given quest.  Thl.s
means that not all  Favors will  be available at all times,.  in  particular,  you can
only be on one Favor of each  type at a time.  For example,  if you  start one Rare
Item  Hunt, you  must finish  it before  beginnI.ng  another-

This  section  details all  of the available  Favors you  can  clttemPt during  your
exploration  of Skyrim.  Note that each of these increases your Relationship with
the citizen you're doing the Favor for,  which  is important for your standing
within  a  particular city.  lf the citizen  isn,t a  resident of the city/  then you  perform
the Favor simply to accrue a  reward, to pass the time, or to be a pleasant

person. This chapter is segmented  into three parts:

Part  I -Ach'vily Favors:  DecllS With  manual  labor you Can dO tO earn an
honest pay.  Which you can then share with  beggars  if you wish.

Part 2-Favors for Citizens: Lists every resident in  Skyrim who has a  I.ob for

you to do if you  speak to them.
Part 3-Thane Tasks: Reveals how to become a Thane (or a land-owning,  respected  resident) of each particular Hold, and the house you can purchase.

ife Favor (Activity): Chopping Wood*

OT[     *   Ouestnflmesmtirked

your Oues"en

Visit one of the following  locc]tions speak to the person  specified  (usually
a  lumbermill owner)  in the table below.  They will gladly pay for any firewood

you chop.  Find a Woodcutter,s Axe (there should be one near the woodpile
at this location), find a  pile of wood,  and continue to chop/  before heading to
the person for a reward.

>    Woodculler's Axe           >    Five gold pieces per piece of
firewood chopped

ife Favor (Aclivily): Mining Ore*
Head to one of the
following  locations,
and converse with the
character specified

(usually a  mine owner)  in
the table below. They are
happy to pay for any ore
you  mine.  Find  a  PickcIXe
(there should be a few
inside any of the mines

you visit)  and  locate a vein  within  the  mine.  Strike  il,  gather the ore,  and
head to the person for a  reward.

>  Pitkqxe

>  25 gold pieces per
Silver ore

>  25 gold pieces per
Quicksilver ore

>  20 gold pieces per
Oricllaltum ore

>  30 gold pieces per
Moonstone ore

>  30 gold pieces per
Mqlochite ore

>  7 gold pieces per
Iron ore

>   50 gold pieces per
Gold ore

>  60 gold pieces per
Ebony ore

>  20 gold pieces per
Corundum ore
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RE Favor (Aclivily): Harvesting Crops*

Trek over to any of the following  farms and  strike up a conversation with the
character mentioned  in the table below.  They are grateful and  pay for any
crops you wish to harvest (from their properly or an)^^/here else).  Note the
exact crops the character wishes to purchase; only pick those  if you want to
be paid for your labor,  as there are usually more than these crop types  in  the
locations'

>  Five gold pieces per Wheat      >  Two gold pieces per Cabbage

>  One gold piece per P®ltilo        >  One gold pieces per Gourd

>  One gold piece per Leek            >  Ten gold pieces per Nirmreot

l98       S  Sfri?--s-RiM
t

ife [avor (Aclivily): A Drunk,s Drink*
Mosey on over to your favorite  inn or tavern, or the streets surrounding  an
inn,  and you,re likely to be accosted  by a  reasonably friendly drunk.  lf you

purchase a drink for them,  expect the  rudiments Of a dance (although  it,S
more of a  stagger)  as your reward. The following drunks are particularly

parched:

Hoofingor                        Thol" Embassy                                     Rozelont

Downstor  (Windpeok  Inn)                         Karl

winterhold  (The  Frozen  Hearth)           Ronmir

The  Reach                            Morkorlh  (Silver-Blood  Inn)                      Cosnoch

The  Reach                          Morkorfu  (Silver-Blood  lm)                     Degoine

Riverwood  (Sleeping  Giontlnn)             Embry

Eqstmorch                          Windhelm Torbiorn  Shatter-Shield

OTE      touring Main  Quest:  Diplomfltic Immunity only

ife Favor (Aclivily): The Gift of Charily*

Walk the streets of any Hold City,  and you may be approached by a
tclttered Or downtrodden  beggar.  You can  ignore them or give them a gold

piece as charity.  The  beggars you can give to tire listed  below,  and your
thoughtfulness is duly rewarded.

>   TELe Gift of {horily: +lO Io Spec(h for one hour

The  Ragged  Flagon         Rifron                        Gissur[

Riften                          Snilf

:,:,:HL]IHI
lh

:ci;iiuor:;fii

:H::h:::0

iI

Windhelm               Angrenor Once.Honored

Windhelm                Sildo  the  Unseen

Whiferun                  Brenuin

lvorsteod                  Norfi

Morkath                Degoine

Riften                          Eddo

Solitude                    Svori

Solitude                     Noster  Eagle-Eye

Solitude                    Dervenin

NOTE       i After Main Quest:  Diplomatic  Immunity/  tissuming  Gissur

is  still  olive.

Ct|'g:`T,'i',   FAVORS
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ENgiv Favor:  Special
Visit the location
specified, and converse
with the Favor giver.
They have an  important
item that needs to be
c]elivered to someone
in  Skyrim.  The  recipient

rewards you with  a  small
amount of gold  pieces.
The following  citizens of
Skyrim  have Delivery Favors for you:

>  Gold pieces (leveled, per delivery)

as an adventurer with
lighting  fists ancl  a

granite chin, you may
wish to earn a swift  loo

gold pieces by listening
fo the challenges of the
following  folk.  They
each have a reason for
fighti_ng  you,  and the
combat is brawling only
Knock your opponent to their knees and win  loo gold pieces.  Lose, and your
adversary gains the gold.

>   EOO goldpieces



ife Favor: The Bundil SIayer*
visit the Favor giver, who  requires you to slay a troublesome  bandit leader,
located  in  a  random  bandit camp somewhere  in Skyrim. Journey there,
ignoring  or slaying  any other enemies that guard  the  plcICe.  Locale the  bandit
specified  and  kill  him.  Then  return  to the  Favor giver for a  reward.

ne» Favor: The Vampire Slqyer=

Visit Sybille Stentor,  the Court Wizard of a stands with
the Blue  Palace.  Unpleasant though  she is,  she offers you w
nearby vampire,s  lair  (which  is  randomly determined). Journ
or slaying any other enemies that guard the place.  Locate the
specified  and  kill  him  or her.  Then  return to Sybille for the

>  Leveled Jewelry Rew«rti

ffi» Favor: Rare Item Hunl*
Journey to the Favor giver,s  location,  and  speak to them.  They require you
to find a  specific and  rare  item  located  somewhere in  Skyrim  (the place is
randomly determined  but appears on your world  map).  Should you find this
coveted  I'tem and  return  it tO them, you  receive.a  reward appropriate for the
time spent looking.

EostmorchAVindhelm

To  help  his wife

mourn the  loss of

their  (hild

Fqlkreoth/Folkreqth

MiO~Ow A \

Tr_a  Side_~gcrcl:a  '/

siryRTri

ne» Favor: Item Retrieval ((aye)*
Head over to where the  Favor giver is and chat with  them. They require

you  to trek to a  [rclndOm]  Cave,  find a  specific  item  they have  mislaid  Or are
looking for,  and  return  it safely.  When  this occurs, you  receive a reward
appropriate for the time spent looking.

Iostmarch/Kynesgrove

The  Pole/Dqwnstor  (The  Morfur

and  Pestle)

Runili Joumol

TheJarl of a  particular Hold  has a  task for you  to complete.  This  usually
involves  killing  some troublesome  foes who are annoying  or terrifying  the
Hold/s population or retrieving a  lost item of great importance. The enemy or
itepr  is located  in  a  random  place,  usually within  the Jarl,s  Hold.  Complete the
task,  return to the Jarl,  and expect an  impressive payment for your time.

C,lJESTS:  FAVORS
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Becoming a  powerful  and  impressive  member of Skyrim  society culminates  in the title "Thane."  Follow our advice,  and your good deeds pay off in the form Of
a  piece of property you can  purchase  (and decorate)  in eight of the  nine  Holds.  ln  most Holds,  you  also get the services of your own  Housecarl,  a  follower who
waits for you  in  the same  building  as theJarl or atyour house  (after purchase).  You can  be a Thane of multiple Holds,  bu"here is  no bonus  if you're a Thane of
Skyrim  (that  is,  of all  nine  Holds).

nese Thane of Haufingar*
Part 1 -Friend of the
Jarl: Jarl  Elisif the  Fair  is

the leader of Solitude.
ust have finished

e Quest: The Wolf
Queen Awakened,
which  is  related to her
Hold.  You  must also
have completed the task
she set for you.  See
Miscellaneous Obiectiv¬ Manor: A fine exc§mple of Nord
El.ls.lf|s Tr.lbute for more               circhitecture, and a worthy prize for helping the
'lnformation.                                                             population of Solitude.

Part 2-Friend of the
Gil)rf You  must now win  the  respect of the  inhabitants of Solitude.  Speak to
Jarl  Elisif,  who asks you  to assist the people of this  Hold.  Return  to her once

you,ve finished five  (or more)  Favors,  tasks, or objectives that benefit the
people.  Consult the Miscellaneous Objectives and  Favors sections   of this
guide,  looking  for "Solitude"  as  the location  for tasks,  Favors,  and  objectives.

Part 3-House in the City:  Finally/ you  must purchase a  piece of property in
the city.  Speak to theJarI,  and you,re informed that a  house is for sale.  You,re
referred  to  Stewclrd  Folk Firebeard.  The following  residence  is available:

House Name:  Prouc]spire Manor
Cost: 25,000 gold pieces

>   ffiey  i®  Pr®erdspiFe fflesm®gr

Visit the  house and  meet your Housecarl, Jordis the Sword-Maiden  there_
Return fo theJarl,  who grants you the title of Thane and  a  rewclrd.  Guard
Haafingar now ignore one crime as long as your Bounty is less than 2,GOO.

>   Thaerffie  ffiB!e

>    BIffide  ®f  ELcatiEimgtiF  i!eWeleti  em¬faffiffiietl  SW®rdi)

>   RE©use:  Proudspire Mtinor

>   F®!!®weF: Jordis the Sword-Mtiiden

ire Thane of Hiqqlmqrch*
Part I -Friend of the
Jarl: You  must first

befriend the Jarl of
Morthal,  achieved  by
completing  either of the
following :

Jarl  lgrod
Ravencrone  is
the leader of

orfhal.  ln  order to
efriend  her, you  must

finish Sicle Quest:  Laid

to kest, which takes

place  in  her Hold.

WIH-id

across the salt mclrshe£ toweerd Sc)lifude.  Expect
amazing sunsets.

Jarl  Sorli  the  Builder is the  leader ofMorlhal  once  it has fallen
into  Stormcloak  hands.  To start this task with  Sorli,  you  must have
captured  Hiaalmarch  Hold,  as  part of the Civil War Quests.

The   5icie-.,£,c:.31s  `J,

s-irY__Erin

a,.   -izLSi'

port 2-Friend of the City: You  must now win the respect of the inhabitants
of Morthal.  Speak to the Jarl, who asks you to assist the  people of this Hc)ld.
Return  to theJarl  once you,ve finished  three  (or more)  Favors,  tasks,  or
objectives that benefit the  people.  Consult the   Miscellaneous Objectives and
Favors sections of this guide,  looking  for Morthar as the location for tasks,
Favors,  and  obiectives.

Return  to theJarl,  who grants you  the title.of Thane and  a  reward.
Guards  in  Hiaalmarch  now  ignore one crime as  long  as your Bounty is  less
than  2,000.

>    ThaenENe  Ti#!©

>   BIfflde ®#  ELiae!mar¬th  (Leveled  Em¬hcamled  Sword)

E®!!®weF: Vqldim«r

¥ Part 3-Land in the Country: Although there is no house to purchase
in  this  Hold,  visit any settlement and  look for a  Courier to deliver a

message stating that a  plot of land  has become available.  Simply return to
the Jarl,s steward,  and  tell  them  ,,I,d  like to  purchase a  house." There  isn,I one

available,  but there  is a  plot of land.  Agree to pay the 5,00O gold  for it,  and

you  receive a  charter for the  land  in  question.  Your world  map updates to
show the  location  of your plot_

>   Wiffitistrad fflcan®r ¬htiraeF (Hiacalmar¢ha  ELo!d)

neS Thane of The Pale*
Part 1 -Friend of the
JarI:  You  must first

befriend  the Jarl  of
Dawnstar,  achieved  by
completing  either of the
following:

Jarl  Skald
the  Elder is
the leader of

Dclwnstar.  You  must

;              .-
hove finished  Daedric             ire/('GrChen Haw Grounds.. A

with excepfit3na! Views Of the
Dragonsreach, and the Thrcaf a

Quest:  Waking
NightTar:, whic,h,is,,           _u¥u"J'FH'" UiiHe'3,Fs;'l'cue:
related  to his  Hold.  You
must also  have completed the task he  set for you.  See the "Favor: Jobs fo
the Jarls" section of this guide for more  information.

¢
Jarl  Brina Merilis  is the  leader of Dawnstar once  it has fallen  int
Imperial  hands.  To start this task with  Brina,  you  must have ca
the Pale Hold,  as  part of the Civil War Quests.

Port 2-Friend of the City: You  must now win the respect of the  inhabitants
of Dawnstar.  Speak to theJarl,  who asks you to assist the people of this
Hold.  Return to theJarl once you,ve finished  three  (or more)  Favors,  tasks,  or
objectives that benefit the people.  Consult the Miscellaneous Objectives and
Favors  sections of this guide,  looking  for "Dawnstar"  as the  location  for tasks,
Favors,  and objectives.

Return to the Jarl,  who grants you the title of Thane and a  reward.
Guarcls  in  the Pale  now  ignore one crime as  long  as your  Bounty is  less  than
2,GOO-

>   FhaffiREe "!S

>   Blade of the Pale (Leveled En¬htinied Sw®Fd!

>  ffias  F®li®wer: Grggor

''eE Part 3-Land in the Country: Although there  is  no  house to  purchase
in  this  Hold,  visit any settlement and  look for a  Courier to deliver

a  message stating that a  plot of land  has  become available.  Simply return
to theJarl,  and  tell  them  ,,I,d  like to purchase a  house.,,  There  ism,I one
available,  but there  is a  plot of land.  Agree to pay the 5,000 gold  for it,  and

f:.i,E::.T:,,  FAVORS
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you  receive a charter for the land I.n question.  your world map updates to
show the location of your plot.

Bb    RE®iiffg¬ife©m  REee!!  ¬haerFff©F  ¬Tife©  Per!ei

ife Thane oI Winlerhold*

Part 1 -Friend of the
Jarl: You  must first

befriend the Jarl of
Winterhold, achieved by
completing  either of the
following..

®Jarl Korir is
the leader of
Winferhold,  You

must have completed
the task he set for you.
See the  "Favor: Jobs
for the Jarls"  section

of this guide for more
information.

¢

Only Jarl Korir of Winterho!d lacks a house or a

plot of land to grant yc3u; he'S Still  recovering from
the deeimcition of his cctpifal.

Jarl  Kraldar  is  the leader of winterhold once  it has fallen  into  lmpericll
hands.  To start this task with  Kraldar,  you  must have captured
Winterhold  Hold,  as part of the Civil War Quests.

Port 2-Friend of the City: You  must now win the respect of the  inhabitants
of Winterhold.  Speak to the Jarl, who asks you to assist the people of this
Hold.  Return  to the Jarl  once you,ve finished  three  (or more)  Favors,  tasks,  or
objectives  that benefit the  people.  Consult the Miscellaneous  Objectives  and

Favors  sections of this guide,  looking  for  ,,Wnterhold,,  as  the  location  for
tasks,  Favors,  and  objectives.

Return to theJarl,  who grants you the title of Thane and a  reward.
Guards  in  Winterhold  now  ignore one crime as  long  as your  Bounty is  less
than  2,OOO.

>  Thtllle Title

>   Blade  of Winlerh®!d  SLeve!egi  Em¬hacagBged Sw®Fd!

must have finished

both the tasks  he set for

you.  See the ,,Favor:
Jobs for the Jarls"
section  of this  guide for
more  information.

®

The V!indre!s were a Co!ovic3n  met-Chant fCtmily,

driven from this home cluring the Henchmen
Rebellion: Their former mansion has stood empty

ever §;nco,

Jarl  Thongvor Silver-Fish  is  the  leader of Markarth  once  it has fallen
into Sformcloak hands.  To start this task with Thongyor, you  must have
captured the Reach Hold as part of the CMI War Quests.

Part 2-Friend of the City: You  must now earn the respect of the inh
of Markarlh.  Speak to theJarl,  who asks you fo cISSiSt the People of
Hold.  Return to the Jarl once you,ve finished  five (or more)  Favors,  ta
objectives that benefit the people. Consult the Miscellaneous Obiectiv
Favors of this guide,  looking for "Markarfh"  as the  location for tasks,  Favors,
and  objectives.

part 3-House in the City: Finally{  you  must purchase a  piece of property in
the city.  Speak fo theJarl,  and you,re informed that a  house is for sale.  You,re
referred to the Steward..  Raerek tlarl  lgmund)  or
Thongvor).  The following  residence  is available:

fr   Bitide ®i thee Reticha (Leveled En¬hamed Axe]

>   REoarse: VIimdre!  Htil!

>   F©ii®wsF: Argis ihi® Buslwtirk

ife Thane of Whilerun*

ostenfafious of the Skyrim homes you can own,
but it has undenicible charm.

Part I -Dragon Rising:
Jarl  Balgruuf the Greater
is  the  leader of Whiterun.
When you aid  his
soldiers  in  fending  off
the dragon attack in
Main  Quest:  Dragon
Rising/  he  proclaims you
Thane as a reward for

your heroism. Your new
Housecarl,  Lydia,  will wait

for you  in  Dragonsreach
until you  find  a  home  in  the

city.  Guards  in Whiterun
will  now  ignore one crime as  long  as your  Bounty is  less than  2,OOO.

>   Thatiffe TiE!e

>   B!titie ®f WE!itertim (Leveled  Emthtiltled Axe)

>   E®ii®wer: lydia

Part 2-House in the City: Although  not required to become Thane a
Whiterun,  you  can  still  purchase a  house  in  the city.  Speak to theJarl,

you,re  informed that a  house  is for sale.  You,re referred to the Steward,
Proventus  Avenicci  UarI  Balgruuf)  or  Brill  Uarl  Vignar).  The  following  residence

Cost: 5,00O gold pieces

ife%lhqne of Eqslmqrch*
Part 1 -I:fiend of the
Jarl: You  must first
befriend  The Jar[ of

Wndhelm, achieved by
completing either of the
following:

of Wimdhelm. You
must have conquered       Tlhe b!o?a ®f ''ihe bTfc

I

both whiterun :nd             beem w!.pee/ c!wey, buf have who ap/.r
Falkreath  Holds  for the        ClePC!rfeCf foO? Ygs,  #/'erfm ism,i Curs
stormcloaks in Order                                    exapfienG/ reSidefl¬e.
to  become firm  friends
with  him.

PART  3:  THANE  TASKS
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©Jarl  Brunwul[ Free-Wnler is the leader of Windhelm once it has fallen
into  Imperial  hands.  To start this task with  Brunwulf,  you  must have
captured wndhelm  in the culmination of the Gvil War Quests.

port 2-Friend of the City: You  must now win  the respect of the inhabitants
of windhelm.  speak to the Jarl, who asks you to assist the  people Of this
Hold.  Return  to theJarl  once you,ve finished  five  (or more)  Favors,  tasks,  or
objectives that benefit the people.  consult the Mscellaneous Objectives and
Favors  sections of this guide,  looking  for  "Windhelm"  as the  location for
tasks,  Favors,  and  objectives.

part 3-House in the City:  Finally' you  must purchase a  piece of property
in the city.  once side Quest:  Blood on the  lee sends you to  Hierim,  speak
to the Jorl,  ancl you,re  informed  that the  house  iS  for Sale-  You,re  referred  to
the  steward, Jorleif Uarl  Ulfric),  or Captain  Lonely-Gale  Uarl  Brunwulf).  The
following  residence  is available:

House Name:  Hierim
Cost:  1 2,000 gold pieces

>  Key lo Hierim

visit the house and  meet your Housecarl,  Colder.  Return to the Jarl, who

grants you the title of Thane and a  reward.  Guards  in  Eastmarch  now ignore
one crime as  long  as your Bounty  is  less than  2,00O.

>  Thane "lle

>   Blade of Easlmur{h (Leveled EnchamEed Axe)

>   House: Hierim

>  Follower: (ulder

ne> Thane of Falkrealh*
Port 1 -Friend of the
Jorl: You  must first

befriend the Jarl  of
Falkreath,  achieved  by
completing  either of the
following:

¢Jarl Siddgeir
is the  leader
of Falkreath.
You  must have

completed the two tasks       lakeview Manor Grounds..  the hotly of wafer

:,eras:e=:?:oYbOsUio:?i:he          iS take lIEea#e=#ehevisehwriies£:3nUiOHUl;isPerChed

Jarls,,  and  wFavor:  Rare
lfem  Hunt,,  sections  for details,

®Jarl  Dengeir of Stuhn is the leader of Falkreath once it has falle
info Stormcloak hands. To start this task with  Dengeir, you  must
captured  Falkreath as part of the Civil War Quests.

Part 2-Friend of the City: You must now win the respect of the inhabitants
of Falkreath.  Speak to the Jarl, who asks you to assist the people of this
Hold.  Return  to the Jarl  once you,ve finished  three  (or more)  Favors,  tasks,  or
objectives that benefit the people.  Consult the Miscellaneous Objectives and
Favors of this guide  looking  for  ,,Falkreath"  as the  location  for tasks,  Fclvors,
and  objectives:

Return to theJarl, who grants you the title of Thane and a reward.
Guards  in  Falkreath  now ignore one crime as long  as your Bounty is less than
2,OOO.

>   ThoIIe Title

>   Blade of Falkreulh (Leveled Em(hauled Sword)

>  tias  Follower: VIldimor

'l. `!i- Part 3-Land in the Country: Although there is no house to purchase
in this Hold, visit any settlement and look for a Courier to deliver a
message slating that a  plot of land  has  become available.  This  usually

happens when you reach  Level 9, whether you,ve completed any Thane Tasks
or not.  Once you,ve completed the previous parts,  return to the Jarl,s steward,
and  tell  them  ,,ltd  like to purchase a  house.'' There  isn't one available,  but
there is a plotof land. Agree to pay the 5,000 gold for it, and you receive a
charter for the land  in question.  Your world  map updates to show the  location
of your plot.

>  Lakeview Manor Charter (Hiaall"rch Hold)

504        S  Sfei??--sRiM
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REgiv Thane ol lhe Rill*
part I -Friend of the
Jarl: You  must first
befriend the Jarl  of
Rifren,  achieved  by
completing  either of
the following:

®Jarl Laila
Law-Giver  is
the leader

of  Riften.  You

befriend  her as  part
of the  'Deal  with
the Skooma Trade,
obieclives  (Part 3).

®

The only house to offer lclke views and access tq
and  frown a  Holc] Capital, as well as a front garc!en

and a copious cellar.  Honeyside has if all!

Jarl  Maven  Black-Briar  is the leader of Rifren  once  it has fallen  into
Imperial  hands. To start this task with Maven, you  must have captured
Riften as part of the avil War Quests.

port 2-Friend of the City: You  must now win the  respect of the inhabitants
of Rifren.  Speak to theJarl,  who asks you  to assist the  people of this  Hold.
Return  to theJarl  once you,ve finished  five  (or  more)  Favors,  tasks,  or
objectives that benefit the people.  consult the Miscellaneous Obiectives and
Favors  sections of this guide,  looking  for "Riften,,  as the  location  for tasks,
Favors,  and  objectives.

part 3-Deal with the Skooma lTode: Three of the Miscellaneous Objectives
in  Riften  form  a  miniquestline  in which  you  uncover the  skooma  trade  in  the
city and  deal  with  it.  You  must complete the objectives:

I.    ,,Helping  Hand,,

2.   ,,The Raid,,

3.   "Supply and  Demand,,

Note that the first two objectives do contribute toward the ,,Part 2-
Friend of the City,,  portion of the Thane Quest (in case you  haven,I done
enough yet).

Part 4-House in the City: Finally/ you  must purchase a  piec
in  the city.  Speak to theJarl,  and you,re  informed that a  Ho
You,re referred to the Steward, Anuriel  Uarl  Laila) or

Uarl Maven).  The following  residence  is available:

House  Name:  Honeyside

Cost:  8,OOO gold  pieces

>   ELey lo Honeyside

Visit the house and  meet your Housecarl,  lona.

you the title of Thane and a  reward. Guards  in
as long as your Bounty is less than  2,000`

>  Thane Title

>   Blade of the Rift (Leveled Enchanted Sword)

>   House: Honeyside

>   Follower: Iona

For further defuils on  improving the plots of land  in  Hiqqlmorch, The  Pole,  and

Folkreoth  Holds, (onsult the  Heorthfire (hopter sfum.ng  on  page  1 1 2.
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Skyrim  is  under threat. The Vigilante of Stendarr are  reeling after the massacre of their leaders and the buming of the sacred Hall of the Vigilant. Those who
know tell of a force to the northwest, a brood of powerful night stalkers, and whisper of a prophecy called the tyramy of the sun that would bring perpetual
darkness to the lands.  Many  ignore this peril  out of fear or  ignorance.  But there  is a  small  shaft of light in  this eternal,  damnable  night:  There  is lalk of the
reformation of an ancient clan  of vampire  hunters-the Dawnguard-who will  not cease until every one of the hated  undead are driven from  this land.  your
adventuring takes you fo the heart of both warring factions.  But which one will you  put a slake through?

This section  reveals the sanctuaries and  important characters from  both the vampire and  Dawnguard factions. Aher that, you will  read  up on the benefits of
choosing  to side with  one over the other (which you  must do during the course of the  Dawnguard Main  Quest),  and we,ll cover a" of the associated quests you
can attempt.  Who will you side with?  ls  it time to draw your crossbow or sharpen your fangs?
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Above the circular entrance hall  is the balcony/ which you access
via spiral steps.  off the balcony are two corridors.  One leads to a trophy
and torture room and  lsran's sleeping  quarters. The other is a  more lavish
bedroom, saved for an adventurer who can truly lead the Dawnguard to
victory.

seS The Dqwnguqrd: lmportqnI (hqraclers

Dawnguflrd  Leader:  lsron

Formerly a  member of the Vigilants of Slendarr,  lsran
struck out on  his own when  he realized the Order was
too soft and didn't really have what it look to defend
against the evil  in the world.  He  knew they,d  be overrun
one day/  and  he wasn,I going to wait around  for it to
happen.  He's very driven.  While he won't discuss  it with
anyone,  he  lost his family to vampires years ago,  and
it,s warped  him.  He now hates vampires far more than
he cares about saving  people and would willingly sacrifice just about anyone
if it gave  him  a clear shot.  ln  his  mind,  the ends  iustifythe  means every time.

>  Trainer

Downguqrd Bla(ksmith: Gun"r
Gunmar lost most of his clan to vampires as a young
man.  While it was a  similar experience to what lsran
went through,  his reaction was very different.  He turned
inward,  speaking very little and acting  only when
necessary-but those actions were always clear, the

goal  being to spare others the same fate  he suffered.
His goal  is the same as  lsran,s,  and  he will  sign  on  to
help the hunters,  but he doesn,i agree with the methods.
Currently,  he  has little contact with  lsran,  preferring  his own  company and
sclving  locals from  troublesome encroaching  animals.

>  TraI'ner               >  Vendor

Dtiwnguord Tinker: Sorine Jurord

A genius with gadgets,  Sorine has been working  on
some new weaponry to defend herself. While she
doesn't have the perspective deduction  and  knack
for seeing the big  picture that lsran does,  she can
relate to  him.  She  has a  peculiar quirk for assuming
the worst-case scenario is bound  to happen and  so

prepares for anything and everything.  While never a
member of the Vigilants,  she,s crossed  paths with  lsran
in  the  past and  appreciated  his tencICity and  Survival  instincts.  She would
have gladly worked with  him again  if necessary had they not parted on  such
unpleasant terms.

>  Trainer            >  Vendor

Dqwnguord Moge:  Florentius  Boenius

Florentius used to be a  priest ofArkay/  the god of life
and death, and seeing the repeated effects of vampire
attacks  (and fending  off those he thought were dead
friends)  has driven  him  a  little  bit mad.  He claims to

speak directly to Arkay and says Arkay speaks back.
He,s  made it a  goal to destroy the vampire menace in
Tamriel  and  believes that, with  Arkay helping  him,  he,s
destined to succeed.  Some think he's  just playing at
being mad so he can keep others at a distance,  but if so,  he's very good at

aintaining  the  illusion.

>  Trainer             >  Vendor
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Some of these  Fort Downguard  chambers become ticcessible

only during  or after the Dawnguard  Mtiin QuesI!ine hns been

completed.

]ojyqnkgutird Hunter:       (Deol=nguord Warrior:    ]nflgyqnrgduflrd Warrior:

>  F®llower                      >   Follower                >  Follower

Downguqrd  Recruit: Agmfler

Agmaer has  no personal  stake  in this conflict but wants
to do  the  right thing.  He's  heard  of vampires  terrorizing
Skyrim  and wants to  help.  That means  leaving  his  family
farm  and  enlisting with  the  folks serving  lsran,  who
Agmaer  initially looks  up to.  As time goes on,  though,
his eagerness,  honesty,  and  loyally wobble,  and  he
starts to question  lsran's methods and whether the right
thing  is  really being  done.

>  Follower

Downguard  Recruit:  Belevql                  other Dqwnguqrd  Personnel

>  Follower

ire Downguqrd Advqnlqges

Daunguord Wclrrior: Mogrul

Dawngourd Worrier: Ollrod

Dawnguord Warrior: Tilde

Dawnguord WclrTiOr: Vori

Dclwnguord Armored

Huskies:  Bran  and Sceolang

Those choosing to side with the Dawnguard throughout the  Dawnguard Main
Quests can  look forward to some changes  in  the construction of the fort and
other benefits.

Fort Dawnguard Upgmdes

Initially/  the fort is filled  with  cobwebs and  clutter,  but it does  have a  few

amenities,  including  a  smelter and workbench.

:.'=_f f3   DAWNGUARD MAIN QUEST
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After Dawnguard Mclin  Quest:  A New Order,  Gunmar and Sorine settle
in  and  set up full  smithing  and  enchanting  stations.  you  can  now accept their
Faction Quests,  purchase items from them,  and acquire the Armored Troll and
Dawnguard  Husky animal companions. The barracks area fills out to  house
the Dawnguard,s new recruits.

During  Dawnguard Main Quest:  Prophet,  a  number of Dawnguard
Agents return  lo the fort.  You can  now ask the  members of the  Dawnguard to

join you on  your  missions.

Once you complete Dawnguard  Faction Quest:  Bolstering the  Ranks,
Florentius  moves  in,  adding  an Alchemy station.

During  Dawnguard Main  Quest:  Beyond  Death,  a  refugee camp  is set up
outside the fort.

After Dawnguard Main  Quest:  Kindred Judgment, you  receive a  private
room  on the fort,s  upper level.

Downguard-Only Benefits

lf you  side with the  Dawnguard, you  gain access lo the following:

Dawnguard Weapons

Crossbows: The Dawnguard specialize  in
crossbows  (such as the Steel Crossbow,  as shown),
which fire quickly and  hit hard  but take  longer to
reload than  bows.  While you can  obtain  basic
crossbows  by killing  members of the  Dawnguard

(or  requesting  one from  Durak the first time you  visit
the fort), you  can only get enhanced versions of
these weapons  by siding with them and completing
Dawnguard  Faction Quest: Ancient Technology.

Downguord Weapons: Dawnguard weapons (such as
the one shown)  inflict extra  damage to vampires  in
addition to any enchantments they may have.  Again,

you can  acquire the basic versions of these weapons
by killing  members of the  Dawnguard,  but you can
only obtain the unique  Dawnguard  rune weapons  by
siding  with  them  and  completing  Dawnguard  Faction
Quest:  Lost  Relics.

Dflwnguard Armor

Da`^mguord Light and Heavy Armor: The Dawnguard
have complete sets of both  light and  heavy armor

(Heavy Armor shown  here).  Wearing  cl  full  Set Of
Dawnguard armor provides additional  protection
from vampire  melee attacks and  Drain  Life spells.

Downguord Spells

The  Dawnguard/s magic  harnesses the power of the sun  to damage the
undead.  These spells can  be  purchased  from  Florentius and Sorine once they
have been recruited to your cause:

Sunfire: A ball  of sunlight that  inflicts  25  damage to undead.

Stendarr/s Aura:  For 6O seconds,  nearby undead take  1 O points of sun
damage per second.

Vampire,s Bane: A sunlight explosion that does 40 damage to undead  in
a  1 5-foot radius.

Dawnguord Animal Companions

DcIWnguCIrd Huskies: These are trained war dogs.  With
almost twice the  health,  stamina,  and attack power of
regular dogs,  they are dependable companions.

Armored frolls: These can be purchased from Gunmar
for 500 gold each. While expensive,  they make

powerful allies, capable of causing and enduring
enormous amounts of damage.

Downguqrd  Followers

After completing  Dawnguard Main  Quest:  Prophet, you  can ask many of the
Dawnguard  recruits to  join you  on your  missions.  Equipped with  full  suits of

Dawnguard armor,  they are effective vampire hunters.
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ifeife Dqwnguqrd Followers
Those true to the cause of vanquishing vampires also heed your call to action
and can  be asked to follow you.

neyys Dawnguard Animl (ompamions
Fiercely loyal to their masters, you can  bring  along  one of the two Fort
Dawnguard  Huskies or hire a  troll for 5OO gold  from  Gunmar.
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RE» Dawnguqrd Trainers
lsran  and  some of his  brethren are  highly skilled.  You could  learn  a thing or
two  from  them!

RE Dawnguard Vendors
Your vampire-fighting  friends also trade with you,  offering  reasonable prices
and a few items you cannot purchase elsewhere.
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Long  thought lost to the eternal  mists of the Sea of Ghosts,  a  sprawling  castle
on the rocky islands  north of lcewater Jetty,  on  the northwest coast of Skyrim,
has reportedly been spotted  by fishermen.  Little  is  known about the previous
owners of the  place,  as  it has changed  hands countless times in  history'  but it
has  been  home to the vampires and their leader,  Lord  Harkon,  for centuries.
Only practically reachable by boat,  the castle is a  formidable place,  but once

you manage to pass the vampire watchman, all the horror and decadence of
Lhe pure-blooded vampire  is on display. This is a visit only for those brave or

enough  to enter this lair of undeath,  but there's a way of life that could
cross  this land...

from lcewater Jety is dominated by the
there is a  single watchtower by the  boat mooring.  Venture up

blesfone bridge,  passing the gargoyle statues, and you come to the
who guclrdS the entrance,  refusing tO let anyone in  he doesn't
This is the onlye

to brave the rugge
walls will find an  abc

ndercrofr,

ce to the keep proper, although those
ks to the left (north)  side of the monumental
ned pier and a side entrance to the castle,s



about seeing  him humiliated.  when  she learned that Harkon  intended to
use  her daughter serana,s blood as part of a  ritual  lo darken  the sun, she
enacted a desperate plan that involved hiding serana away with one of the
Elder Scrolls and  then  exiling  herself to the  Soul  Cairn  with  another scroll

(thus  removing  all  of the elements  Harkon  needed  to fulfill  the  prophecy).

valerica fancies herself a  necromancer,  having dedicated  her life to
the study of the forbidden arts.  She maintained a  hidden  laboratory in the
ruined  portion  of the castle from which  she would  perform  her summonings
and  experiments.  ln  her studies,  she  unlocked  the secrets  of the Soul  Cairn,
the plane of oblivion to which  souls that are trapped within  black Soul
Gems are sent once their energy is expended.  Over the course of several
decades, valerica was able to construct a  portal to the Soul Cairn with which
she intencled to continue her studies. This portal  became her escape from
Harkon,s grasp when  she enacted  her plan to foil the Tyranny of the Sun.

valerica  is cI  Stern woman Who Places  her hatred Of Harkon above
all other priorities.  she cares for Serana,  but not in an  especially motherly
wcly. This comes to the forefront when Serana confronts Valerica  in the Soul
cairn and  makes her mother realize that she,s been  used as a  pawn  in  her

parents, game.

(Adviser: Goron Mqrelhi

Garan  is one of the olcler vampires in the court-
he claims to have links to the Aundae clan from
Morrowind,  though  no one has ever confirmed them.
He's overly proud  of his  history and  will  name-drop
famous associations when
himself above the squabb

can.  He considers
e court,  believing

he  is better than all of them, and so he keeps to
himself,  associating  with the

possible.  Essentially/  he sees
annoyance-as a member, h

s  little  as

rt as a  necessary
ccess to resources he otherwise wouldn,I,

and he will do whatever necessary to protect that access.

Advisor: Femn Sadri
Feran was a powerful conjurer who was frustrated with
the limitations ofa  normal  life span.  He saw vampirism
as a way to escape the confines of that ancl allowed
himself to be turned.  He  uses  his  immorfalily to learn
as much as  he can. As such,  hers not terribly interested
in the  politics of the court;  he  provides  services so
he,s seen as useful and can  retain access to all of the
resources at Harkon's disposal,  but he keeps himself
removed from the group at large.  He's taken on  Ronthil
as an apprentice of sorts,  largely because  he knows that no one ca
Ronthil,  thus cleflecting  attention  away

Advisor:  Orthiolf

from  himsel

Orthiolf was once a wealthy merchant in  Rifle
enjoyed  his  life.  Turned  by a  member of Hark(
he,s taken  to  life as a vampire and  put his skills to use-
now  instead  of buying  and  selling  trinkets,  he barters
deals for Lord  Harkon and  keeps  peace in the court.  He
loves  having control over others and the ability to freely
interpret his  master,s orders  in  a  wc)y that returns the
most profit (and  inflicts  the  most pain  on  others).

Advisor: Vingolmo

Once a  member of the Thalmor,  Vingalmo was lumed
by Harkon some hundred years ago and has found
vampirism quite enjoyable. AIready an accomplished
diplomat,  he  has  used  his  skills fo work  his way  up  in

court and  made  himself useful.  Ultimately his
to be the man  in charge,  but he's  in  no hurry

ing  his time,  attempting  to  move things  into
ke it an easy lransitiom
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Vampire Warrior.. Furo BIoodmouth

well  known throughout the court for being
brutal,  Furc]  has gained  quite a  reputation.
capacity for leadership and knows it-she,a m
willing to follow whoever is  in  charge,  as  long  GIS  i
means she gets to maim and kill.  She is devoted fo her
master but could  be swayed  to rebel  if it would work
out in  her favor.

Feeder:  Rorgal Thrtillmoster

Rargal's  main  role  in  the court is to make sure Lord
Harkon  and  his  underlings are constantly well  feel,

pulling  from  the stock of thralls  (known  as Vampire
Cattle)  kept in  the castle to  meet their needs.  He  prides
himself on  picking  the  right thrall  for  Harkon's  mood

and  keeping  the  thrall  pens well  stocked  at all  times.
His cruelly is  matched  only by his  impulsiveness.

Vampire Smith:  Hestlq

Hestla  spent her childhood dreaming of being one of
the Companions.  When  she turned  20,  her wish came
true and  she was  invited  to  join.  Unfortunately'  her first
assignment went badly/  and she found  herself left for
dead  in the woods.  Even  more unfortunate,  she was

preyed  upon  by a passing vampire and found  herself
turned  into one.  She's been accepted  into the court
and  is glad to have the  powers ofa vampire,  but she  is
concerned that she's out of her league.  She's eager to please, with a  slight
undertone of concern  for her well-being.

Vampire Adept:  Ronthil

Once a wizard,  Ronthil  never really took lo the idea of
being  a vampire.  He was useful  enough  lo weasel  his
way into the court and will  now do whatever he must
to stay there.  He's a  total  sycoph'ant ancl will gladly

grovel at the feet of whatever master is  in front of him
so long as his neecls are met.  He annoys the maiorily
of the other vampires,  who have  little or no  respect
him,  but he's good  enough at what he does.that
tolerate him.

Vflmpire Adept: Salonio Viriq

Salonia won,I talk about her past-her
a vampire. There are rumors

of the Penitus Oculatus,  m
vcr it was,  it wasn't pretty.

trusts her,  especially due to her allegia
lf,s suspected that her presence  is a
Vingalmo's answer to Orthiolf/s apparent attempt to

gain  support by stocking the court.

Vampire Adept: Stqlf

Stalfwas a mountain ofa man-all brawn and  no
brains.  Orthiolf claims Stall is  from  the  same clan,
though  Stall doesn't seem to  remember that...or much of
anything  else for that matter.  lt's  suspected  that Orthiolf
tumed Stall into a vampire to  have a  bit more muscle
backing  him  up'  should  he ever attempt a  coup against
Lord Harkon.  So far,  neither of them  have had the
bravery or the opportunity to test this  plan.

Modhna Namasur

fjl;ESTS:  DAWNGUARD MAIN QUEST

dr           ~    :|!f,££!1,3!  SiuS*3E



ifexp  vampire Advonrqges
Those choosing  to side with the vampires and accept Harkon,s  ,,g].fr"
throughout the Dawnguard Main Quest can  look forward to some
enhancements to their castle and other benefits.

(tistle Volkihar Upgmdes

:
Vampire Lord Form

lnitially'  the castle  is entirely sealed  off.  When  you  bring  Serana  home during
Dawnguard  Main  Quest:  Bloodline,  you  gain  access to the  mclin  hall,  but the
rest of the keep remains sealed  until you decide whether to accept or reject
Harkon,s offer.

After Dawnguard Main  Quest:  Power of the Blood,  you are free to
explore the  keep;  use the smithing,  enchanting,  and  alchemy stations;  and
feed  on  the castle,s thralls.  You  can  also trade and  seek training  from  the
other members of the court.

After Dawnguard Main  Quest: The  Bloodstone Chalice,  Serana,s  room
is  refurnished.  You can  now accept Faction Quests from the  members of the
court and  recruit Death  Hounds.  You can  also drink from  the  Bloodstone
Chahce to enhance your Drain  Life abilities.

After Dawnguard Main Quest:  Kindred Judgment, you take  possession of
Lord  Harkon,s  quarters.  Optionally/  you  can  improve the castle further,  if you
wish:

lf you speak to Garan, you can order him to begin  repairing the castle,
which clears the rubble from a  passage connecting  the main  banquet hall
fo the central courtyard.

lf you speak to Valerica  (in the Soul  Cairn), you can convince her to return
to the castle.  She fakes  up residence in her laboratory (the Volkihar Ruins
area] and takes charge of both the laboratory and the courtyard garden,
which  are stocked with  potions and alchemy ingredients,  respectiyely.

Only those of Harken,a  bloodline can call  upon the

power of the Vampire  Lord.  While it is possible to
side with the Dawnguard and still  receive this power
from Serana,  the  Dawnguard will shun you  if you do.
Side with the vampires if you want to use this power
to  its  fullest.

Blood of the Ancients

By completing  Dawnguard Main Quest: The
Bloodslone Chalice, you gain access to the  Blood
of the Ancients.  This temporary ability enhances the

power of your Drain  Life spell  in  both  your human
and Vampire  Lord  forms.

Vampire Armor

Vampire Armor: Vampires  have cl stylish  set of light
armor that provides  bonuses to magic skills and
Magicka  regeneration  equivcllent to the bonuses
found on  robes.  Wearing this armor allows you
to take advclntage Of Light Armor perks without
sacrificing your casting  prowess.

Vampire Lord Items: A number of Vampire  Faction
Quests will send you  in  search of enchanted  items-
such  as fabled  rings and  amulets  (Amulet of Bats,

pictured)-that enhance your abilities as a Vampire
Lord.

Vampire Spells

Vampire  mages can  use the dark arts of necromancy to strengtheTl their
undead  minions.

Necromanlic Healing: Restores  1 0  Health  and Stamina to the undead
second.

Heal Undead:  Restores 75  Health and  Stamina to the undead.



ife semnu (Follower)
Serana  is the daughter of Harkon  and Valerica.  Her mother sealed  her away in  Dimhollow Crypt to thwart her
father,s schemes.  She grew up very close to  her mother and  distant from  (but not opposed to)  her father.  Her
relationship with  her  mother was  as  loving  and  nurturing  as  it could  be,  considering  that they were  both  creatures
of the dark.  She learned  necromancy and other sorts of magic at her mother,s side,  and  she  is a  powerful  mage
in  her own  right.

Even  as a  child,  hers was a  fairly lonely life.  She,s  naturally somewhat defensive,  though  not cold.  She can
deftly avoid  difficult topics and  turn  the conversation  back around  into  something  you  thought you  wanted  to
talk about.  She's built up these defenses because she  has a quick temper and  strong  passion,  so she doesn't let

people get too close lest they fall victim to them.  She's  been  fought to genuinely care about those who  befriend
her,  but only so much  as they prove worthwhile.  She also  has a  touch  of selfLdeprecating  humor and awareness.
She,s  smart,  but a  bit  naive.  After being  sealed  in  Dimhollow Crypt for over a  thousand  years,  she  is curious
about what the world  has  become.  She  remembers snow elves and  dwarves and  is somewhat sad  to hear about
theirpassing.

Serqnq/s Powers

Like  her parents,  Serana  is a  vampire.  This gives  her the following  abilities:

Immunity to  Disease

Immunity to  Poison

Frost Resistance 5Oo/a

\^leakness to  Fire 50%

No  Health,  Magicka,  or Stamina  regeneration  in  sunlight.

Over time,  her spells cllso improve based on your level..
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REgiv The  New  Recruit

Rumor and scuttlebutt abound on your travels through Tamriel,
of gossip going  around concerns the reformation of a venerable  bancl of
vampire hunters  known as the  Dawnguard.  Once you  reach  Level  lO, you
can find out more about this in one of three ways:

By visiting  any settlement with  guards.  Listen  to their conversation,  and you
may hear one  mentioning the  re-forming  of the  Dawnguard  win the old fort
near  Riften.,,

By entering  any settlement (such  as a  Hold Capital or a  smaller town
such as  lvarstead)  and  running across a  member of the  Dawnguard
named  Durak,  an  Orc clad  in  impressive buckled armor and who has
a forthright attitude toward strangers.  He wants you to fight against the

growing vampire  menace.  Answer him  how you wish,  and with  inquisitive
responses, you're told to find a  man  named  lsran, who  is ensconced at
Fort Dawnguard,  southeast of Riften.

By stumbling  upon the entrance to Dayspring  Canyon  (shown in the next

i,iClure),  Which  leads tO  Fort Dawnguard,  during your travels through  the
Rift.  You do not need to  be Level  lO forthis to happen.

O  OBJE(TIVE: Speak with the leader of the Dawnguard

I TARGET: lsmn,  Fort Downguard (the Rift)
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On the north-south  road that runs along the  Rift's eastern  border,  southwest
of Riften  and  Broken  Helm  Hollow,  and  just north  of Stendarr,s  Beacon,  is a
small  vertical  fissure  in  the  mountainside,  flanked  by two torches.  The crack
opens  up to an  entrance leading  to Dayspring Canyon.  Step out into this

previously unexplored glade,  and follow the path  past the waterfalls on your
right (south). Along the way/  you,ll  meet a  man  named Agmaer,  a  nervous

young  farmer who wants to  join the Dawnguard.  You can  keep pace with  him
(for further conversation),  or  leave  him  to  reach  Fort Dawnguclrd Without a
chaperone.  Or, you can explore the glade without meeting Agmaer.

er along the path, OS the glade becomes more rocky and  unforgiving,
a  buttress tower appears-the first of the crenellations of Fort Dawnguarcl'
Continue along the  path  (Agmaer remclrkS that the Place iS almost deserts
continuing east around the base of a second tower buttress,  until you  reach
a familiar Orc  practicing  his  skills with  a  strange new weapon.  This  is  Durak,
who tells you to  meet lsran  inside the fort.  However,  you can also:

Ask him about why he  joined the Dawnguard,  arc strongholds,  and a
distinct lack of a vampire menace.

More  importantly/ you can also ask what he,s shooting with.  He tells you
it,s a crossbow,  a  Dawnguard  specialty.  He gives you one to try and says

you,ll want to learn  how to  use  it if you  really plan  on  joining  the cause.
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Follow the  path to the imposing  fortress entrance,  passing a guard
named Celann on the steps. You can stop ancl talk to him about his time with
lsran when they were members of the Vigilants of Stendclrr and about how he
left after disagreeing with  lsran's  "methods."  Now enter the fortress.

e circular entrance hall, you  see thf3
while Agmaer wclitS  nervously, you Can Wateh

tween lsron and a Vigilant of Slendarr named Tolan.  Bo
and stubborn men, but the Vigilants are here to ask for protection,
seen their fortifications attacked by Vampires in.the last few days

grim  news to tell: The Hall of the Vigilant is razed,  and
are clead  or worse.  With the other VigiidnTs scattered and  in disarray/ you
may approach either man.  Vigilant Tolan tells you  more about the vampiric
menace stalking these lands.

lsran clsks if you,re ready to join the fight against the "damn vampires."
You  may answer in  any way you wish,  but the quest continues only after you
ask what you  can do to  help.  Isran  relates that Tolan  told  him clbOut a Cave
the Vigilants were  investigating and that the cave may have had  something to
do with  the recent vampire attacks. Tolan  identifies the location as Dimhollow
Crypt and says that one of his brothers  believed that the catacombs held a
long-lost vampire artifact of some type.

You can also ask lsran for advice about a  new vampire hunter,  about the
history of the  Dawnguard,  and about training  in  Heavy Armor.

Postquest Activities

At the end of the conversation with  lsran,  Dawnguard  Quest:  Awakening
begins  immediately.
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PREREQUISITES: (omplele                       eef

Downguard Main Quest:  Downguord ©  unOR SPOILERS

INTERSECTING  QUESTS: Dawnguord Main Quest:  Downguard/

Dawmguord  Main  Ouesl:  Bloodline

[O(ATlONS: Dimhollow (rypt,   Fort Downguord

CHARAGERS:  lsrqn/  Serona,   Vigilant Adtilvald, Vigilonl Talon

ENEMIES:  Death  Hound,  Draugr,  Lokil,  Master Vampire, Skeleton,

Vampire, Vampire's Thrall

a  OBJECTIVES: Find out what the vampires ore seeking/ Speak to the

mysterious woman

ife slendqrr preserve us

A  OBJECTIVE: Find out what the vampires are seeking

I TARGET: Mysterious woman,  Dimhollow (rypt (the Pale)

you to look around the fort and take anything you  need. Grab wharyou
wish,  although  most of the fort,s  facilities  (such  as the  Forge,  Alchemy Lab,
and Arcane Enchanter)  are  not yet available.  ln addition, you can:

Listen to the end of the conversation  between  lsran and Vigilant Tolan, who
decides to assist you  and sets off to  Dimhollow Crypt ahead of you.

Watch  as Agmaer nervously shuffles forward and  requests training as a
Dawnguard  soldier.  After some  initial  misgivings,  lsran  tests Agmaer in
the arts of the crossbow and  is a  little more  impressed.  The next time you
return  to the fort, Agmaer will  be wearing  the garb of the Dawnguard.

Speak to Durak if you  haven,I already/  and claim a crossbow if you
want to  use this weapon.  lf you  have some  skill  with  Smilhing/  take  this
opportunity to temper  it as well.

When you,re ready,  leave the fort clnd travel  lO Dimhollow Crypt. The
entrance  is on  a  lonely,  snow-bound  path  just west of Frostmere Crypt and the
Hall  of the Vigilant,  over  in  the  Pale  Hold.  You  can  also get there by trekking
down from the  Lord Stone.
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Head  into the  initial cavern,  a grotto where you can  listen to two vampires
talk about culling yet another Vigilant of Stendarr.  Employ whatever combat
techniques you,re most proficient with.  Watch out for any thralls the vampires
may raise,  as well as their thick-set,  ravenous,  and obsidian  Death  Hound.
When combat is over,  if you carefully inspect the corpses,  you'll see Vigilant
Tolan  is among the dead;  held encountered a Master Vampire and fought
valiantly/  but ultimately  he succumbed  to the odds against him.  Loot what you
wish  before heading  south  to the small stone tower.  Activate the chain  inside
that opens the  main  interior entrance gate and go inside.

ife A Very Dim View of Proceedings

Pass  into a dank burial chamber,  where around four skeletons rise from
their earthen tombs along with another vampire.  Slaughter or sneak past
them  all.  Head  to slightly higher ground,  pull  the  lever  next to  the gate  in  the
western wall, and  head down  into a  burial chamber, where another vampire
is  making  short work of some  Draugr.  Kill  any survivors,  then  investigate the
four smaller gates with a chain  by each of them.  Pulling each chain opens the

gate.  Three of the gates  lead  to a  narrow corridor ending  in a  Draugr fight,  a
chest,  or a  potion  pedestal.  The  northwest gate  has a  passage that continues
deeper into the crypt.

ln the waterlogged cavern, a vampire and four more bags of bones
are ready to thwart your progress.  Defeat them as you wish,  then  look south
fo the top of the waterfall,. there,s a gate there that you,ll eventually reach.
For the  moment,  carefully maneuver up the soggy path  and  into Draugr
catacombs,  where two vampiric  incursions must be met with force.  The
second encounter requires you to defeat two Death  Hounds and their vampire
master. Wind your way up to the gate you saw above the waterfall, and

pull  the  lever to the gate's  left.  A Master Vampire  is slaying  a  Giant Frostbite
Spider,  before  turning  his  attention  (and  his arcing  shock attacks)  to you.
Retreat and  use cover if his  magic  is too strong,  then face him down  (as
shown).  Next, open the door to Dimhollow Cavern.
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REae, serana,s sublermnetin Sarcophagus

Walk toward the pedestal  (claiming the scroll  if you wish), and  pass the
suspicious granitelike gargoyles on either side of the exit archway  (the  lever
lo the  left simply shuts the archway,  so  keep  it open),  There,s  little time to

gaze out across the gloom  to the central  stone island surrounded  by water,.
two vampires  (one named  Lokil)  are  interrogating the captive,  Vigilant
Adalvald.  As you  approach,  Lokil  kills  him  (there,s  no way to save  him).  Turn
right (southeast)  and  clefeat the vampires using your height advantage before
descending  the stone steps.  Then  inspect the corpse of the dead Vigilant
Adalvald,  which  lies  near a  book.  Claim  the  book for your collection;  it has
some clues to the nature of this chamber.

According  to the book,  this chamber was constructed  long  after the
Draugr crypt it was connected to was finished.  A more sophisticated
architecture seems to be based around  the elaborate ceremonial construction
in  the  middle of this ancient lake.  Cross the stone  bridge,  making  short work
of a  vampire,s thrall within  the circular stone grounds.  Head  to the  narrow

pedestal  in  the  middle of the  structure.  After  pressing  the  button-which
turns out to be more of a  "skewer"-the grooves within the curved  ground
become  imbued  with  an  odd  and  fiery mauve  light.  Fortunately/  the fire  isn't
damaging,  but rather is a puzzle to open this elaborate tomb.

Puzzle Solution:  Follow the single line of flames back from the circle,  and
find the brazier it passes through.  Push the  brazier to the outer base it slides
onto,  channeling  the fire around.  This  leads to another brazier fo shift,  this
one toward the base on an  inner circle.  Continue to follow the fire around,
channeling  it onward  using the  braziers  (there  are five to  push  or pull,.  the
fire won't move if you  shove the brazier the wrong way).  After the final
brazier slots  into  place,  the entire floor  rumbles,  collapsing  from  the  middle
outward  and  revealing a  large stone  monolith.  Activate the  monolith,  and a
section descends.  A mysterious woman, who was sealed  in this elaborate
sarcophagus,  falls out.

a  OBJECTIVE: Speak to the mysterious woman

The  mysterious woman  is  remarkably chipper considering  her enforced
slumber,  but it soon  becomes apparent she,s survived  her imprisonment due
to  her vampiric chclraCteriStiCS.  You  can  talk to  her about any subject you
wish.  She soon  strikes a  bargain with you-keep  her alive so you can  both
find out more about your predicament.  She tells you that her family used to
live on an  island  to the west of Solitude,  and she hopes you,ll  lead  her there.
She finally  introduces  herself as Serana.

Postquest Attivities
During  the conversation with  Serana,  Dawnguard Main  Quest:  Bloodline

PREREQUISITES: (omplete

Dtiwnguard Main  Quest: Awakening ©   mAJOR SPOILERS

INTERSECTING QUESTS: Dawnguard

Mtiin Quest: Awakening/  Duwnguard Mtiin Ouesl:  Power of the  Blood,

Dqwnguard Mflin  Quest: The Bloodstone Chalice/  Downguflrd Main

Quest: A New Order/  Side  Quest:  Missing  in Action

LO(ATIONS: (flstle Volkihar,  Dimhollow (rypt,  lcewqler Jetty

CHARACTERS:  Lord  Harkon/  Seranti/ Vingalmo, Wtitchmon

ENEMIES:  Drougr/  Gargoyle, Skeleton

a  OBJE(TIVES: Lead Serana to her home/ Speak to Horkon

usgiv chaperoning Serdnd

A  OBJECTIVE: Lead Sertina lo her home

I  TARGET: (astle Volkihqr,  Hqofingtir  Hold



>   F®!!®w©F: §ertiilce

Exit the crypt using  the  bridge to the  northeast.  Your escape  is  soon
interrupted  as the two hunched gargoyle statues shatter,  exposing the
demonic  beast within.  Attack  both  fiends  immediately'  as fleeing  is  somewhat
treacherous.  Then  head east up the earthen  slope, opening  a wooden  door
and continuing  into an  unexplored area of the crypt.

Enter the  stepped  chamber,  climb to the top/  and  pull  the  lever.  This  raises  an
exit gate to the  north  and stirs a couple of Draugr from their slumber.  Don't
attack any gclrgOyleS She may have raised  to help yOU!  After defeating  any
remaining  Drougr and skeletons,  head  through the open  gate,  moving  north
under the open  portcullis to a ceremonial  burning  chamber.

Their thrones may be crumbling/  but these dangerous  Draugr and skeletons
are ready to attack.  While you can  use any tactic you wish  to defeat them,
stealth  and  ranged combat work well  here:  You can sneak around the top of
the stepped area without attracting attention  and escape this chamber,  or you
can  pick off your foes one by one.  Ridding  the crypt of enemies is worth  it;
there's a  treasure chest and a \^/ord \^/all  in  the  northeast comer with  a \IVord
of Power to learn.

>  ward ®i power: Brflin Vilglily

Head  north  through the  iron door,  and yank the chain  to raise a final

portcullis, allowing you to escape out onto the windswept surface of Skyrim.
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ne> Lair of Lord Hqrkon
After you  exit Dimhollow
Crypt,  you can figure
out exactly where
Serana  needs to travel.
A map marker in the
northwestern corner of
Haafingar Hold,  close to
Northwatch Keep and
Rimerock  Burrow,  is your
destination.  lf you,ve
been  to either location
before  (perhaps as part
of Side Quest:  Mssing
in  Action),  Fast-Travel

there.  Otherwise,  the
fastest way to reach your
destination  is  to visit

Solitude,  Dawnstar,  or
Windhelm,  where you
ask the ferryman on  the
docks for a  ride to "an  island  nearthe border of High  Rock."  For a fee of
500 gold,  he'll  let you off at lcewaterJetty.  For more information on  the ferry
system,  see page  107.

After a  long trek or a  Fast-Travel,  head  past Northwatch  Keep to
discover lcewater Jetty,  where a  rowboat is  moored.  In the gloomy distance,
a  forbidding  citadel  rises from  the Sea  of Ghosts.  Step  into the  boat  (or,  if

you,re  feeling  foolish,  start to swim)  and  travel  to Castle Volkihar.
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The  impressive castle,  guarded  by a tall tower by the  ietty  (where you
can  take another rowboat back to the mainland),  is both  imposing and vast.
Ascend the snow-lined cobblestones of the arched  bridge,  passiflg betwee

(thankfully inert)  gargoyles.  Serana  mentions that she won,I need to be
chaperoned for much longer. After a shocked Watchman  realizes wh
standing by his gate-Lady Serana-he raises the portcullis,
into Volkihar  Keep.

oser inspection,  it seems

An angry vampire named
Vingalmo stops you
inside the
takes buta mo
him  to  realize
has  returned.  He quickly
turns and moves to the
balcony overlooking a
large banquet hall and
announces Serana,s

the  inhabitants of this castle are
feasting  on  bloody mead and the innards of freshly culled thralls.

A  OBJE(FIVE: Speak to Hqrkon

You  quickly realize  that the  leader of the vampires within  this  keep-Lord
HclrkOn+S Serana,s father. Judging  by their somewhat acerbic conversation
and  Harkon,s  matter-of-fact nature,  it seems father and daughter are not on
the best of terms.  Harkon seems  happier to see the safe return of the Elder
Scroll  Serana  carries.  He also curses  Serana's  "traitor mother''  before turning
his attention  to you.

He expresses his gratitude for his daughter,s safe return and  asks your
name.  Answer how you wish,  and give Harkon your impression of his faction
The conversation continues to the possibility of a  reward for your services,
and  Harkon  believes  he  has one equal  in value to the  Elder Scroll  and  his
daughter.  He offers you  his blood and with  it the greatest of powers!
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Quest (onclusion: Bite or Flight

Lord  Harkon  reveals  his true form:  a winged demonic Vampire  Lord that
towers above his  minions.  Now you  must make your choice!

Refuse his gift,  angering  HclrkOn.  He banishes you from the castle,
and you lose consciousness_

Poslquest A(tivities

When you wake up,  Dawnguard Main Quest:  Power of the Blood
begins.  Read  that quest next.

When you wake up,  Dawnguard Main Quest: A New Order
begins.  Read  that quest next.

PREREQUISITES: (omplet¬

Dawnguqrd Main Quest:  Bloodline ©   MINOR SPOILERS

INTERSECTING  QIIESTS:

Dqwnguord Main Quest:  BIoodline/  Dawnguurd Main  Quest: The

Bloodstome  Chalice

LO(ATIONS: Castle Volkihor

(HARA(TEES: Lord Horkon, Thrall

A   OBJECTIVES: Use your Vampire  Lord power

ifeife Lord of Blood

)  OBJECTIVE: Use your Vampire Lord power

This  is achieved  by selecting Magic =  Powers = Vampire Lord  (consider
adding  it to your Favorites,  along with Vampire,s Servant and Vampire,s
Sight),  and trclnSfOrming.  Moments  later, your towering,  sinevy gray form
floats above the ground,  and  Harkon  continues  his  instructions:

ln  this

red,  gl
u can  drain  life  from  your foes with your right hand  (the
like).

ln  this form, you can wield the  power of blood  magic to raise the dead
with  your left hand  (the  blue,  glowing  coniuration).

In this form, you  can call  upon  the powers of the nigh"o turn  into a swarm
of bats and  reappear some distance away.

The attacks while in this fearsome form consume Magicka.  Should

you  run out of Magicka, you  must descend to the ground to fight in  melee.
Although your claws are sharp, your lcICk Of access tO blood  magic makes
this the weaker of the two stances.  Harkon also informs you that over time,

your powers will continue to grow.  You're asked to view the Vampire Lord
perk tree.  Gaze to the  new heavens,  and you  learn that killing  mortals with
your  bite attack or Drclin  Life ability will  allow you to earn  additional  night
powers and  blood  magic in the form of perks.

with you. You can:

slay him with your Drain  Life spell or Bite Power Attack to make progress
toward your next perk.

Return to your  human  form  (Favorites  >  Revert Form)  and  interaclwith  him
to  feed  on  him.

while you  hcIVe the opportunity,  Practice  turning  info  bats and  SWifrly moving
about the chamber to get a feel for your new abilities.

BLOODLINE      POWER OFTHE  BLOOD
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Quest (onclusion
Harkon tells you  he has a  task for you  to complete.  You  can  repeat this tutorial  if you wish,  or tell  him you,re ready to proceecI. You s
Favorites Menu,  select "Revert Form,"  and change back to your mortal  form  before  leaving  this chamber'

PostqWest Activities

As soon as you agree to complete the task,  Harkon  requests you  meet
with  Garan  Marethi  and  wtell  him  it is time.,,  Dawnguard Main  Quest:  The
Bloodstone Chalice  now commences.

check your

PREREQUISITES: (omplele

Dqwnguurd Main Quest:  Power of

the  Blood

a  _,_.____  __I_I_lT.,  ,__'    __T_:_:-i=
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lNTERSE(TING  QUESTS:  Dawnguqrd Main Ouesl:  Bloodline/

Dtiwnguqrd Mtiin Quest:  Power of the  Blood/  Downguard Main Quest:

Prophet

LOCATIONS:  Bandit,s Shack: Autumnshade,  Castle Volkihtir,  Redwoter

Den

(HARA(TEES.. 6oron Morethi,  Lord  Horkon/  Orthiolf/ Vingolmo

ENEMIES: Attendant/  Dealer/  Master Vampire/ Vampire/ VImpire/s

Thrall,  Venarus Vulpin,  Sulonio  (tielio,  Stqlf

A  OBJE(TIVES: Speak with  Gartin Mtirethi/  Follow Garon, Take the

Bloodstone  Chalice to  Redwater Spring/  Fill the chalice  from the sprimg/

Retum to Gurqn Mqrethi,  Fill the (halice with vampire blood,  Return

to Goran Morethi

ife» Bloody Mqchinqlions

afoot!  You,re now encouraged to follow Garan.
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Along  the way,  Garan  encounters two other vampires-Vingalmo and
Orthiolf-in  the  banqueting chamber. They are surprised at Garan  and

your actions and  seem  hell-bent on  seething  animosity without resorting  to
violence,  as  Harkon wouldn,t stand  for it.  They are also surprised  by the
mission you,ve been asked to  undertake. You can  speak to them  for further
insight  into  the  inner workings  of the  court.

Meanwhile,  Garan  has reached the alcove off the banqueting  room,
where an  ornate and ancient chalice sits on  a  low pedestal.  Garan explains
the chalice  needs to  be filled  directly from  the  bloodspring  in  Redwater Den,.
then  the blood of a  powerful vampire also  needs fo be added to it to increase
its potency.  Garan also warns you that Redwater Den has fallen  into disrepute
and  offers two  plans:   attack or deal with  its  inhabitants  using  more  peaceful
means.

>   BI®®dsione Chalice

a  OBJECTIVE: Take the  Bloodstone Chalice to  Redwater Spring

I TARGET: Redwoter Wellspring,  Redwqter Den, the Rift

REife A Den of Iniquity

Head  to the  Rift,  to the  Secondary Location  formerly known  as  Bandit,s
Shack:  Autumnshade.  This  is now marked as  Redwater Den on your world
map-  Clamber through  the  ruined walls,  passing  the  roasting  Skeever on  the
fireplace spit, and open  the previously inaccessible trapdoor that leads  into
the subterranean den.  ln the cellar,  a  doorman  stops you,  telling you to keep

your weapons to yourself.  From this point on, you can employ one of three
main  plans  in your  investigation.

|t)L!E?T.S:  DAWNGUARD MAIN  QUEST
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Plan  I : Skoomo Swigging

lf bloodshed  isn,t on
our mind,  sheathe your
Capon  and  mosey on
vcr to the dealer behind

the barred  bar.  She
notices a  bad hunger in

your eyes.  She offers to
sell you some Skooma,
which  is what several
visitors  in various  states

of inebriation seem to have partaken  in. your next task is to obtain  some
Skooma.  You can:

(Persuade)  Ask for a free sample.

Purchase Skooma  from the dealer.

Or ask more information about what makes the dealer,s SkoomcI  SO
special.

>   Redw«ter Skoomou

With  the  Redwater Skooma  in  hand,  take a  swig  (Items  i  Potions),  optionc]lly
moving to one of the alcoves for a  bit of privacy.  As your vision  fades to
black, you  swear you can  hear the dealer talk about her "dosed  Skooma.,,
You wake  up  in a cage  near the den,s distillery.  A vampire  is speaking to the
dealer about the springwater that makes the Skooma so much  more  potent.
They are  using  it to capture citizens and  easily turn  them to thralls.  The time
has come to make your escape.  You can..

Attack your  jailor_  He,ll  rush  into the cell,  inadvertently freeing  you.

Pick the lock on the cell door [Adept],  then  begin to slaughter the vampires
in the area.

Learn the Telekinesis spell  by reading  the fame on the floor (next to the
corpse).  Use  it to snag  the key from the table  just outside your cell,  and  use
the key to unlock the door.

(Pickpocket)  Or silently sidle  up to the vampire guarding  the cell  and
remove the Redwater Den  Backrooms  Key.  Use  it to open the door.

Regardless of how you get out,  you,ll  face clnother thrall and the dealer inside
the distillery chamber.  Ensure that everyone  meets a grisly end.  Pick  up the
Redwater Den  Backrooms Key  (from one of their corpses or from the table
outside your cell)  before you  make your way deeper into the dungeon.

>  Redwaler Den Backrooms Key

Turning  into a  Vampire  Lord  while confined  in  this cell  isn,I wise,  as  it,s

difficult to exit through the door.  Instead,  save this for when you,re outside
thecell.

Plan 2: Skewering and Slaughtering

I bloodshed  /.s on your
ind,  keep your weapon

drawn as you meg"he
doorman and  introduce
him to the afterlife.

Next, descend into a
seedy Skooma den c)nd
dispatch  the dealer
and an attendant who
attempts fo stop you.

TRAINING                         Tf.!E  iNVEPulT|1RY

Search either corpse for the Redwater Den  Backrooms  Key/ which opens the
barred bar gate  [Expert], allowing you  into a  back room with some items to
scour (this room  is also the exit from the lower dungeon area,  but that exit is
currently inaccessible).  Pillage what you  need,  ignoring the Skoomaaddled
customers  (unless you wish to feed  in Vampire Lord form),  and  head south,
opening the gate  [Adept]  that leads  into the distillery chamber.  Wipe out any
vampires and thralls you see  roaming the platforms and  stone paths around
this large chamber.

Plum 3: Swift and Sneaky

lf you  prefer stealth to
bloodshed,  ignore the
dealer as you enter
the Skooma den and

proceed directly to the
locked door at the  hall,s
fclr end.  Start sneaking

(perhaps using your
Embrace of Shadows

power or an  Invisibility
spell to  better cloak yourself),  wait for the attendant to pass you  by/  and  then

pick the lock  [Adept]  to enter the distillery.  Be careful:  lf either the dealer or
the attendclnt sees you  sneaking through this way,  they become hostile and
attack you on  sight.

neae Merged Path: Upward and Inward
Ascend the  perimeter of
the distillery room via
the  sloping  mine tunnel

along  the southwestern
area of the chamber

(as shown).  Head  up,
dealing with  any foes

you  encounter,  passing
by (and optionally
reading) a copy of the

Aetherium Wars on a crate as you go.  Pass the forge and  locate a  lever on
a  ledge above the distillery/ which  lowers an  adjacent bridge.  Defeat the
thrall as you descend  into some old  mine workings on the opposite side to the

Step onto the stone ground of the Draugr tomb,  following the  path as it turns
back on  itself to the south.  Drop the skeleton and thrall  (using weapons or the
flaming  pots hanging  above),  then activate the chain to open a secret tunnel
leclding  to a Vampire,S COffin.  Slay the  night stalker and  two  Death  Hounds
in  this area  before locating the steps up to the large double doors leading to
Redwater Spring.

POWER OF THE  BLOOD      THE  BLOODSTONE CHALICE
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ife Bloodshed in The Bloodspring
On  the shelf at the first
intersection you  reach,
search  for VenclruS
Vulpin,s Journal  near

some coins,.  it contains
notes on the  history of
the place and  the fate of
those who first found the
sealed-off Bloodspring.
As the  exit to your  left

(west)  is closed,  and  the chain  is visible  (but not reachable)  through  the oval
gap to the  right  (east),  this  area  requires  further exploration,  To the  north,
you'll  hear voices. They are coming  from a  large chamber partially covered
by wooden  barricades. Two foes lurk there,. shoot the flaming  pots down  on
them or charge down the steps to intercept them.  Be careful you  don,t step on
the floor grating  as you  enter the chamber or you'll  fall  down  a  spiked  pit!

>  Venarus Vulpin's Journal

The two Death  Hounds are safely in a  Gaged  pen,  so you can  ignore  (or
slay)  them  before  climbing  the spiral  steps clround  the column,  crossing  the
small  bridge heading east,  and  heading  around  the bookcases and over the

pen  to the oval window.  Pull  the chain  to open  the portcullis  next to  it and  the
one to the west you  couldn,t previously reach.

This leads to a  large
Draugr crypt, which
has more recently been
reappropriated by
vampires.  Coffins  line

the  alcoves of this tomb,
and a Master Vampire,
Death  Hounds,  and  other
night stalkers wait to
attack.  Set fire to the oily

if you wish, watch  for vampires emerging  from their coffins,  and work

your way around  the chamber and  up the steps to the eventual exit in the
northwest corner.  Pull  the chain  to  raise the gate.  Enter the altar chamber with
the Alchemy Lab,  and  look at the three doors ahead of you.  The one on  the
altar,s right side simply flays spears  in your face. The wooden door opens a
small cupboard.  The left side door is the one to fake,.  it leads to a connecting

passage with  three nasty gate spiked traps to avoid  (don,I step on the floor
plates!)I

This takes you to a door that opens into a grand altar chamber.  Here

you  will  discover Venarus Vulpin's  fate;  he  drank from  the  Bloodspring  and
is  now a  feral vampire.  Attack!  Once your foes lie oozing  into the damp
stone ground,  inspect Venarus Vulpin,s corpse,  and  pry out the Redwater
Wellspring  Key.  lt opens the door to the  north  [Master].  Open  it.

>   RedwtiEer Wellspring Key

ife> Blood of The Ancienls

a  OBJECTIVE:  Fill the (holice from the spring

a  OBJECTIVE: Return to Goran Marethi

You  have arrived aHhe
wellspring.  Step down
into the  bloodred water
filled  with  the flesh  of

the fallen,  and  activate
the  Bloodspring.  You,re

prompted  to return to
Garan,  but the door to
the  south  is  sealed.  Out
of the shadows, two

vampires appear.  Salonia Caelia  mocks you about a  ,,little accident" you,re
about to  have.  Stall agrees.  Salonia  remarks that she was sent to retrieve the
chalice  for Vingalmo,  who will  turn  it over ro  Harkon.  Sfalf is  taken  aback:
He  has followed  and  is  about to  kill you  so Orthiolf could  claim  the chalice.
This violent scrabbling  for power  is  indicative of how  Lord  Harkon  rules  his
chaotic  court.  But social  politics  shouldn't be  pondered  right now..  The swift
execution  of these disloyal  curs should  occur  instead.  Have at them!

Em
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a  OBJECTIVE:  Fill the chalice with vampire blood

a  OBJE(TIVE: Return to Gamn Morethi

When  both of the vampires lie dead,  collect blood from either of them to
further fill  the chalice.  Then  exit this  place via  the  short crypt to the  south  that

brings you  (via a  secret door)  back to the Skooma den.

Quest (onclusion

Back at Castle Volkihar,  seek out Garan  and  hand over the chalice.  Garan
suspected  Sralf and  Salonia  might follow you.  Welcome to the  politics of Lord
Harkon,s  court:  Your actions  have  usurped  power from  Orlhiolf and Vingalmo
while  improving  your own  standing.

Postquest Activities: Geneml
Lord  Harkon wishes to speak with you.  Dawnguard Main Quest:  Prophet
now begins.  You  may also wish to gain further knowledge about the court by
speaking  with  Orthiolf and Vingalmo.

Postquest Atlivities: Blood of the Antients

Redwater Spring,  in  Redwater Den,  has some unusual  properties  (although
once you  have the  Bloodstone Chalice filled,  it is both  more convenient ancl

pc)werful  than  the  spring  itself).

lf you  happen  to drink from  it directly:

If you are a vampire,  you  receive the Tainted  Blood of the Ancients ability.
For one day'  your Vampiric  Drain will absorb Magicka and Stamina,  but

your maximum  health will  be  reduced  by 30.

lf you are  not a vampire  (you're exploring  Redwater Den  independently
of this quest), you  have a chance of contracting  Sclngu/.nave  Vamp/.r/.s

(the vampire disease)  or another disease.  Keep  drinking  from the  spring,
and you can contract any number of unpleasant poxes:  This  isn't exactly
sanitary!

You  can  also  drink from  the  Bloodstone  Chalice,  which  gives you  the
improved  form of this ability:

lf you  are a vampire,  you  receive the  Blood  of the Ancients ability from
the chalice,  which corses your Vampiric  Drain to absorb Magicka and
Stamina.  The duration  of this  ability grows each  time you  complete
Vampire  Faction  Quest:  Ancient Power.

NOTE      You  can  reach Ibis spring  prior lo this quest,  but drinking from

it is beneficial only if you/re a vampire.  Expect unpleasnnl side

ef[ects if you're  not!
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PREREQUISITES: Complete

Dawngutird Mtiin  Quest:  Bloodline ©   mINOR SPOILERS

lN"RSECTIN6 QUESTS: Dqwngutird

Mtiin  Quest:  Bloodline,  Dawnguard Main Quest:  Prophet

LOCATIONS: (tistle Volkihflr,  Dtiyspring (timyon,  Dwtirven  Rubble:

Druadoch,  Formwngutird,  Random Animfll Den

CHARACTERS: Gunmor,  lsron,  Sorine Jurtird, Tilde, VoFi

ENEMIES: Animals/  Bear

a   OBJECTIVES: Speak with  lsran,  Recruit Gunman/  Recruit Sorine

Jumrd,  Help Gunmar defeat the bear, Retum to lsmn

RE Bmzen Incursions aI Fort Dawnguard

A  OBJECTIVE: Speak with  lsrqn

t TARGET: Ismn,  Fort Dawngutird, the Rift

i-.:=:i-::-     -     --_-           -                 --                           -=jE==

anyon.  Expect combat with  lsran  showing  his  prowess with a  mighty
Dawnguard  hammer against three vampire  interlopers. Join the  battle,  then
speak to lsran.  He isn,I confident you,re bringing  him good  news.

You  tell  him  about Serana,  trapped  in  Dimhollow Crypt,  and  her
blooclline.  lsran,s demeanor is even  less  jovial  once you  mention  Serana,s
Elder Scroll-and your failure to obtain  it.  He curtly explains  that the
vampires "have everything  they wanted,  and we're left with  nothing.''  But all
is  not lost:  lsran  knows  people who  he,a met,  worked with,  and,  astoundingly,
hasn,I alienated.  He wants you to find a woman  named Sorine Jurond,  who
is  "whip-smart and  good with  tinkering.''  You're also tasked with  locati
Gunmar,  a  "big  brute of a  Nord" who is an accomp[ishecl blacksmith
animal  trainer.  Finish your nversation with lsran,  and the quest upd

O  OBJECTIVE: Recruit Gunmar

t  TARGET: Gunmtir,  [rtindom Aflimtil Den]

O  OBJECTIVE:  Recruit Sorine Jurtird

t  TARGET: Sorine Jurtlrd,  Dwtirven  Rubble:  Drutldtich, the  Retich

O  OBJECTIVE: Help Gummtir defea"he bear

At this  point,  you can:

Enter the den,  fend off any wild  animals you encounter,  hunt down the
bear, and slay it in whatever method you deem appropriate.

Enter the  den/  wait for Gunmar,  and  follow  him  into combat,  lendin
support while he "bears,, the brunt of the attacks.

Inform  Gunmar that you've already killed the bear yourself (if
eaking  to  him).  He,s  suitably  impressed.

ear is dead, speak to Gunmar, and he agrees to meet
wnguard.  He will  be there the next time you visit;  there,



uese sorine Jurard: Drafting lhe Dwemer tinkerer

Look to your  map to  pinpoint Sorine/s location.  She can  be found  in  the
Reach,  in a  remote  location south of the Ore stronghold of Mar Khazgur
and  north of Druadach Redoubt,  at Secondary Location:  Dwarven  Rubble:
Druadach.  As you  begin talking with  her,  she seems a  little  preoccupied with
a  sack of Dwarven Gyros she has misplaced. After you  inform  her of lsran,s
request,  she tells you  lsran's  hurtful  comments at the end  of their  last  meeting
have dampened  her enthusiasm for him, to say the least.  But explain the dire
situatioh  regarding  the vampires,  and  Sorine  is a  little  more  receptive.  But
she still  requires at least one  Dwarven Gyro for her research.  At this point,

you  Can:

(Persuade)  Tell  her there's  little time to waste.  Don't be  surf
doesn,I share your urgency.

Hand over a  Dwarven Gyro you may be carrying already

Startle the Mudcrabs and beat back the odd

you  search  for  her lost "sackw along the
satchel,  lying  close  lo a  tree on  the ri
Dwarven Gyros  insicle Sorine,s sale eed give her only

Or go  in  search  ofa  Dwarven Gyro on your own.  You can visitan
dwarven city in  Skyrim  (these locations are flagged throughout the

'ww!!r

Upon your return  to  Fort Dawnguard, you,ll  see lsran and  his cohorts  have
been  busy setting  up barricades and  perimeter defenses.  A Dawnguard
agent named Tilc]e usually mans the gate.  Speak to her and to Vori  (who is

patrolling  nearby)  if you wish.  Enter the fort,  and  both  Gunmar ancI Sorine
are waiting  in the circular entrance hall.  lsran  is on an upper balcony and
bathes the ground  in  a  strange writhing  light.  He  is testing  to see whether the
three of you  are tainted with  vampirism:

lf you  haven,I contracted  vampirism,  the quest continues.

lf you  have contracted vampirism,  lsran  refuses to let you  info
and the gates to the  rest of the structure remain sealed-
only way to proceed  is to cure yourself by completing :
at Dawn  (consult page 463)  or being turnecl  into a werewolf (
Companions Quest: The Silver Hand on  page 242).

hen  lsran  has three  hecllthy helpers,  he instructs Gunmar
cl trolls to use as shock troops, while Sorine is fo co

the crossbow design. Meanwhile, y
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pREREaUISITES:  6g(omplete Downguqrd Main Quest: The BIoodstone (hqlice OR ae Complete Dqwnguqrd Min Quest: A New Order

lNTERSECTING QUESTS:  6gDqwnguqrd Main Quest: The BIoodstone Choli(e, Dawnguard Main Quest: A New Order,  Dawnguard Main  Quest:

Seeking  Disclosure,  Dawnguqrd Main  Quest: Scroll Scouting/  Downguard Main  Quest:  (basing  E(hoes

LOCATIONS: Ambushed (orqvon/  (ostle Volkihqr,  Dragon  Bridge,  Forebears,  Holdout

ae LOCATIONS: Ambushed (tirovon,  Dragon  Bridge,  Forebeors'  HoldouI,  Fort Dawnguqrd

a                 _   _        E>
©   mlNOR SPOILERS

6gcHARAC"RS: Dexion Evi[us, Garqn Mqrethi/  Lord Horkon/ Serqnq/  (Oplionql) umg gro_Shut, (Optional) (qrriqge drivers throughout Skyrim,

(Optional)  Innkeepers throughout Skyrim

ae CHARA(TERS: Dexion Evi(us,  lsrqn, Serqno/  (Optional) Urqg gro-Snub, (Optional) (qrriqge drivers throughout Skyrim, (Optional) hnkeepers

throughoulSkyrim

6gENEmIES: Armored Husky, Ar-ed Troll, Dqwnguard, Deqlh Hound, Mqlkus, VAnik

E]E ENEMIES: Vampire, Vompire's Thrall

a  6goBJE(TIVES: Speak lo Horkon/  Listen lo Hqrkon/s speech/  (Optional) Ask (qrriqge drivers about the Moth  Priest, (Optional) Ask innkeepers in [ities,

bout the Moth  Priest,  Locate a Moth  Priest,  (Optional) Visit the College of Winterhold to ask about the Moth  Priest, Ask people in  Dragon  Bridge if they

saw the Moth  Priest, Search along the rood south of Dragon Bridge,  Investigate the scene of the ottotk,  Read the Vampire,s Note,  Rescue the Moth Priest/

Deqctivate the magic barrier,  Defeat the enthralled Moth Priest,  use your Vampire,s Sedu(lion power on the Moth Priest/  Feed on the Moth Priest to moke

him your thrall, (ommand the Moth Priest to go to Volkihor (oslle,  Report your success to Horkon, (ommand the Moth  Priest to read the Elder Stroll, Speak

to Harkon/ Speak to Semna

a  ae OBJE(TIVES: Follow lsrqn, Speak to Semnq, Speak to lsrqn/  (Optional) Ask cqrriqge drivers about the Moth Priest/ (Optional) Ask innkeepers

in cities about the Moth  Priest,  (Optional) Visit the (ollege of Winterhold to ask flbout the Moth  Priest,  Locate a Moth  Priest, Ask people in  Dragon  Bridge

if they saw the Moth  Priest, Search along the road south of Dragon Bridge,  Investigate the scene of the attotk,  Read the Vompire's Note,  Rescue the Moth

Priest,  Deqctivate the magic barrier,  Defeql the enthralled Moth Priest, Speak to the Moth  Priest,  Report your success to lsmn, Speak to the Moth Priest,

SpeoktoSerona

for this ques

d as such throughou"he quest.

ife, vampires: A PrequeI Io Prophecy

A  OBJE(TIVE: Spetik to Hnrkon

I TARGET: Horkon,s chamber, (oslle Volkihar

Once you,ve spoken
to Garan Marethi and
explained your successes
during  Dawnguard Main
Quest: The Bloodstone
Chalice,  the  Dark  EIf

tells you to  locate  Lord
Harkon, who wishes fo
speak with  you.  You'll
find  Harkon  in  one of

his private chambers.  Harkon  reveals  his true ambitions,  stating that the
vampire,s greatest weakness is the sun, an enemy they,ve had no way to
fight-that is,  until  he found c]n old  prophecy written  by a Moth  Priest,  the
scholars who read the EIder Scrolls.

Harkon  has been obsessed with the prophecy ever since,  as it tells of a
time when the vampires gain  power over the sun  itself.  He believes Serana,s
Elder Scroll  is the  key to unraveling  that prophecy.  He has ordered  his court
to assemble and  has a  new task for all of them to carry out,  including you.

a  OBJECTIVE: Listen to Harkon's speech

TRAiP`tirda                      "E  iNVEr*T||RY

differ depending on which side you hosew.  Dawn

Follow Lord  Harkon  to  his balcony overlooking  the  banquet hall.  He hails
his  scions of the night,  proclaiming  that the  prophesied  time  is  upon  them.
Now that the Elder Scroll is in  their possession,  Harkon  requires a Moth
Priest to read  it. To this end,  he has spread false rumors about the discovery
of an  Elder Scroll  in Skyrim to lure a Moth  Priest to these parts,  and  now his
minions  must search the  land to see  if one can be found.  He wants his  brood
to look to the cities,  speaking  lo innkeepers, carriage drivers,  anyone who
would  meet a traveler.  That is his command.

After the proclamation,  Serana approaches you.  Ask for her opinion,
and  she recommends asking a  mage at the College of Winterhold. The quest
upclates with the following objectives,  after which you can quiz Serana on
her knowledge of the Elder Scrolls and on  her life as a vampire.

a  (OPTIONAL)  OBJE(TIVE: Ask corriqge drivers ubout the Moth

Priest

I TARGET: Any carriage driver, outside a  Hold (opital or your house

¢  (OPTIONAL)  OBJECTIVE: Ask innkeepers in (ities about the Moth

Priest

I TARGET: Any innkeeper in a Hold (qpitol

)  (OPTIONAL) OBJE(TIVE: Visit the College of Winterhold lo ask

abouHhe Moth Priest

I TARGET: Urqg gro-Shub, the (allege of Winterhold

a  OBJE(TIVE: Locate a Moth  Priest

I TARGET: None

A NEWORDER      PROPHET
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ffiae. Dqwnguqrd: An Uno.qsy Alliance

A  OBJECTIVE: Follow lsron

I TARGET: Upper (humbers,  Fort Downguord

Once  lsran  has verified
that none of his new
brethren  are  night
stalkers,  he  beckons you
upstairs to a chamber
with a  rackand a
collection of severed
heads.  Here you  must
deal with a vampire that
actually had the gall to

enter the fort looking  for you.  Lady Serana  is waiting  here,  much  to  lsran,s
chagrin.  Apparently,  Serana  has something  really important to say to you.

A  OBJE(TIVE: Speak to Seronq

Serana  begs you to listen,  before lsran  loses his patience:  She has  important
information  regarding  the  Elder Scroll  she was  buried with.  She explains that
her father,  an  unpleasant character even  by vampiric standards,  has stumbled
onto an obscure prophecy and lost himself in  it.  She doesn,I know the details,
except that Lord  Harkon  has become obsessed with  part of the prophecy,
stating that vampires would  no longer need to fear the sun.  He wishes to
control the sun and wreck havoc across the world.  Serana's  mother wasn't
happy with the prospect of a war with all  of Tamriel,  so she tried to stop him,
which  is why Serana was sealed away in the first place.  Serana wants to
finish what her mother started.  But for that to happen,  the Dawnguard  need  lo
embrace her.  ln a  nonvampiric way,  naturally.

ife`gr To (qlch a Moth Priest  6?

OT[      The parallel faction pfllhs now mergg. Eontinug from lhi5 paint

no mtitler w

Optional  Plan  1

rlion you/v¬ sided with,

;:,,::,.;

Carriage drivers:  One plan  is to see whether a carriage driver has seen a
Moth  Priest on  their travels.  Simply approcICh  One Of them  (Say/  Thaer outside
of Solitude)  and  ask.  He describes the  scholar with  impressive  precision  but
then  conveniently "forgets"  any specific  details.  You  can:

(Persuade)  Try  pleading,  telling  him  it,s  vitcll  you  find  him.

(Bribe)  Offer a considerable sum of septims to reveal  his  knowledge.

Ignore  him  and  try one of the other plans.

526

Trc   5:.de_,Sc=c,JJS    ',

sicy___RTM

a  OBJECTIVE: Speak lo lsron

Your conversation with  lsran  begins with  him violently opposed to Serarla.
Respond  as you wish,  and  lsran  gives  in  just a  little.  lnstecld  Of OutLand®Ut

hostility,  he figures Serana  must have a death wish or is insane,  Neither
matters to  him.  But he,ll tolerate  her  until  the  moment she  lays a  finger on
anyone here.

After some barbed comments with  lsran,  Serana turns and explains that
the Elder Scroll she carries cannot be read  by either of you.  Only the Moth
Priests  have this ability,  but she  has  no  idea where to find  one.  lsran  interjects
at this  point,  mentioning  an  Imperial  scholar  he  saw  in  Skyrim  a  few days
ago.  But he isn,I about to waste men trying to find  him.  However,  he suggests

you  ask innkeepers, carriage drivers,  and the like for clues as to the scholar,s
whereabouts.  Ask Serana for her opinion,  and  she recommends asking a
mage over at the College of Winterhold.  The quest updates with the following
objectives,  after which you can quiz Serana on  her knowledge of the Elder
Scrolls and  on  her  life as a vampire.

A  (OPTIONAL)  OBJECTIVE: Ask corrioge drivers about the Moth

Priest

I TARGET: Any cqrrioge driver, outside a Hold (qpitol or your house

a  (OPTIONAL)  OBJE(TIVE: Ask innkeepers in cities tibout the Moth

Priest

I TARGET: Any innkeeper in a Hold (opitol

A  (OPTIONAL)  OBJE(TIVE: Visit the (allege of Winterhold to ask

about the Moth  Priest

I TARGET: Urog gro-Shub, The (allege of Winterhold

A  OBJE(TIVE: Lo(ore a Moth  Priest

I TARGET: None

lf either option  is successful, you  need not complete the other optional

plans.  Head to Dragon  Bridge,  where the driver mentions the Moth  Priest was
last seen.

Optional Plan  2

Innkeepers:  Another option  is to  press the  innkeepers  in  any of the cities
for scuttlebutt about new  Imperial  arrivals.  You  can easily travel  to any of
them and ask about a Moth  Priest passing through.  Most haven,I seen one,
but Corpulus Vinius,  owner of the Winking  Skeever  in  Solitude,  is  more
circumspect-  You  can:

(Persuade)  Tell  him  it,s  important you  find  him  straightaway.

(Bribe)  Offer some coinage for  his troubles.

Try your luck elsewhere with one of the other plans.

lf one of the options  is  successful,  you  do  not need  to finish  either of the
other optional  plans and can visit Dragon  Bridge  now.

i:,"JEl:f,i_;   DAWNGUARD MAIN QUEST
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Optional Plan 3

The College of Winterhold: This option  is much  easier if you've already
completed College of Winterhold Quest:  First Lessons  (page 255)  or Main
Quest:  Elder Knowledge (page 223)  and you,ve already gained  entrance
to the College.  lf you  haven,I,  read over the College Quest and  prepare the
spell  for Faralda, who guards the bridge to the College.  Once inside the
College,  head to the Arcanaeum  and  locate the Lorekeeper,  Urag gro-Shub.
Inform  him you,re trying  to find  a  Moth  Priest.

Urag  gro-Shub tells you that the Priest stopped to research  some texts
in  his library before setting  out for Dragon  Bridge.  Head there now,  as you
don,I need to complete the other two optional  plans.

After you complete Optional  Plans  1 ,  2,  or 3  (you  need  finish  only
one or simply skip  them  and  head  straight to  Dragon  Bridge),  the following
objective becomes available:

O  OBJE(TIVE: Ask people in Dragon Bridge if they sqw the Moth Priest

I  TARGET: (itizens in  Dragon  Bridge,  Hqqfingqr Hold

Divulging ol Dragon Bridge: Whether you've completed the optional
objectives or not,  set out for Dragon  Bridge and ask around town about a
Moth  Priest visiting  the place.  The  best bet is to stop and  speak to an  Imperial
Soldier stationed  here.  He tells you  the priest rode through town with an
escort of soldiers  not long ago.  They were  headed south.

O  OBJECTIVE: Search along the road south of Dragon  Bridge

a  OBJE(TIVE: Investigate the scene of the flllack

a  OBJE(TIVE: Read the Vampire,s Note

fRAIENith#                           TIiI-.  lNVEf\jTC?!R`f

Move south across the Dragon  Bridge and  into Hiaalmarch  Hold,  following
the cobblestone road.  Your heart sinks as you  spot an overturned  carriage
clnd  bodies Strewn  near the next bridge. Your quest updates.  Among the dead
clnd a  scattered copy of Effects of the Elder Scrolls  is a vampire,s corpse.
Search  it and  read the Vampire,s  Note,.  it is from a  man  named Malkus

giving orders for the ambush.  The Moth  Priest has  been  taken to the nearby
Forebears,  Holdoul,  a  new location close by.

I     "suITlbuShed (0" nlS just north  of Secondflry Location
(artivan/ a location that has now disappeared_

a  OBJECTIVE: Rescue the Moth Priest

t TARGET: Moth Priest,  Forebeor's Holdout

Over the bridge and
in  the  low foothills  is a

collection of standing
stones  marking  the
entrance to Forebears'
Holdout.  The  narrow
rocky tunnel opens
up to a  much  larger
subterranean fortification

(second  picture),  with  a
strange stone plateau  upon which a  shimmering  barrier has been conjured.
Take care,  as the place  is populated  by enemies.

he portiilel  paths now split slightly/  depending on the fa(tion

yo"ided with: Vampires or Dawnguard.

PROPHET
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Hire vanquishing Vqnik,s Dqwn9Uqrd   6=

You  may attack from  range,  at the  initial  balcony.  Turn  left (south),  and walk
through the giant stalagmites to the stone bridge,  bringing down Armored
Huskies as you go.  Continue along the opposite riverbank,  sneaking or
battling your way into a  large and  roughly circular bailey'  with a giant
bonfire in the middle of it.  Engage the Dawnguard and  their Armored Troll as

you fight up onto the crenellations,  toward a  strange and shimmering  magical

ife Dexion,s Enlhrqlled Ruminqtions  6?

Once the Moth  Priest yields  but is  still  hostile to your actions,  you  are

prompted to employ your Vampire,s Seduction  (Magic >  Powers)  on  him.
Once  he,s bathed  in green  light,  talk to Dexion  Evicus and feed on  him.  Once

you,ve sunk your teeth  into  his neck and fed,  speak to him again.  He has
been  blinded  by your maiesly and  must obey you!  Command  him to travel to
Castle Volkihar.  He agrees and sets off shortly.  You  may also wish to ask him
about what exactly it is  he does and about the Elder Scrolls. You  need  not
chaperone him;  he will  be at the castle the next time you,re there.

ff!RT         ®m!y  SEffigg  2  {sr  i!iglisr,i  :fesiaipeirss  iiffve  !hae  Vesm!sire,s  Ssdias!ti®i!

pee.wero  if  y®us  fed  §pe£gi3fi!;,  gg¢u  ;q#i},  i3eed  tS  Weei!  ife  ala)i?®  ff!qUire
`                                        `                                                           `                                    .

A  OBJECTIVE: Report your success to Horkon

a  OBJE(TIVE: (ommomd the Moth Priest to read the Elder Scroll

I  TARGET: Lord  Horkon,  (ostle Volkihar,  Haofingar Hold

TIE   fi_¢`e_~ Sc=c`,a__+   '.
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barrier. A vampire named Malkus has been slain  by the Dawnguard/s leader,
a foe  named Vanik,- you  must vanquish  him at this upper stone summoning

plateau.  Then  search Malkus,s corpse for a Weystone Focus.

>  Weyslome locus

)  OBJECTIVE: Deottivate the magic barrier

I TARGET: Weystone Focus and Weystone Source, close by

Climb the stone steps to the balcony overlooking the  magical barrier
surrounded  by open coffins,  and  press the Weystone Focus  into the Source.
The Weystones  imprisoning the figure inside the vortex recede,  releasing a
man  named  Dexion  Evicus,  the fabled Moth  Priest you,ve been  searching for.
He  is quite  hostile  toward  you and  must be faced  in  combat.  Fight him  until
he falls to  his  knees.

A  OBJE(TIVE: Defeat the enthralled Moth  Priest

A  OBJE(TIV[: Use your Vampire's Seduction power on the Moth Priest

A  OBJE(TIVE: Feed on the Moth Priest lo make him your thmll

a  OBJE(TIVE: (ommond the Moth  Priest to go to Volkihar (oslle

Back inside Volkihar Castle,s  keep/  stride toward  Lord  Harkon, who is
already congratulating you  and Serana on  locating the Moth  Priest. Tell
Harkom you've made the Moth  Priest your thrall,  mentioning the  Dawnguard

you fought to reach  him  (any answer is fine).  Harkon then wishes you would
command your puppet to read the words of the prophecy.

Head over to the Moth  Priest and  request he read Serana,s Elder Scroll.
He unfurls the scroll parchment and  begins his vision.  He sees a great
weapon called Auriel,s Bow.  He reads the scroll aloud,  foretelling  ,,darkness
mingling with  light and the night and day will  be as one.,, The secret to the
bow,s power is written elsewhere,  recorded  in other scrolls.  One contains
the ancient secrets of the dragons, while the other speaks of the potency of
ancient blood.  Dexion,s vision fades,  clnd  he tells you that to complete the

prophecy,  the other two scrolls  must be obtained.

a  OBJE(TIVE: Speflk to Hqrkon

Quest (ontlusion: Three Scrolls to  Find
Lord  Harkon could  best be described as "nonplussed// when you  return to
him,  as the reading gave far less  information  than  he was expecting. Ask
him where these other scrolls are,  and  he admits  his  ,,traitor wife,,  stole one
of them  before disappearing. As for the other?  He believes it was lost in the
bowels of a  Dwemer ruin. This quest now concludes.

6=S5;-
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Mqlkus,s Vqm

You can try ranged attacks from the initial Turn  left  (south),  and
walk down through the giant stalagmites to the stone bridge,  bringing down
Death  Hounds as you go.  Continue along the opposite riverbank,  sneaking
or  battling  into a  large and  roughly circular bailey/  with  a gidnt bonfire
in the middle of it.  Engage vampires and Vampire Thralls as you fight up

ife Dexion,s Imprecise Ponderings

¢  OBJECTIVE: Report your success to lsran

A  OBJECTIVE: Speak to the Moth  Priest

I TARGET: lsran,  Fort Dawnguard/ the Rift

Climb the stone steps to the balcony overlooking the magical  barrier
surrounded by open coffins, and press the Weystone Focus into the Source.
The Weystones imprisoning the figure  inside the vortex recede,  freeing a
man  named  Dexion  Evicus,  the fabled Moth  Priest you,ve  been searching  for.
Unfortunately,  he is still  under the power of the vampire and  must be thwarted
in  combat.  Fight him  until  he crumples to  his  knees.

a  OBJECTIVE: Defetit the enthralled Moth  Priest

A  OBJECTIVE: Spetik to The Moth  Priest

He appears to be,
He  unfurls the

weapon  GClll

bow,s power is en

one to quiet down so he can concentrate-
begins his vision.  He sees a great

a reads the scroll aloud,  foretelling ,'darkness
e night and day will  be as one-,' The secret to the

elsewhere,  recorded  in other scrolls,  One contains
the ancient secrets of the dragons, while the other speaks of the potency of
ancient blood.  Dexion,s vision fades,  and  he tells you  that to complete the

prophecy, the other two scrolls must be obtained.

Ouesl (onclusion: A Trio of Scrolls to Source
The Moth  Priest heads off to rest, and lsran leaves to attend to other
leaving you and Serana to ponder the location of the other scrolls.  Serana
admits her mother stole one of them  before disappearing. As for the other
She believe to be lost in the catacombs of an ancient Dwemer ruin. This

awnguard), this quest concludes, and at least three new Dawnguard
in Quests may commence:  Seeking  Disclosure  (which tracks when

)th remaining  Elder Scrolls are found),  Chasing  Echoes  (the quest to find
e  Elder Scroll  [Blood]),  and  Scroll  Scouting  (the quest to find  the Elder

PROPHET



PREREQUISITES: (omplefe

Dawnguord Main  Quest:  Prophet

<==i__    __     _

©   MINOR  SPOILERS

INTERSE(TING QUESTS: Downguard Main Ouesl: Prophet,

Dqwnguard Main  Quest: Scroll Scouting/  Downguard Main  Quest:

(hosimg  Echoes,  Downguqrd Main Quest:  Beyond  Death

O   OBJE(TIVES:  Find the  EIder Scroll  (Blood),  Find the  Elder Scroll

(Dragon),  Bring  both  EIder Scrolls to  Dexion

ife unraveling The Elder Scrolls

530

The Elc!er Scroll  (BlcocI):  Found with

Serana,i mother, deep within the
ofherworlc!Iy Soul Calm,  at the zenith of
DcIWnguCSrd Mc3in Qui=sf:  Beyonc!  Death.

The Elcler Scroll (Dragon):  Found within
the Dwemer Ruin known cls the Tiower

of Mzclrk.

This  is an  "overview"  quest,  designed to help you  keep
objectives from this point forward:  To locate both remaining  Elder Scrolls and
bring  them  to  Dexion  Evicus.  This  runs concurrently with the  specific quests
related  to each  Elder Scroll  in  question.  This quest concludes once  both  EIder
Scrolls are  in your possession  and you,ve visited the Moth  Priest. The specific

quests to obtain  both Scrolls can  be completed  in either order.  Refer to the
following  quests to find each  Scroll and conclude this quest:

PREREQUISITES: (omplete

Dawnguord Main Quest:  Prophet ©   MINOR SI)OILERS

lNTERSE(TING QUESTS:

Downguord Main Quest:  Prophet,  Dawnguard Main  Quest: Scroll

Scouting/  Dqwnguflrd Main  Quest: (htising  Echoes/  Dtiwnguard Main

Quest:  Beyond  Death/  Downguord Main Quest:  Unseen Visions

LOCATIONS: Alftqnd/ AIftand Animonculory/ Alftond (athedrql,

Alftond Glociol  Ruins, Alftand  Ruined Tower ,  Blackreach,  (allege of

Wimterhold, The Ar(onoeum/  Hall of the EIemenls/  Septimus Signus,s

Outpost, Tower of Mzork,  Oculory

{HARACTERS: Septimus Signus, Serqna,  Urog gro-Shub

ENEMIES: Dwarven (enturion,  Dwarven Sphere/  Dworven Spider,

Ftilmer,  Frostbite Spider /  Horker,  Ice Wolf, J,dtirr/  Skeever/  Sullo,

Umqnq, Wolf

ty  OBJECTIVES: Ask  Urag about the insane book/  Daedric Quest

Obieclive:  Find Septimus Signus,  Doedric Quest Objective: Transcribe

the  Lexicom,  Recover the  Elder Scroll,  Buy bo(k the  Elder S(roll

(Dragon) from  Urog gro-Shub

Tr-e   Sii `,_i+¬r  Scrc{:a   `J`'.'
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Prelude: No Need lo Repent Yourse

BisclosurB !Whith  uPdtifeS Wh

all) find Chtising Echoes (whi(h be

I)  H!! begin  :Onrurrenlly«

e uttempled in either order. "s

5froli in Main Quest:  Elder K-ledge

irning the Trflnsmundane (page 384)`

ln  order to  begin  this quest,  you  must answer this  all-important question:
Have you already secured the  Elder Scroll  (Dragon)? There are three possI.ble
answers:

"No,  I've  never had  il."  This activates  the  following  quest,  and  you  must

complete  Plan  1   of  it.

"Yes,  I  am  carrying  it.'' This quest does  not activate,.  you  skip  it entirely.

Begin  Chasing  Echoes  instead.

"Yes,  but I  sold  it." This questactivates,  butyou  can  skip lo  Plan  2  and  buy

back the Scroll  from  Urag  gro-Shub.

a,JEST:i   DAWNGUARD MAIN QUEST
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ife> plan  I.. Hunting the Scroll-Scouting for Seplimus Signus

After you talk with Serana, your map marker hcls flagged  the College of
Winterhold,  where Serana  believes you should  begin your search. Journey
to the College. At the bridge,s near end,  Faralda,  a  High  Elf wizard, guards
the entrance.  She stops you, warning that it,s not safe to cross the bridge
and that you will  be denied entrance fo the College.  Although she has some
complaints about the College, which you can ask her about, you  really just
want to gain entry.  Ask if this  is  possible,  and  she asks why.  Choose the
answer that best suits your demeanor.  She requires that you take a test to
show you,re at least competent in the use of magic.  You can:

Walk right in without dealing with  Faralda,  if you're already a  member of
the College of Winterhold.

(Persuade)  Tell  her that you  both  know you,ll  be  successful.

Agree to take the test.  When  the test begins,  Faralda  requests you aim a
spell atthe seal on  the ground  near her.

Ask if she would grant entry to the Dragonborn.  Faralda  asks if you  really
have the Voice.  lf you  have completed Main Quest:  Dragon  Rising  (see

page 2O5),  simply demonstrate any Shout you  have.

Spell Costing: Bring  up your Magic  inventory and choose the spell  Faralda
has  requested.  She can choose Firebolt,  Magelight,  Fury,  Conjure Flame
Atronach,  or Healing  Hands,  depending on your available spells and
knowledge of particular magic styles.  Aim at the seal and cast the spell.  After
a  successful  casting/  Faralda  tells you  to find  Mirabelle  Ervine  inside the
College.  lf you don,I have the spell  Faralda  requests,  simply purchase  it from
her.

Dragon Shouting: Bring  up your Shout inventory'  choose any Shout (a good
choice  is  Fire  Breath),  aim  it at the seal,  and  bellow.  After you  strike the  seal,
Faralda tells you there is much you  both can  learn from each other and that

you,d be a  superb addition to the College.

you  can  now ask Faralda  more questions about Mirabelle and the
college,  or even  receive training  in the arts of Destruction Magic.  The
college of winterhold  Quest:  First Lessons is now active, and you are told
to report to Mirabelle Ervine.  However,  this is not required or even  part
of the scroll scout.lng Quest.  Cross the bridge,  enter the College,s exterior
courtyard, open the grand doors, and enter the Hall  of the  Elements.
Immediately make a  right (east) turn and enter the Arconaeum.
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look for the Ore Mage
named Urag grcrShub,
who runs the Arcanaeum;

you may have already
run  into  him  during

Dawnguard Main Quest:
Prophet. Although you
can ask to assist him  in
College  business, you,re
really here to ask  him
about the  Elder Scroll.  Urag  isn't too  happy with you  offhanc!edly inquiring
about such a  powerful artifact.  You  may listen to an overview of the Scrolls
before asking  if there,s an  Elder Scroll you  could  use.  Urag  laughs at this

question;  he wouldn't show the likes of you,  even  if he obtained one.  Ask
if he at least has any information on them.  He agrees to locate a couple of
arcane tomes that may have some clues.  But mostly they contain  lies  leavened
with  rumors.

Urag grc+Shub locates clnd  Places two tomes On the  nearby desk:  Effects
of the EIder Scrolls and  Ruminafions on  the EIder Scrolls.  AIer read-lng
both  books  (which you  may keep or leave on the desk),  you find that the
Ruminations tome is the work of a  madman.  Daedric Quest:  Discerning  the
Transmundane  is now active,  providing  its prerequisites  have  been  met.

>   Effects of the Elder Scrolls

>    ituminations on the Elder Scrolls

A  OBJECTIVE: Ask urog oboul the insane book

Speak with  Urag again clnd  let him  know that the Rum/-natl'ons book is
incomprehensible.  He doesn,I seem  surprised.  After all,  this book was the
work of Septimus  Signus.  Although  Signus  is the world/s  leading  scholar on
the  nature of the Elder Scrolls,  Urag tells you  he's "been gone for a  long
while.'' You  suspect he means both  mentally and  physically.  He currently
resides north of the College in the treacherous  lee Fields.  This quest now
concludes,  and  Daedric Quest:  Discerning the Transmundane starts.  For your
convenience, the rest of that quest is now detailed:

O  DAEDRIC QUEST OBIE(TIVE: Find Septimus Signus

I TARGET: Septimus Signus's Outpost

RE;5fro» The Hermit ol Hermaeus Mora

The giant chunks of ice
floating  off the Northern
Coast are your next
destination.  Exit the
College and run down
to the frigid coastal
waters.  Hop across any
floating  ice that you can,
navigating your way
north.  Expect to slice
into a few Horkers along
the way, and you  may
encounter wolves and  Ice
VNalwes-

Septimus Signus,s
Outpost is cut into one
of the  hill-sized  icebergs,
close to a moored
rowboaL Climb down  the

li

ladder and the slope to reach a lone mage in a chamber of ice.  He appears
to be guarcling  some kind  of Dwemer box about the size of a  house.

Asking  Septimus about the  Elder Scrolls  results  in  a torrent of knowledge.
Ask where the Scroll  is,  and after receiving  moderately useless  information,
ask once more  (either pleasantly or with a  more threatening tone).  Septimus
agrees to tell you,  but in  return, you  must venture into Blackreach,  a strange
underground  Dwemer city that lies  below Alftand_

SEEKING DISCLOSURE      SCROLL SCOUTING
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Ask about getting  into Blackreach.  Septimus keeps up his  riddle-based

prattling  and  hands you two  items.. The first is an oddedged  lexicon,  used
by the Dwemer for inscribing. The second  is an Attunement Sphere,  which
apparently "sings" when you  near an  important Dwemer door.  Once these
are in your grasp, your Main Quest updates.  Stay and speak further with
Septimus  if your sanity can  stand  it.

>   AEffasREemeeei  Spfa©Fe           >   B!fflmk  Lexi¬®ffi

a  DAEDRIC  QUEST OBJECTIVE: Tmnscribe the Lexicon

I  TARGET: Dqedric Quest,  in  BIG(kreoch

a  OBJECTIVE:  Recover the  Elder Scroll

I TARGET: Tower of Mzqrk

ffiife Trek lo lhe Tower
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left in a  real  mess,  with
debris and cooking
equipment strewn
about and the signs of
fighting  everywhere you
ook.  Follow the funnel
down  until you  reach

beginnings of the Dwarven architecture,  a  stone tunnel that ends in a
connecting room with a stone table and a large barred doorway to the north.
This can only be  unlocked from  the other side.  On the nearby table you'll find
Research  Notes.  Whoever wrote it thought he saw a strange  human figure on
the other side of the barred doorway.

ReseffiF£ha  RE®tes

At this point, the passage west heads up a ramp and down the other
ide,  into another glacial  intrusion.  Watch for attacks from a  DwclrVen  Spider

go.  A Skooma-addled  Khaiiit is shouting about being trapped  here
acks  if he sees you-  Drop him, and continue down  into the start of the

main  Dwarven  ruins.  The ceilings tower above you  as you reach a cog  and

piston  room with a  raised center and two Dwarven Spheres cIPPearing from
their wall  holes to attack.
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continue north to a vent chamber with a locked gate (Novicel leading to
a few scraps of treasure.  Head through the gold door and up to a Dwarven
spider-infested  passage stretching south. This leads fo a locked (Apprentice)

gold  door with  ,Items to steal  behind  it and a  main  path around to the east,
which  brings you  back into the cog ancl  piston  room. This time, you,re above
the raised center.  Navigate the pistons (lump over them, or you  risk being

pushed off by them)  in a counterclockwise route to the short corridor and
door to the Alfrand Animonculory.
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way forward and down  is to the northeast.  Look for the lantern  and falling
water,  as the sloping walkway is hidden.

As you  descend,  something  horrific shuffles out of the shadows:  an
eyeless figure, thought to be  myth.  These are Falmer,  the degenerate remnants
of the origincll  Elven  inhabitants of Skyrim!  Dispatch  four of them  as you

follow the winding  platform down. Take care not to lose your footing  and fall

your death-  Next,  face the  jet of fire  blasting the entrance to a gold door.
art through or around,  and enter a  Falmer nest.

Falmer appear from  their  huts,  forcing  you  to fight or sneak by.  Follow
the passage down  to a  second set of Falmer in  a  boiler chamber.  Watch for
those  rattling,  hanging  bones  if you,re  sneaking/  as these startle the  Falmer
into finding you.  Head down  the steps,  watching for Skeever attacks,  and
look for a gold  door on the southeast wall- This  is the way onward,  but

you  may wish fo turn fo the  northwest,  open a gate, and  enter an ancient
Dwarven  Elevator.  Pull  the  lever and you  ascend  fo the Alftand Glacial  Ruins.

"3JE:¥T3,  DAWNGUARD MAIN QUEST
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Step around the rubble and to the barred doorway where you found
the Research  Notes.  Pull a wall  lever here so the bars retract. This allows

you to easily ncIVigate  uP and down the Animonculory if you explore here in
the future.  For now,  use the elevator to head  back down, and open the gold
door in the southeast wall.  This  leads down to the shaft,s bottom,  where you
encounter another Falmer attack and face a  Frostbite Spider.  From  here, you
have only one set of corridor steps and a claw trap (move around the trip
wire)  before you enter the Alftand Catheclral.

Battle cI  Falmer and
navigate some floor
trigger plates to reach a

gold door that leads out
into the  main  cathedral
chamber-a  massive
echoing cavern with a
central  structure and a
doorway barred with
spears. Check the area
for Falmer ancl the steps to your left (south)  before heading to a gold  lever
above the entrance from which you came.

This raises the spears,  enabling you to enter the cathedral  platform,  where
a giant steam-powered  mechanical  monster roars to life.  This Dwarven
Centurion  is a  frightening  form,  butyou  should  defeat it,  as  it carries a
handy key.

>   Key lo AmaHd Lift

Climb to the gate

(southwest)  at the

platform,s top/  open
it,  and  listen  to the

arguments of two thieves,
Sulla  and  Umana.  You
must slay them,  as there,s
no  reasoning  with them.
Now open the gclte
beyond the strange
Dwarven Mechanism.  This leads to the top of the Alftand glacier,  a tower you
couldn,I access when you first reached  here.

Open the gate from  the  inside using the wall  lever (so you can  access the
cathedral directly from the surface during future adventures),. then  travel  back
down to the cathedral.  Approach the Dwarven Mechanism  now,  and  insert
the Attunement Sphere Septimus gave you.  The floor parts,  revealing  stairs
down to a  hidden gold door and an  entrance  into the  mysterious  undercity of
Blackreach.

omen"a odiusl fo the "slness

Aside from firing a

and investigating the small

Field  Laboratory/

begin Side Quest: A Re

Dwarv£m btillista u3in

stone bull

rimson  Nirnr

a is a spmwling

adventure through. (onsull the Atlns for information on the en

Ibis wulklhrough points you directly to the

Elder S(roll.

Head west to exit Blackreach using the appropriate  Dwarven  Elevator.
First, though, you  may wish to head  southeast, to a golden button  encased
on a  Dwarven  head  pedestal.  Press  it,  and the elevator behincl  lights  up,
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allowing you to ascend back to the exterior. Open the gate, allowing you to
enter from the Great Lift at Alftand  (a tower entrance  northeast of Nightgate
Inn).  Return fo Blackreach and find the cobblestone  path  heading  roughly
west.  Follow it past ancient structures and towering  luminescent fungi.
Continue with a giant lake and cascading waterfalls to your left (south),
heading  over a stone bridge.  Go west and turn  left (south)  to reach a colossal
elevator that allows you to QSCend  into the Tower of Mzark, your destination.

ife oculory operqlion

Venture along a corridor with a  burst steam  pipe and small camping area,
and go through gold doors  into a gigantic,  circular Aedrome chamber,  which
is dominated by a  huge sphere.  This appears to be some kind of massive
Oculory'  with a variety of focusing  lenses and other golden  machinery
attached.

Head to the cluster of controls on the platform above the Oculory. The
controls ore comprised of five cylindrical devices:  a  lexicon  receptacle and
four positioning  buttons embedded  in  pedestals. There is a certain way to use
these devices to produce something  hidden  in one of the lenses.

Puzzle solution: Activate the lexicon  receptacle,  so the blank lexicon
rests on top of it. The two pedestals to the  receptacle,s right-the only ores
currently actiye-open and close the Oculory lenses.  Press the taller of the
two pedestals  (right of the middle one with the lens chart on  it)  three or four
limes,  until  the  pedestal with  the  blue  button  to the  left of the  middle one starts
to glow,  Move to this new pedestal  (at this point,  the blank lexicon  may be

glowing  blue).  The two pedestals to the receptacle's left-the taller of which
is  now actiye-control the ceiling  lens array.  Press the button of the taller,
left pedestal h^/ice,  until  the  button  on  the far left,  smaller pedestal  begins to

glow.  Now press that button,  and a  large set of lens crystals descends from
the ceiling and  stops. The main crystal  rotates and splits c]part to reveal the
Elder Scroll  in  a  jeweled  scroll  holder.

Quest (ontlusion
Drop from the balcony controls and approach the open  lens crystcll. Take the
Elder Scroll  from  its elaborate compartment.  Then exit using the door under
the lexicon  receptacle. This leads to one final  Dwarven  Elevator,  which  allows

you to open the gate from the Tower of Mzark,  step out into the exterior, and
add another possible entrance to Blackreach,  if you decide to return.

>   The Elder Scroll (Dragon)

gr> Plqn 2: Buying The Stroll-
Urqg Drives a Hard Bqr9qin

lf you  previously
completed Main Quest:
Elder Knowledge,  used
the Scroll  during  Main
Quest:  Alduin,s Bane,
ancl you,ve sold the

Urag gro-Shub,
new objective appears:

O  OBJECTIVE:  Buy back the Elder S(roll (Dragon) from  Urtig gro-Shub

I TARGET: Urqg gro-Shub, (allege of Winterhold Artonoeum

SCROLL SCOUTING
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visit the Lorekeeper,  and explain your predicament to  him.  Somewhat
understandably,  he ism,I happy to hand over such a  precious piece of

parchment.  You,ll  need  to  pay for your  mistake.  You  can:

pay the 4,00O gold  Urag  gro-Snub  is  asking  for the  Elder Scroll.

(persuade)  sweet-talk the Orc  into  lowering  his asking  price to  3,OOO
gold.

or,  if you,ve completed all the college of Winterhold  Quests,  and you,ve
been  granted the title of Arch-Mage,  you can  insist that Urag  sell  it back to

you  for its original  purchase  price of 2,000 gold.

>   Thee Elder Stroll (Dragon)

Postquest Activities

once you  acquire the  Elder Scroll, you are free to return  lo the giant
underground city of Blackreach or continue Daedric Quest:  Disceming the
Transmundane.  Consult that quest for further information.  For now,  though,

you  should  rendezvous with Serana to begin Dawnguard Main  Qu
chasing  Echoes (if the other Elder Scroll  is yet to be found)  or Daw
Main  Quest:  Unseen Visions  (if you  now have all three Elder Scrolls in your

possession).

PREREQUISITES: (omplele

Dawnguqrd Muin Quest:  Prophet
©   MINOR SPOILERS

INTERSE(TING QUESTS: Dawnguord Main Ouesl: Prophet,

Dawnguqrd Main Quest: Scroll Scouting/  Downguqrd Mtiin Quest:

(hqsing  Echoes,  Dawngutird Main  Quest:  Beyond  Death,  Downguord

Mtlin  Quest:  llnseen Visions

LOCATIONS: (ostle Volkihur,   Volkihar (ourtyord/ Volkihar Ruins/

Volkihar  Undercroft, Soul (aim

(HARA(TEDS:   Serqno, Vqlericq

ENEMIES:  Detith  Hound/  Feral Vampire/  Gargoyle/  Giam  Frostbite

Spider/ Skeever/ Skeleton

O   OBJECTIVES: Speak to Serono,  Explore (ostle Volkihar,s (ourtytird/

Locate Volerico,s Journal,  Investigate the moondial,  Explore (astle

volkihar/s Ruined Tower, Speak to Seranq/  Gather Soul  Gem Shards,

Gather  Finely Ground  Bone Meal,  Gather  Purified Void Stilts,  Place the

ingredients in the vessel, Speak to Seranti,  Enter the Soul  (aim

uefty A Rummage Through VIlericu,s UndercrofI

0  0BJE(TIVE: Speak to Serono

minaTion of Dawnguard Main Quest:  Prophet, when prying ears are
away from the pair of you, Serana asks,  ,,Do you have a  moment to talk?"
Indulge  her.  When you  ask about the  Elder Scroll,  she says she firmly believes
her mother,  Valerica,  holds the key to  its whereabouts,  but unfortunately/  she
only knows that Valerica  left to go  "somewhere safe.''  Prompt her to think of
Castle Volkihar,  and  she excitedly tells you of a courtyard  in the castle where
she used to tend a garden.  She also knows ofa back wayyou can  reach the
courtyard without arousing  suspicion.

It]RI
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a  OBJE(TIVE: Explore (ostle Volkihar's Courtyard

I  TARGET: Volkihar (ourtyord,  (astle Volkihor,  Hqofingor  Hold

Return  to the  exterior of Castle Volkihar,  then  head  to the  left  (northern)
side of the bridge from the  ietty watchtower,  toward  an  unused  inlet on  the
northern  side of the  island  once  used  to  bring  supplies  into the castle.  ll
seems the  previous owners  left a skeleton crew-literally'  as you're attacked
by three or four bony fiends as you clamber onto the U-shaped  iefty.  Use the
stone  balconies to gain  height and cover,  before climbing  the steps to enter
Volkihar  Undercroft.

Serana warns you to
take a  left at the bridge,
with  exits  left and  right;
her father has  built cI

security  measure lo
negotiate.  Heading to
the  right  (north)  takes you
through a tunnel of bear
traps,  down to the spiked
watery lower level with

the  leftno exit,  and  sometimes a  lone Skeever to fight.  Instead,  head down

(south)  tunnel,  avoiding  the dangling  spike traps,  to engage a trio of Death
Hounds sniffing  around several  bone piles in this waterlogged catacomb.
Then  step out into the  bone  pile  room,  sloshing  clbOUt  in  the Water and  noting
the open grating  above from which  prisoners were once dropped.

t3llF_5,_S,  DAWNGUARD MAIN  QUEST
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Head south, up the narrow steps and past the cabinets and manacled
skeleton with the loose skull.  Work your way around  to the  upper catacombs
heading  north,  hacking your way through thick spiderwebs (there,s an alcove
fo the  right with a chest [Adept]  in  it). The source of the webbing  is soon
revealed-a  Giant Frostbite Spider,  which you  must negclte.  Beyond the
arachnid is a lever and a view of the bridged area you came from.  The lever
lowers a wooden bridge, allowing access to the western tunnel.

Proceed through the wooden cloor to the lever,s left, and you emerge
onto a balcony above the bone-strewn chamber.  lf you are a vampire Lord

(with  Bats Power)  or possess the Whirlwind  Sprint Shout,  use either to cross
the gap to the opposite balcony, where you can acquire some otherwise
inaccessible  loot,  inclucling  a  large chest.

ln any case,  jump down,  retrace your steps to the bridge,  cross it,  and
then climb the sloping tunnel steps to the arched door leading out to volkihar
Courtyard.

RES MoondiaI Wiring Club
Serana's  initial

excitement about seeing
the courtyard gardens
she tended  is tempered
somewhat by the general
decrepitude of the place.
She fakes a  measured
walk around the grounds,
lamenting the death  of
the gardens that had

been  tended for hundreds of years.  Your way seems  unsure until  Serana  spots
the glint of the central  moondial  and  notices that three of the crests  showing
the phases of the moon  have been  misplaced.  Perhaps her mother removed
them as a clue?

a  OBJECTIVE: Investigate the moondiql

Sure enough,  the moondial  has gaps where three phases of the moon
should  be.  Finding  them  is deceptively simple:

walled garden,  to the east behind  the  nightshade.

The Half-Moon Crest is part,lolly submerged  ago,lnst a  rock in
northwest.

pond to the

The Crescen"oon Crest is on the stone balcony near a gargoyle Statue and
small table,  in the northeast of the courtyard.

Ebb   Fur!!-RA®®if ¬resB              >   ¬res¬eifi-M®en ¬resa
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Return to the  moondial,  and  slot each  of the  missing  moon  crests  into

place.  The central segments of the  moondial disconnect and form  a  spiral
staircase  into the ground.  Serana commends the cleverness of her mother.
Head down and open the arcked door to Volkihar Ruins.

The courtyard also contains three other exits.  One leads to the main
keep but has  been  blocked  by rubble and  is  inaccessible until  the end of the

questline  (see Postquest Activities,  page 552). You can also enter the castle,s
north and east towers from  here,  although these are essentially wildiJOOSe
chases.  The east tower leads to rubble and a  skeleton with a  few valuables,
while the north  tower leads to a  large banquet hall with  skeletons and a

gargoyle to face.  Neither has an  exit,  or any moon crests,  so these locations
are completely optional.

A  OBJECTIVE: Explore (qstle Volkihqr,s  Ruined Tower

SuPa short flight to steps that lead to...a dead en
until you  pull  the chain and  open the secret cloor leacl'lng out into a ruined
kitchen with a bloody wooden table.  Serana warns you that even she hasn't
visited this part of the castle.  Edge forwclrd,  up the stairs to the east and  into
a  banqueting hall where six slumbering  skeletons  soon  rise to greet you. After
an optional  rummage around,  leave via  the upper stairs to the south.  These
fake you to a low-roofed crypt, where a gargoyle splits from  its stone facade
and attempts to maul you. watch the hanging  spike traps as you c]efeat it.
Then take the arched door as you continue up the lower.
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closet lock [Adept]  before heading  southeast up the stairs. Torches,  lit by
unseen  hands,  burn  bright as you  move through a  narrow chamber with
vaulted  ceilings.  Another gargoyle  bursts  from  its  stony shell  in  front of you.
Maneuver between the fallen  stone buttress sections,  dropping two more

efons as you climb the stairs to the northeast.  Turn  around to a  landing
h a door and  stairs ahead.  The door [Adept]  leads to a  balcony with  a

chest,  while the stairs allow you  upward  access,  past some shelves and a few
ruined  rooms to stairs leading  northeast to another arched door.

iris

This door opens to a

grand vaulted chamber
where your  mettle  is
tested against four
armored  skeletons.  Tackle
them  all  before crossing
the chamber to the
upper mezzanine  level.
To the  left  (northeast)

s  a  portcullis,  and  the
behind  the  suspiciously

stone-fclced gargoyle-  Sure enough, when you edge in to pull the chain,  the

gargoyle's stone skin  shatters,  and  il attacks!  Defeat the beast, then  head
through the open archway and  up the stairs-dealing with  skeletal and

gargoyle threats along the way-to a large gated archway ancl a smaller
locked arched door  [Expert]. These are both entrances to the tower,s chapel.

There are two ways tc)  navigate through this tumbledown chapel to
Mara, which  now houses a group of four or five skeletons:

You can  unlock the door, following  the side passage around fo
that crosses the  main chapel floor,  and cross it above the chap
minimal  combat  (and  maximum  chance for

Or,  you  can  pull  the chclin,
systematically slaughter the undead throug

place.  After you  slay all  skeletons,
a weapons  room  to  inspect.  But you,re here to move through the side

passage to the bridge,  heading  southeast across  it,  then turning  right
(southwest).

Follow the corridor up the steps to the southwest,  through a strange
examination  room with a wolf/s  head  on the wall and a  (deceased)  skeleton
on the fable.  Open the arched door, and head up the steps fo a much  more
imposing  double arched  door and open  it.

An  upper chamber in the
tower is home to a group

clothing is a seeming dead end.  But Serana remarks that you haven'f reached
the fop of the tower yet. She bets there's a secret passage somewhere around

re,  anc]  she's  right:  Approach  the  hearth  to  the southeast with  the  (inert)
le above  it  (as shown),  and  inspect the  left wall  cclndleStiCk. Turn  it

e fireplace rumbles open,  revealing another set of winding  steps to an
arched door_
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RE» Soul (aim Searching
Serana  is  surprised
as you  step  into an
impressive laboratory
dominated with a
strange sunken  circular
array.  She urges you to
look around for a clue
to where Valerica  has

gone.  Before you  begin
rummaging, you  can ask
Serana  more about gargoyles and the laboratory itself.

O  OBJECTIVE: Locate Volerico's Journal

A  OBJECTIVE.. Speak to Serona

The bookshelves  in  the chamber's western corner look promising,  and
they are  indeed:  Leaning  on  one of the  shelves  is Valerica's Journal.  Read  it
before speaking with  Serana,  as the tome offers some potentially incredible
leads:

The sunken circle in the laboratory floor is a  portal to a  place known  as
the  Soul  Cairn.

Valerica  has made  her way there but has sealed the portal  behind  her.

To open  the portal,  an  offering  needs to be  placed  in the vessel
overlooking  the  portal.

>   Ven!eFi¬er'S jOtlrnal

Return  lo Serana and  inform  her that you,ve found  her m I,s notes.

Finely Ground Bone Meal: Check the fable of skulls and other assorted  bone
fragments  on  the southwest wall.  The  mortar behind  the two  human  skulls
holds  the  Finely Ground  Bone Meal.

QL!ESTS,  DAWNGUARD MAIN  QuEST
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Soul Gem Shards:  Head  up the steps along the southeast wall.  Between the
two sets of steps are two low cabinets,  one of which  has a  bowl on  it. The
Soul  Gem  Shards  are  in  this  bowl.

Purified Void Scllls: Head around  the balcony to the northwest wall,  and find
the  shelving.  The  Purified Void  Salts are  in the  largest mortc]r,  on  the center-

middle shelf.  Don't take the Void  Salts  by  mistake!

>  Finely6round BoneMeaI         >  PurifiedVoid Stills

>  Soul Gem Shards

ife Into the Otherworldly Grqyeyqrd

a  OBJECTIVE: Place the imgredienls in the vessel

A  OBJE(TIVE: Speak to Serona

Set the  ingredients  into the  portal  vessel  overlooking  the sunken  circles.  Then,
when you,re ready to proceed, speak to Serana,  letting her know you,re
ready for her to add  her blood to the mixture. The Soul Cairn  is a Frightening

place,  so you may need to prepare.
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However, once you inform Serana that you,re ready, she bites her wrist,
letting  her blood  drip  into the vessel.  Her bloodline  is true,- with  a crackle of

purple soul energy/  the sunken circle splits apart and great sections of stone
rotate to form  rudimentary steps down  into the void.  The portal to the Soul
Cairn  has opened!

a  OBJECTIVE: Enter the Soul (oirn

Quest (onclusion
Take a few tentcltiVe Steps down  into the Soul Cairn,s entrance.  However,
there are stipulations regarding whether you can enter the Soul  Cairn. These
are based on which  alliance you,ve picked and your general demeanor:

lf you're already a vampire and  have thrown your lot in with  Lord
Harkon, you can simply walk down the steps and enter the Soul
Cairn.

lf you've sided with the  Dawnguard  but have contracted
Vampirism  since lsran tested you for this disease, you can enter
the Soul  Cairn.

lf you've sided with the Dawnguard  and  haven't contracted
Vampirism, you are drained of some  health and a  solid wall oF
force blocks your way as you try to enter the Soul Cairn.  Speak

with Serana,  who realizes the Soul Cairn  isn,I a  place for a  "normal"
living  being.  Serana  isn,I affected  like you,  as she,s a vampire.  However,

you,re not so "lucky." You are now presented with a choice.  You can:

Step forward,  let Serana embrace you and  sink her teeth  into you,  and
turn  yourself into a vampire  (with  all  their benefits and  shortcomings).  You

may now enter the Soul Cairn.

lf you  insist on  maintaining  your mortal  state,  Serana  can  partially Soul
Trap you. This weakens you  (reduces your health) while you are in the
Soul Cclirn.  However, during  Dawnguard Main Quest:  Beyond  Death,

you can ask Valerica for the location where you can gain  back the piece
of your soul Serana  has taken from you.  This is the only way to enter the
Soul Cairn without becoming a vampire. Your health  is unaffected when
traveling an)^^/here other than the Soul Cairn.

lf you've sidecl with  the Dawnguard,  haven'l contracted
Vampirism,  but don't want Serana to bite you or remove part of

your soul, you can  temporarily halt this quest,  contract Vampirism
by the  usual  means  (from  a Vampire,s  Drain  Life ability),  and  return
afterward.  This  is  possible,  but there,s little  point in  trying  it.

Postquest Attivilies
whatever your decision, once you enter the Soul Cairn,  Dawnguard Quest:
Beyond  Death commences  immediately.

If you  sided with the Dawnguard  but agree to let Serana transform you,
note that you are now a  member Of Harkon,s  bloodline,  with full access to
the vampire Lord form and  all  its powers.  Consult the Vampire Lord  section
on  page 58 for more details on your new abilities,  as you won,I receive the
same primer on them that vampire-allied  players  received from  Harkon.

Note that you will  need to cure yourself of VclmPiriSm before you Can accept

quests from the Dawnguard again  (see Side Quest:  Rising at Dawn  on
page 463).

CHASING ECHOS
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PREREQUISITES: (omplete

Downguord Main  Ouesl: (hosing

Echoes

©  MAJOR SPOILERS

lNTERSECTING  QUESTS:  Dawnguord Main  Quest: (hosing  Echoes/

Dawngutlrd Main Quest: Seeking  Disclosure/  Downguord Main Quest:

Scroll Scouting/  Downguqrd  Main  Quest:  Unseen Visions

LOCATIONS: (astle Volkihor, Volkihar Ruins,  (ostle Volkihur Balcony/

Fort Dawnguurd, Soul (aim, The Boneyard

(HARACTERS: Arvok, Jiub/  Lost Souls/  Serqnq/ Voleri(a

ENEMIES:  Bonemqn,  Durnehviir,  Keeper/  Mistmn, Wrothmon

A   OBJE(TIVES: Locate Valeri(a, Speak to Valeri[o,  Kill the  Boneyqrd

Keepers (3)/  Speak lo Volerico,  Follow Vqlerico/  Slay  Dumehviir/

Speak to Valericu,  Follow Vqlerico/  Retrieve the  EIder Scroll/  Speak to

Valeritq,  Seeking  Disclosure Quest:  Bring  both  Elder Scrolls to  Dexion/

Return to Tomriel

ife lniliol Prepqrolions
During your exploration of the Soul Cairn,  there are several different Regional
Activities and Side Quests that you can  undertake.  It is well worth  reading  up
on  these so you  don,t miss anything.  They are  listed  below.  You  should  also
check the Atlas on  page 986 to familiarize yourself with the topography of
This eerie otherworld.

Regional Activity: Arvak the Spectral
Steed*

Regional Activity:  Dark Coniurations*

Regional  Activity:  (Don,I Fear)  The

Reaper*

Regional  Activity:  The  Soul  Husk

Merchant*

NQT[     * Queslfla

Regional  Activity:  Valerica,s
ConcoctionI

Regional  Activity:  The Whole
Soul*

Side Quest:  Durnehviir

Side Quest:  Impatience of a  Saint
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aek|he clouds, lhe sky...Everything,s Wrong

a  OBJE(FIVE: Lo(ate Voleri(a

I TARGET: Entronte to the Boneyord  Prison, in the Soul (oirn
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After manifesting  in  the
Soul  Cairn,  descend the
ethereal stone steps as
Serana remarks about
the suffering of the dead
that end  up here for
eternity.  You can  ask
her about Valerica and
the  Elder Scroll,  and
more about this plcICe

(including  why  Necromancers collect souls from  here).  Now look to the
northeast,.  in  the distance  is a  giant black wall  with  massive gouts  of purple
flames  spilling  into the darkened  skies.  For the  moment,  concentrate on  the
rudimentary pathway,  heading  northeast toward  a small chapel.  You  may
encounter the first of the  many ghostly souls trapped  here.  Talk  if you  wish,
then optionally gaze up at the black chapel.

I     The block chapel,s barred gate will open if you fire an arrow
through both the glowing turquoise orbs that lo(k the gate.

Inside is a Chest and, more importantly, a strongs piece of

is one of ten pages from Jiub/a Opus and part of Side Quest:

of a Soinl.  Comsul"hat quest for more information.

ow, ysute also flble lo fully explore the scoftered stones,  gnarled

tmnge edifices dotted about the entire Soul (flim. There ore

interest,  amd  all are detailed  in the Soul  (oim's Atlas section

on pose 986.

To continue this quest,
head down the slight
slope into an eerie area
of low fog  blanketing the

ground.  Two terrifying
black skeletal forms-
known as Bonemen-
ooze out of the earth to
attack.  Dispatch them,
then continue across the

foggy earth,  past cI Soul distraught at losing a  horse named Arvak,  and go
toward  a  set of steps  hewn through the giant wall.  You,re quite welcome to
clelay this quest by inspecting  the outer side of the wall.  Otherwise,  head
over the stepped opening'  passing through a black gcltehOuSe,  aS the Path
becomes  less distinct.

lf you  stop and speak to the soul who has  lost Arvak, you're  prompted
to search for the horse's skull.  You  may also see a strange and frightening
skeletal  steed  galloping  through  the  Soul  Cairn  from  time to time.  You can,I
rescue this  horse  by chasing  it.  Consult Regional  Activity:  Arvak the Spectral

Steed  for  more  information.

across

Keep an eye on the
horizon as you pass
through  another black

gatehouse.  You  slowly
approach a  large and
crumbling  prison with

two shooting flames

jetting  from  the  main
towers.  Continue your
mclneUVering  northeast,

the foundations of a  long-lost structure,  and  back onto the pathway
as  lightning  arcs  through  the ominous  skies.  At the  next gatehouse,  your
movements attract the attention  of more Bonemen.  Slow to deal with  three
of them escaping from the bone piles and earth at the side of the  path,
and then  step through the gatehouse.  Climb the hill to the ornate and  looming

prison  facade.  As you  reach the steps and view an  impenetrable barrier,
Serana sees a familiar face.
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EL;#,Sf  Not Your Mother,s Keeper
Serana  is ecstatic to
finally see  her  mother.
Valerica  instantly thinks

something  is wrong'  that
Harkon  has found a way
to decipher the prophecy,
but Serana assures her

you're both  here to stop
him,  to make everything       L:tjr#
right.  The thought of
strangers darkens Valerica,s  mood,  and she orders you  to speak with  her

a  OBJE(TIVE: Speak to Vqleri(a

VclleriCa  iS Suspicious yOu're  here  to kill  her.  You  may answer her in  any

way you wish.  Eventually/  she reveals that the real  key to the  Prophecy of the
Tyranny of the  Sun  is Serana  herself.  The second  Elder Scroll  that Valerica
fled Castle Volkihar with declared that "the  Blood of Coldharbour,s  Daughter
will  blind the eye of the Dragon.,,  Both  Serana and Valerica are  "Daughters
of Coldharbour'' women who offer themselves to the Daedric  Prince Molag
Bal.

Other revelations abound:  Serana,s  blood  is  integral  to fulfilling  the

prophecy that Harkon  seeks to complete, which  is why both  mother and
daughter fled  from  Harkon  in  the first place.  But now Harkon  grows  stronger.
The conversation  ends with  you  mentioning  you're  here for the  Elder Scroll
and Valerica  telling Serana you,re here for your own  ends.

This talk infuriates Serana,  who  reveals  how dedicated you,ve been to
her in the short time you've known  her,  especially compared to being  placed
alive in a  sarcophagus by her own  mother!  After more heated discussions,
Valerica comes to an  uneasy understanding with  her daughter but agrees to
assist you  both.  She  has the  EIder Scroll  safely locked away  in  her  prison,
and you,re fortunately in a  position to  breach the  barrier that surrounds  her.

You  must locate the tallest of the  rocky spires that surround  these  prison
ruins.  Each  spire is tended  by a  Keeper,  and destroying  all three will  release
the barrier.  Valerica  also has one more word of warning: There is a dragon
called  Durnehviir  roaming  the  Soul  Cairn.  You are to watch  for him;  the  Ideal
Masters have charged  him with overseeing the  Keepers,  and  he will  intervene
i he perceives you GIS a threat.  Your quest updates,  and you can ask Valerica

For  much  more  information  (about her  imprisonment,  the  Soul  Cairn,  and  who
the  Ideal  Masters are)_
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a  OBJE(TIVE:  Kill the  Boneyord  Keepers (3)

NO"

Peff"m[g.

The !detil  Ma5te i[ entities that lord over the

(ontrolling every aspect from its I

amcers believe they fire the crystalli

otting the Soul  [aim,  but Valerica

physical forms. Seek out Valerica for
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;:.a    Freeing a Kept Woman
You  may speak to Serclna at length about her mother,  then Check your
compass and  notice three  new markers: These are the locations of the
three Keepers.  lf you,re attempting to find the Keepers without the markers,
look to the  horizon for the tallest rocky spires  in the Soul Caim,  with the

disintegrating  brickwork swirling  into the sky.

Keeper  I: The spire is  located west of Valerica,s location.  The Keeper here
sits on a  massive throne in a  large courtyard,  surrounded  by pillars and other
structures. These obstacles  provide plenty of hiding opportunities and allow

you to duck behind cover to avoid  his incredibly damaging weapon  swings.
Defeclt the Keeper,  claiming  a  Black Soul  Gem  (Grand)  and  potentially a
Dragonbone weapon  (at higher levels)  from the dust he leaves behind.

Keeper 2: Take the

path  heading  east from
the  first  Keeper.  Fight

through  the  low hills  of

scrub and  Bonemen to
the  next crumbling  spire
to the southeast.  Before

you  reach the Keeper,
deal with  any Wrarhmen
appearing along the

path  prior to the spire. There are fewer structures to hide  behind  here,  but the
Keeper is visible at a greater distance,  making  ranged  attacks much easier.

Keeper 3:  Head  northeast from the second  Keeper.  Among the twisted and

gnarled trees, as well as the Bonemen and Wralhmen attacks, you may
stumble across a soul  namedJiub  (Side Quest:  Impatience ofa  Saint).  Farther       \
northeast is a  smclll  tower With  an  altar  inside.  Guarded  by Mstmen  (floating            _fr¢
apparitions of skeletal  blackness),  and attracting  lightning as you get close,
this altar has Arvak/s Skull  atop  it.  Pick it up  to complete  Regional  Aclivily:

Arvak the Spectral  Steed.

Continue on cl  rough  Path  lO the northeast,  through  more Bonemen  ancl
Wrathmen combat, toward a circular Teleporter guarded  by foes.  As the third
Keeper,s spire  has already detached  itself from  the earth, you  must step into
the purple Teleporter to reach the spire.  Do  not fall at this point,.  instead,  head
counterclockwise around the edge of the spire and  up the steps until you  face
down the third  Keeper, who carries a  bow that can drop you with a single
arrow.  Time ranged attcICkS tO Strike  before the  Keeper can  fire  his  bow,  or
use the environment for cover.  When the third  Keeper bursts out of existence,
return  to Valerica.

BEYOND DEATH
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RE Ba"le for lhe Boneyard

A  OBJE(TIVE: Speak to Volerico

A  OBJE(TIVE:  Follow Voleri(a

Return  to Valerica,  who
is impressed at your
mettle.  With  the prison
barrier down, Valerica
warns you to keep an
eye out for  Durnehviir.
You're then  instructed
to follow her.  Pause at
the Alchemy Lab or at
Valerica,s  small collection

of books  before watching  her open the giant doors that lead  into  her prison.
This area,  known as the  Boneyard,  is a  massive graveyard  sealed  by a  huge

perimeter wall of black stone and  spires.  Suddenly,  Serana  spots movement.
A giant,  tattered dragon  lands on  an  arch  across the stone yard,  enslaved  by
the Ideal Masters so it can challenge you  to combat!

O  OBJE(TIVE: SIoy Durnehviir

Durnehviir  (picture  1 )

has attack patterns  much
like the other dragons

you  may have fought
(and  if you  haven,I,
consult the tactics on

page 205).  His  breath
is  more ofa  bolt of soul
energy/  which  is  just as
damaging  as fire or frost.
The biggest problem are
the  Bonemen  he conjures

(shown  in  the second
picture).  Deal  with  them
before they swarm you,
ideally as  Durnehviir
circles overhead.
Concentrate on the
dragon when  he lancls
or hovers close to your

location. You  may also wish to stay close to Serana and Valerica,  letting th
deal with  the Bonemen or dragon while you  provide supporting  strikes at the
other foe.  Once  Durnehviir is  slain,  his  body collapses  in  on  itself,  but this  is
only one cISPeCt Of the  beast,  and  you  aren,I rewarded With  Durnehviir,s soul.

a  OBJECTIVE: Speak to Volerica

A  OBJE(TIVE: Follow Volericq

A  OBJE(TIVE:  Retrieve the  Elder Scroll

Valerica walks to an
alcove on the lower
wall on the Boneyard/s
eastern  side.  Speak
with  her,  and she
admits astonishment that
Durnehviir was  slain...

unless the dragon's soul
was more resilient than
its  host body.  ln  fact,  the

beast may be reconstituting  itself.  Valerica suggests you take the  EIder Scroll
and  be on your way.  Oblige her,  and walk to the alcove she's leading you to.
Wait for her to unlock a  long'  ornate chest.  Gather the Elder Scroll and any
nearby potion concoctions you wish.

>   Elder Scroll (Blood)
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A  OBJE(TIVE: Speak lo Volerico

a  SEEKING  DISCLOSURE  QUEST  OBJE(TIVE: Bring both  Elder

S(rolls to  Dexion

a  OBJE(TIVE: Return to Thmriel

At this  point,  if you  had  Serana  trap part of your soul to allow

you to enter the Soul Caim,  you can ask Valerica for help in
retrieving  it  (Regional  Activity:  The Whole Soul*).  Simply follow

the marker on your compass to the soul fragment,s  location and  reclaim  it,
restoring you  to full  health  again.

Quest (onclusion
As a  Daughter of
Coldharbour,  Valerica
feels  she  must remain
here,  as  returning
to Tamriel  increases
Harkon's chances of
bringing  the Tyranny of
the  Sun  to fruition.  Say

your good-byes, then
begin to retrace your

steps back to Tamriel.  Head  southwest out of the Boneyard and toward the
devastated  plains of the Soul Cairn.  As you,re about to  leave,  a  large dragon
startles you.  Durnehviir  has  returned,  only on  this occasion,  he wishes you  to
stay your weapons and  listen awhile.

Durnehviir reveals  he  isn,I dead but is trapped  between  "laos and dinok,,

(life and  death).  If you're willing  to  hear him  out,  Durnehviir  honors you with
the  name  "Qahnaarin,,  or  "Vanquisher.,,  At this  point,  Side Quest:  Durnehviir
begins,  as the dragon asks a  favor of you:  to call  him while you,re  in Tamriel,
freeing  him  from this place. To this end,  he gives you the three words of a
Shout that will  summon  him.

>   Word of  Power: Curse, Summon Durnehviir

>   Word of Power: Never/ Summon Dumehviir

>   Word of Power: Dying/ Summom Durnehviir

Once you've finished  speaking with  Durnehviir,  travel
southwest direction  through  the Soul  Cairn,  retracing your steps back up
Volkihar  Ruins to complete this quest.

Once you/ve bade Valeri[n fqrewell/ you I

he"gnin,  learning more information thrc
ys 3P8nk tO

mversHliOn

ormution on how to retrieve the missing part of your soul, i

it from you in order to enter the Soul  (aim.  (onsull Regiontil

he Whole Soul*  (ptige 578)  for more information.

Poslquesl A(tivities: Seeking  Disclosure

Dawnguard Quest:
Seeking  Disclosure  is
still  active  (as  is  Scroll

Scouting  if you  haven't
found  the  Elder Scroll

[Dragon]  yet).  Exit the
ruins via  the door in

the southwest corner of
Valerica's  laboratory
and out onto the Castle

Volkihar  Balcony-  From  here,  Fast-Travel  to your next destination:  to start the
search  for the  Elder Scroll  (Dragon)  or,  if you  have  both  Elder Scrolls,  to the
fortress where  Dexion  Evicus awaits you.

-:Ii- a  Return lo your lhroll

in  (astle Volkihor

a  Dexion awaits you in

Fort Duwnguard

When you  meet with  Dexion,  his eyes are bandaged.  This  isn't a good
sign,  and the  news gets worse:  ln  his  haste to  read  the first EIder Scroll  (Sun),
the Moth  Priest neglected  proper  preparation.  But you're  not finished,.  it all
depends on  how much you're willing to risk to find Auriel's Bow.  Dawnguard
Main  Quest:  Unseen  Visions  now  begins.

::.._(a:i.i;   DAWNGUARD MAIN  QUEST
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PREREQUISITES: (omplete

Downguurd Main Quest: Seeking

Pis(losure

©   MINOR SPOILERS

INTERSECTING QUESTS: Dawnguard Main  Quest: Seeking  Disclosure,

Downguord Main Quest: S(roll Scouting/  Dawnguard Main Quest:

Beyond  Death,  Downguord Maim Quest: Touching the Sky

LO(ATIONS: An(estor GIqde, 6? (ostle volkihqr,  ae Fort
Downguqrd

CIIARACTERS:  Dexion  Evicus/  Serona

ENEMIES: Downguard, Armored Troll, Master Vampire,   Vompire's Thrall

a  OBJECTIVES: Find a Moth  Priest,s knife, Gather bark from a (onticle

Three, Atlmct Ancestor Moth Swarms (7),  Enter the (olumn of light and

read the  Elder Scroll  (Blood)/  Speak lo Serona

us*eIIing New Si9hls

Back af the fortress,  once you  realize  Dexion  Evicus cannot read the  Elder
Scrolls you,ve assembled, ask him what you  need to do to unlock the
knowledge contained  in the Scrolls.  He tells you  that Tamriel  has a  scattering
of secluded  locations  known as Ancestor Glades.  The one in Skyrim  is
located  in  the  Pine  Forest.  Performing  the  ,,Ritual  of the Ancestor Molhw  within
the glade should  provide the answers you seek. The ritual  involves carefully
removing  bark from a Canticle Tree, which then attracts Ancestor Moths to

you.  When seven swarms of   moths are following,  they provicle you with
second sight,  which you  need to decipher the Scrolls.  You're welcome to ask
Dexion additional questions about his blindness,  but for now you  have the
location of the Ancestor Glade.

>   EIder Stroll (BIood)

>   Elder Stroll (Dragon)

>   EIder Stroll (Sun)

a  OBJECTIVE:  Find a Moth  Priest/s knife

I TARGET:  Dmw Knife, in the Ancestor's GIqde,  Folkreoth  Hold

With  all  three  Elder
Scrolls on your person,
set out from your
fortress,  heading toward
Falkreath  Hold  and the
Ancestor's Glade.  lt
is  located  high  in  the
southern  mountains
close fo Pale  PcISS,  near
the  Bloodlet Throne,
and  is easily accessible
from Angi's Camp  (but
not from the woodland
below PeakJs Shade

A small copse of
trees and a stone route
marker are the only clues
to this  hidden grove.

TRA!NiFalG                           THE  ifndVEi,edTORY

Enter the crock in  the mountain and  into a  small cavern; step across the
fallen  log and through the small winding funnel,  and the glade,s maiesly soon
becomes apparent. Although you're free to fully explore the turquoise mineral

pools and splash about in the water,  simply follow the ancient stone steps
down and around to the glade itself.  No one has been here for centuries.
Duck under the three ancient henges to reach a carved pedestal  shcIPed  like
the  insignia  of the Moth  Priests.  Floating  in  the middle oF it is the Draw  Knife.
Takeit.

>  Drflw Knife

a  OBJECTIVE: Gather bark from ti (amtitle Tree

I TARGET: Any (qnticle Tree in the Ancestor Glade

Locate one of the Canticle Trees  (there,s one  just to the right of the

pedestal,  although any of the pink-blossoming  trees within the Ancestor Glade
will do),  and  begin to carefully scrape away,  harvesting  the Canticle Bark
until you  have enough and your quest updates.

>   Canticle Bflrk

a  OBJE(TIVE: Attro(I Ancestor Moth Swarms (7)

I TARGET: Any Ancestor Moth Swarms in the Ancestor Glade

ife Elder Apparitions
Dotted about the glade
are several Ancestor
Moth  swarms. They are
friendly  (very friendly,
once you walk into their
cloud of fluttering wings),
and there are mo
the seven swarm
need to attract.

an

Simply walk the rest of the path as it winds through the glade's rocky
outcrops,  looking for swarms as you go. You can retrace your steps back up
to the glade entrance if you wish.  But don't lose your footing on  the slightly
treacherous terrain if you decide to explore off the beaten track,  Once the
seventh swarm  has found you,  a  beam of bright light emanates from the

pedestal altar where you found the Draw Knife.

A  OBJECTIVE.. Enter the column of light and read the Elder Scroll

(Blood)

peso

I

wondrous tranquility you,re experiencing),  and then access your Items =
Books Menu  and  read the  Elder Scroll  (Blood).  Your vision  swims with  light
and ancient knowledge.  You automatically bring out the other Scrolls and IUOy
vision changes.  lt is as  if you're gazing  down from the heavens,  looking at
the Reach and  Haafingar Holds.  The runes of Markorth  (to the southwest) clnd
Solitude (to the  northeast) clre visible,  glowing  red.  Between the two,  in the
Druadach  Mountains close to a  Karth  River tributary/  is a third  rune.  The  rune
marks the place to uncover and the entrance to the location  of Auriel's Bowl

BEYOND DEATH      UNSEEN VISIONS

THE  BE.S"AR¥ ffiuE.e3TLS                         ATLAS  OF  SKYRiM                         APPENDiC:ES  ArtiD  INDEX

_     ___^h     I



A  OBJECTIVE: Speuk to Serono

Quest (ontlusion
serana was worried-you were as white as a snow Elf-but after conversing with  her, you are imbued with the knowledge of a place called Darkfall Cave-
serana  reckons you  both  should  set off immediately,  before the forces against you are able to track you down.  The quest now concludes.

Postquesl Aclivilies

Dawnguard Main  Quest:  Touching  the Sky begins  immediately.  You can ask Serana about her knowledge of Auriel,s Bow before  leaving this place.  On your
way out,  prepare for an ambush!

A complement nguard  soldiers,  including  an  Armored  Troll,

descend from the entrance,  determined to thwart your deviant

progress.  Cull  them or flee  if their might becomes too  much  for you.

A half-dozen Vampire Thralls,  controlled  by a Master Vampire,
head down  from the entrance, with only one  purpose in  mind:  to
crush your hopes of progress.  Defeat these  night stalkers or flee
before them.

PREREQUISITES: (omplete

Duwnguard Main  Quest:  Unseen

Visions

©   mAJOR SPOILERS

IN"RSE{TING QUESTS: Dawnguard Main Quest: Unseen Visions,

Dqwnguard Main  Quest:  Kindred Judgmemt

LOCATIONS: Ancestor,s Glade,  Dorkfall (ove, Auriel/s Chapel/

Darkfoll  Grotto,  Darkfall  Passage/  Forgotten Vale,  Glacial Crevice,

Inner Sqntlum, Sharpslope (qve, Temple Balcony, Woyshrine of

Illumination/ Woyshrine of Learning/ Wqyshrine of Radiance/

Woyshrine of Resolution, Wtlyshrine of Sight

CHARA(TERS:  Knight-Pqlodin  Gelebor,  Prelate Athring/  Prelate

(elegrioth,  Prelate  Edhelbor,  Prelate Sidonyis, Serano/  Prelate  Nirilor

ENEMIES: Amcient Frost Atronoch, Arch-(umte Vyrthur,  (haurus,

(hourus Hunter/  (hourus Hunter FIedgling/  Falmer,  Falmer Shqmun,

Frostbite Spider/  Frost Giant,  Frost Troll/  Frozen (haurus,  Frozen

Falmer,  Frozen Shaman/  Giant Frostbite Spider,  Naosltiarum, Troll/

Vole  Deer/ Vale Sabre (qt, Voslaorum

O  OBJE(TIVES:  Locate Auriel/s Bow/ Speak to Gelebor , Survive

DarkfqlI  Pnssage/  Fill the  lnitiole,s Ewer (5), Gain entry lo the Inner

Sanctum/  Locate Arch-(urate Vyrthur/  (onfront Arch-(urale Vyrthur,

Slay Arch-(Wrote Vyrthur, Speak lo Gelebor,  Retrieve Auriel,s Bow

EElfi
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After defeating  (or fleeing from) the "unwelcoming committee,, that confronts

you as you  leave Ancestor's Glade,  head outside,  then  look to your world
map.  Your next destination,  Darkfall Cave,  is  located  south of Mar Khazgur
and  north of Druadach  Redoubt,  in the  northern  part of the  Reach. The cave
entrance protrudes from the snow level,  above some sloping  and  uneven

ground dotted with trees.

Once  inside the cave,  follow the narrow tunnel around the waterfall,  past
a  Frostbite Spider and web-spun alcove,  before heading west across a  rickety
wooden  bridge.  The trail goes cold  here,  until you  look down. The way
forward  lies  in the fast-flowing water below.

SiJESTS   DAWNGUARD MAIN QUEST
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Face south and drop into the underground torrent,  riding  it into a  plunge

pool and over a waterfall to a pair of rushing streams.  A few Frostbite
Spiders follow you  into this dark and dank environment.  Deal with them
now,  as there,s a Giant Frostbite Spider in an alcove to the east (it guards
a skeleton drapecl over a chest),  a  little farther along the cavern.  continue
north,  following  the tunnel  as  it narrows.  Follow the trail  of torches  up to a
campfire. A dead  Breton  lies here next to a chest.  He carries a  note detailing
his  inability to deal  peaceably with  trolls.

>  DtirkfflII Cave Note

There's a tunnel that
slopes up to the west

(which  returns you  to
Skyrim,s  surface),  but you
should  head  down,  to
the east. Avoid the trip
wire  (unless you enjoy
being  bruised  by falling
rocks),  and follow the
tunnel as it bends around

a  larger,  waterlogged cavern.  Amid the gloom,to the north and opens into
stare north to some bloody remains, a torch, and a chest guarded by two
trolls.  Ignore or defec]t them  (a  little too  late for the  Breton whose corpse you

just rifled  through),  and  splash  through the rest of the cavern  heading west.  lr
is  here you  spot a very pale elf,  standing  in worship to an effigy of the sun.
Gelebor beckons you  forward,. you  have nothing  to fear here.

A  OBJE(TIVE: Speak to Gelebor

Knight-Paladin  Gelebor
welcomes you to the
Great Chantry of Auri-El,
otherwise known as
Alkosh, Akatosh,  or
Auriel,. there are  many
names for the foremost
of the gods.  Gelebor
is among  the  lastof his
race,  a Snow Elf not

"tumed// or betrayed  like the rest of the Falmer you  have faced.  Gelebor

knows why you,re here,  but before he grants you clues to the  Bow,s location,
he requires your assistance..  You  must kill Arch-Curate Vyrthur,  his  brother.

Gelebor believes the Betrayed  (Falmer)  have done something to Vyrthur,
and  previous  Falmer  incursions  have  resulted  in  much  loss of life:  The  Falmer
stormed the Inner Sanctum of the Chantry and  (Gelebor believes)  corrupted
his brother.  Gelebor cannot go to his brother,s aid,  as he has vowed  never to
leave the Wayshrines unguarded. With that,  Gelebor conjures a  ball of light
and casts it at the carved sun  in the center of the pool.  A large,  elven-made
shrine  rumbles out of the ground-  Impressive.  Gelebor explains that this
\^/ayshrine was used for meditation and transport long ago, when the
Chantry was a  place of enlightenment.

Serana asks about the basin,  which was used  by initiates once their
mantras were spoken. They dipped a ceremonial ewer into the basin at each
Wayshrine  before proceeding to the next.  Upon  reaching  the sanctum,  the
initiates could  present their ewer,  filled with the water of all the \^/ayshrines,
allowing them to enter the temple and gain an audience with the Arch-Curate
himself-  Serana  ism,I too  interested  in  this symbolism.  However,  you,ll  have
to be,  as this  is the only method of accessing  the Sanctum to  reach Vyrthur!
There are five Wayshrines to find,  and  each  requires you  to use the ewer to
retrieve and  mix the sacred waters.  You,re handed the ewer,  and Gelebor
wishes you  well.

>   Illiliale,s Ewer

a  OBJECTIVE: Survive  Dorkfall  Passage

I TARGET: Westem edge of Dorkfqll Grotto (Woyshrine)

Before you depclrt, you can speak to Gelebor at length about the spectral
Prelates who guard each Wayshrine, find out more about the Chantry, and
learn  more about the Snow Elves. Then step  into the first Wayshrine  (which

you don,I need to extract water from) and  into the Portal  to Darkfall  Passage.

1'RAi*idiNG                            TtrlE  !N\/EP>!TC!li¥

FF;#» Seeking hssqge and Light

Stepping  into  Darkfall  Passage,  head down the  narrow tunnel. The odd,
luminous fungus  plants  recede as you approach,  plunging you  into gloom.
These plants  retract when you approach or strike them,  reducing  the light
level  in  their  immediate vicinity.  Depending  on your combat style,  you  may
wish  to  keep your Vampire,s Sight or a  light spell  active to  improve visibility,
or take advantage of the darkness  by sneaking  past the enemies that lie
ahead.  The  Falmer,  being  blind,  are unaffected  by the light,  but you  may find
it slightly easier to sneak  by the Chaurus  in  darkness.

Keep your wits about you as a Chaurus Hunter bursts from  its ground
cocoon.  Strike down two Falmer as you  reach a  small grotto where you  must
defeat another of the Betrayed,  along with a couple of their Chaurus  pets.
Head  down the tunnel to the west,  turning  north and avoiding  the trip wire or

you,ll  receive a  Falmer claw trap to the face.

The tunnel turns to the southwest,  opening  up to a  Falmer camp.  Make
short work of the four or five Falmer foes  here,  along with  another Hunter
as you  close  in on a  subterranean waterfall.  Then  maneuver around to the
waterfall,s opposite side,  edging along  the  ledge and  heading  north to a
second  Falmer camp.  After you clear this  immediate area of another couple
of foes,  inspect the chest below the  Falmer bridge.  Harvest the Gleamblossom
if you wish,  but remove the chest,s trap trigger [Apprentice]  or fcICe a
skewering from a trap'

Cross the bridge to the
makeshift altar of skeletal
remains,  repelling  four
more Falmer foes as you
head west, avoiding
the bones that alert foes
ahead.  Pass the large

glowing  crystals,  moving
south and then east
up a tunnel to another

Falmer camp.  This area  has a Chaurus pen  (attack the two beasts from  range
for easy takedowns) and a toughened Falmer to face. Then drop two more
Falmer who enter via  both of the two waterfall  bridges  behind the hut. With
the coast clear,  head through the water (or drop fo a  lower ledge,  which  is
flagged  in the Atlas on  page  841).  To the southeast is a deadend  chamber
with a trip wire and claw trap and  Chaurus Hunters to fight.  You don,I have
to go this way; continue  past the skeletal  remains and down the windy tunnel.

you  reach two rope releases,  and  some traps set into the ceiling.
Serana comments that whatever is on the other side of this,  the  Falmer
wa'nted to keep it there.  Activate the  left rope release,  and a  rock wall to the
right (north)  rumbles open. Ahead  is a strange, catlike predator.

UNSEEN VISIONS      TOUCHING THE  SKY
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Either react and  kill  it immecliately/  or  pull  the other rope  release and  hope
to skewer it with the multitude of traps  (a claw,  spears,  and darts)  it lets
loose. you,ve brought down a vale Sabre Cat.  Now to find out what it was

guarding....

ife wqyshrine of llluminqlion: Into the
Gloomy Grotto

plummet,

Step through  into the

giant Darkfall  Grotto.
Serana  is  suitably
impressed.  Stop a"he
initial  vista  point and

look to the west.  On the

grotto,s other side  is a
Wayshrine!  To reach  it,

you can  dive off into the
water below,  risking  a

and then scramble onto dry land. Or, you can take a  more
sedate  (and  safer)  route to the right (northeast),  heading  down the sloping

path,  past some glowing  plants and crystals,  and startling some Vale Deer
(which are skittish  but not hostile).  Follow the narrow path across the grotto
water and  up to a shallow cave bathed  in  purple light,  where you  must face
another Vale Sabre Cat.  Wind your way north, to the grotto,s opposite side,
where your quest finally updates:

A  OBJE(TIVE: Fill the lnitidte's Ewer (0/5)

I TARGET: Water Basin/ at each of the five Woyshrines

You  are greeted at the Wayshrine by spectral  Prelate Sidanyis.  He welcoml

you to the \^/ayshrine of Illumination.  Answer that yes, you are prepared to
honor the  mantras of Auri-El  and  fill your vessel  with  his enlightenment.  He

raises the \^/ayshrine.  Step inside and draw water af the basin  (this  is very
important!).  Then  step through the  Portal  to  Forgotten Vale.

A  OBJE(TIVE (OMPLETE: Fill the lniliote's Ewer (1/5)

ne"uyshrine of sight: A Whole Other World

NOTE     A iore ihe  Forgotten Vale, there ore two Regionfl!

Activities that you can underttike and a multitude of side

areas fo explore.  II is well worth  reading up  om whfll n

you don,I miss anything. You should a!sa chetk the For
n on page 996 lo familiarize yourself

Regional Activity:  Ancient Fcllmer Tomes*  (page 579)

Regional Activity:  Paragon  of the  Frost Giants*  (page 58O)

mss marked with this symbol do not oppeu

list, although obietlives may.
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completely

somewhere beyond
Skyrim,s western  borders
and seemingly in the
middle oF a giant,  rocky

pit.  Pass the luminous
rocks and  plclnts aS
wind through the
You end up atthe top

the  pit and out into Forgotten Vale  itself.  The  initial valley is  usually shroucled
in faint mist, with vale Deer (and the odd Vale Sabre Cat)  to do with as you
wish.  lfyou wantto explore a  bit,  a  FrostTroll  lives  in a  small den  up the
snovy foothill  to your left  (southwest).  But mainly stay on  the valley floor,
heading  northwest through the old archway ruin and  up the  rough steps
before turning  right (northeast).  Serana  spots a  second Waysh'rine.

You are greeted  by Prelate Athring,  who welcomes you to the Wayshrine of
Sight.  Answer that you  are ready to fill your vessel and the  prelate opens the
Wayshrine.  Dip your ewer into the water basin  before heading  back down
the  hill.  Don't return  to  Darkfall  Cclve,.  instead,  press on,  exploring farther into
the Forgotten Vale.

a  OBJE(TIVE  (OMPLETE: Fill the lniliute's Ewer (2/5)

",        Hip        As  y®us  pi.®gi.ess;?has  Wffysfarines  oif®u  ¢pesie  pr®vidis  p®rieris  t®

the  previ9uS  Wee¥s!irimss,  gmesb!ing  e!  "jdiimese?ffFy  #Fees!-Trffvel"

system  fag?¥fsem  ediffereiif  !!rsffsx  Fiiis  is  usefus!  wheeii  e%gr!®rineg?he  F®rgot?ere

Vesie  after  ¬®mys!stireg  ihi`:  eiuest,

ife wayshrine oI Learning: A Vile Re-led

ing  iceencrusted  land  dotted

Head down  the hill to
the southwest,  through
another archway and up
a  hill  encased  in  snow.
A group of Frostbite
Spiders  (and a  bigger
one behind them)  stand
between you and the
opening  to the rest
of Forgotten Vale-a

with the remains of Snow
Elf architecture.  lt is easy to get lost in  this  huge valley/  with  a  massive frozen
lclke tO the  SOuthWeSt and  many  more surprises tO come.

Hip       With  stifh  ti  iesr§e  eereas?a  sxpiSre,,  yeti  exF®  #ee  te  Seffireh

everyw!lerg  send  !!#ys67feere  you  ¥,,iS!1.  tt8¥..,et¢er,  ii!e  fOiiOWiseg

wti!lrftlerecgle  silS¥# you  ihe  ¢Pti!ffiesi  PGih,  ttiking  ire  Gi!  ef tiie  Sights  !"id

fombesi  spp®rtuffiities.  ii  is;  i1®VfrfeVer;  feui  OmS  ©f  tifee  masny  routes  you

"     moy ¥JiSi?  i©  tevi,`e.  Remsmfaer  there  «re  itumer®tis  Se¬®iedfii.y  ELc!eeti¢!is 9®
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spot a skeletal corpse sprawled over a chest ([FV2.A]  Snow Lake Entrance:
The Sprawled  Skeleton).  Close to the chest is a  strange book;  this  is one
of four unknown  books you can gather while you,re here, as part of the
Regional  Activity:  Ancient Falmer Tomes.*  You can  optionally turn  right

(northwest),  working your way to the lake,s northwest end.  Here/  you,ll  face
the first of five Frost Giants (as  part of Regional Activity:  Paragon of the Frost
Giants*)  close to a waterfall.  Claim the Amethyst Paragon from  its corpse.
There's a  snovy path  northwest of here,  but you're missing  some crucial
locations  if you take  it.

>   Unknowm Book, Vol. I              >   AmelhysI Ptirag®ffi

For now,  head to the
ake's edge and look to
the  left (south).  Search  for

the pointed archway ruin
ahead of you, along the
lake's  left side,  and  hecld
toward  it. Just before you

pass through  it,  there,s a
Wayshrine on a snovy
bank lo your left.  This
lath.  He welcomes you

to the Wayshrine of Learning.  Agree to fill the vessel,  step  into the Wayshrine
nee  it is  revealed,  and draw from the basin.

A  OBJE(TIVE  COMPLETE: Fill the lnitiate's Ewer (3/5)

ke qr The Luke

>   Dragon S®u! (2)

Head north and
northwest to the opposite
end of the frozen  lake,
looking  for cln  arch and
steps to climb.  North
along the pclth,  Past the
skeletal  remains ancl
other ruined  debris,  is

your next Wayshrine.
Greet Prelate  Nirilor in
the usual  manner,

>   Word of Power: Drtiin Vitn!ity

requesting

your ewer for the fourth time.

of Resolution.  Then  fill

a  OBJE(TIVE  CORAPLETE:  Fill the  lnitiqte's Ewer (4/5)

ife wayshrine ol Radiance: An Epic Trek

Paragon from the corpse.  Both Paragons can be used on the Snow EI
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rocky path  to the
options along  the wa
counterclockwise pas
2).  This foe carries the E

>  Emerald Paragon

ere

Expect Falmer bowmen
along the rock ledges,
bridges, and crags as
ou  progress southwest.

You  cross  cl  rickety

bridge and a  rocky
bridge heading west.
At the flapping  banner

(marking  the  upper
entrance to Sharpslope
Cave),  turn and  look
southeast.  The  Falmer
have been  busy creating
bridges and  huts
throughout this gigantic
fissure.  Clamber slowly
down to a  bridge with a
hut a"he far end  (picture
1).  Then  climb the  steep,

are chests and  long-range takedown
top  is a  circular path  to the  right  (south)  leading

low cave with a third  Frost Giant to face  (picture
Id  Paragon.

HigB        B®n'i worry  tib®usi  bti¬ktrfl¬king  i©  the  Ptiresg®m  P®rTffli:  Thereis

time f¢  ecrmp!eie this ofi¬e  ihi5  quest iS OVerg

hut  (which  has  Unknown  Book,  Vol.  Ill  inside).  Now descend  south,  I
river,s edge.  To the east is a snovy hill you can climb to find Moonstone Ore
Veins and a great view of the Frozen  Lake.  But your main  path  is upstream,
south  past a trio of Falmer,  toward a thin  gap in a giant glacier hanging over
the  river.  Enter the Glacial  Crevice.

>   Unknown Book, Vol. Ill

Glacial Crevice: An  Icy Pilgrimge

e snowy bank to the remains
ridge.  Cross it to the icy ledges and work your way along the path,

huts with  Falmer to deal with, and  into a tunnel with  a gc)te at the
far end. This brings you out at an  incredibly tall  ice fissure with water at the

Step over or deactivclte fhe trip Wire SO you aren't Clawed.  Then  head
the fissure ledge.

Th.e  S.ide-+ £crc)Js  ''+
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Remove the Giant Frostbite Spider blocking  the  ledge  in  front of you.  Then
scan the Falmer hut and  bridge at the fissure,s far end,  tackling the two
foes patrolling.  Cross fo the opposite side,  optionally heading  back to a
dead end and another foe.  Push open  the gate  in the fissure,s  northern wall,
entering  a  narrow I-shaped tunnel  with  a  Trip wire  in  the  middle  (watch thclt
claw!).  Head  into the  next section  of the crevice,  killing  two  more  Fc]lmer.
You  can then descend  to  more  huts for more combat or head east through
another gate.

This  leads to a  hutand a  path curving  around to the east and  outto
another large crevice area with a  huge drop to your left.  You  have excellent

his bone collection at the top.  Slay him,  and any Falmer in your way,  and
claim the  Diamond  Paragon  from the corpse.

#   Bitim®md Puragom

Return  to the fissure and
inspect the first two  huts

for items.  Then  drop
own to ground  level

lS

and gaze east,. there
are a  couple of trip
wires  (and claw traps),
as well  as  Falmer thclt

attack from  their  upper
walkways.  Slowly fight

narrow pass,  killing  Falmer as you go and  checking  huts
for items and  using them as cover.  There,s Quicksilver Ore to mine at the far
end  under the  huts,  butthe exit is up above.

GUESTS,  DAWNGUARD MAIN  QUEST
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Take the walkway southeast to the second  part of the fissure,  with four
huts to ransack and a group of chaurus  Hunters to remove from their nests
below.  Check the hut on the upper walkway at this area,s far eastern end;
there's an  Unknown  Book to claim  here. Then  drop down and find the gate
into a  sloping  tunnel  to the south.  climb the  sloping tunnel,  passing a  hut ancl

a Quicksilver Ore Vein,  and trigger the trip wire so the subsequent rockfolI

passes  hclrmlessly by. There are more Hunters to face,  and  more Ore Veins,
as you  reach  the  tunnel  summit.

>  unknown Book, VoI. IV

The lcISt Wayshrine  lies

under some  Falmer
walkways and  huts.
lt is tended  by Prelate
Edhelbor.  Agree to
his request,  and  he
opens the Wayshrine of
RadiclnCe for you.  Dip

the ewer into the last
basin:  You  now have

the offering  needed to unlock the door to the  Inner sanctum.  Then  inspect the
Fcllmer huts above the Wayshrine,. the top one  has potions to grab.

A  OBJE(TIVE (OMPLETE: Fill the lnitidte's Ewer (5/5)

A  OBJE(TIVE: Gain entry to the Inner Sam(tum

B> purging the Inner sanctum
lt is  buta  shortwalk to
the  magnificent Inner
Sanctum  of the Snow
Elves.  Cross the  bridge,
which  is  still  mostly

intact,  and enter an
ornate courtyard.  While
in decay/  the place
still  holds a  sense of

grandeur,  in  part due to
that dominates the temple grounds.  Climb the curved steps

behind the statue,  and  empty the ewer into the water basin.  The ceremonial
water runs down three channels,  to Auriel's crest,  and a faintly green  light
shines forth,  unlocking  the Sanctum,s entrance.

a  OBJECTIVE: Locate Arch-(urate Vyrthur

I TARGET: Arch-(urate Vyrlhur, Auriel's (hopel

You,re greeted  by a  multitude of Falmer.  ButJortunately/  these  hapless
Betrayed  have been  frozen  in  ice clnd  Pose nO immediate threat.  Many are
clustered around a central shrine to Auriel. There are gifts to Auriel that you
can  lake at the fool of the pedestal, as well as items to  pry from the  hands of
the Falmer.  But be wclrned-your CICtiOnS  may rouse  them  from  their tOrPOr,
causing  them to attack!

Next,  inspect an altar along  the western wall of the temple entrance.  Activate
the altar,  and you  place your ewer onto it,. this opens a  secret door directly
ahead of you.  Step through,  then turn around and grab the ewer and  step
back before the door closes.  Now investigate the secret passage you,ve
found,.  it leads to c]n  ice cc]ve where the fifth  and  final  Frost Giant dwells.

CIaim the  Ruby Paragon  from  his corpse,  then activate a second  altar in the
northern wall.  Place the ewer on  the altar to access a second,  smaller hidden
chamber with a chest,  a variety of potions,  and  Elven Arrows.  Check the
entire area for skeletal  remains and other items,  before returning to the first
secret door.  Place the ewer on the side altar (grab it again afrerward!),  and
step back through  into the main temple entrance.

>   RubyPamgon        >  EIvemArrows(30)

d,  open the ceremonial doors in the northem
wall and head through, following the large corridor past more frozen  Falmer
They each cclrry items that may interest you,  though  again,  disturbing them
may cause them to awaken. Check for a chest along this corridor, too, and
continue winding through the corridor to an  icy hole in  the northwest corner
as the corridor,s structural integrity increasingly weakens.

Head  into a  rocky passage with a  side cave lo your left (southeast)
containing a chest.  Then continue down the passage and  into Auriel,s
Chapel.  The icy passage drops into frozen  ruins and a very narrow corridor
to your left (northeast).  Step out into the chapel,  where Arch-Curate Vyrthur is
waiting on  his throne,  surrounded  by frozen  Falmer.

A  OBJE(TIVE: Confront Arch-(urate Vyrthur

ur,s Minions: (hqpel Bqllle

\^/hat he wants with Serana is

Vyrthur hcls  sealed
himself behind  lclrge

shards of ice clnd a
magical  barrier.  As

you approach, he
mockingly refuses to
hand the bow over and
is actually happy you,ve
brought your ''fetching
companion"  to  him.

of a  mystery/  bu"here,s little time to

ponder as he waves his arm and  many of the  previously frozen  Falmer shatter
back  to  lifeI

TOUCHING THE  SKY
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you,re  immediately assaulted  by around eight Frozen Chauruses.  Use the
relatively lclrge size of the chapel to your benefit,  staying on the move
while slaying each Chaurus one at a time. Vyrthur then  activates six Frozen
Falmers,.  you  must deal  with  them  quickly,  using  swift movement to dodge
their attacks.  Once you  dispatch these  initial waves of foes, Vyrthur calls your
combat cl  wasted  effort.  The  battle  intensifies!

When  Vyrthur  begins to  pull  down  the ceiling/  dodge the falling  debris,  then
repel five  more Frozen  Falmer (including a  Shaman)  before more sections of
ceiling  and  support columns come crashing down.  Fend off the next wave of
Falmer,  and Vyrthur conjures an Ancient Frost Atronach,  along  with  around
eight remaining  Falmer.  Combat becomes exceptionally fraught at this point,
as you  battle to slay all the frozen foes you can.  Aside from  being  swift
of foot, you  may wish to attempt some of the following  tactics to gain the
advantage:

When Vyrthur starts pulling down the ceiling and destroying  columns,  he
only does it if you  move to a  new partofthe chapel.  So if you can focus the
fight in  one  part of the  room, you won't have to worry about him dropping
the ceiling  on  you.

AIternatively,  if you  can  coax the  Falmer  (and  the Ancient Frost Atronachl
and  maneuver them around  the room correctly/ you can actucllly get Vyrthur
to  pull  the ceiling  and  columns down  on  his own  minions:  Letthem take the
dclmage,  instead Of you.

If you're  having  trouble with  the Ancient Frost Atronach, employ both
strategies.  Focus the early stages of the fight in one area  of the  room,. then
when  he  is  summoned,  begin  pulling  him  under the fallen  roof and  column
masonry that are being destroyed.

The narrow entrance hall can  be a death  trap  (as  ills a dead end),  but
it does force the enemy to fight you one at a time.  lt,s worth firing on your
foes from  here  (as you won,I be struck by falling chapel  sections)  and then
backing  up  if you,re swarmed.

lf you  have access to  Rune Spells  (especially the  Fire  Rune spell), you
may wish to lay some at the foot of the throne steps so the Ancient Frost
Atronach  suffers damage after being  summoned.  lf you're in the emry
corridor, firing from  range and casting  exploding  runes, you can  severely
weaken your foes before they reach you.

lf all else fails,  stay close to Serana,  then  step behind  her so she absorbs
most of the enemy aggression.  She soon  stumbles,  but this can afford you
some time to  hecll  Or launch your OWn  attacks.
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ife Let Twilight [aII and Blood Spill: Temple
Balcony Ballle

When  all of Vyrthur,s
minions  have fallen,  the
Snow Elf is  most put out
and  intends to bring
the entire chapel down
around you  all.  Before

you can  react,  he does
just that.  Serana  helps
you to your feet as you
follow her toward  a

sealed wayshrine and the Temple Balcony,  which overlooks the frozen  lake
far below.  But you,re not here for the vistas:  Head  up the steps to the  balcony
edge,  and watch as Serana firmly requests the bow.

TIP       Just prior to this  poiIlt,  it/S WOrth  USing  any  itermS  (PeFi¢ns ©r

flppare!)  with  Resist  Shoc!(  cflptibi!ities!

A wounded Vyrthur spits back thclt Gelebor's story (that Vyrthur had
been corrupted  by the Betrayed)  is  nothing  close to the truth:  A look into
Vyrthur's eyes verifies  he is actually a vampire!  The moment he was infected
by one of his  own  initiates,  he tells you  both  that Auri-El  turned  away from
him.  Vyrthur sought revenge on the god,  not by facing Auri-El  directly but
by chipping  away at the god/s influence across the world.  He  needed the
blood of a vampire and the god/s own weapon-AurieI,s  Bow.  And thus
the prophecy was born,.  the Tyranny of the Sun was created  by Vyrthur
but lacked a vital  ingredient:  the blood  of a  pure vampire.  The blood  of a
Daughter of Coldharbour!  lt seems a  final  combat is  inevitable,  as Vyrthur
suddenly breaks free of Serana's grasp.

a OBJE(TIVE: stay Ar(h-(grate Vyrthur

Vyrthur has an extremely
nasty shock attack that
can floor you  in seconds.
Bu"he advantage here
is that he,s outnumbered:
Provided you  can
dispatch any creatures  he
conjures,  you  can work
together with  Serc]na  to
bring  him down.  Step

froy deb.fu/ale I//,lllu,
T*?._,,I       "

behind  her if you  need a  moment to heal  or recover,  and  use your own
healing  spells to keep  her on  her feet.  Ranged weapons are easy to hit with,
but watch  out for Vyrthur,s dagger assaults  if you choose to face  him  in
melee.  Eventually the  Prelate falls.  Inspect his form  before  heading  down  the
steps to find Gelebor waiting  for you.

>  Ancient Falmer (uirass          >  Ancient Falmer Gauntlets

>  AntienI Falmer Boots

a  OBJECTIVE: Speak to Gelebor

OuEST5,  DAWNGUARD VAIN QUEST
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He knows that the restoration  of this Wayshrine means Vyrthur must be dead.
After you explain the Betrayed weren,t to blame,  Gelebor is actually pleased,
as he hopes  his brethren  might shed their hatred and believe in Auri-Ei once
again.  As for now, you've restored the Chantry, you  have the right to wield
Auriel,s  Bow,  and Gelebor is happy to help bless any Elven Arrows you have,
transforming  them  to fabled Sunhallowed Arrows!

A  OBJE(TIVE: Retrieve Auriel,s Bow

>   Sroffihfl!!oweri Arr®ws (2® or moFe!

HEL   Biood¬errsed Arrows (20 or more)

HiEB        ¬cm6ae!?  Pavge  i39  eF  Pffige  55i   f¢r?has  effecis  effth©se  tirr©ws+

¥®us  gffae  FetUFm  (Vius  WffiysifeFiffieS)  f©  6e!eb®r  erffid  ¬preerte  tis  mcemy

SurmhesI!ewedi  A.prf9WS  esS  year  like.  Tha©  sflme  goes  for  Bioodi¬tiFTS©d  Arrows/

ffi!iife®ugh  Sercaanes  suspp!ies  ith®ss.  ©niy  E!veffi  Argr®ws  eexn  be  imfaued  with

Shai§  p®w©F®

Postquest Activities
Dawnguard  Main Quest:  Kindred Judgment begins the moment you  speak to
Serana.  You,re also free to complete any remaining  Regional Quests before
leaving  Forgotten Vale  (donl forget to  insert all  five  Paragons  into the  portal)_
The fourth  Unknown  Book  (Vol.  ll)  is  located  in  an  area  only accessible via
the Paragon  Portal.



ife Twilight Over (qsTle Volkihqr

A  OBJE(TIVE: (onfront Harken with Auriel/s Bow

Whenever you are ready/  travel to Castle Volkihar

lf you,re
allied  with

the vampires,
simply head  inside
the castle as you have
countless times  before,

passing your brethren
in the  banqueting  hall.
Take the stairs to the left

(northwest),  activating
the pull chain and opening the
there,  in  Vampire  Lord  form,  waiting  for you.

lf you,re
alliecl with  the
Dawnguard,

when you arrive a"he

jetty and watchtower,
a  full  complement of
Dawnguclrd  troops,
including  your frielldS

and  Armored  Trolls,
are readying their
weapons under the co

Cathedral.  Harkon  is

an. Assault the vampires charging  across
the  bridge, with their hated Hounds and gargoyles.  Fight your way
up to the main  door,  then  into the keep.  You  may elect to lead the charge
or provide supporting fire for the more melee-focused  members of the
Dawnguard.  ln any case,  the combat is likely to be confusing and  hectic,
but it is worth  spending the time to systematically slaughter every vampire

you see across the feasting  hclll and any that retreat into the Side Chambers.
When the  Dawnguard have the upper hand,  PCISS your friends in  the
banqueting  hall and climb The stairs to the northwest,  activating  the pull  chain
fo reach  the double doors leading to Volkihclr Cathedral.  Harkon  is there,  in
Vampire Lord form, waiting for you.

You  can  attack Harkon  immediately,  if you  wish.

;   550   `!
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Lord  Harkon  is a formidable opponent, regardless
are.  He's fast,  evasive,  powerful, and almost all of
Health  and  restore his own.  Below are the best me

Initial  Preprrotions

Before returning to Castle Volkihar,  make sure to do the follo

Stock  up!  Unless you  plcln On  fighting  Harkon as a VIfer
Lord, you should  bring with you a  sizable number of H{
and Stamina  potions,  as needed.

Choose weapons or spells that take advantage of Harken,s weaknesses.
The Dawnguard's weapons,  especially the Runic ones  (from  Dawnguard
FcICtiOn  Quest:  Lost  Relic)  work well  against  him.  Spells  that do fire

damage or that damage undead also work well against him.  However,
note that spells  that normally turn  or repel  undead will  not cause  Harkon
to flee.

Speak to Knight-Paladin Gelebor and  have  him  make you some
Sunhallowed  Arrows  before  leaving  the  Forgotten Vale.  These  inflict extra
damage on  Harkon when  they break his Shadow Shield.

Before the  Btlltle

The following  tactics work well  just after entering Volkihar Cathedral:

Listen to the  poignant scene between father and daughter.  But you should
also take advantage of Harkon,s  static  position  by striking  him with your
best shot.  You'II  increase your chances considerably  by starting  the fight
with a  Fire Storm  or a Sneak attack at point-blank range before  Harkon
can  retaliate.

This should  be  painfully obvious,  but...don't hand  over Auriel's  Bow to
Harkon.  You  may not live to  regret it.

Genertll  Bottle Thclics

As a Vampire  Lord,  Harkon  has several  powerful attacks and strategies:

He  uses  Drain  Life to

suck the  health  from

you,  increasing  his
health  in the process

(picture  lL

He uses  Raise Dea
mmon skeleto

one piles

will  also break from
ir stone shrouds
attack.  Deal with

them  first.

He tends to glide
across

he room,  making
im  difficult to  hit

(picture  3).

e uses the power of
ts to teleport short

istonces.  This allows
to evade your

attacks and  prevents
him  from  becoming

pinned down.  It
also dispels any
longrduration effects

(like  burning  or  slow)

you  may have inflicted
on  him.  He typically
employs this after
absorbing too much

punishment  (usually  in
a short period of time)  or after time passes.

®LjESTS:  DAWNGUARD MAIN  QUEST
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Although you  may not think it,  Harkon  doesn,I have clll  that much  health.
However,  he has several ways to regenerate and evade your attclcks.  Use
his lack of health  to your advantage by striking  him with single,  powerful
attacks  instead of with  many lesseffective swipes, as the latter just causes
him  to  turn  into  bat form  clnd flee.

Harkon  prefers  his  "Magic"  (rather than  Melee,,) Vampire Lord form,
floating quickly around the tiered  room.  Don,I waste valuable arrows or

projectile  spells when  he,s shifting  about,  as you,re  likely to  miss.  Save
them  instead  for when  Harkon comes to a  stop.  When this happens,
however briefly,  unload with as many strikes as you can  muster.

Occasionally/  Harkon  shifts to his melee stance and  attacks with  his claws

(picture 4).  This  is your  best opportunity to attack,  especially with your
own  melee weapons.

Has Harkon disappeared? Then  he is attempting  to regenerate  his  health
in Msrform  (although  this doesn,t occur c]s  rapidly as it does when you,re
in Vampire  Lord  form  and  use this technique).  Quickly dispatch  any
surviving  minions to force  him  back into combat.

Serana  is also a  force to be reckoned with.  And  if Harkon or one of his
skeleton  or gargoyle  minions are concentrating their attacks on  her,  allowing

you  some easier strikes,  then  so  much the better.

(ombating Harkon's Shadow Shield

When Harkon takes damage,  he retreats to his blood shrine and casts
Shadow Shield  (picture 5). When this occurs,  use Auriel,s Bow and fire an
arrow (of any kind)  to  immediately bring the shield down.  Harkon draws
energy from the shrine to  replenish  his health while the  shield  is  up,  so
removing  it is vital for gaining the upper hand  and reducing  Harkon,s  power
and the length of the battle.

The one time when you  might consider leaving  Harkon  behind  his
Shadow Shield is when the gargoyles are attacking/ as they can be
formidable to face on their own.  You  have two  (or three at higher levels)

gargoyles to face, so remove all but the lastone,  break the shield, and face
the final gargoyle.  Then  turn your attention  back to  HclrkOn.

When firing Auriel's Bow at the Shadow Shield, employ Sunhallowed
Arrows if you  have any,  as they inflict extra damage to  Harkon.

Are you all out of arrows? Then  rush  the shrine and  bash the Shadow
Shield with  Auriel,s  Bow;  this  also  dissipates  it.  This  ism,I an  elegclnt solution,

but it's effective.

Did you give Auriel,s Bow to Harkon? Then you deserve every extra
attack  inflicted upon you!  Expect a  lengthy combat,  as you  have no way to
force  Harkon  from  his ShcldOW Shield.  The  battle  is  not impossible,  though:
Harkon will  use  Shadow  Shield  only three limes.  After the third  casting,  you
can defeat him.

Getting Hairy: Werewolf Form
Fighting Harkon as a werewolf is a challenge. Your speed and  high-damage
attacks work well against him,  but his spells sap your health quickly/  and you
have few (or no)  opportunities to feed. You also can,I use Auriel,s  Bow to
break  his shield.

As  much as  possible,  avoid  Harken while he,s  in Magic form to conserve

your strength,  or let Serana  act as a  distraction.  McltCh  him  Claw-fOrLC]aW in
Melee form.

lf you have the Savage Feecling  perk, the gargoyles that emerge midway
through the battle are your only feeding opportunity.  Dig  in quickly,  before
Harken  or Serana  resurrect them.

TRAINING                        THE  INVENTC)RY                        THE  BESTIARY

Horkon,s Mistake: Vampire Lord Form
As a Vampire Lord, you can  match Harkon  spell for spell and attack for
attack.  Your abilities  may differ in some cases-he has Shcldow Shield
and  a  more versatile BcltS power, While you  have Ike benefits COnferred  by

your perks and quest items (such as the Amulets of Night power from  the
Faction Quest).  But without the use of Auriel,s Bow, you,re in  for a  long,
drawnout fight.

Depending on your aim, you  may find  it easier to match your Melee form
against his Magic form  (he,s hard to hit with  Drain  Life while on the move),
and your Magic form against his Melee  (he's easy to hit while hers running
right at you).

Summoned gargoyles and  resurrected  minions are effective decoys,  but
remember that Harken  cc]n  drain their health  as well.  Use them  judiciously/  or
they may end  up  just prolonging  the battle.

The epic struggle continues  until  Lord  Harkon,s  health  is  sapped,  his
crushing verbal  abuse snuffed out,  and  his vampire form tears itself apart.
Shrieking  his final words to  his daughter,  his  bones collc]pse  in  a  pool  of ash
and  gore at the foot of his  blood  shrine.  Sift through  his  remains to secure
Harkon,s Sword-and  Auriel,s  Bow if you were foolish enough  to give to  him.

>  Harkon's Sword

Quest (onclusion

Once you,ve

picked
through the

pool of blood and offal,
Garan Marethi walks
forth  into the cathedral,
offering  his  sympathies
to Serana.  Then  he turns

your way' congratulating
you on  being  the superior

Once you,ve
sorted
through the

heap of bones and
blood,  lsran walks  into
the cathedral and finally
realizes his debt lo
Serana.  Then  he tums
to you, vowing that the

prophecy of Auriel,s  Bow
will  never come to pass.

Poslquesl Activities

:iJ-= You  may
now continue
adventuring,

with or without Serana

(who stays a"he castle).
As the new master of
the vampires, you may
continue their Faction
Quests. And now, when

vampire.

adventuring during daylight hours, your Bloodcursed Arrows can turn the
lands  into perpetual darkness  (as shown,  although you can  use Sunhallowed
Arrows too)'  May your reign of terror last for the agesl.

You may
now continue
adventuring,

with or without Serana

(who stays at Fort
DcIWnguard).  As the
hero of the Dawnguclrd,

you  may continue their
Faction  Quests.  And
now,  when  cldVenturing
during daylight hours, your Sunhallowed Arrows can call down a  powerful
volley of sunfire,  turning  enemies  into  immolated  husks  (as shown,  although

you can use Bloodcursed Arrows as well)I  May tales of your valor be told
through  the  lands!

KINDRED JUDGMENT
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After completing the final  Dawnguard Main Quest,  return  lo
the fortification  of your alliance and  speak to  Dexion  Evicus,
the Moth  Priest.  You can  bring the conversation around to
the topic  of the  Elder Scrolls that you,re carrying.  ln  time,
he would  like to see them  returned  to the  Imperial  Library.
You  can:

Give  him  the  Blood  and  Sun  Scrolls.

Or request 6,000 gold  for them,  which  he,s willing  to pay.

TE       Thisactivtryis

armilable Only

Now that you  lead the vampires  in Castle Volkihar, you can go about
refurbishing  this grand  dwelling.  Aside from  the  bedroom  that you

gain  (Lord  Harkon won't be needing  it anymore),  you  can also speak
with Garan Marethi and  request thclt he Clear the rubble from the

passage that connects the  keep to the courtyard  (where the  moondial
is  located).  This allows for fcISter travel  through  the Castle,  although  the

fastest way to  reach the Soul Cairn  is still to Fast-Travel to the balcony,
then step  into Valerica,s  Laboratory from there.

This unmflrked quest (there are no

is availtible  only tiftegr

udgmsnt, and o"iy

Return to  Fort Dawnguard and  speak with  Serana.  You don't
actually need to  be  in  the fort to begin  the following conversation,
but the location  is  ideal for meeting  up with  her again. After
exhausting any more urgent topics of conversation,  you can
suggest Serana  seek a cure for her vampirism.  When  she says
no,  answer with any reasoning you wish.  Then  (to reaffirm

your choice,  as this can,I be  undone),  tell  her you,ll  support her
decision  to cure herself.  She reluctantly agrees and says she
knows of a  priest named  Falion who can  help.  She doesn,I want

you to accompany her,. this  is one task she wants to be left alone
for.  And with  that,  Serana  leaves your company.

lt takes clt least five days for Serona
to trek to Morthal,  find  Falion,
receive the cure,  clnd  return  tO  Fort
Dawnguard. Occupy yourself with
other adventuring  during this time.  lf

you check in on Serana  by visiting
Falion's House  in  Morthal,  she will
be there  (as shown),  but she  still
doesn,I want you  ro intrude into this

private  matter.

Eventually'  Serana arrives back at the fort
a changed woman;  her eyes reveal how
much  she,s changed  (see  pictures).  She
tells you  it,s  like the world  is alive again,
though  she seems to  miss her old  powers.
You  might,  too,  as she no longer has any
of her vampiric abilities or resistances  (or
their associated weclkneSSeS),  though  She
remains a formidable wizard.

+-I_I.I:  vALERl(A,SRETURN=                        rj.
his a[livily is avtiilable I

e you,ve defeated  Lord  Harkon,  Valerica  no longer needs to remain  in exile  in the Soul Cairn.
Backtrack to the Volkihar Balcony/  open  the door into her Laboratory/  enter the Soul Cairn,  and trek back to
her location  in the Boneyard.

You can  now convince her to return to Castle Volkihar (to live with you and  Serana  as vampires or
to start a  more peaceful sect within the castle).  She will  make her way back on  her own,. you  need  not
chaperone her.

Visit her the  next time your adventure  brings you  to Castle Volkihar,  clnd you Will  find  that She  has  moved  back  into  her  lab and  iS  now tending  a  garden  in
the moondial courtyard.  Help yourself to any of the ingredient plants  in the garden or to the potions  in  her chambers.

j552i
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The following nine Faction Quests become available after you complete Dawnguard Main Quest: A New Order. They can be completed during

(or after)  the Dawnguard Main  Quest and typically offer you a task that results in  strengthening the  Dawnguord.  Simply approach any resident of
Fort Dawnguard and ask,  "What can  I do to help?"

Tip       Remember you ¬«n utilize the tolents of Seran«  (¢r «ny other

Foll¢werj find the  B«wnguard's Armored Trolls ro help you with

these tasks.  For more inf¢rm«3ien on Armoreti Trolls,  consult page  1 93.

Quest Giver: Sorine Jurard

Sorine is making good  on  her offer to  improve  lsran,s crossbows,  but she
requires further inspiration and  knowledge for this to  happen-knowledge
she believes the longrdead dwarves may have possessed.  She wants you to
find  a  particular  Dwemer Schematic  hidden  somewhere  in  Skyrim'

A  OBJE(TIVE: Retrieve the Dwemer Schematic from [Dwarven

Dungeon or Bandit Lair]

I TARGET: Dwemer Schemolic/ in a [rqndom Dwarven Dungeon or

Bandit hair]

e  location  Sorine has  indicated,  and  bclttle through the Dwarven
automatons,  banclits,  or other foes blocking your path.  The schematic  in
cluestion  is always located  inside a large treasure chest.  Some are hidden
deep inside a  lengthy dungeon, while others are closer to the surface,.  it all
depends on the topography of the dungeon you,re sent to.

A  OBJE(TIVE: Retum to Sorine

a  TARGET: Sorine Jurqrd,  Fort Duwnguqrd/ the  Rift

Quest (onclusion
With the schematic  in  hand,  return to Sorine, and she eagerly examines your
find.  Aside from a  rclndOm Weapon Or item  reward,  Sorine also teaches you
how to make the  item described  in the schematic at Gunmar,a Forge.  Once
the quest concludes, you,re also able to purchase it from  Sorine.

>  [Crossbow lmprovemenl]

Postquest Activities
You  may now speak with another resident of Fort Dawnguard and take
on a  new Faction Quest.  This quest can  be completed a total of six times.
Each  time you accept it from Sorine,  she will send you  in search of a  new
schematic that unlocks a  new crossbow or crossbow bolt technology/  in the
order listed  below.

#5  Dworven  Crossbow

Schemotic

#6  Enhanced  Dworven

(rossbow Schemotl'c

ANCIENT TECHNOLOGY
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Quest Giver: Sorine Jurard. This quest occurs only once.

ife Finding Arkay,s Voice
once you  learn that the Moth  Priest was abducted  by vampires during
Dawnguard Main Quest:  Prophet,  Sorine Jurard  may'  during the course of

your regular conversations,  ask if you  have a  moment.  She's  been talking
with Gunmar and  is concerned clbout the severity of the vampire threat.
she believes the Dawnguard will  need  Florentius,  a  Priest of Arkay,  to help.
sorine thinks  lsran  may not want his help but wants you  to find out an)^^/ay.

a  OBJE(TIVE: Speak with lsron

Find  lsran  and  inform  him  that you  ''need  to find  someone  named
Florentius."  lsran,  as expected,  is deeply concerned about I.he man  and
certainly doesn,t trust him.  Mention  that Sorine thought he,d  be able to  help,
and  lsran  swallows  his feelings and  gives you  approval  to find  Florentius,
who was  last seen aiding  the Vigilants  of Sfendarr at Ruunvald.

A  OBJE(TIVE:  Find  Florentius

I TARGET: Ruunvald  Excqvqtion/ the Rift

from the map  marker to reach  a gap  in  the  mountainside that allows access
up/  then go north  past the snow line to the excavation  entrance.  Close by is
a  tent with an  interesting  journal to read.  lt recounts the actions of Yolk,  a
Vigilant guard who mentions that the excavation  team was taking  longer and
longer to  return  to  the  surface,  then  disappeared  entirely.  Curious...

>  Volk's Joumal

ife A Charmed Life

Enter the Ruunvald  Excavation and  peer into the maw below.  You should
spot a Vigilant with  a  strange red  haze about his head.  This Vigilant,  and
all others in this part of Ruunvald,  have been  charmed and should  be seen
as  hostile enemies. There's  nothing you can do to save them,  except to send

i:   554
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them to stendarr,  courtesy of a quick cleath.  Battle your way clown the mine
shaft and  into a -second  mine cavern,  engaging  more Charmed Vigilants
and  their Husky hounds.  Eventually, you  reach a chamber with a  rickety
bridge.  Here you,ll find  further adversaries,  including Yolk (pictured],  who
is  possessed  like the rest of them.  Deal with all who oppose you  before
searching for a tunnel on  the lowest level  leading south to Runnvald Temple.

After a  short passage, you enter the  main temple room.  This  is where your

primary adversaries,  including  a warlock named Minorne and the ill-fated
expedition  leader Moric Sidrey,  have imprisoned  Florentius close to the raised
altar.  Dispatch  everyone who  isn't called  Florentius.  Search  the corpse of
Mnorne to discover the Ruunvald  Key/  which  is  handy to open  the otherwise
inaccessible gate to the cage where  Florentius  is located.

>   Ruunvald Key

Quest (onclusion

Once freed,  Florentius Baenius asks what he  (and Arkay,
to have direct communication with  the god of the cycle of birth and death)
can do to help you.  Once you  mention  lsran,  Florentius thinks you,re a  joke,
but once  ''Arkay"  has  instructed  him that it's a good  idea,  he begrudgingly
agrees to head off to Fort Dawnguard.  You don,t need to accompclny him,.  he
appears the next time you arrive at that destination. The quest now concludes.

Postquest A(tivities
Now head south,  using the key to open the  iron door.  Enter a  room with a
treasure chest and an alcove lever in  the southeast area  near the bed/. the
lever raises a  stone staircase leading to an exit into Skyrim.

When  Florentius moves  in  to  Fort Dawnguard,  a  new alchemy lab
appears  in  the forge area.  Florentius  sells a  variety of items  (mainly potions)
to  help you  and  sometimes  has a  Faction  Quest of his own:  Lost Relic.  You
may now speak with another resident of Fort Dawnguard and take on a  new
Faction Quest.

>   Vendor [Apolhetary): Florentius Baenius

".=JllE.sis   DAWNGUARD  FACTION  QUESTS
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n,I penalized  if you fail to completely remove the vampiric presence.

a  OBJE(TIVE: Kill the Muster Vampire ot [a Vampire  Lair]

I TARGET: Master Vampire, [rundom Vampire Luir]

A  OBJECTIVE: Return to Gunmar

Quest (onclusion
With the hissing  blood of the vanquished vampires still staining your weapon,
return to  Fort Dawnguard and  seek out Gunmar.  He has a small  reward for

your COurage.

>   Leveled Weapoffi or Item

Poslquest Activities
You may now speak with another resident of Fort Dawnguard and take on a
new Faction Quest.



Quest Giver: Gunmar. This quest can occur more than once.

Gunmar has  learned of a  possible vampire,  and while he doesn,t know its
exact whereabouts,  he  has  information on  someone who does.  You're to

pay a visit to the beast,s last known contact and  wurge,, them to reveal the
vampire,s  location.

A  OBJE(TIVE: Find evidence of the vampire,s whereabouts

I TARGET: [Vampire's friend], at a [rondom seltlement]

Visit the  person  indicated
in your quest log  (or the

place where they usually
reside),  and attempt one
of the following:

Get straight to the

point,.  tell  them you,re
looking for a vampire.
The friend doesn,t
know what you,re
talking  about.  Now you can:

()   (persuade) Ask them to tell you what you  need to know.

¢   (Bribe)  Offer some coin  to jog  their  memory.

O   (Intimidate)  Threaten  to get rough.

0   (Brawl)  Or bring  out your fists and actually get rough.

One of these options  is likely to work.  Otherwise, you can:

\^/   pickpocket the friend  for the information you  need,  or

§   search their residence for proof, which  is sometimes found  in one of
their chests.

>  Leller from the Vampire

a  OBJECTIVE: Kill the master Vampire ol [a random bqndil or

warlock loir]

Locate the lair mentioned  in the vampire,s  leifer,  and  journey there  ready to
defeat this foul  presence,  along with any bandits or warlocks aligned with the
monster.  Once you  kill the Master Vampire, your quest updates.

A  OBJE(TIVE: Return to Gunmar

Quest (onclusion
After the bloody battle,  head  back to Fort DcIWnguard for a  meeting With
Gunmar.  For those who cherish  memories of loved ones,
often conceals the beast.  But your compassion
Good work!

>  Leveled Weapon or IIem

Poslquest Activities
You  may now speak with  another resident of Fort Dawnguar
new Faction Quest.

compassio
destroy it.

nd take on a

Quest Giver: lsran. This quest can occur more than once.

lsran  is concerned  about a visiting  ,,advisor,,  in  theJarl,s court.  He

you to destroy this creature before it can  infiltrate the Jarl's  inner circle and
complete whatever foul  business it was contemplating,  However,  lsran warns

you that theJarl,s guards are  unaware of the threat and will treat violence
against the advisor as a  crime. You  need to convince theJarl  that the threat is
real.  Or you can  simply try not to get caught!

A  OBJE(TIVE: Wom [a JarI] about the vampire threol

I TARGET: [o mndom Jarl], in lone of the Hold (apitals]

Visit theJarl  in  question,  and  inform  him  that a vclmpire  has  infiltrated  his

court.  TheJarl  believes this to be a somewhat bold claim and  requires some

proof before he can  possibly believe it.  The only proof ayailable is contained
on the Advisor himself.  Seek out this  suspicious charcICter and  Pickpocket him.
On  his person are Orders from  his vampire  masters.

>  Orders

a  OBJECTIVE: Bring evidence lo [the Jqrl]

Tr±   e:"-^`e= ,gc.:.~r:,1:S   'V'
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not to attract attention,
return to theJarl,  and

present the evidence
via a new conversation
topic.  TheJarl  now
entrusts you to take care
of this unwanred ;isitor

(as shown  in  the  picture)
The Jarl,s guards won't
interfere with you  now
that you,re carrying  out the Jarl,s  justice_

A  OBJ[(TIVE: Destroy the vampire masquerading as a visiting odvisor

Now simply  return  to  the visiting  advisor and  kill  him.

:        --i----       -i--        ---        ,----,--»

a  OBJECTIVE: Return to lsram
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Quest (onclusion
With the Jarl,s court back in  order,  return to Fort Dawnguard and  locate
lsran.  He has a small  reward for your dedication.

>  Leveled Weapon or Item

Poslquesl Activities

You  mcly now speak with another resident of Fort Dawnguard and fake on a
new Faction Quest.

Quest Giver:  Florentius  Baenius.  This  quest can  occur  up to three times.

Once you,ve freed  Florentius during  Dawnguard  Faction  Quest:  Bolstering  the
Ranks,  he requests that you  help him  (and Arkay)  secure a  fabled  relic from
the Dawnguard/s past.  Arkay has told  Florentius where the relic  is,  but he
requires you  to  retrieve  it.

a  OBJE(TIVE: Retrieve the [Dawnguurd Relic] from [a bandit/  Falmer/

Forsworn, vampire, or warlo(k dungeon]

I TARGET: [Downguard Relic], in [q random dungeon]

Enter the dungeon you,re prompted to trek to, and battle or sneak your way to
cl  large  treasure  Chest SOmeWhere Within.  Inside  iS  the  relic you  Seek.  Take  it!

>   [Dawnguard Reli¬]

A  OBJECTIVE:  Relum lo Florentius  Baenius

Quest (omtlusion

Dawnguard Rune Axe Dawnguard Rune
Hammer

Dawnguard Rune
Shield

Head  back to Fort Dawnguard,  and  present the relic to  Florentius.  He  (and
Arkay)  thank you for your service,  and  in  dddilion to a  small  item  reward,
Florentius  gifts you  the  relic  itself.  Use  it wisely!

>   LeveledWeapom or Item      >   Dawnguard Relic

The following  three  relics are  (randomly)  available during  this  quest.  For

further  information,  consult pages  1 39 and  144.

Postquest Activities
You may now speak with another resident of Fort Dawnguord and take on a
new  FcICtiOn  Quest.

Quest Giver: Gunmar. This quest can occur more than once.

Gunmar has found another hated  beast hiding from the light of day.  lt seems
a vampire has infiltrated a group of bandits  (or warlocks)  and  mcly be about
to turn  all  the  inhabitants  into  bloodsucking  fiends.  You  are to dispatch  the
vampire and any other hostiles you  see fit.

a  OBJECTIVE: Kill the Master Vumpire at [o bandit or warlock lair]

I TARGET: Master Vampire, [random bandit or warlock loir]

Commence your task
by heading to the  lair
in question,  and  slay
anyone who stands in

your way. You need  not
defeat clny Of the  usual
inhabitants  (although

you can-they,re always
hostile toward you).
However, you  must find
and  defeat the Master Vampire,  snuffing  him from this realm,  be
can  conclude-

TRA!N!NG

A  OBJECTIVE: Return to Gunmor

Quest (onclusion
Once the Master Vampire has tasted your vengeance, trek back to Fort
Dawnguard and find Gunmar.  He offers a trinket or weapon for your
services.

fr   Leveled Weapon or Item

Postquest Activities
You may now speak with another resident of Fort Dawnguard and take on a
new Faction Quest.

HUNTING THE  MONSTER  ,,`,  AJARL'SJUSTICE  ,    LOST  RELIC       PREEMPTIVE  STRIKE
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Quest Giver:  Florentius  Baenius.  This quest can  occur more than  once.

Florentius has some grave  news. While you were adventuring'  a group of
bloodsuckers  made off with your associate!  This vicious  night stalker seeks to

gain  leverage  over the  righteous,  but there  is  hope:  Your  brethren  is  still alive.
A rescue attempt must be undertaken  at your earliest convenience.

a  OBJE(TIVE: Rescue [your spouse or friend] from [o bondil or

warlock lair]

A  OBJECTIVE: Kill the Master Vampire

I TARGET: [Random bandit or warlock lqir]

The kidnapping is based an your previous

certain denizefls of Skyrim. The following

ential person (so/  not a Jurl) you,ve com

or  (in this cnseI  Fnendal of Riverwood)_

previously been a  Follower of yours.

currently married lo,

you  have a twofold task to accomplish:  locate the loathsome lair,  search
out the Master Vampire within,  and vanquish the beast. Once done,  locate
the victI.m  and  talk tO them.  This  releases their bonds,  and they are  happy to
return  to their previous  location without any further chaperoning.

a  OBJE(TIVE: Return to Florentius Bqenius

Quest (onclusion
FIorentius  is awaiting your safe  return.  Naturally,  Arkay  has already told  him
of your triumph,  and  he offers you the following  as a  reward  for ridding the
lands of another vampire:

>   Leveled Weqpon or Item

Postquest Activities

You  may now speak with another resident of Fort Dawnguard and take on a
new Faction Quest.
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The following ten  Faction  Quests  become available after you
complete Dawnguard Main Quest: The Bloodstone Chalice.
These can  be completed during  (or after)  the Dawnguard Main
Quest and  typically offer you a task that results  in  strengthening

the vampires of Castle Volkihar.  You can  have only one of these quests active
at a time.  Simply approach any resident of the castle and ask,  "What c- I
do to  help?"

558           th
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Quest Giver: reran Sadri.  This quest occurs only once.  you  must have the
Vampire Lord  perk "Summon Gargoyle"  to receive this quest.

Once you,ve chosen the Vampire Lord  perk wSummon Gargoyle"  from
the Perk constellation,  visit Feran  Sadri, who has located the lclst known
resting  place of a  set of ancient Amulets of Night Power.  He thinks they
should be among vampires,  not lying about unguarded  for mortals to find.
You can ask Feran what the amulets do, where they came from,  and  if

you can  keep them once you find them. The amulets are yours...if you can
acquire them!

A  OBJE(TIVE: Retrieve the Amulet of the Gargoyle from [q random

dungeon].

a  OBJECTIVE: Retrieve the Amulet of Bats from [a random dungeon].

I TARGET: Amulet of the Gargoyle, in a [random dungeon]

I TARGET: Amulet of Bats, in a [mndom dungeon]

Journey to the location  Feran  Sadri  has indicated,  and  battle through the foes
blocking your path.  The amulet you're searching  for is sometimes located
inside a treasure chest or is  being  carried  by a  particularly strong  enemy  (like
a giant)  or on the  body of a slain corpse.  Sometimes an  amulet is  hidden
deep inside a  lengthy dungeon, and  sometimes it is closer to the surface.  Be
sure to visit both  dungeons  (in either order),  and  clclim  both  amulets.

Amulet oF the Gargoyle                   Amulet of Bats

a  OBJE(TIVE: Return to Ferqn Sddri

Quest (onclusion
With  both amulets stored  in your inventory,  head  back to Castle Volkihar, and
speak with  Feran  Sadri.  He trusts you,ll  put those amulets to good  use.  He
also rewards you.

>  Leveled Item

>   Blood Potion (small chtln(e)

Postquest Activities
You  may now speak with another resident of Castle Volkihar and  take on a
new Faction Quest.

Quest G'lver:  Feran Sadri. This quest can occur more than once.

reran Sadri  has been  performing a little research on the Bloodstone Chalice

you filled during  Dawnguard Main Quest:  The Bloodstone Chalice.  He
believes  its scllufary effects Can  be  Prolonged  if it iS  infused With  POtent
vampiric power.  To this end,  he,s located the  petrified  remains of an elder
vampire. You are to bring these remains to him.

a  OBJE(TIVE: Retrieve the Ancient VImpire [body part] from [a

random dungeon].

I TARGET: An(ient Vampire [body pqrt], in a [random dungeon]

Locate the place  Feran
Sadri  has  mentioned,
and explore it thoroughly
until you reach  the body

part you're searching
for,  lt  is  usually  inside

a treasure chest, deep
in the dungeon.  Claim

ese gruesome (and
esiccated)  remains.

>  Amtiem Vampire [body parl]

a  OBJE(TIVE: Retum to Femn Sodri

Quest (onclusion
When you  return to Castle Volkihar,  Feran  Sadri tells you  he,ll  make
the necessary preparations for the  infusion  into the Chalice.  You,re then
rewarded.

>  Leyeled Weapon or Item

>  BIood Polion (s"II chance)

Postquest Activities
You  may now speak with clnOther resident Of Castle Volkihar and fake on a
new Faction Quest.  In addition, you can  return to the Bloodstone Chalice clnd
drink from  it. When you complete this Faction Quest,  you  receive the Blood
of the Ancients ability (which causes your Vampiric Drain to absorb Magicka
and  Stamina),  and the duration of this ability grows each time you complete
this quest.  So try to find as  many body parts as Feran Sadri  allows you to!

RESCUE      AMULETS OF  NIGHT POWER.A  ANCIENT POWER
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Journey to the vampire lair and  begin culling  all  of  its

inhabitants. The combat style you  use is completely up to you.  Find and face
down the Master Vampire,  slaughtering all that c]re feral and
before this  quest  is complete.

a  OBJE(TIVE: Return to Furq Bloodmouth (or Gomn Morethi)

Quest Giver:  Fura  Bloodmouth or Garan Marethi.  This quest can occur more
than once.

Fura  (or Garan)  has discovered a cluster of feral vampires  running wild and
upsetting  the  mortcllS.  You  are to cull  these  brutish  beasts  before the  problem

gets out of hand.  You  must take out the  head  vampire  inside the  lair,  but
any other vampires lurking  there are also optional  kills,  However, you  aren,t

penalized  if you fail to completely remove the vampiric presence.

a  OBJECTIVE: Kill the Master Vampire ot [o Vampire Lqir]

I TARGET: Master Vumpire, [ramdom Vampire Lair]

Quest (onclusion
Stride  back to Castle Volkihar and  regale your task master   with tales of your
victory.  You  may have pitied those thin-bloods,  but after disposing of a few,

you  realize they aren,I worth the worry,  HcIVe a  Present:

>  Leveled Weapon or Item

>   Blood Polion (small (hon{e)

Postquest Activities

You  may now speak with another resident of Castle Volkihar and fake on a
new Faction Quest.

Quest Giver: Feran Sadri.  This quest can occur more than once.

Feran Sadri  has  learned that the Dawnguard  have  increased their operations
and  have  been aggressively recruiting.  You are to put a damper on their
efforts and give these troublemakers something to worry about. you are to
murder someone and  make a  public display of it. The execution must happen
in  the streets,  for all  to see.  The  higher the  profile of the victim,  the better.  To
further change the public's opinion of the Dawnguard,  you can optionally
don their garb before committing the  murder to  make it seem as  if you,re a
member of their sect,  sowing  confusion  among  the herd.  Feran  hands over
Dawnguard armor and an  Incriminating  Note to plant on the victim you
choose.  You  may ask Feran what he means by a  "high-profile" target.
following:

A member of the Hold/s  ruling or exiled government,  such as the
Housecarl or Court Wizard

A priest,  bard,  or innkeeper

Any  merchant (blacksmith,  etc.)

>  Downguard HeavyArmor          >  Dawnguard Full llelmef

>  Dawnguard Boots                        >   lm(riminaling letter

>  Dawnguard G¢unllet

a  OBJECTIVE: Kill someone out in the streets of [o city]

A  [OPTIONAL]  OBJE(TIVE: Moke it a publi( kill while wearing

Downguord armor

a  [opTIONAL]  OBJECTIVE: (hoose a high-profile victim

A  OBJE(TIVE: Plant lener on [viclim]

I  TARGET: Any citizen [o high-profile (itizen is recommended],  in

[q(ity]

5tO`  \
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Don your Dawnguard
Armor,  Boots,  Gauntlet,
and  Helms

iourney
walk up
forget.  lf in doubt,
choose the blacksmith
or an innkeeper or
merchant you don't
normally pat

dining from.  Then  slaughter them.  This  instantly incr

he           crime,  so atfemptto  plantthe Incriminating  Letter as soon after the
as possible  (before the objective updates, even).  Then flee, fight,  or pay

your Fine.

A  OBJECTIVE: Retum to Feran Sadri

Quest (on(lusion
Once you,ve slain the  high-profile citizen and  placed a  letter professing  to
be from the Dawnguard on  the corpse,  return to Castle Volkihar and tell
Feran  Sadri of your triumph.  This should direct the people,s anger toward the
Dawnguard for a time.  Now receive your reward.

>   Leveled Weapon or IIem

>   Blood Polion (small thence)

Postquest Activities
You  may now speak with another resident of Castle Volkihar and take on a
new Faction Quest.

(,"FisTS:  DAWNGUARD FACTION QUESTS
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Quest Giver: Fora Bloodmouth or Garan M
nco.  ll is  randomly available once you com
ndred Judgment.

loodmouth (or Garan) believes that now that you p
may make a concerted effort to claim  il.  She recommencls

Pst,  before they can  muster a  larger force.  You are to kill their

a  OBJE(TIVE: Kill the Dtiwnguard leaders

I TARGET: See below, in Fort Downguord

Trek to the entrance to Dayspring Canyon, or Fast-Travel directly to  Fort
Dawnguard. At the forl's exterior entrance,  expect to be waylaid  slightly by
Vori,  who  is openly hostile  but is  not a  critical  kill.  Neither are the  refugees  in
the small camp  below the fortress  (although they make good eating!).  Enter
the fortress,  and  begin your massacre. The following  foes  must be defeated:

Agmaer (armed with a Crossbow and           Gunmar (armed with a
Dawnguclrd Axe)

elann  (armed with a Crossbow and

a fort ancl

Crossbow and  Dawnguard
AI{e)

lsran  (armed with  Dclwnguard
Hammer)

Sorine Jurard  (armed with a

e overwhelmed
The  Dawnguard  leaders are lc)ugh  and

both ranged ancl crushingly brutal  melee weapons, and they

throughout the fort:
lf you explorecl the
fort thoroughly during
Dawnguard Main
Quest:  Dawnguard,

you know where the dead ends are and can therefore avoid becoming
trapped.  Staying  in the main entrance hall  is just asking  to be slaughtered
with attacks coming  from  multiple directions.

Vary your chock style.. Remember you have potent powers at your
disposal.  You  can  (for example)  utilize stealth  and  quickly attempt sneak
attacks on two or three leaders before anyone  notices  (this includes using
the spiral stairs to flee from enemies before sneaking  back for a silent
war of attrition when they fail to find you).  Attack during the night, and
more foes are likely to be sleeping  in the dormitory to the north.  Or attack
during the day, then  quickly flee outside, where you can fire Sunhallowed
Arrows at the sun,  raining  death down on your enemies from above.

Bring reinforcements:  lf most of your foes are focused on defeating
Serclna, anCl a  Death  Hound is dealing with the Dawnguard  Huskies, you
have fewer enemies to repel.  Better yet,  make your own  reinforcements by
resurrecting the fallen  Dawnguard  leaders as zombies,  then  using  them  to
take down their former allies.

The Vampire Lord form  is another powerful asset at your disposal.  lf

you're lucky,  and you've collected the Amulets of Night Power and  Rings of
BIood Magic prior to this quest being given  (which  has a  random chance
of occurring)/ and you,ve diligently increased your perks  (e.g., so you
can  summon two gargoyles while wearing  one of the Amulets), you can
theoretically make your raiding  party up to seven  members strong  (you,  a foe

you,ve raised from the dead, Serana and a foe she,s raised from the
Death  Hound,  and  two gargoyles)I

You  may now speak with another resident of Castle Volkihar and take on a
new Faction Quest.

tGiver: Vingalmo. This quest can occur more than once. You  must be
married  (and wait a few days)  before you can  receive this quest.

Vingalmo has heard of your wedding  at the Temple of Maro in Riften

(completing of Side Quest:  The Bonds of Matrimony) and wonders w
your spouse  might benefit from  Harkon,s Gift.  You are to ge
to trust you,  calming  their  n
embro¢e them.

ire,s Seduc#o

)  OBJECTIVE: Turn [your spouse] into a vampire

I TARGET: [Your spouse], in [your home]

a  ioinsyou in the



Quest Giver.. Garan Marethi  (and sometimes  Fura  Bloodmouth).  This quest
can  occur more than  once.

Garan Marethi  (or Fura  Bloodmouth)  has learned the whereabouts of a
troublesome Dawnguard  member/  usually traveling  in the guise of a  bard,

pilgrim,  or merchant.  You,re ordered to track him down and dispose of him.
oHowever,  discretion  is  important;  the vampires don't want to  ''slir the  nest,  just

skin  a  rat."  lf you  ask more specifically for  information,  Garan  (or Fura)  spells
it out so a troll could  understand:  Don'l get caught.

A  OBJE(TIVE: Kill [Dqwnguard member]

A  [OPTlONAL]  OBJECTIVE: Make it a discreet kill

I TARGET: [Downguard member], in [a settlement]

Sometimes, you can  speak with your target and  persuade or intimidate
them  into following you.  Lead them somewhere out of the way/  make sure

you're alone,  and  then  quickly take them  out in  a  single  strike.  This  isn't

possible every time.

Alternately, you can  leave whatever establishment (usually a tavern)

you  may have found the Dawnguard  in,  and wait for him or her to wander
the settlement,s streets.  Survey the area,  or cast magic so you,re  not seen.
And then  defeat the Dawnguard troublemaker without being  spotted  (this
is' easily achieved  by crouching so you,re hidden and striking them with a
ranged shot).

A  OBJE(TIVE: Return to Garqn Morethi

wiw62
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Once the McISter VclmPire has tasted your vengeance, traipse your way
back to Castle Volkihar, and  tell  Fura  Bloodmouth  (or Garan Marethi)  of

your antics.  Your task master always thinks  it best to deal with a  problem  by
ripping  it at the  root.  You,re then offered a valuable  item for your time.

>  Leveled Weapon or Item

>  B!ood Polion lsmall Chance)

Poslquest Activities

You may now speak with another resident of Castle Volkihar and take on a
new Faction Quest.

Quest Giver:  Feran  Sadri. This quest occurs only once.

After you,ve completed a few tasks for him successfully/  Feran  Sadri  lets you
in on  cl discovery he'S  made..  He,s found the whereabouts of a set of ancient
Rings of Blood Magic.  He.lsn,I about to let some vagabond add them to a
treasure pile. You can ask Feran what the  rings do, where they came from,
and  if you can  keep them once you find them.  The rings are yours...if you  can
find  them!

a  OBJECTIVE: Retrieve the Ring of the Beast from [a random

dungeon].

O  OBJECTIVE: Retrieve the Ring of the Erudite from [a mndom

dungeon].

I TARGET: Ring of the Beast, in a [mndom dungeon]

I TARGET: Ring of the Erudite, in a [random dungeon]



Avoilqble Quests

There are a total of four
on the 25  main  SideQu
detailed  below,  most of
be completed whenever

rd  Side Quests available.  For  information
age 426.  Aside from the exceptions
ts are  independent of one another and can

ounter them.

tn lhg Ages is part

PREREQUISITES: Begin

Downguard Main  Quest:  Beyond

Deolh

©   MINOR SPOILERS

lNTERSE(TING QUESTS: Downguord Main Quest: (hqsing Echoes,

Downguord Main  Quest:  Beyond  Death

LOCATIONS: Soul (aim (Boneyqrd), ThmrieI

CHARACTERS:  Durnehviir

A   OBJE(TIVES: Summon  Durnehviir in Tamriel,  Learn the first word

of Durnehviir,s Shout/  Learn the second word of Durnehviir/s Shout/

Learn the third word of Durnehviir,s Shout

ife lmporlunI Character
Durnehviir rCurse  Never Dying")  is a dragon that
has been trapped within the Soul Cairn  for an  untold

of time.  He was once a vibrantly colored beast
ing through the skies of Tamriel,  but he was tricked

eal Masters and trapped  in the Soul Cairn.  The
has taken  its toll  on  him,  rendering  his formally
ll 5¢ales  mottled,  gray/  and flayed.  Once known

different name he,s long forgotten,  Durnehviir no
Soul Cairn aifempting to find any way he ccl

gain breathe the clear air above Tamriel and
this  land of undeath behind.

Tr.e  cl1'ide_¢ 8c:.c)i:a  'f
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viir is a dragon  trapped  inside the Soul  Cairn,  guarding  the
where Valerica  (Serana,s  mother)  is trapped.  While on

awnguclrd Main Quest:  Beyond  Death, you free Valerica from  her
ier by killing the three  Keepers.  Next, you  head  into the  Boneyard
face Durnehviir as part of the quest.  Once you  defeat him,  retrieve the
r Scroll  (Blood)  and depart the Boneyard.  Head  southwest out of the

neyarcI,  clncl travel to the devastated  plains of the Soul Cairn.  As you,re
about to leave,  Durnehviir startles you.  He has returned,  but on this occasion
he wishes you to stay your weapons and  listen awhile.



Durnehviir begins,  as the

Durnehviir reveals  he
sn't dead but is trapped
etween  "laos and

dinok"  (life and death).
lfyou,re willing to  hear

him  out,  Durnehviir

honors you with the
name "Qahnaarin,,
or  "Vanquisher."  At
his  point,  Side Quest:

you-to call  him while
you,re  in  Tamriel and  free  him  from  this  place.  To this enc],  he gives you  the
three words of a  Shout that will  summon  him.

>   Word of Power.. Curse, Summon Durnehviir

>   Word of Power: Never/ Summon Durnehviir

>  Word of Power: Dying/ Summon Dumehviir

a  OBJE(TIVE: Summon Durnehviir in TamrieI

a  OBJE(TIVE: Learn the first word of Durnehviir,s Shout

-     ¥jp       The  !cceiion  of your  meetiifg witife  But"ehviir is shawm  in?he Atlas

for i!1e Scul  Cair«  (see  page  986)e

Now conclude your adventures  in the Soul Cairn,  return to Skyrim,  and  begin
this quest in  earnest.

B> Torn from The Soul (qirn
You will  need to spend
three Dragon Souls to
unlock all  three words
of Durnehviir,s  name.
Then  select this  Shout
and  summon  him  back
into the world of the
living  (Magic  =  Shouts  =

Summon  Durnehviir).

Simply locate an area of land that is flat and wide enough to
accommodate a dragon,  such as the tundra  plains west of whiterun (as
shown  in the previous picture). You can call  Durnehviir in  any exterior
location but not inside dungeons or spaces with  high cliff walls  (such as
Elclergleam Sanctuary or the Ancestor,s Glade).

FIB       The  crosshesirs glow  red  if  Durnehviir  ¬tinl  be summometi  tit ffl

ptirti¬uitir  ioctition.  Move  tc  ti  more swittibie  area  and try  erg«in.

The tattered dragon breathes the free air of Vus once more and offers
more than  simple gratitude.  He teaches you the first word of the Soul Tear
Shout.

>   Word of Power: Essence/ Soul Tear

a  OBJECTIVE: loom the second word of Dumehviir's Shout

Now wait until you  recover, and summon  Durnehviir for a second time.
He awards you the second word of the Soul Tear Thu,um.

>   Word of Power: Tear/ Soul Tear

A  OBJECTIVE: Learn the third word of Dumehviir's Shout

Finally,  summon the dragon one last time,  after which  he gathers enough
strength to break free of the psychic control of the  Ideal Masters.  He also
teaches you the final word:

>   word of power: Zombie/ Soul Teur

your Thu,um cuts through  flesh  and  shatters  souls,  commanding  the will
of the fallen.

Postquest Activities

Try ou"he Soul Tear
Shout:  Expend  up to
three Dragon Souls to

gain  the  most potent form
of this Thu'um,  which

damages foes, sucks their
souls from  their forms

(and transfers them  into
any Soul Gems you may
be carrying), and-at its
most de'vasTating-raises the foe you  lust slew to act as a zombified thrall!

PREREQUISITES: None

lNTERSE(TING QUESTS: None

cay   i       i   r                 A   r:Jy'^lJ~'':_::y_'y__'._'r=

©   mlNOR SPOILERS

LOCATIONS: Riften/ The Ragged  Flagon

CHARA(TERS: Gqlqlhil

a  OBJ[(TIV[S: Lo[qte the fa(e sculptor in Riflen

RE» under the Knife

i RAIN!thG Tl.-!E  iNVENI C3RY

On your journeys through
Skyrim, you can speak to
many a barkeep (such as
Hulda in Whiterun)  and
learn  much  from their

gossiping  (Miscellaneous
Objective:  Innkeepers).
Visit any innkeeper
outside of Riften,  and
they may mention a
rumor that someone  living  in  Riften

your face."

the amazing ability to "change

or,  if you,re wandering  through  Riften, you  may chance upon a city

guard who mentions knowledge of the "face sculptor'' visiting the Ragged
Flagon. You  receiye a Miscellaneous Objective:

A  OBJECTIVE: Locale the face sculptor in  Riften

I TARGET: Gqlathil, the Ragged Flagon

OVERVIEW      DURNEHVllR  ,    FACE TO FACE

THE  BESTIARY &ily  i.&\#=£risS
ATLAS  C)F  SKYi3,LM

. _`__                   -      -_--_
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Enter the  Ratway/  and  make your way to the Thieves, Guild  hideout and  infamous tavern,  the
to rearrange your features for a

lf you,ve contracted vampirism, Galat
Her techniques work only on the
before she agrees to work on you. Consult

(page 463)  if you wish to be cured.

the  infamous fa;e sculptor Gdlathil,  vino  utilizes a  mixture of magic and  deft CUtting
pay her the  septims,  and  the following  occurs:

you can  completely change your facial appearance,  just like you did  prior to

your escape from  Helgen at the very start of your adventure.

you  cannot change your race or sex.  lf you,re a female Khaiiit, you stay one.

Postquest Activities
you can change your face as often as you wish, as  long  as you  have the funds to pay Galathil.

PREREQUISITES: (omplete

Downguord Main Quest:  (hasing

Echoes

©   mlNOR  SPOILERS

lNTERSECTING  QUESTS: Downguqrd Main Quest: (hosing  Echoes/

Dqwnguard Main Quest:  Beyond  Death

LOCATIONS: Soul  (oirn:  Barrier Wall/  Block (hqpel,  Blqtk (hurch/

Block  Folly,  Block  Minster,  Boneyard  (ittidel,  Foundation Altar,  ldeul

Masters (rystol  Folly, Morven Stroud: Soul  Husk Merchant,  Soul  Pool

Foundation

CHARA(TEDS: Jiub

ENEMIES:  Boneman/  Mistmqn/ Wruthmqn

a   OBJECTIVES:  Find  poses from Saint Jiub's Opus (lO),  Return to Jiub

ifegiv lmpomnl Chamcler

Jiub (the Eradicator)

lf you,ve ever adventured  in Morrowind and wo
on  a ship  near a  fellow prisoner, you,ll already have
metJiub.  After your  initial  introduction  to the  Dark  Elf,

you  never see  him  again.  However,  during the time of
Oblivion,  he  is  referred  to as  SaintJiub,  a  mysterious
hero who tells you  he somehow drove all the cliff Racer
from Wardenfell. Jiub ended  up I.n the Soul Cairn when
his soul  became trapped  inside a  Black Soul  Gem.

Spending  hundreds of years as a  soul  in the Soul Caim  has taken  its toll
on  poorJiub.  He,s  now completely obsessed with  authoring  his books.  Due
to his current state  (dead),  he can never leave the Soul Calm,  nor can he
be ,/slain.,,  Once you  make  him aware of his  predicament, Jiub ho
spread the word of his face when you  return  to Tamriel.
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ife  The Rise and Fqll of Sqinl Jiub

"<S;,:,    ff]ff9         YOU  fes!1  gafher  Pages  before  ®r  eri?er  meetimg  jiub,.  i?  iS  ®m?ire!y

REP  t©  y©u`

Ear page Gathering: The Patience of an Adventurer
What follows  is a  description  of where each  of the  pages are located.  They
are  listed  from  1  to  lO,  although  you  won't find  them  in  that order without
significant backtracking  across the Soul Cairn.  ln  each  case,  three  pictures
are shown:  They reveal the location  from a distance,  as you close in on  the
location,  and  finally at the  location  itself.  Each  location  is also  named:  The
names are references to the Atlas only (they donl appear on your local
map).  Check the compass direction  on each  picture so you  know from which
direction to approach.  For precise map locations of each page and  its
number,  check the  map on  pclge 986.

!aLiESTS-  DAWNGUARD  SIDE QUESTS
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Steps of the Barrier Wall:
These are located on
the  southern  (initial  side)

of the  barrier wall,  just
southeast of the stepped

gap  in the wall where
the main  path  leads you
from  the  start of the  Soul
Cairn.  The  page  is  next
to the window atop the
steps,  to the right of a
Soul.  On the window,s
right side  is  7lhe Book of

Life and Service and a
Soul  Gem'

>  Jiub/s Opus
(Ptige  I)

Jiub's Opus: Pose 2

Word Wall: The Black
Folly,  on the western side
of the Boneyard wall,  is

[usf left  (west)  of where
Valerica  is  imprisoned.
Head through the
entrance with the purple
soul  pools glowing on
either side,  and  inspect
the fallen Word Wall
once you,re inside.
The page is nextto a
treasure chest, with a
ruby clnCI  COin  Purse,  half

hidden  in  the  low  mist.

>  JiuhJs Opus

mge 2)

Ideal Masters Crystal
Folly:  Find  this  small  Folly

on the barrier wall,s far
left  (northeast).  This  is

accessed via an entrance

just off the  mc]in  path,
on  the wall,s south  side.
Brave the  Bonemen and
climb to the chest with
the Crystal above  it.  The

page is located at the
foot of the chest,  next to
a  circlet.

>  Jiub/s Opus

(Ptige 3I

Travel to the Boneyard
entrance where Valerica

Jiubf5 Opus

(Pd9¬ 4)



Jiub's Opus: Page 5

Jiub's Opus: Page 6

j68w~ i

Soul Pool Foundation:
This  is on  the  route
between  Keepers 2 and
3,  just south of where

Jiub  is  locclted.  The area
consists of relatively flat

scrubland, with  low steps
up to a stone foundation
and  circular soul  pool.
The page is on the

ground,  near an  Elven
Shield,  a  skull  and  some
Soul Gems on the outside
of the circular soul  pool.

>  Jiub/s Opus
(Page 5)

The BIock Church: While
on the main  path from
the Soul  Cairn  entrance,
en  route to the barrier
wall,  close to where
the soul that lost Arvak
is located,  look to your
right  (east). Just north

of the Black Chapel  is
the Black Church,  an
obsidian  stone structure
with  four entrances into a
small  inner room.  The the

page lies here,  nex"a
a chest, coin  purse, and
Soul Gem.

>  Jiub/i Opus
(Page 6)

Tfe   5l`,the_- £c:.c`,LL+   `y/
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Jiub's Opus:  Page 7

Jiub's Opus: Page 8

Foundation Alidr:
Southeast of the
Boneyard Citadel and
northeast of Arvak/s
Skull  is a stepped  area
leading to an  open altar,
close to the perimeter
barrier (to the east)  and

just east of the teleport
to  Keeper 3.  Beware of
Bonemen  guarding  this
altar,  which  hc]s  Spell

Tome:  Conjure Mistman
on  it.  Below  it  is  the

page,  next to a coin
purse and Soul Gem.

E+ Jiub/i Opus

(Page 7)

The BIack Chapel: After
climbing  down the
entrance steps from
Volkihar Ruins,  facing
northeast and walking
down  the  main  path,
the first building  you  see

on  your  right (east)  is
the Black Chapel.  Shoot
an arrow into each
turquoise orb so the bars
a"he chapel entrance
recede.  Then  climb to
the page  inside,  at the
foot of a chest,  nex"o a
dagger and coin  purse.

»  Jiub/s Opus
(Page 8)

Clue.f3TS.  DAWNGUARD SIDE QUESTS
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The Block Minster: After
stepping across the
barrier wall,  locate the
ruined  foundations with
four pathways off it.  Face
northwest and follow the

path as it winds around
to the  north.  Pass two
blc]ck  structures with

Master Crystals atop
them.  Ignore those,  and
instead  head  for the
largest structure on  the
northern edge of the Soul
Cairn.  lt has a stepped
entrance and a barred
opening  to the  right of
that.  Enter the Minster,
wandering the maze
of corridors  until you

Morven Stroud: Soul
Husk Merchant: After

you cross the barrier
wall,  tum  right (east)  and
wander to the remains of
a cart where a ghostly
trader named Morven
Stroud resides. The page
is on one of the barrels
close to  his cart.

>  Jiub/s Opus
(Ptige  ]0)



ife A Lqck of (qrlogrqphicql Eyidente
There are a  huge number of Wilderness  Encounters that can occur during

your adventures in  Skyrim  (a complete list can  be found on  page 682).
However, three of them  (Dawnguard Novice,  Dawnguard Outrider, and
Dawnguard Remains)  lead to this unmarked quest.

Like all Wilderness  Encounters, these three are also random,  so patience
is necessary (and the encounters may take a while to occur). These particular
encounters will occur only after you,ve completed  Dawnguard Main Quest:
The Bloodstone Chalice  (Vampires)  or Dawnguard Main Quest:  A New Order

(Dawnguard).

ln each case, you find a  member of the Dawnguard  (or what's  left of

c;/o    (

Cache  I :  "ln  Rorikstead,
in the pasture behind
Frosrfruit Inn."  Simple

ancl  direct.  This cache  is
hidden  between a fallen
log  clnd some large  rocks
in  the  pasture.

Tre  3+,±¢. £c-:,i:.-  7

sTryRIM

Cache 2:  "Near Stendarr,s  Shrine  in  the center of the tundra."  The shrine  in

question  is  Secondary  Location  [6.l]:  Shrine of Stendarr:  The Two  Pillars.  The
cache  is  up against the  rocks  just behind  the  shrine.

cket her for her orders  (which  reveal the Caches  in  Hiaalmarch,  the
nd Wnterhold)  and a Cache  Key.  You can  now search  for Wilderness

Caches 4, 5, and 6.  lf you don't take the Cache Key, the strongboxes are all
locked  [Expert].  The  last of the three Caches you  find contains  a  Scroll.

>   Dawnguard Orders: Saliah

>  Ddwnguard (qthe Key

GUESTS   DAWNGUARD SIDE  QUESTS
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Cache 5:  "Outside Nightgate  Inn,  at the foot of the pier.'' The cache  is  nestled
among the  rocks on the south side of the pier.

out in  the  middle of the  Karth  River.  lt requires a  short swim,  but ills  not hard
to find.
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PREREQUISITES: (omplete

Dawnguard Main  Quest: (hasing

Echoes
©   MINOR  SPOILERS

lNTERSECTING  QUESTS:  Dqwnguord Main  Quest: (hasing  Echoes,

Dqwnguord Main  Quest:  Beyond  Deqth

LO(ATIONS: Soul (oirn

(HARA(TERS: Arvqk, Soul

a  OBJECTIVES:  Find Arvok,s skull in the Soul  (qirn,   Relum Arvqk/s

Skull,  *Ouest names marked with this symbol do not appear in your

Quest Menu list, ollhough objectives may.

fty A Cool Deed foM Noble Steed

TIP      The extict iocatioms of the soul who once  rode Arwk amd Arvtlk/s

Skull ore shown in the Atlas on  page  986.  Dofl't forget to check

the map of the Soul  Cqim, too.

Among  the various oddities and general chcIOS that Pervades the Soul Cairn,
there are a couple of strange occurrences tied to a spectral steed  named
Arvak.  You  can:

Witness the spectral  horse galloping across the Soul Cairn  (as shown).  You,re
unable to  stop or interact with  him.  This  is a  \Mlderness  Special  Encounter:
Arvok (see page 682).

soul  into the Cairn  but fled  after they were

You can  encounter a
soul trapped  in the Soul
Cairn,  just  northeast
along  the path from the
first Boneman encounter
and  black chapel,  close
to the entry portal.  The
soul  pleacls with you to
find  my Arvak.w The

teed accompanied this
ed  by monsters. The soul

loves  his  horse dearly and wants his suffering  lo end.  Your quest updates.

a  OBJE(TIVE: Find Arvak/s skull in the Soul (oirn

The  horse's skull  is located on the direct route between the location of
Keepers  2 and  3.  NorthecISt Of the Second  Keeper's location,  look for a  small
tower with  an  altar inside.  This altar has Arvak's  Skull  on  it and  is guarded  by
Mistmen  (floating  apparitions of skeletal  blackness)  and  lightning.

>  Arvak's Skull

A  OBJE(TIVE: Relum Arvak's Skull

After you  retrieve the skull,  the soul you  met earlier appears in a small

graveyard  just northeast of the altar (look for the compass waypoint with the
Miscellaneous Objective active). The soul  is ecstatic, as he can sense thclt
Arvak's soul has been freed!  ln gratitude, the soul teaches you a spell that
causes Arvak to appear before you.

>  Summon Arvqk

now is to summon Arvak to aid you on your travels,  Select
Magic > Coniuration >  Summon Arvak,  and with enough Magicka, you are
able to conjure the  spectral  horse  in  The following  locations:

Skyrim  Exterior                   Blackreach                                   Forgotten Vale  Exterior

Soul Cairn                            Dayspring Canyon                  Solstheim

",    T[P       The crosshairs glow red ifArvGk Can,I beSummOned in ti

ptirtictiltir  tireti/.  move to  ti  more suitable  locale find iry  flgoin.

Arvak  is useful t© hove  ii you  prefer horses for travel and tombot,  wam io

goniure a  loytii  ha©as7 just before a  battle,  or wtint lo tmve! on  horseba(k

t!irough  areas ihee? Other  horses  aren't qb!e ic  reach  Arvok  is  espefiti!!y we!!

susiBed for moumed combo7 (see page  i 06);  since/  unlike other horses,  he

fesm/i be psrmanenily kiiied.  Simply cast the speii fo summon  him once agtiin.

_   ________I

OVERVIEW.   ARVAK THE  SPECTRAL STEED
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PREREQUISITES: Complete

Dqwnguord Main Quest: (hasing                     ©  MINOR SPOILERS

Echoes

lNTERSECTING  QUESTS: Downguqrd Main Quest: (hqsing  Echoes,

Dqwnguard Main  Ouesl:  Beyond  Deolh

LOCATIONS: Soul (oirn,  Foundation Altar,  Keeper's Altar,  Soul

Graveyard

(HARACTERS: None

[NEMIES: Bonemon, Mistmm, Wmthmon

a  OBJE(TIV[S: None

esng  NO"     Thisunmnrked

Dawngutird

quest is open to both factions.  lt becomes
uttessihle only ufler you enter the Soul Cairn

OuesI:  Beyond  Deflth.

ne> summoning Men of Bone, MisI' and Wmlh
Wthin  the Soul  Cairn,  three special Spell Tomes  have been  left by unknown
hands.  They provide coniuration  practitioners with everything  they need to
summon  their own  Bonemen, Mstmen, and Wrathmen to aid them  in  battle.
These spell  books can  be found at the following  locations:

Spell Tome: (oniure Boneman

Soul Graveyard: Once you've moved across the barrier wall,  head northwest
toward  the cluster of larger and  imposing  buildings in  the northeast corner
of the  Soul  Cairn.  Look for the  Black Minster  (the long  building  on  the north
horizon  with  a  floating  crystal  above  it).  To the  left (west)  of that,  close to
where Keeper  1  rests,  is a Soul Graveyard.  ln the middle is an  altar. The
Spell Tome rests on  the obsidian  plinth  below it.  Prepare for a Boneman
ambush  after you grab the book.

>   Spell Tome: (oniure Bonemon

Spell Tome: (oniure Wrqlhman

Keeper,s Alrdr: This is  located  in the southeast corner of the Soul Cairn,
along  the eastern  path  just past the tower where the second  Keeper resides,
between the Keeper's tower and the Reaper's  Lair.  Enter this small,  arched
structure,  and claim the Spell Tome from atop the altar.  Beware of a
Wrathman ambush once you take the tome.

>   Spell Tome: (oniure Wmthmqn

Spell Tome: (oniure Mistmon

Foundation Altar: SouthecISt Of the  Boneyard Citadel and northeast of Arvakls
kull  is a stepped  area  leading  to an open altar, close lo the perimeter
arrier  (to the east) and  iusl east of the teleport to Keeper 3,  Beware of

Bonemen  guarding  this altar, which  has the  Spell Tome:  Conjure Mistman
on  it.  Below it isJiub,s Opus  (page 7),  next to a coin  purse clnd Soul Gem,
Watch for a Mistman  ambush  after the book has been swiped.

>   Spell Tome: (oniure Mistmon

Poslquesl Activities
You  can  read  all  three  books  regardless of your Coniuration  Skill  level.  lf

you  have enough  skill or Magicka to cast these spells, you can summon  the
denizens of the Soul Cairn to fight for you as your adventure continues.
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PREREQUISITES: (omplete

Downguord Main Quest:  Chasing

E(hoes

<es___I_''''__I::''_I  I  +::\==::i:::::==:g»  3

©   MINOR SPOILERS

lNTERSECTING QUESTS: Downguord Main  Quest: (hasing  Echoes/

Dawnguord Main Ouesl..  Beyond Death

LO(ATlONS: Soul (aim,  Block Temple/  Keeper,s (qstle/  Obsidian  Hall,

Reaper/s Ldir

{HARA(T[RS: None

ENEMIES: Boneman,  Mistmon,  Reaper/ Wrathmqn

a  OBl[{TIVES: None

is quest is open to both fa#ions. Il her

u enter rfue Soul [qim tis pnrt of Bawnguard

Although every effort hog been mti

ent, it is well worth Con

(page  986), which (urtogmp

ife lniliqI Preparations
During your exploration  of the Soul Cairn,  you  may chance  upon cI  Reaper
Gem  Fragment. This is the only clue you have to the existence of something
strangely terrifying  that you  can  conjure to face  in  this  realm  (aside from  the
other oddities and foes to encounter).

ne» Reaper ¬em Gqlhering: Three Fragments of Power
What follows is a description  of where each of the three  Reaper Gem  Fragments are located. They are listed from one to three,  although you don't need  to find
them  in  that order.  ln  each  case,  three  pictures are  shown:  They reveal  the  location  from  cl  distance,  aS you Close in  On  the  location,  and  finally at the  location
itself.  Each  location  is also  named.  The names are  references to the Atlas section  only (they don,I appear on your local  map).  Check the compass direction on
each  picture so you  know from which direction  to approach.

Reaper Fragments:  First Lo(qtion

The Keeper/s Castle:
If you're completing
Dawnguard Main Quest:
Beyond  Death,  cross the
barrier wall  and  turn  left

(northwest).  Cross the
undulating  ground  until

you  reach  the fortification
where the first Keeper
resides.  Or,  if you've  met

Valerica and are starting your search  for Keepers to fight,  simply trek from
the  Boneyard  to the first Keeper  (as detailed  in  the quest).  After fighting  the
Keeper  in the courtyard,  turn  left (southwest).  Fire an  clrrOW Or bolt through
each of the turquoise orbs to release the gate ahead of you.  This leads to an
outer courtyard of standing stones,  an  Ideal Master Crystal that burns away
at you/  and  a chest.  Retrieve the Fragment from the chest.

>   Reaper Gem Fragrmenl (I/3)

"AIN!NS                     THE  INVENTORY

Reaper Fmgmenls: Second Lo(qtion

e

The Obsidian Hall: South
of the Boneyard  is a
very large ruin,  with
huge walled  sides.  lr
is directly north  of the
second  Keeper location.
Head around to the large
opening and face north,
wander inside  (defeating
any foes that appear),

small,  circular teleport in  the  smaller courtyard.  You,re
transported to the upper roof (rather than the  roof section you can  reach via
the nearby steps), where an  Ideal Master Crystal  hovers over a chest to the
south.  Grab the Fragments from the chest. Then carefully drop to the lower
rooftop and escape.

>  Retiper ©em fragment (2/3)

DARK CONjURATIONS       (DON'T FEAR)  THE  REAPER
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Reaper Fragments: Third  Location

The Black Temple:  North
of Arvak's Skull  and

just west of the floating
citadel where the third
Keeper is stationed  is a
medium-sized  blocklike
temple  structure with
an  Ideal Master Crystal
hovering above the roof.
The structure  is at the

base of the  hill  on which  the  Boneyard  is  located.  Enter the  building,  look
for the open  doorway to the right (north),  and climb the steps to the roof.  An
Ideal Master Crystal  hovers over a chest to the south. Take the Fragments
from the chest and retrace your steps.

Quest (onclusion

Reaper,s LaJ'r: lourney to
the Soul Cairn,s southeast
corner, east of the second
Keeper,s residence/
and  inspect the black
structure.  Look south  for
the imposing doors and
enter the building.  Step
forward to the Reaper
Shard  Receptacle;  insert

the Soul  Fragments you,ve collected  into this altar.  With  clll  Of the Fragments

placed,  a  Reaper Gem  is fused together.  Moments  later, the Reaper is
summoned!

This ghostly stuff of nightmares  is a  hooded  shadow armed with a
massive axe.  His glowing  red eyes stare through you, and  he's  immedl'ately
hostile,  as are the Bonemen  minions that also appear. The first part of combat
must include dodging the disgusting vomit he sprays across the chamber.
Failure to  step out of the flying  acid  results  in  some  nasty damage.

Hopefully the Reaper will  become preoccupied with  slaying  Serana,
allowing you to attack from a different direction.  Dodge or block those heavy
axe  swipes,  and whittle down  the  Reaper's  health  until  he falters  and  finally
falls.  Search  his Ghastly Remains for your rewc]rd.

i76
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>  Black Soul Gem (3)

Poslquest Activities
Don,I let the  Reaper  haunt your  nightmares.

¬jLIEST:i,  DAWNGuARD REGIONAL ACTIVITIES:  SOUL CAIRN
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PREREQUISITES: (omplete

Downguord Main Quest: (hqsing

Echoes

¬yy     -                _     I         --_T___ffap

©   MINOR SPOILERS

lNTERSECTING QUESTS:  Dawnguurd Main  Quest: (hosing  Echoes/

Dqwnguurd Main Quest:  Beyond Deqlh

LOCATIONS:  Husk  Pasture,  Morven Stroud: Soul  Husk Merchant,  Soul

(qirn

CHARA(TERS: Morven Slroud

ENEMIES:  Nolle

A   OBJECTIVES: Nome

B> Husk Hunting for Morven
Located to the east of
the  main  path  through
the  Soul  Cairn,  just after

you,ve stepped across
the  barrier wall,  is  the

soul  of a  merchant
named Morven  Stroud.
He,s one of the few
souls who can  hold a
conversation  with you.

Begin to talk, and you,ll discover Morven wound  up  here after he sold an
item with suspect ingredients to a  necromancer coven.  Morven was once a
highly respected trader in  High  Rock (at least,  according  to Morven,  he was),
but now he waits here.  Eternally.  Offer to pass the time by collecting  the only
item  he wants:  Soul  Husks.  Return with  25  of them,  and you  can  rummage
through  what he  has  left on  his cclrt.

You  may  now  begin  collecting  Soul  Husks throughout the Soul  Cairn  (as  this
is the only place where they grow).  You  ccln  find  them  in  Chests Or growing
in  clusters.  The  largest concentration  of them  is  in  the Husk  Pasture  (shown).

When you have 25, return to Morven, and you're able to "purchase" one of
the following  (which  is a  random  leveled  item of the type you  select):

Asword  (25  Husks)          Lightarmor  (25  Husks)               ASpell  Tome  (25

Abattleaxe  (25                  Heavyarmor  (25  Husks)           Husks)
Husks)

Or you can  keep your Soul  Husks,  as Valerica also  makes use of them

(see  Regional Activity:  Valerica,s Concoction).

F!gr        Sousi  Husks  erFTe  fflCiueriiy  edible  tiffid  eeFe  fOulld  im  your  Food  mefiu'

For  tem  se¬©mds/  yeti  gffim  1 ®  pereemi  Mffigic  Resistffm¬e  afld  tire

protecfeed  from  Sc«i  ELrffiirm  effects  im  the  Soul  (aeirn.

Postquest Activities

You can continue to collect Soul  Husks and exchange them for goods.

PREREQUISITES: (omplete

Downguord Main Ouesl:

Beyond  Deolh

©   MINOR SPOILERS

lNTERSECTING QUESTS: Downguard Maim  Ouesl:  Beyond  Death

LOCATIONS.. Soul Cairn, The Boneyard

CHARA(TERS: Valerico

ENEMIES: Ideal Mosler (ryslal

A  OBJE(TIVES: None

I                                 I      .               ".          I    l'            I        I                  I.     I       .       I       .         I,    I
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RE* Hunting Husks for VIlericu

Once you,ve helpe Volerica,  claimed the  Elder Scroll,  and  have no further
critical objectives to accomplish, you can  speak to her again. Among the
topics of conversation, you can  request her help in dealing with the crystals
around these ports. The crystals  in question  greatly drain you ancl can  make
life difficult when you're exploring.  Valerica  has spent decades perfecting
an extract that increases the potency of Soul  Husks.  lf you  bring  five of these
Husks to her,  she,d  be happy to provide you with some.

(DON'T FEAR)  THE  REAPER      THE  SOUL  HUSK MERCHANT
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you  may  now  begin  collecting  Soul  Husks throughout the Soul  Cairn  (as this
is the only place where they grow).  You can find them  in chests or growing
in  clusters  (shown).  The  largest concentration  of them  is  in  the  Husk Pasture.
When you  have five,  return to Valerica, who prepares and  hands you the
concoction.

>   Soul Husk Extrti¬l

Postquest Activities

valerica continues to  make soul  Husk Extract for as long as you  return with
Soul  Husks.  Once she  leaves the  Soul  Cairn  (as  part of Postquest Activity..
valerica,s  Return*;  see  page 552),  this option  is  no  longer c)vailable.

PREREQUISITES: Complete

Downguord Main Quest:  Chasing

E(hoes

<i-:        _     I        ,_    __               I_E>

©   MINOR SPOILERS

INTERSE(TING QUESTS:  Dowmguord Main  Ouesl:  Chasing  Echoes,

Dawnguord Main  Quest:  Beyond  Death

LO(ATIONS: Soul (aim

(lIARA(T[RS: Volerico

ENEMIES:  None

a   OBJECTIVES:  Retrieve the Soul  Essence Gem

Tf_¬   5;i_,``ie-~ Sc_-e|:a   `'

s__FVRT-ri

Once you,ve met (and freed) Valerica,  you can  speak with  her about your
current condition. Valerica  informs you that part of your soul  is trapped  here,
and she,s already found out where  it is-  She points this out to you,  and your

(Miscellaneous) quest updates:

a  OBJECTIVE:  Retrieve the Soul  Essence Gem

I TARGET: Soul  Essence Gem, inside a [rqndom] chest

Flag  the Miscellaneous Objective so that the location of the Soul  Essence
Gem appears on your compass,  then follow it to the location shown.  This
is likely to be a chest under one of the  Ideal Master Crystals,  but the exact
location varies.  Open  the chest in  question,  clnd  quickly remove the Soul
Essence Gem  (Full).  Your statistics  now  recover to their pre-soul-trapped  levels.

>   Soul Essence Gem (Full)

rJL!ESTt3   REGIONAL ACTIVITIES:  SOUL CAIRN AND  FORGOTTEN VALE
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ife Initial Prepqrqlions
To activate this  unmarked  quest  (which  is  iust a

Miscellaneous Objective once you find the first book),
simply find one of the four Ancient Falmer Tomes

(as  shown,  cllSO known aS  "Unknown  Books")  in  the
Forgotten Vale.  These can  be found  in any order,
and  not all Qf them  need  to be found.  However, you

receive  1,COO gold for each  book you find,  so this  is
ell worth your time.

a  OBJECTIVE:  Bring Ancient Folmer Tomes to  Urqg gro-Shub

I TARGET:  unknown  Books I/  ll/  Ill, and  lV,  Forgotten Vale

I TARGET: brag gro-Snub, Arcanaeum,  (allege of Winterhold

ifelome Gathering: Four Books Forgollen
ln this section, we tell you where each  of the  books are located.  They are
listed  in  numerical order,  although you won't find them  in  that order without
some backtracking through  the Forgotten Vale.  ln each case,  a  picture of
each  loccltiOn  iS Shown,  and each  location  iS also  named:  The names are
references  to the AllcIS Section Only  (they don,t appear On your  local  map).
Check the compass on each  picture so you  know from which  direction to
approach.

Snow Lake Enlronce: The Sprawled Skeleton: When you reach the snovy hill
and the Forgotten Vale lake,  head south  down the slope toward the water,s
edge.  Along theway, you,ll  spot a skeletal corpse sprawled over a chest.
Close to the chest is the  book and  a  coin  purse.  This  is  usually the first book

you,ll  find.

>    ELjffikm®wm  B®®k,  V®i.  I

cliffs area  that you  traverse before reaching the Glacial Crevice. The Frost
Giant lives  by a  shclllOW Cave  high  above the  main  river fissure,  Off a  Circular
Falmer path  (see  page  1001 ).  Slay this foe and claim the Emerald Paragon
from  its corpse. Then  (usually after completing  the Dawnguard Main Quest)

journey to the  Paragon Portal  Platform  (see page  1 OOO), close to the second
Frost Giant,s location,  clnd  insert the  Emerald  Paragon.  You emerge
Upper Falls Overlook,  high above the Frozen  Lake and close to the
Balcony.  Head to the waterfall's edge and  look right (east).  The  book is by
some arrows,  a bow,  cI Chest,  and a  Skeleton. This is  usually the last book

you,ll  find.

>   UmELmrewm  B®®k,  V®!.  I!



Unknown Book, VoI.  Ill

the  northern  Falmer cliffs,Falmer Hut, Dead-End Ledge: Journey across
the area you  must traverse before  reaching the Glacial Crevice.  On your
descent, with the river below you and  the Glacial Crevice to the south,  head

oss a  couple of bridges  (one Falmer-made and the other natural).  There,s
almer  Hutwith  a  mammoth  skull  adorning  it.  The  book  is  on  a  table  inside

the  hut,  near some  potions and other trinkets.  This  is  usually the  second  book

you,ll  find.

>   EjHkm®Wm Book, Vo"!l

Unknown BooWol.
Falmer Hut, the Folmer
Fissure: After emerging
from  the Glacial Creviee,
enter the  Falmer  Fissure,
and fight your way to
the second  part of this
location,  with  four huts
to ransack and a group
of Chaurus  Hunter
Fledglings to  remove
from their nests below.  Be sure to check the hut on  the
area,s far eastern end; the Unknown  Book is  here on a table  near potions
and  a  Falmer chest,  just before you drop down  and enter the sloping tunnel
to  the  south.  This  is  usually the  third  book you,ll  find.

B>    EEmELEN®Wm  Book,  Vol.  IV

Quest (onclusion
When you  have one or more of these tomes, visit the College of Wnterhold
and  seek out Urag gro-Snub  in  the Arcanaeum.  Ask him  if he has any interest
in ancient Falmer tomes,  and  he agrees fo  purchase them from you for  I ,OOO

gold,  plus a  translated  version of the  book.  Collect all  four for the following
rewards:

>   I,000 g®lti (per book)

>   Thae Betreryed (lramslaled version oI VoI. I)

>   J®usFffltil ®f MirliI Angolh  (lranslaled version of Voi.  ll)

>   BiaFy ®f Faire Agarwen (lranslaled version of Vo!. Ill)

>  Touching ghe Sky (lrtinslaled version of Vol. lV)

Postquest Activities

Return to Urag gro-Shub if you  missed any books,  until you've found and sold
all  four and  pocketed  the translated copy and your "finder,s fee.

PREREQUISITES: Complete

Dtiwnguqrd Main  Quest:  Unseen

Visions

<i:i=i-,_-_-,___-__i_i:::P
©   MINOR SPOILERS

INTERSECTING  QUESTS:  Dawngutird Main Ouesl:  Unseen Visions,

Downguord Main  Ouesl: Touching the Sky

LOCATIONS:  Forgottem Vale Dorkfall Grotto (Poragom  Portal),

Forgotten Vole  Forest (Pomgon  Portal),  Forgotten Vale Overlook

(Pqrqgon  Portal),  Frost Giant Loir,  Folmer (lifts:  (irtulqr  Falmer

Path/  Inner Somtum,  Lower Ltike,  North  Falmer Fissure,  Paragon

Portal  Platform,  GIG(iol  (revile (Paragon  Portal),  Inner Sanctum

(Pomgom  Porttil)

(HARA(TERS: None

ENEMIES:  Falmer,  Frost Giant,  Frost Troll

a  OBJE(TIVES: None

Tf_a   ¬f_c`ie_- gcrc.JiiS   'y
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throughow"he Vale are shallow cave
huge and sinevy beasts each carry a
of this task Other all of the Paragons- The second

ragOnS at a special Portal, which can transport
ise-inaccessible parts of the Vale.  Collect as  many (or as

This task requires  little  preparation,.  in fact,  it is  recommended th
undertake it during  Dawnguard Main Quest: Touching the Sky/  as all  a
Frost Giant locations are close to the  route you take through  Forgotten Vale.
This is an  unmarked quest,  so there are  no objectives to watch  for.

ln the following  section, we describe where each of the Frost Giants are
located.  They are listed one to five, although you can  face them  in any order

you choose.  ln each case,  a  picture of the location  is shown,  along with  its
name: The names are references lo the Atlas section only (they don,I appear
on your local  map).  Check the compass on each  picture so you  know from
which direction  to approach.

hen  facing  a  Frost Giant in  combat,  utilize the techniques you
"sly employed  when  fighting  Giants.  Beware of the  Frost Giants'  club

smash, which  is devastating'  and don't get caught in the rocky terrain!  lt
is wise to fire on  these foes from a distance or let Serana  (or any Armored
Trolls,  Huskies,  or Death  Hounds you,ve coaxed along with you)  take the
brunt of the  hurting.

tlJESTS.  REGIONAL ACTIVmES:  FORGOTTEN  VALE
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giv purl I.. ¬iqnr Killer-A Fro

Frost 6itlnl I

Frost Giant Lair (fewer
Lake): From the entrance
to the lower lake (where
the first Unknown  Book
is located,  just after the
ba«le with the Frostbite
Spiders),  turn  right

(northwest) and work
your way to the lake,s
northwest end. The Frost Giant is close to a waterfall,
in a shallow cave. There's a snovy path northwest of
here.  Claim the Amethyst Paragon  from  its corpse.

>  Amethyst PaF«gCn

Frost Giant 2

Frost Gitlnt 3

Frost Gionl hair (Falmer
Cliffs-Circular Falmer
Path): At the flapping
banner marking the
upper entrance to
Sharpslope Cave,  head
southeast, down to a
rickety bridge with a
hut aHhe far enc].  Then
climb the steep rocky path to the northeast.  At the
top  is a  circular  path  to the  right  (south)  le
counterclockwise past the shallow cave w
Frost Giant to face. Watch your step, as
is precarious!  Loot the Emerald Paragon from the
dead giant.

Ferid  PtiFtig®m

Frost Giant Lair (North Folmer Fissure):  Having  just
navigated through the Glacial Crevice,  enter the
Falmer Fissure  (a  set of narrow crags where the
Falmer have constructed  numerous bridge pathways).
Inspect the path  leading  north,  past a  bone rope and
up through a gate to a steep ravine with  a  Frost Giant
tending  lo  his  bone collection  at the top.  SIay him,  and  claim  his  Diamond
Paragon.

>    E)icarm®ffidi  Pca#ceg®ffi

Frost Gitlnt 5

Now investigclfe the secret passage you,ve found,.  it leads to an  ice cave
where you  face the fifth  and final  Frost Giant.  Claim the  Ruby Paragon  from
its corpse before activating a  second altar in the northern wall,  Place the
Ewer on the altar to access a  second,  smaller hidden chamber with a chest
and a variety of potions and  Elven Arrows.  Check the entire area for skelet
remains and other items;  then  return to the first secret cloor,  placing the Ewe
on the side altar (grab it again  afterward!) and  stepping  back through
the main temple entrance.

fa   ffiayfry  P«Ferg®m

ANCIENT FALMER TOMES      IARAGONS OF THE  FROST GIANTS
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giv pqrT 2: The Really Forgotten Vole

With one or more  Paragons  in your possession,  return  to the site where you
defeated the second  Frost Giant and claimed  the Sapphire Paragon  (by the
rushing  river and  two waterfalls).  Look for this  partially ruined  Paragon  Portal
i)latform  (pictured). Activate the  Paragon  Socket,  and  insert the  Paragon
of your choice. The structure glows,  and  an  archway to an otherwise-
inaccessible part of the  Forgotten Vale becomes accessible.  Step on  through
lo the following  areas:

Amethyst Pqrogon

Dorkfall Grotto (Paragon Porrdl): You're teleported to a  high
overlooking the waterfall that leads  (after some enforced  swimming
Darkfall  Grotto.  Search  the area for a chest and  potion.  You can dive
water below or use the  parclgOn  arch  tO Safely

>   ¬itesE  cafid  P®!S®m

Sapphire Porqgon

back.

582
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Emerald  Pdrogon
Forgotten Vclle Civerlook

(Paragon Portal): You
emerge a"he highest

point in  the  Forgotten
Vale-cl  rushing
river tumbling  from  a

waterfall,  Follow the
river downstream,  to
the edge of a second
waterfall.  Don,I fall  lo your death  here,.  instead, gaze out across the  Frozen
Lake  (weather  permitting)  and  check out Auriel's  Chapel  Balcony  (which can,I
be reached  either).  Look east toward a  small  pillar ruin,  a skeleton,  a chest,
arrows,  a  bow,  and an  unknown  Book (part of Regional Activity:  Forgotten
Vale:  Ancient  Falmer Tomes).*

>   ¬haesE, Arrows, qmd Bow        >   Unknown Book, Vo!. !I

Diamond  Pqrqgon

GlcICial Crevice

(Paragon Portal): You,re
transported to a  small,
high  ledge near the
ceiling  of the Glacial
Crevice.  Aside from  a
dangerous  jump-off,
there,s  a  single chest
to ransack before you
return.

>   ¬ha©sg

Ruby Paragon

leads to a  Frost Troll den.  To the southwest,  a  powerful  Falmer clad  in  fancy
armor  is finishing  off the  Frost Troll threat before turning  his attention  to you.
Face the Falmer Warmonger in battle,  and once you  best him,  peel off his
armor ancl clclim  the legendary artifact he was carrying:  Auriel,s  Shield.  This
is a fine  prize!

>   Fca!rmer Hardened Armor           >   Auriel's Shield

fr   Fca!REer #tirdened  Helm

Quest Conclusion
Slay any Frost Giants you  may have missed,  and fully investigate all five
hidden  areas to complete this quest.

Poslquesl Activities
The Ruby Paragon  leads you to a  location where you  have the most to

gain,  as Auriel,s Shield  is an  exceptional  item.  Remember you  can  sell  the
Paragons you don,I want or need anymore,  or you can display them  in your
home as a  memento of this task.

¬stuESTS   REGIONAL ACTIVITIES:  FORGOTTEN  VALE
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DRAGONBORN QUESTS

A new power - an ancient,  creeping  terror - is graduallyenveloping the  island of Solstheim off the coast of Morrowind.  For it seems the long-forgotten  tombs
and sacred stones are resonating;  grasped firmly by the machinations of the first Dragonborn:  Scholars tell of a  priest named Miraak,  who served the dragons
with a group of powerful acolytes,  before finally turning against his dragon  masters,  and finding  new strength and  knowledge under the yoke of the  Daedric
Prince  Hermaeus Mora.  Miraak  is demonstrating  his  fortitude  by siphoning the  island/s All-Maker Stones,  and  enslaving  its  inhabitants.  As  his  power grows,  he
has even  sent his followers  into the provinces of Skyrim  in search  of the ,false,  Dragonborn,  the only one who may be capable of stopping  his  return.

OT[      (res"eferen(img: Would you like to se

rooms of mats in evsry locfli'Ean during

guide/a Solstheim Atltis.

ife Rqyen Rock

nd  le«rn  more tibout The

uesls? Then (Toss-reference i

itemgy follec?ihles,  crtifring tirgtis,  and other important

the irlformalion  oil that locfltion (omained in this

Raven  Rock  is a  settlement located  in  the  remains  of the  Hirstaang  Forest.  lt,s  situated  strategically in  a  small  cove On  the SOUthern  end  Of Solstheim.  ln  Raven
Rock,s glory days,  a  pair of large docks  iutted Out into the cove, Which  Provided access tO the Cargo Ships the  East Empire Company needed to send ebony
out of and bring  supplies into the colony.  Now,  only a single rickety dock remains. The eastern end of the city is dominated  by the Bulwark,  a  massive stone
fortification  used  to defend  the town.  A long,  tall  cliff protects the town,s  northern  side,  sheltering  it from  Solstheim,s  harsh  conditions.  Ever since  Red Mountain,s

eruption,  the once-lush  pine forest has been transformed  into ash waste.  The Bulwark now serves as a different kind of barrier-Protecting  Raven  Rock/a
inhabitants from ash  storms.

g;i¥ Tel RAilhryn

Frostmoth.  lt has a  class c
Dominated  by the Telvami  tower along  the  island,s  southem  COaSt,  this  Dunmeri  settlement sits a  little east of the  ruins  Of Fort/r    I                              I     ,~                   IlJuHHHult=u  uy  lllC   lelYu"u  n""+I   \*r\/"i:J  "",  .-.-"-  -  ---'''_I   '  ---__/

mushroom shape, with a fungal  growth  ho"owed out into a top floor a_nd a  stalk holding  it up off the ground.  Currently,  one section of il appears to  be withered
and dying.  Al the base of the stalk are bulbous growths that form Secondary bu.IldingS. fel Mithryn is home to Neloth,  a Telvanni wizard who survived the  Red
year of wardenfell.  Neloth  hoe been experimenting with the ash and Other debris,  Such  aS  heart Stones,  from the eruption Of Red Mountain.  He has nlultiPle

goals,  but a" of them  involve refuming to wardenfell and  becoming Arch-Mage,  although sometimes  it just looks like accumulating  power for power,!I Sake.

GENERAL OVERVIEW IMPORTANT LOCATIONS
_._..,ri-.,-..___,.,-...--,,,-  -,-,.-----     ---.-¢          583

t,i

TF? ,-A+".,i i NC3                           THE  i i,j'VENTC)RY "E  SEST!ARY            S rJlj=<grg                      ATLAS  OF  SKYRLiv\                      APPENDICES  ANr.i  INDEX



fty Skqql Village

trees and  low scrub. There  is  no real economy here,  as
ul\uul   YI||u±JC  IO  l\/\-\*|\~\+  \*|\~||tJ  ...v  I  v|----   ----.'

money has  "tile value to the  self-sufficient Skaal.  Hunting  is the  main  source'of sustenance,  aS ;he  Horkers on  the  northern  coast and  nearby Lake  Fialding are
relative easy and  lucrative prey.  More adventurous Skeal  seek the elusive Snow Wolf or Snow Bear, whose pelts are highly valued among their People.

negiv The All.Maker Stones

skaal village  is located along the Felsaad Coast. The terrain  is flat but rocky and dotted with  Pine

The animistic Skaal  hold these ancient carved stones to be evidence of their deity,  part of a  simple cosmology in which the All-Maker created all  matter and the
world.  while these notions may seem  primitive to Nords of Skyrim,  the  magic that courses through these stones is very real-so  much so that Miraak seeks to
siphon  it and  has tainted  them with  evil,  compelling  the weaker-willed  people of Solstheim  into constructing  strange arched  shrines for this  purpose.

ife Temple of miraak

ln the distant past,  one of the great temples of the  Dragon Cult stood atop Solstheim,s central  mountains.  lt was destroyed  by the dragons long ago,  in the war
fought over Miraak/s  betrayal,  and forgotten.  Now  it is the site of the Tree Stone,  one of the five All-Maker Stones sacred fo the Skaal  people.  But a  new temple
is  rising,  with  strange arches and an ornate.  Its architects are the ordinary people of Solstheim, who have unknowingly fallen  under the control of Miraak.

ife N{hqrdqk

WarVen city of Nchardak was built on a  series of platforms extending out into the Sea of Ghosts. Thousands of years of disuse,  and the cataclysmic  Red
Year,  have decl.mated the ruin,  causing  most of it to sink into the sea.  Only the tops of a few towers and the walkways connecting  them still  rise above the
waterline.  Many are tilted at precarious angles or have been  ruined entirely,  but a few,  such as the domed  Reading  Room,  remain  intact.
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EN, Apocrypha

Amid  a  black ocean filled  with  writhing  tentacles  lies the endless  library of forbidden  knowledge.  This  realm of Oblivion  is the domain  of Hermaeus Mora.
Blackeovered  books adorn every edifice.  Pages flitter as if pulled  by invisible string. And grotesque creatures malformed  by Mora  stalk the constantly
elongating  and  retracting  halls,  feeding off the ghosts of those seeking  knowledge. The laws of the mortal world  hold  no  power here.

ifefty Fred (rag-Strider
Frea  is the daughter of Storn  Crag-Strider. When
Miraak began to seize control of Solslheim,  she was
with  her father and was  protected from Miraak's  mind
control.  Her friends were not so fortunate and  haven't
been  seen  in quite some time.  While her father focused
on  protecting the village,  she devised a way to make
that protection  portable so that she could attempt to
find out what has  happened. With a  special  talisman to
keep her safe,  she,s made it to the top of the strange temple  in the center of
Solstheim,  looking  for answers.

magic.  At the last moment,  Storn was able to shield
the  remaining  few of his  people from  this  spell,  but it is taking  all of his
concentration  to maintain the barrier,  and  he can,I keep  it up forever.

ife storm (rag.Strider
slorn  is the skaal  shamc]n,  the  spiritual  adviser to the
tribe.  stoic and  patient,  the Skaal  look to  him  in  times of
c]ifficulty for guidance and  comfort.  He communes with
the land and calls upon the power of the All-Maker,  the
creator and  sustainer,  to protect them.  Times  have grown
harder of late, and  now his people have been shattered
by the loss of most of the tribe to some unknown dark

ife Nelolh
Master Neloth  is The Telvanni wizard who dwells  in
Tel  Mthryn.  Neloth  seems to hc]ve difficultly with the
concept that other people matter.  He  judges their health
and well-being solely based on  his personal comfort
and  needs. That said,  he  is no fool.  He recognizes

power and that power in others must be respected.
At this  point in  his  life,  he  has given  up  kidnapping
women.  He claims that it no  longer  interests  him.  Once

you,ye kidnapped  someone, you  have to put up with their whining and
complaining.  lt  lust  ism,I worth  it.

ife miraak
Mraak was the first Dragonborn.  His clestiny may have
been to defeat Alduin  bcICk in the Mythic Era,  but he
chose a different path:  to use his Dragonbom abilities to

gain  power for himself.  originally a  dragon  priest,  he
was seduced by Hermaeus Mora and secretly became
his clisciple.  He gathered a cult to Hermaeus Mora at
his temple on  Solstheim.

Eventually,  the other clragon  priests discovered Miraak's  heresy and  led
a crusade against him.  He was defeated,  his followers killed or scattered,
and his temple razed.  But Mraak was able to escape into Hermaeus Mora,s
realm of Apocrypha, where he has been growing  in  knowledge and power
over the centuries while  he waited  for a chance to return.

ife Hermqeus Morq
Hermaeus Mora  is the Daedric  Prince of Knowledge,  he
who scryes the tides of Fclte,  Weaving  his Way through
the  past and  future.  Always  lurking'  he  is the void
and the ever-seeing eyes.  He  resides ever)^^/here and
nowhere but takes glee in tormenting  mortals from  his
realm  in oblivion,  the plane called Apocrypha,  where
the  infinite  pages of countless  books containing  all
forbidden  knowledge are found.

There are a total of seven  Dragonborn Main Quests.  Aside from Cleansing
the stones,  which  must be completed after The Fate of the Skaal  but before
the conclusion of The Gardener of Men,  each quest leads directly into the
next,  as shown  in  the Following table:

Complete Main Quest: The Way of the Voice

Complete  Drogonbom  Main  Quest:

Drogonborn

Complete  Drogonborn Main  Quest The Temple

of Mirook

Drogonborn  Main  Quest:  Cleansing

the Stones

Complete  Drogonborn  Main  Quest: The  Fate

of the  Skoql

Drogonbom Main Quest: The  Path of

Drogonborn  Main  Quest:  The

Gardener of Men

Drogonborn  Main  Quest:  At the

Summit of Apocrypho

(omplete Drogonborn Main Quest: The Fate

of the Skool

(omplete  Drogonborn Main Quest: The  Path

of Knowledge.  You  must also  complete

Drqqonborn  Main  Quest:  Cleansing  the Stones

Complete  Drogonborn  Main  Quest:  The

Gardener of Men

IMPORTANT LOCATIONS      IMPORTANT CHARACTERS      AVAILABLE QUESTS
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pR[REQUISITES: (omplete Main Quest: The Way of the Voice

INTERSECTING  QUESTS: Main Quest: The Way of the Voice/  Main

Quest: The  Horn of Jurgen Windculler/  Dragonborn Main Quest: The

Temple of Mirqak

LO(ATlONS:  Earth Stone,  High  Hrothgor,  Rtiven  Rock, Temple of

Mimak, Windhelm,  Northern Maiden, Windhelm  Docks

(HARA(TEDS: Adril Arano,  Free,  Giqlund Salt-Sage,  Neloth

ENEMIES:  (ulTist

A  OBJE(TIVES:  Find out who sent the Cullists/  Read (ultisls/  Orders,

Tmvel to Solstheim/ Seurch for information tibout Miraqk/  lnvesligote

the shrine,  Reach the Temple of Mirotlk

ife (aIIed lo SolsI

After your initial  meeting
with the Greybeards of
High  Hrothgar,  unseen
forces begin to conspire
against you. To catch

your first glimpse of your
new and  threatening
foes,  head to any town
or city once Main  Quest:
The  Horn  ofJurgen
Windcaller  begins.  ln  this example,  your stroll

disrupted.

Enter any settlement and the regular iocularily with the town guards is
silenced  by the arrival of two strange figures wearing distinctively odd  masks
and  clothing.  One of the Cultists challenges you  (heacl  to another settlement  if
no challengers present themselves),  mocking your supposed status as the true
Dragonborn!  Apparently,  Lord Miraak is soon to appear,  and you are but his
shadow!  The  two Cultists then  attack.  Slay  both  of them,  with or without the
help  of the townsfolk.
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Once the fracas ends,
inspec"he corpses of
the  Cultists.  Pick  up  the

piece of paper marked"cullists'  Orders,'' which

seems to be a  missive
from a  Lord Miraak to
his  two  minions,  urging

them  to  find  and  kill  you.

There,s also a  clue to
their  method  of travel.  you  must retrace their  steps  by seeking  out the ship the
Northem Mc".c/en,  docked at Windhelm.

>   ¬EB!#iSEs,  Orders

)  OBJECTIVE: Read (ultists/ Orders

a  OBJECTIVE: Travel to Solstheim

I  TARGET: Giolund Salt-Sage,  IVorwhem Ma/'defl, Windhelm  Docks

RE AIhoard lhe Nonhem Maiden

\                                                            `
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A  OBJECTIVE: Sear(h for information about Miraqk

I  TARGET: Adril Arono,  Raven  Ro(k do(ks
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RE:ng, Rumors uI Raven Rock

him  if you want,  but it,s  better to listen to what he has to say.  He wants to
know your  intentions.  You can:

Be as secretive as you  like and  investigate by speaking to other townsfolk.

Better yet, you can eke out some information from  him,. tell  him you,re
looking  for Mirclak.  Initially/  he Shrugs Off your question  and  makes  Sure

you  know that House Redoran of Morrowind  runs this sovereign territory.
Ask him about Miraak again,  and  he stops to think.  He,s sure  he doesn,I
know the name but reckons il may have something lo do with  the Earth
Stone  nestled  on  the  high  ground  just outside of town.  After he  imparts this
bit of information,  you can  quiz  him  about his suspicions  regarding  visitors
and  learn  more about the town of Raven  Rock.

A  OBJE(TIVE: lnvestigqle the shrine

t TARGET: Neloth, a"he Earth Shrine

oroughfare, Thor
are numerous merchants
and other buildings of
interest to check out (the
Atlas on page  1037
has all  this  information),

but aside from extra
actMties, you have a few
options.  You  can:

Talk to the townspeople of Raven  Rock.  There are  many to choose from,
and they offer you variations on one of three pieces of information:

That Miraak sounds familiar,  but the person can,I remember why.

That the  name has some connection to the shrine at the  Earth  Stone.

That this entity conjures up  images of a  temple  near the  middle of this
island.

Ignore the townspeople and  head directly to the Temple of Miraa

you,re feeling antisocial or haven,I the time for pleasantries.

HiFTi          Asit  fffa©us?  Mirenffik  wit©se  sp©exhaimg  F®  ©i®vsgr  Merii©ffy  Ele©

b!esgitsmiih;  fineffi  teriRE  E©   Bifeyies  A!®r,  ar  m®gr£REfflmi  ®F  geueeFcai

g®®di3.  ¥®as'!i   gregeiVe  ene®ueg!re   imf®FTrmusti©m  *ff  ifeyPesSS  *ifee  ViSi?  i©  iine   EasF#ife

Shaffim©  ffimti  heeffidi  sigtiigfuf?a  en  #ferasFTge  tSrmap!e.  ¥®us  d®m't  inexVe?©  Pi¬k  Tha®se

iw®;  ffirey®m©  wi!RE  ffi  #usii  neerffi©  is  iik©iy  ¢3  give  year  Seme  help.

a  promontory overlooking the town,  you can see some villagers  hclrd at work
erecting a  strange monument around an odd glowing  sacred stone the size
of a frost giant.  The maiorily of the workers seem transfixed and  speak in
short bursts as  if possessed.  Seek out a  dark elf named  Neloth,  who  ponders
awhile on why you aren,I in the same state as these drones.  you can:

Ask him what these  people are doing:  He doesn,I know but wants to leave
them  like  this  to  find  out.

Inquire about Morrowind,  and  he tells you a  little more about the  place.

lf someone  in  Raven  Rock hasn'f mentioned  the temple to you yet,  Neloth
will,  and the quest updates.

A  OBJE(TIVE: Reach the Temple of Miruak

ife Enlhrqlled qt the Temple

Farm, where Captain Veleth  is taking a  hammering  from a group of Ash
Spawn.  Help or avoid  this fracas;  find out more by starting Side Quest:
March of the Dead  (page 632).

DRAGONBORN
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Take a  long  left turn

up the beach to the
ashen,  decimated forest,
watching  for  intermittent
savaging  by Ash
Hoppers. Weave around
the gnarled stumps,  rocky
outcrops,  and  blighted
trees  in  a  roughly
northern  direction.  Along

the way/  expect to run  into a few nasty surprises,  such  as a  Burnt Spriggan
and  a  hunting  party of Reavers.

Continue north up the
rocky escarpment,  until
the gray ash  gives
way to tundra.  Climb
northeast,  through
the gaps  in  the crags,.
the  skeletons of slain

dragons appear,  half
buried  in  the snow.
Locate the steep steps
and archways,  continuing your ascent
There,s a splendid view from the wooden scaffolding at the top.

Quest (onclusion

attempting

Ignore the  Reaver
thralls  chiseling  new

construction  for their

master, who have
nothing to say but a
monotonous chant about
"his,,  return.  As you

descend  into the central
cloister,  you  should
seek out Frea, a woman

to free her friend Ysra from  her mental  bonds.
Approach  her to end this quest.

PREREQUISITES: (omplete

Drqgonborn Main Ouesl: Dragonbom ©   MINOR  SPOILERS

INTERSE(TING QUESTS: Dmgonbom

Main  Quest:  Drogonsloyer,  Dmgonbom Main  Quest:  Dragonbom,

Drogonborn Main  Quest:  (Ieansing the Stones,  Drogonbom Main

Quest: The  Ftile of the Skool

LO(ATIONS: Temple of Mirotik

CHARACTERS: FrecI

ENEMIES: (ultists,  Drflugr,  Gatekeeper, Miraok, Sahrottiqr, Seeker

)  OBJE(TIVES: talk lo Fred,  Find the source of Miraak's power,  Retid

the  Black Book,  Talk to  Fred

/   588u

Tr_¬   S"de_-  Sc..-i\J:LS   i+

a_RTj-_-RTM

e

As the snow flurries
dance around this
circular arena,  ignore
rea's mindflddled

minds of her tribe.  Many work on gre
that corrupt the island's venerated and ancient standing

shaman,  who believes that Miraak has returned.  You  respon
dy had a  run-in with  his cultists.  You  can  ask Free  for:

ore information about Miraak- This updates your

Further knowledge of her pee)pie,  the Skaal.

Why she,s out here on  her own.

And what exactly the Tree Stone  is.

A  OBJECTIVE: Find the source of Mimak/s power

I  TARGET: Black Book, the Temple of Mirook Sanctum

lt doesn,I fake Miraak/s
cultists  long to show
themselves.  Face them
down with  Frea,s
fearsome axe-work, and
descend the curved ramp
they came from.  Open
the door and enter the
temple, working your
way down the stone
corridor and checking the antechambers on each  side for supplies,  as Frea
advises.  Aside from the burned and caged corpses,  expect potions and

poisons before you descend farther.  Watch for the dart trap just before the
narrow stairs where two more Cultists appear.  Defeat them,  and  any Draugr

you  disturb  if you  stumble to the sides of this  room.

ffigr          Frsas  i£  es  t®ugfa  Skesusi  weirriSF,  enndi  yeti  ¬esm  £eerfesii1!y  !©7  ha©gr

ieffial  ihae  wesy  irei9  ¬Ombes¬  if  yeus  VfiSha  f®  e®reSe#V®  y®usr  gr®ii©reS;
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G'uESTS.  DRAGONBORN MAIN  QUEST



Pass through the small
burial chamber where
Flea warns of the  many
traps Miraak/s  minions
may have prepared
for you.  Sure enough,
there are floor plates to
avoid  in the subsequent
connecting  chamber

(unless you,re ready to
receive a  battering  ram to the down to a  portcullis that opens
via  the adiacenl chain,  and a vast pit chamber where Fred  notices  more  poor
souls trapped  in  hanging cages.  She also spots a  stone viewing  abutment
overlooking the vast steps  in the chamber,s center of.

Head  clockwise clrOUnd  the Chamber'S edge,  repelling  Draugr threats
that burst from  their vertical coffins.  After two or three,Drougr,  face three or
four Cultists ascending from the pit steps.  Once you and  Frea cut down all
foes,  thoroughly inspect the chamber:  As Frea  predicted, there  is a way to the
stone abutment;  maneuver up the rubble and coffins under the pillar and then
clamber atop the pillar, where you find a  large trecISure Chest.  Return the way

you came, and descend the pit steps  into a  Draugr crypt.

Activate the handle next
to  the  smclll  portcullis

door ancl  step through
into a small tomb where
the wc]lled  coffins contain

a variety of longrdead
Nords to cut down

(you  may wish to  move
around  the  pillars and
rubble so  Frea attacks

from  a  different direction  than you,  splitting  your enemies,  focus).  After you
defeat the Draugr, clamber through to a  long  passageway heading  north.
Watch for the seated  Draugr behind you.

Avoid the swinging  blade trap,s floor plates as the  passage splits  into
two  narrower corridors.  Both  meet up farther along the crypt,  both  have
Draugr infesting  them,  and  both  have a floor plate and a  battering  ram
to avoid as you enter. The lower chamber offers higher ground,  making  it
slightly easier to navigate. The corridors  merge at the entrance to a  long  hall.
Beware the floor plate and fire trap as you  reach  the double doors.

Enter this  long  hall  of swinging  blade traps and  make  short,  quick  bursts
of speed  between  the swings to avoid any nasty contusions.  A Whirlwind
Sprint Shout can  see you to the hall's end,  but don't dash too early and  stop
at a  blade,s arcing  cut.  Pull the lever to remove the spear bars,  step over
the remains of the  inactive Nordic  Puzzle  Door,  and descend to the wooden
double doors.

Bars block the way to the west, so head down the narrow passage,
ignoring the dead  Draugr that collapses out of its tomb.  Pull the handle to
remove the barrier.  As the wooden  bridge falls into place,  step down  into the
three-romped chamber, where a  Cultist and two Draugr minions are waiting
to repel you, Watch the floor plate and dart trap as you descend to meet
them.  Tackle any ranged foes,  then the Cultist,  and split or combine your
attacks with  Flea  if you wish.  After the battle,  locate the clouble doors leading
to the Temple of Miraak Sanctum.

Proceed along a suspended cage bridge.  Step across the scattered  bones,
into the connecting tunnel, and wind around,  slaying four to six skeletons and
a couple of Draugr who step out of their coffins and onto a floor plate that
activates battering  rams,. attack these foes from above.  Step  into the cavern of
the guardians, watching for active Draugr and  bursting coffins as you go.

Head down the steps across the stone crypt,  keeping to the cavern,s
right (northeast)  side so you don,I end  up in a  small dead-end pit.  Watch for
a floor plate and battering  ram, and work your way around the stone ledge
to face down  further Cultist threats.  A fiery cauldron  has  been  lit at the top of
the narrow steps down  into an ancient burial site for members of a dragon
cult.  Fred  is shocked that Mraak would display the skeletal  remains of a
dragon  in  such  a  disrespectful  manner.

Mraak and his dragon
cult brethren  is the  least
of your worries.  Step
up to the Word Wall on

your left (south)  and  learn
a word of the Dragon
Aspect Shout. The
transference of power
from the wall triggers

a  Draugr ambush; expect two or three annoyances from the  row of coffins
and a  particularly nasty foe known as the Gatekeeper lo burst from the tomb
below the dragon  skeleton.  Defeat everything that moves,  and  inspect the
Gatekeeper,s corpse to claim the  key to go farther into the temple. The door
to which the key belongs is behind the Gatekeeper,a sarcophagus.

*  Word ®f Power: Dmgon Aspect

>  Temple of Mimak Key

I is powerful,

but it isn'f somelhin

E!P        The  6«tekeeper  haGS his ©W!1  Sh®vets/  and  these  rmay sttii!  cr

disarm  you.  (ir(!e  him  ®r  heeesd  asp the steps?®  more easily

tiv¢iat  T!1eSe  flttesfkSo

DRAGONBORN  ,   THE TEMPLE  OF MIRAAK
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giv NIking Dreams of a Starless Sky

Pass the  banquet tclble and  its  long-dead feasters,  opening a second  iron
door with the key.  After a connecting corridor with a window,  move into
another feasting  hall, devoid of foes but featuring  strange carved totems you
haven,t seen  before.  Pass by these weird fishlike heads  into the  kitchens,
which  hold a few ingredients and a  narrow windowed  passage with  a
handle to pull. This opens a  secret door between two sets of shelves  in  the
feasting  hall.  Gather your resolve and  head  south, through the winding tunnel
to a  ruined  reading  nook.

This circular chamber  has a  large  spiral  staircase  below,  but it is
currently bc]rred.  Free  points out there  is  nothing  here  but ruined  books.
But there's also a seconclary chamber with a  square-shaped trapdoor and
menacing  statuary.  Activate the handle  in front of the fish  faces to open  the
trapdoor.  Descend the spiral steps, which connect to the ones you could  see if

you  looked down  from  the reading  nook.

Descend to the connected circular corridors with the fiery maws lighting your

path.  At the encl  is  a  stone wall  with  a  hclndle tO  Pull,  lowering  a  Staircase.
Go even lower, opening a wooden door. This leads to a  massive and
lengthy stepped chamber,  adorned with dragon  bones and  falling  boulders.
Prepare to be embroiled  in a fast-paced  battle with  some skeletons,  three
falling  boulder traps  (stay mobile and  leap to the side  if you  trigger any),
and a  nasty veteran  Draugr with a  sharp blade.  Once you  bring this foe to
his  knees,  climb the final  steps to a  large trecISure Chest near the Odd,  lumpy

carving of the Keeper of Forbidden  Knowledge,  inspect it,  then activate the
chain  in the alcove  behind  the chest.

O  OBJE(TIVE: Read the Black Book

A  5v?0
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Scramble down  a winding  tunnel  to  reach  a  particularly ominous final
chamber.  This circular area  is dominated  by a  thick stone altar,  upon which
rests the weighty Black Book.  Frea warns you there are dark magics at work
here.  When you are  ready,  pick up the book and  recld  it.

>   BIack  Book: Wflking Dreams

mingle with archways of despair and confusion.

Unlike other books you
may have read, this one
strangles you with a dark
tentacle and transports

you to a strange plane
of existence.  This  is
Apocrypha,  the  realm
of Hermaeus MorcI,
where the crackling
towers of learning
cod to kneel and  unable

to  move, your appearance  interrupts Miraak.  Flanked  by Seekers  (and  his
own gigantic serpent dragon,  Sahrotaar),  he speaks to you as a pretender
to his throne as the true Dragonborn.  lf you,ve completed Main Quest:
Dragonslayer,  he comes close to commending you on your prowess  but insists

you  have  no idea of the power a  true  Dragonborn can wield.

Yelling the Dragon Aspect Shout,  his form  is imbued with power-a

power that you cannot hope to achieve. After further hubris,  he commands
two of his Seekers to return you  to the mortal  plane and  sets off on  his
dragon  mount.

"P        Yoas  ¬tiae  immealiffieiy  rereesd  Weeki!1g  Drstims ftttd  explore the

rees!rm  ef Apo!ryphti withi".  The  guidtince  through  ihess 3trasilge

evaval  frig!ete!iing  efherv;or!d!y  isicnds  is  tonteined  in  Drage«hacrn  M«ive  ®«est:

Ai Tfae Suinniit  8f Apecryph«,  whl.c!i  is tile  CP?imti!  time tO  attempt this.

Remember thffif witenever you  pick  up  fl  Black  Book,  you  (tin  refid  i!  fff  erny

time  by  opeming  ii in your  inveni®ry.  B!ti!k  B©®ks worit  oaely  ®m  So!stheim;

m®fr  in  mflimlesnd  Skyrim*

A  OBJE(TIVE: Talk to Fred

Quest (onclusion
You  regain consciousness al the  Black Book altar.  Speak with  Flea and
answer her questions.  Miraak has  proven  himself to  be extremely dangerous,
and the book you  retrieved  must be shown to her father.  He  might be able to
further your knowledge.

Jty,,ri

"-:i::¥;I    NOTE       This  BIB(k  Book isoneofsixlhallinkT
q3.

of Apocrypha.  If you wish to lrHVel doe

Mom's realm,  consult the ''BIqtk  Book" quests in the Solstheim Side 0

section. These begin on  page 608.

t,-:JESTS.  DRAGONBORN MAIN  QUEST
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PREREQUISITES: Complete

Drogonborn Main  Ouesl: The Temple

of Mimqk

©   mlNOR SPOILERS

lNTERSE{TING  QUESTS:  Dmgonbom Mflin  Quest: The Temple of

Mimqk,  Dmgonborn Main Quest: (leqmsing the Stones,  Dmgonbom

Main  Quest: The  Path of Knowledge

LOCATIONS: Saering's Watch, Skoal Village, Shamqn's Hut, Temple of

Mirqok, Wind Stone

CHARACTERS: Fred, Stom  Cmg-Sfrider

ENEMIES:  Dmgon/  Draugr,  Frost Troll/  Lurker

a  OBJECTIVES: At(ompany  Fred to SkaoI Village/ Talk to Slorn  (rag-

Strider,  Learn the Word of Power,  Use the ,/Bend Will,/ Shout on the

Wind Stome/  Defeq"he  Lurker, Talk to Storm

ife slam ol lhe SkauI

"BJE(TIVE: Accompany Fred to Skool Village

I TARGET: Stom (rag-Slrider/ Skqql Village

Follow  Fred  out of the

exit tunnel,  and  bcICk  into

the Solstheim wilderness.
A few dozen  footfalls
farther down the snovy
mountainside,  FrecI

pauses and asks  if you
can  see a green  light
down  the valley.  This  is
the Wind Stone, where
her people work against
their will.  She  beckons

group of a
her news.  lt see

Stem  used magic
the settlement,  protecting  the few remc]ining  Skaal

rrol,  Continue ro follow her into Skaal Village, where a
kneeling  in  prayer.  She approaches them and tells them

Storn  has  more stories to share_

O  OBJE(TIYE: Talk to Storm  (rqg-Slrider

aye conclucled,  prepare to journey west,  in
craggy, snowbound mountains of northern Solsthsim.

A  OBJECTIVE:  Learn The Word of Power

A  TARGET: Word Wall, Sqering's Wqt(h

ife Free Will

west up I e steep snowy

The trek to Saering,s
is dangerous and

ifficult fo traverse.  The

optimal  path  is to set out
in  a  northwest direction,
crossing  back over the
wooden bridge and
skirting the edge of the
Headwaters of Harstrad.
Next,  maneuver

slopes to  pass by the entrance to
Benkongerike.  Turn  right (north),  heading  under the  stone  henges as you
reach the outskirts of Saering,s Watch.

Remember that you can  also watch  the dragon and  Draugr baffle  it out,
and  then  mop up any survivors  if you area,I confident you can take them
all on  aHhe same time.

When you've thwarted
the enemies  in  This

vicinity,  enter the  ruins,

looking  for the three-
headed stone serpent
larch attached to the
wall fo fhe south. There
is a set of stone steps

left and  right
uthwest and
limb to the

secondary

promontory with more
steps up to the exterior
Word Wall. dose by is a
large treasure chest and
the remains of a  ritual
involving candles and
a  long-dead skeleton.
Approach the Word Wall, earn your new

>   w©Fed ®f  P®wer: Beneal Will

THE  TEMPLE  OF  MIRAAK  ,.  THE  FATE  OF  THE  SKAAL

Tg,4iN!NG #ug:STS                        ATLAS  C)F  SKYgiiM APPEi«D!CES  AND  !NDE%



A  OBJECTIVE: Use the "Bend Wily Shout on the Wind Slone

I  TARGET: Wind Stone/  in Solstheim

ife The LurkeM"he Threshold

dragon you  just slew at the base of Saering's Watch will  do nicely).  Equip
and  Favorite the Shout before descending  back the way you came, down the
mountainside heading  roughly southeast.  Before you  step onto the wooden
bridge' go down the hillside,  heading  north toward  the All-Maker's Wind
Stone. The Skaal you speak to are beyond your ability to help and  mumble

praises to Miraak.  Clear your throat and  bellow the Bend Will  Shout directly
at the stone.  The rock arches glow red and then explode, snapping the Skaal
villagers from their malaise.  As the pieces of masonry fall away/  something  is
summoned from  Hermaeus Morals realm!

a  OBJE(TIVE: Defeat the Lurker

After cleansing  the Wind  Stone, you can commune with  it.  lt grants you the

power of the  North Wind for a  single day.  Find out more information about
the Al"aker Stones of Solstheim on  page 94.

>   All-RAtiker  Power: North Wind (ttirgef fakes 20 points Of Frost d«rm«gS

for  1 0 seconds,  plus 5iaminer ritimfige)

TrJe  3+der £c=c,is  `/

i`9in2 _ ` SKYRIM

The grim fish-headed  statuary at Miraclk,S temple bears a  resemblance tO the
unspeakable alrocily that appears to thwart you and the regrouping  Skaal.
Step forward and  engage the  Lurker, watching  for its dark tendrils,  ranged
attack of black spittle,  and  foot-stomping  splashes.  This tough  fellow  is  more
easily contained  if you  utilize the Wind  Stone to  hide behind as you dodge
its attacks.  When  the slimy  beast is  slain,  your quest updates:

A  OBJE(TIVE: Talk to Storm

I  TARGET: Storm  (rag-Strider, Skaal Village

Quest (onclusion

CIimb  the  hill  with

the freed  Skaal tribe
members,  and  head
back to Skaal  Village.
Enter the shaman's  hut  if
Storm  ism,I  in  the  village

exterior, and speak with
him.  He already knows

you,ve prevailed. You
can speak to him about
the following  matters:

Let him  know his people are free.  He mentions tha

Tell Sfom that isn,I enough and that Miraak needs to be sfoppecl  no
tells you this  is beyond  his  power and  understanding. you  must learn
about the Black Book you're carrying.  Stern won't read such unnatural tomes,
but he  recommends the  Dclrk Elf Wzard  Neloth to aid you  in these matters.
AI this point,  Dragonborn Main  Quest:  The Path of Knowledge begins.  After
this, you can quiz Storn about:

ore  information  on  the  Black  Books.

loth  and  his  role  in  finding  more  Black Books.

er completing this quest,  you can  persuade  Frea to join you  as a  Follower

a'alESTS,  DRAGONBORN MAIN  QUEST
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lNTERSE(TING QUESTS: Dragonborn Main Quest: The Fare of the

Skaol/  Dragonborn Main  Quest: The Pqlh of Knowledge

LOCATIONS: Betlst Stone,  Earth Stone/  Sun Stone, Water Stone

{HARA{TERS:  Bemkum,  Bralsa  Drel,  (indiri Arono/  Dreylq Alor,  Fethis

Alor,  Clover Mallory/  Hiolfar,  Liesl,  Milore  lenth,  Polevius  Lox,  Redoron

Guard,  Rirns LIervu,  ulves Romorqn

ENEMIES: (ultist,  Dmgon,  Lurker,  Reuver,  Riekling

A  OBJE(TIVES: (leanse the Sun Stone/ (leanse the Beast Slone,

(Ieonse the Eqrlh Stone/ (leonse the Water Stone

ife Before lhe {leamsing

The  Sun  Stone  is  just
north  of Tel Mithryn.
Bellow the  Bend  Will
Shout, and prepare
for combat with one

(or more)  Lurkers.  The
following  information
may prove helpful:

The  Dark  Elf  Ulves

Romoran, who works



ife Eurlh Stone: Horror Near Raven Rock
The  Earth  Stone  is
southwest of Raven
Rock,  on the overlook
where you may have
met Neloth  during
Dragonborn Main Quest:
Dragonborn.  Call upon
the  Bend  Will  Shout,
then  face the  Lurker
that emerges.  Heed the
following  at this  juncture:

Citizens of Raven
Rock are working at
this Stone.  During

daytime hours, expect
Bralsa  Drel  and  Rirns

Llervu  (both  incidental

during  Solstheim
ide Quest:  The  Final

Descent)  here.

During  nighttime hours,  expect to find  Cindiri  Arano  (Raven  Rock  Favor),
Dreyla  Alor  (incidental),  Fethis Alor  (merchant and  Solstheim  Side Quest:
The Great Solstheim  Strongbox Hunt*),  Clover Mallory (merchant and
Raven  Rock  Favors),  and Milore  lenth  (merchant and  Raven  Rock  Favors).

Since there  is  a  high  risk that some  (or  most)  of these civilians will  die,  it,s

safer lo cleanse this stone during the day.

There are two or I
are expendable.

orcln  Guards working  here during  the day.  They

Although there are many Raven  Rock citizens within fleeing  distance,
beware of who is attacking  (and  being slain  by)  the  Lurkers.

>  A!!"tiker Power: Bones af the Earth.

RE» NIIer Stone: Untangling lhe Final I
The \^/ater Stone is  north
of Raven  Rock and due
west of Fahlbtharz,  on  cI
steep  cliff  path.  Demolish

the  masonry with your
Bend  Will  Shout,  but
watch  for the following
difficulties:

There are four
sailors-Benkum,
Hialfar,  Liesl,  and

Palevius  Lex-
enslaved  at this Stone.
Once freed,  they may
help  in  a  fight but are
expendable.  Should
any survive,  they
wander to the shore
to wait for a  ship and
their freedom.  They aren,I involved  in  any other quests.

Expect a Cultist or two,  and a dragon will fly in from  a  nearby island to
the west.  This can  hamper your progress or help out considerably (if the
Lurker and dragon end  up fighting each other).  But beware of lengthening
odds  if you,re facing  all  three foes.

>   AIInfflcEker  Power: Wtiters oI Life.

Quest (onclusion
When all  but the Tree Stone has been cleansed of Miraak,s  influence, this

quest concludes.  You  should  now continue with your Dragonborn Main Quest
tasks  (as completing  this allows you  to finish  that quest line).

PREREQUISITES: (omplete

Drogonbom Main  Ouesl: The Fate of

the Skool
©   MINOR SPOILERS

lNTERSECTING  QUESTS:  Dragonbom Main Ouesl:  Cleansing the

Stones,  Drugonborn Main Quest: The Gardener of Men

LOCATIONS:  Nchordak/  Nchardok Aqueduct,  Nchordok Great (bomber,

Nchqrdflk  Reading  Room/  Nchordok Workshop/ Tel Mithryn

(HARACTERS: Neloth

ENEMIES: Dworven  Ballista,  Dwarven Centurion,  Dwarven Sphere,

Dworven Spider,  Reover

a  OBJE(TIVES.. Objective: Talk to Neloth, Travel to Nchardak with

Neloth, Restore the steam supply to the Dwemer reading room,

Release the book from the Dwemer tontroption

ifeAn Insufferable Ally
This quest begins once you finish  Dragonborn Main Quest:  The Fate of th

I.  You can  complete  it before,  during/ or after Drclgonborn Main  Ques
ansing the Stones.

A  OBJE(TIVE: Talk To  Neloth

I TARGET:  Neloth,  in TeI Milhryn

Tr.e  3'_c!le_r gcrc)L`:  b/

sTry__RTin

You may have already
met Neloth as part
of Dragonbom Main

uest:  Dragonborn or by
wer at Tel

your own. He
returned to Tel

in the southeast

Look for the
lantern-lit root pathway
that leacls  up to a circular
cloor into the main
structure of Tel  Milhryn.
Enter the tower,  and then
float up the  magical  lift
to the upper floor where
Neloth  is  practicing  his  magic.  He doesn't recall  inviting you  here.  Speak to
him Qf the  Black Book,  after which  you  can  converse on  the following  topics:

OUT exploration  to find  more  of these  Black  Books.  Continue this  line of

questioning'  mentioning you  need  to know what Miraak knows  if you wish
to stop  him.  Keep talking as Neloth  reveals he  knows the whereabouts of
a  Black Book connected to Miraak.

Questions  regarding  the Daedric  Lord  Hermaeus Mora.

The  Black Book  Neloth  has  learned  the location  of is  sealed within
a  "reading  room''  in the dwarven  ruin  of Nchardak.  He agrees to
accompany you to see the tome,  which  is visible but firmly locked away.

A  OBJE(TIVE: Trowel to  N(hordak with  Neloth

I TARGET.. Nchardok Reading Room,  Nchardok

GIJgSTS.  DRAGONBORN MAIN  QUEST
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HiFT          ffi©iiing  T¢  ELre®w  N©i¢Fh;  despife  feis  heigife-ffreti-migilfty  ffiigitud8,  iS

wmg¥iewisiie,  esp®¬iasiiy  exffier  fheis  tiusesi,  ass  ida  ¢ff®gs  3eVer«!  3iede

®ajesfs  (ii§ie#  ©m  pffige  6©6!or  §@me  sf fitem  ®niy  b©¬3me  usVasi!erts!®  fffter y®as

e®rmp!eie  ffiFffig®seis©rffi  Mfflin  ®us©s?:  This  SffiFalemeF  ®f  Meffi.

ELgiv {ily ol a Hundred Towers
Using  the cube  Neloth  already found,  he cIPPrOaCheS another COntrOI  Switch

and opens the doors to an elevator that leads down to the Nchardak Great
Chamber.  Pull the lever to travel down,  then follow Neloth as he explains the
history of Nchclrdak,  the ,,City of a  Hundred Towers." At the bottom of the
steps is a  promontory with a view of a vast, waterlogged chamber.  ln front of

you clre two blue Pedestals.

Neloth explains that most of the lower levels of the city are flooded  but
that the old  Dwemer water pumps still work.  With  that,  he places the Control
Cube into the pedestal,  which  lowers the water level some of the way. You
will  need to locate four more cubes so the boilers can  restore the steam

power to the room above. Take the Dwemer Control Cube from the  pedestal,
then  follow Neloth again. The water level  rises,  but there,s  nothing you can
do about that for the moment.



Your Dunmer friend
remarks tha"his part
of the city comprised
the ,,Great Workshops
of Nchardak.// As
Nelolh drones on  about
the manufacture of
automatons,  check the
half-flooded chamber.
To the  left  (north)  behind

il yet,  so stay on the bridge
and  move to the opposite  (eastern)  side,  where there are two blue pedestals.
Place one of your Cubes  into either pedestal,. they both  lower the water level
to waist level.

>   Bwermer ¬omirol Cube Tolti!: i

You  need to

Head down to the

ground floor, deal with
the Dwarven Spheres
and  Spiders,  and  locate

ed  pedestal  in the
ter on the northern

side,  below the smclll

gold  bridge.  Place your
only Cube  into this

slot  (you  automatically

remove  il again),  and a  setof stone steps  rise behind the bridge.
climb the  stairs,  but the  bridge  is  blocking  your path,  You can:

Make your way around the midlevel  perimeter of the room,  proceed out
onto the  bridge,  ancl drop onto the stairs from there.  If you choose this

path,  be careful-the Centurion on the room's west end  (iusl beneath
where you came  in) will come to life if you approach  him,  and several

piston traps threaten  to push you back down to ground  level.

Attempt to jump  up Onto the bridge (Or the Platforms near it)  from ground
level.  This  is  possible  but difficult.

Remove the Cube you  placed  in the blue pedestal earlier and  simply swim
over the bridge.

Once  inside,  turn  right (west)  and  proceed through the collapsed  passage.  lf

you can,t reach  the door on the far side,  double{heck to  make sure you  have
all three Cubes-the water level will only be high enough  if you  have all  of
them.  Beware of Spheres and  Dwarven  Ballistas  in the subsequent chamber,
and  the waiting  Centurion  as you  find  the  next Control  Cube  in  a  rubble-filled
alcove  to the  north.  Take  it!

Hp   Bwemer ¬onlrol Cube T®"l: 4

==__---_  _  -a- --=¥

However you got there,  the gold door in  the
reasonably wide chamber with a secondary area around and to the

(south),  leading to a  new Control Cube  (near the barred wall you couldn't g
earlier). Grab this Cube  (you should  now have two),  and  Neloth tells yo
wclfer is rising'. you  must take care.  Slay the spiders that have emerged

then  head back to the workshop chamber and retrieve the
e you  left in  the blue  pedestal  there. This  raises the water level

hick allows you to proceed  into the  next chamber.  Head  south
d the gold door.

Bwemer ¬®mlr®! Cube Tottil: 3

The   gi ic`:e=~ 4>Pc.:-ci:s   ``t'
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From  the  boiler platform,

you can  travel south or
north.  The southern  ruin

contains a  Sphere to
battle and  another blue
control  pedestal.  Insert a
Cube,  lowering  the water
level,  and  head down the
ramp to a ground-level
door with c"ed pedestal.

with your last Cube,  claim the  items from a chest inside,  and
optionally wander the floor of the chamber for a second chest [Apprentice]
Then  retrieve your Cube from the southern  ruin  before continuing.



On the chamber,s  northern side,  aflack the two  Ballistas with  Neloth,s
help. Then  place a Cube into the red control switch,  sliclihg Open the gate to
the Nchardak Aqueduct.

must be lowered to reach  it.

"gr          Weii®.arms#  me¬essexgriiyp   !f  y®as  haesvs  thee  Wifeigriwimdi  SpgimE  Sha®ae?;

y®as  £ffin  sprimB  ergr®ss  iile  ghaasffime!  Wifha®usi  !seWeFimg  ffimy  asf

?his  bridges.  Thais  es!i®ws  y®u  t®  sseyer  ffi  g®¬re?  ¬bemmb®r  t®?has  erigbet  ®f  Eiie

©veri©ek  {whi¬ha  is  ®fife9rWiS©  Seev!©tl  WIt®ii  y©as  fesgiffi  fididiii!ig  wiiis?ifee  haridige

¬®ratF®!S).  A  ehesF  ffiwcai?s  !isrB.

his  is  achieved  by
some reasonably
straightforward
deduction:  Locate the
three red  pedestals
above the entrance
corridor,  heading  up
the  ramp to find  them.
Activate the left pedestal,
then the right one,  to

lower all three bridges.  Then  head  back down to ground  level  to fight off the
newly awakened  Dwarven  Spiders and Spheres.  Follow Neloth,  backing  him
up  (or letting  him  take the  bulk of the  battering),  slaying  enemies as you  go,
until  you cross all  three  bridges.  At this  point,  Neloth  moans agclin  about the
muck he,s  been wading through.

E!ffS          Tfaeife  tire  es  ¬®esp!e  ®f  ®pgi®anffi!  sidle  £faffimfeeFS  iae  the  aqusedius¬?.

V©as  eexm  ffi®w  swim  asp  i©  iifee  ©ae©  effi  thae  eRESi  Sidle  ffif  these  ®Vegri®®ife

fimdi  wse  ties  Fed  PedieS?es!  te  giaeirm  es  ¬ifeeS?  tiffidi  ©?her  S¬asTiereal  iFems,  iass!asalimg

ti  REffigFTusmeZ  REes©merffiee  ffiem,  wbeieh  is  ree¬essffiry  f©ff  §®lsifeei!m  Sial©  ffiuses?:

.                      .

...        .      ..:            :.               .:.                  l-          :

¥©us  crises  ELtive  ffl  see©nedi  ¬haffiaee©  i©  ffi¬gess  iis©  r©®m  i®  £ifee  w©3i  Of  ihae

®veF!©©k.   REsee¬!ivffi?e  the  !effl  esmgl  erigifet  bridige  a®mfF®i  peede§iffl!S?®  greg?©Fe

ih®  faFidig©S?©?ieeir  imi¥iee!  P©Sifi®fif  Fitera  swirm  imi©  fhe  newly  cpe!1edi  Sidle

ch«nlber  iO  Cinim  a  (heSt,

ife Relr«lion of the (onlrqplion

from the aqueduct. You  now

Return to the Great
Chamber and climb  back
to the upper level where
the two blue pedestals
are.  Take one of the
two Cubes,  causing  the
wafer to rise but leaving
it lower than  the  boiler

platform.  Speak to
Neloth,  and  he hands

have all four Cubes needed to
restart the  boilers.

>   BweffieF ¬®mir®! Cube felcel: 4

Drop to the  lower platform.  There are four blue boiler control pedestals
so  insert your four  remaining  Cubes to finally restart the  boilers.  Sucld
the giant gold drawbridge lowers,  and  an  immense steam Centurion c
over the bridg
advantage of

o engage you  in  battle.  Fight it where you stand,  or take
uge chamber to drop  it from  afar. The Centurion was

ove with a treasure chest.

A  OBJECTIVE: Release the book from the Dwemer tonlrqptiom

I  TARGET: Black Book,  Nchqrduk  Reading  Room

ffi!P          !s  !ifee  ¬eltiuFi®n  giVimg  y®ti  fF®tib!©?  Ffaem  eeFTgialegr  Fe?r®ffifimg  ig

fhe  g®®m,a  usgrpeeF.i©Vei,  Wifeere?h©  f®usr  Bwtirvem  Bes!!is?tis  y®us

might  ifetiv©  ae®?ie©d  etirli©r  anFe  erimed  diire¬ily  fit  Leis  apex[in

Quest (onclusion
Make sure all four



PREREQUISITES: Complete

Dragonborn Main  Quest:

The Path of Knowledge:

©   MAJOR SPOILERS

(omplete  Dragonborn Main  Quest:  (leflnsing the Stones

(to finish this quest)

INTERSE(TING  QUESTS:  Drugonborn Main Quest:  Cleansing

the Stones,  Drogonborn Main  Ouesl: The  Path of Knowledge,

Dragonborn Main Quest: At the Summit of Apocrypho

LOCATIONS: Apocrypho  Epistolary Acumen,  Nchqrdak,  Nthqrdtik

Reading  Room,  Skoql Village

CHARACTERS: Fred/  Hermaeus Moro/  Stem (rag-!lrider

ENEMIES:  Lurker,  Krosulhah, Seeker, Wisp-Lantem

A   OBJE{TIV[S:  Read the  Block  Book,  Learn the hidden  knowledge of
''Epistoltiry A(umen", Talk to Slorn, Wait for Storn to read the book

REse  Into Apocrypha

A  OBJE(TIVE:  Read the  Black  Book

t TARGET.. BIG(k Book,  Nthardok Reading Room

Neloth  urges you to
read  the  Black  Book
that  has  risen  from  I.ts

seal.  Approach  and
take the book from  its
stand.  As you open the
cover,  a tendril grabs

you by the throat,  and
you're transported  into
Hermaeus Mora,s realm

i Apocrypha.  The dark Daedric  Prince appears to you  in this other-
anifesting as  black clouds of tentacles and eyes.  This  is Apocrypha,  a  realm

where all knowledge is hoarded. After wondering whether you are clever or
ward, Hermaeus Mora disappears,  leaving you to explore this plane of
erlCe.

>   Birssha  B®®k: Epistoiftry Acumem

O  OBJECTIVE: Learn the hidden  knowledge of //Epislolory Acumen//

I  TARGET:  Black  Book:  Epislolory Acumen,  in (hopter lV

j98

The  SAller£C=OL:a  ~''
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ife {hapler I: The Tunnel of Lore

Use either or both of the Magicka fonts,  then  activate the Scrye to lower the
walkway ahead  (west) of you. Time your approach so you can enter the
moving  tunnel of lore.  Walk to the opposite end,  through the flying  pages,
and wait for the tunnel to  move right (north).  Step off the tunnel and onto a

promontory.

Once on the promontory,
use the Stamina font,
activate the Scrye,  and
watch a second walkway
unfurl.  Step  back onto
the  moving  tunnel,
riding  it along  the edge

(watching  for tendrils)  to
the walkway.  Step off,
heading across  (west)  to
an  island,  a  Stamina font,  and Chapter ll.

ife? (hqpter ll: Seeke"nd Destroy

Head north down the tunnel of pages to the scrye.  Activate it, which  unfurls
the tunnel walls,  allowing you to step out into a  medium-sized arena where

you  must fight a  Lurker and  up to three Seekers. There are three Magicka
fonts, which you can  use during  the battle to press your magical attacks;  a
Pod,. and  another Scrye.

EiFT         Witeffi  fighti#g  3seleers,  F©member  !®  tesrget?he  O!.iginetii  3ee©iteF

i,lrsg.  Any  titiditienevi  Seekers  he  5usmm©nS Wi!!  aliSGPi3¢«r  6figS

you  s!Gy  the  Origimesi.

TRA!ENiitS

Activate the Scrye on
the eastern wall  below
he third Magicka font,
opening the gate to
the west.  Head up the
fairs,  claim  the  Stamina

fonts,  and then begin
Chapter  Ill.

ENse chaplet IIl: Tunnels and Tendrils

You appear in a stepped  chamber with  columns of books arcing  into the
skies.  Head across either of the small  parallel  bridges to the steps, where
Seekers appear.  There  is cl  half-submerged Magicka  font in the  black ooze to
the northwest.  Climb the steps,  slaying Seekers as you go  (there are two or
three to thwart).

At the top of the steps
is a  circular  black  pool
and another Magicka
font.  Slay any remaining
Seekers before venturing
into the second circular

platform,  avoiding the
mire and  stepping onto
the  moving  tunnel.  Head
along the tunnel to a
Scrye to the south,  which opens the adjacent door and  elongates the tunnel
ahead  (south)  of you.

Step  pasHhe piles of
books,  heading down the
tunnel,  turning  left  (east)

and  slaughtering  Seekers
as you go. At least two
must be dispatchecl.
Ignore Scryes and areas

you can,I access yet. As
you continue east,  the
tunnel  moves,  allowing

you  to  step  north  onto cln  unfurling  platform  and  into

This  tunnel  has  a  Lurker

to face (so you may wish
to retreat a  little as you
battle  it).  Head  north  until
the tunnel  turns to the
left,  forcing you west to a
Scrye you may have seen
earlier.  Activate it and a
door opens,  leading you
through  the tunnel you
came from and to a Stamina  font and a  left (south)  tum_

Avoid  the tendril  in  the
ruins of the reading  room
and continue south,

passing a Magicka font
and a  hostof Seekers.
Concentrate on slaying
the first ones you see
to shorten the battle
significantly-  Pass  by
three more fonts-two
stamina  (one above the book)  and one Magicka-and open Chapter lV.

THE GARDENER OF MEN
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ife (hqpler lV: Meeting Mora

Gather any Soul Gems from the  nearby table and avoid the circular pool.
Activate the Scrye,  watching  a  giant cage  in  the center of this  realm  unfurl.
Head  across  and  approach  Black  Book:  Epistolary Acumen.  This summonsolhe keeper of Forbidden  Knowledge!  Listen  to  his  introduction,  answering  him

how you wish.

Although your answers can differ from  respect to annoyance,  this
Hermaeus Mora knows why you  have come. To this end, you are awarded
with the second Word of Power.

>   w®Fdi ®f  P®wer: Minti,  Bend Will

With  that,  Hermaeus
Mora departs from your
vision,  and three  glowing

globes emanate from the
open  book.  Each  holds
a special  power for you
to wield.  Take the one

you wish,  then  read the
book  (here or in your
inventory) and head

6oto

I- r-"

to Solstheim.  The powers are as

rtig®mborm Force (your UnFelenling Force Shout does more

frmmge ernd mtiy disintegmte enemies)

ffirttg®mborm  Flame (whew your Fire Brefllh Shout kills tin

effiermy/ a fire wyrm emerges from their Corpse lo fight I®r you
!®F 6® se¬cntis)

rerg®mb®rne  Frosl  (yauF  Fr®si  BFetiffh  Sha®ut  em¬cases  i®es  im  i¢e!

The  gifudle-~ £c=3i?./
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ife Secrets of lhe Skaal
Back in  the  Nchardak
Reading  Room,  Neloth
is  most  interested  in

what you've been  up
to.  Answer however

you wish,  as the Dark
Elf wonders how you
managed to acquire such
a  bargain for the  Daedric
Prince,s  help.  You  can
learn  more lore from  Neloth  aH

gold door to the  northwest.

Once outside,  your

plans of traveling  to
Skaal  Village are  halted
temporarily by the arrival
of the monstrous dragon
Krosulhah,  sent by

Miraak to devour you.
Wth  Neloth's help, and
the wide platform for
the beastto land on,  it

is  point,  a er which you

shouldn,I present too  much  of a  problem.

Make your way back to Skaal Village,  where you  find  Storn Crag-Strider
kneeling  in  front of his  hut.  speak to  him,  and  mention  your conversation with
Hermaeus Mora  (or as the  Skaal  call  him,  "Herma-Mora,,).  You  can:

Mention  the deity told you  he would teach you the final word of Miraak/s
Shout.  This  advances the quest.

Ask what the ,,secrets of the Skaal,, are.

Ask why the Skaal  refer to him as  ,,Herma-Mora.,,

storm  crag-strider doesn,I know whether he  has the strength to face the
Demon of Knowledge:

If you  haven,I completed  Dragonborn Main
he  mentions that not all of the stones  have been
continue  until you finish  that quest.

Frea calls on  her father to reconsider,  as she feels he isn,I strong  enough,
but the old  man  tells  her not to fear for him,  as the All-Maker laid  this  path
for him to follow.  You aren,I sure what to make of this,  but once the book is
opened,  Storm  is  immobilized by piercing  tentacles.  Hermaeus Mora appears
and  thanks you  for delivering  the gift he  requested.  He fulfills  his end  of the
bargain,  and after tossing  Storm,s corpse onto the snow,  he grants you the
final Word of Power!

>   Word of power.. Dragon, Bend Will

Dragonborn Main Quest:  At the Summit of Apocrypha  begins immediately.

aLjESr:i   DRAGONBORN MAIN QUEST
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PREREQUISITES: (omplete

Drqgonhorn MaI'n  Ouesl: The

Gardener of Men

©   mAJOR SPOILERS

INTERSECTING  QUESTS: Drogonborn Main  Quest: The Gardener

of Men

LOCATIONS: Apotryphu, Waking  Dreams, Skqal Village

CHARACTERS:  Fred,  Hermoeus Mom/  Sahrotatir,  Storm  Cmg-Strider

ENEMIES: Lurker, Miraok,  Kruziikrel,  Relonikiv, Seeker

A  OBJECTIVES: Unlock your "Bend Wily Shout,  Read "VIking

Dreams",  Reach Miraok/s Temple,  Use the "Bend Will" Shout to ttime

Sohrotuar,  Defeat Mirqqk

neac slam,s satrifite
Waking  Dreams returns you to an area of Apocrypha you visited once
before,  where you  heard Miraak mock you while you  knelt and could  not
move.  Check the table to the south  for a trio of books.  There,s also a  pocl to
open along the left and  right (east and west) walls.  Scan a  second table for
a  Soul Gem,  and then stride north,  passing two Magicka fonts,  and open
Chapter ll.

ife {hapler II: Preferred Reading-Boneless Limbs

chamber

Climb the first set of
stone  steps,  wcltChing
for a Seeker or two
to materialize around
or behind you.  Check
the nearby table for a
book before ascending
farther and he

(north) around I
of this large, cylindrical

k's Tower.  Pass  the table with  the  Heavy Armor  Forging  Skill

A



EN;rfe (hqpler Ill: Preferred Reading-
Delving Pincers and Prying Orbs

Enter the tunnel  lhal leads  roughly northeast,  passing  a  door to your right
ou  can,t open yet. The corridor splits to a  left and  right route with two

three Seekers that appear and a couple of pools with whipping tentacles
to dodge.  There are two Magicka fonts  if you  need them,  and  both corridors
merge at some steps  up to a  platform and a table with Song of the Alchemists

(Alchemy Skill  Book).  Turn  around,  and  on  a  stone  plinth  lies another ancient
book called  Delving  Pincers.  Inspect this  book for its  strange  poem:

Crushing  razors,  hollow shells

That snap,  that twitch,  that cinch and  rend

To  hold the subject,  bodily,

'Til  mind  blows  soft ancl  life meets end

>   S®seg  of *hae Al¬beemisrs  (Al¬hiemy £ki!!  B®®k!

fr   ®m Apo¬rypfa«: Belying Pincers

font,  then  another,  stopping at the  iuncfion  to  insF
Catalogue of Weapon  Enchantments  (Enchanting
Pass  a  Stamina  font,  and  hecld  right (SOuthWeSt),
chamber.

Book) and ot
into Miraak/s tower

>   ¬tiltil®gase of Wetipom  Emchflnlmenls  (Em¬hermgiffig  Skii! B®®ki

You,re a  level above on
a  series  of crisscrossing

platforms.  Head  left
(south),  opening  a  pod
and activating a  nearby
Scrye, which opens a
door to the  northwest

(this  leads to  a  small
alcove with a vessel you
can  search  for items).

ks.

Now head along the main  bridge  platform,  moving  south an
ssing a  pod fo a  plinth with a  Magicka  font ancl another ancient tome.

emove  Prying  Orbs from  its  plinth,  reading  its strange  inscription:

hat takes the world  in  lightened  sense

an also seek the outward gleam

They rob the all of essence to

epor"he nothing they have seen

ing the book and  pocketing  it opens a gate  in the western  part of the
chamber.  After a Magicka  and Stamina font, you  reach Chapter lV.

>   ®m Ap®eFyPhti: Pryiflg Orbs

Th.e  &jifde.- Sc:-Slit  'f

tMm

SKYR]M

ifeys (hqpler lV: Preferred Reading-
Gnqshin9 Blades

From  your  high  position  above a  multitude  of steps and  shifting  tunnel  walls,

turn  right (west)  and  head down  the steps,  pausing to grab at the Stamina
font above you.  Directly in  front of you  is  cl  low  balcony fence,  below Which
is a  second  stamina  font,. access that from the top of the steps too.  Then
descend on either side,  facing  down  two or three Seekers as you go.  Don't
forget a  pod on a  southwest plcltform.

Head  past the black fable and the selection of books,  then  to the lower

ground and a  tattered  banner.  Enter the tunnel to the south,  moving  around
the long  left curve to a  junction with  a  black table and  two very long

passages ahead  (east)  and  right (south).  The tunnel ahead with  the Magicka
and  stamina  fonts  retracts as you  move down  it,  forcing you  right, where a
similar retraction  occurs.  Backtrack to the  initial  tunnel,.  it has turnecl  to the

opposite  (south)  direction,  allowing you to  move into an  open area to face
two more Seekers and traverse a  stepped area to the west.

Climb the steps,  passing
two tables  (one houses
some  scrolls)  and a
Magicka  font near your
fourth  and  final  ancl'enl
book,  nestled on a  plinth

just above a  Stamina  font
(access  it from  up  here).
Grabbing Gnashing
Blades opens a new

th  Before you  head down  it,

Bone extrusions gash and grind

ln  moistened depths of smacking  heat

While tearing flesh from averse  bone

The body while prepares to eat

fr   ®m  ffigr®eryphati: Gntishing  Bltides

Move down the steps and  head  right (southeast)  into a  newly opened  tunnel.
This ends  in a  junction with  an  alcove to your  right  (south)  with  two  black

tables and a corridor that expands when you enter it,  near two additional
tables with  more books to  leaf through.  Move ahead  (east)  down the long
corridor to a  pair of Stamina fonts and a  pod.  Continue down the  left turn
and  into another chamber with a Stamina font under a walkway.

¬`jEfTS   DRAGONBORN MAIN QUEST
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Avoid the black tentacles as you  head  northwest across the ground  bridge,
ancl engage two or three Seekers on the initial  stepped balcony.  pass a black
table,  working your way along an  upper bridge heading  south  and  up  more
steps to a Scrye, which maneuvers a tunnel down  below,  Descend and enter
the tunnel  (heading  east).  Go down the long  left curve past a small tentacle

pool and  up  into a  Lurker-summoning chamber.  As the name suggests,  one of
these  beclsts  is summoned as you  near the circular black ooze  in the middle.

side from  the  Lurker to
slay/  there,s a  Scrye in
the  northwest corner of
the chamber that opens a
cubbyhole with  a vessel
and  black table  in  an
adjacent corridor farther
northwest (head around
the corridor entrance to
access  it). Just before
the chamber,s  main door

to the  north  swings open.  Flee  if you,re  having  trouble  killing  the  Lurker,  or

slay the  horror before proceeding.  At the end of the corridor to the north  is a
Magicka font and access to Chapter V.

ife chaplet V: The Penullimale Chaplet



Hip        This Sin®aet is extremely  powerful  esmd  well w®rtfa  fully  !jnlo[king.

£®nsusi? page  48  f3r fhe  locations  Of the  Other VVerds ti3 this

Sh®ui;  if  yous  wisie®

a  OBJE(TIVE: Use the "Bend Will/, Shout to tome Sohrotoor

a  TARGET: Sohrotoor, (hopter Vl

The moment you
absorb this Shout,  the
mighty serpent dragon
Sahrotaar swoops down
to atfackI  Bellow the
full  Bend  Will  Shout  (all

three Words of Power)
at the beast, and  he
lands, drops his head
submissively/  and  offers
to carry you to Miraak.  Climb aboard and  prepare to face your nemesis!

a  OBJE(TIVE: Defeql Mirook

Hip        Thais  is  ii!  !i's v¢e#h  leeimg w¢l!  prepared  fey?hS  fO!ihCOmi»g

isffi#ie.  You  teem  ©ve!1  remove  y®urSeif fF®m  ifeiS  Fealm;  iilen

Fere«al  W«kiffig  Bre«ms  «andi  3fGrt  hatiCk  Gf  ¬htiPter  V!  if y®us're  rmissimg  «  i(ey

piece  ©f  itiiliveg  equiprmenet.

ire (hqpler vI.. First and Lqsl and AIwqys

When riding a dragon/ you con n fo  G  ffi©tirby

ITd allaCk il With mgit. You cfln also (ommand the

ur target.  Fqsl-Travel While ridin

(if in Solslheim or Skyrim).  For

please [omsull page

ragon by using your

You  have a  brief flight
fo reach the pinnacle of
Miraak's Tower.  During
this time,  you are free
to attack the various
outcrops with  Seekers
and  Lurkers within  the

unspeakable ocean.
Remember you can:

Lock on to a target
and fire at it using your dragon's ranged attack and your own  ranged
strikes.

Switch targets and command your dragon to swoop in and attack a target.

After some one-sided  razing' your mount glides toward a deranged  high
tower of epic dimensions and  lands at the summit.

Mlraakspltsfurlous                  pr        a-
verbal  bileathisdisloyal       F
mounlasyoulandonthe     I

platform,  then  turns  his
attention  to you.  Whether
it is the First Dragonborn

or the Last Dragonborn,
only one shall  survive
the epic battle a"he
summit of Apocryphal
After remarking  that you  are both  here in your full  power,  he declares that he
will  be free of Hermaeus Mora once and for all.  He calls the  mighty dragons
Kruziikrel and  Relonikiv to  his  side,  and the titanic  struggle  begins.I

Tre  3j-,Jicr £c_-L\Ls  '',

SKYRIM

Initial  Preparations

Prior to facing your nemesis, you  must understand the magnitude of the foe

you,re about to face:

A Heavy Inventory: Miraak is formidable,  so you should have stocked
up on  Health,  MagickcI,  and Stamina  potions before proceeding  info this
realm.

A Poisonous Preamble: Although  powerful, Miraak is still  human and can
be  harmed  by poisons.  Paralysis will  not affect him,  but damage-health

poisons are an excellent way to increase your melee damage.
Roll Out With Your Scroll Ouft The  black lclbleS throughout the Previous
chapters of Apocrypha  included  several  Fast Healing  scrolls that may
come  in  handy during  the fight.

Know Your Scroll: That collection  of scrolls you  probably aren,I using or
were saving  for the  perfect battle?  Bring  them  along!  Use any ritual  or
summoning  scrolls  (such  as Scrolls of Fire  Storm,  Blizzard,  or  Dragonhide)

you,ve  been  hoarding.
Secrets of the Skaol:  Before entering Apocrypha for your final  battle
with  Miraak,  visit the All-Maker Stones you  freed  from  his  influence
during  Dragonborn  Main  Quest:  CIeansing  the Stones.  Their powers are
formidable and can give you an edge  in the battle against him.

Long Flight fo the Summit: There,s no rush  to reach the top of the tower
and face Miraak.  The  Bend Will  Shout you  just used on  Sahrotaar has
a very long cooldown time,  so  letting your mount meander and take a
longer path to the tower will give you  some time to recover.

Bottle Tactics:  Drawing  First Blood

Raising Your Defenses: Just prior to the battle commencing,  Mraak
fakes a few moments to  inflict a  few verbal  jabs.  Use this chatter to your
advantage  by preparing your defenses,.  ideally strike with your most

powerful  spell,  sneclk attack, Or POWer attack before he Can  react.
Dart in Before Dragon Aspect One of Miraak,s many powers is his
Dragon Aspect Shout,  which also raises his defenses.  Striking with  an
excellent hit before  he  utilizes  it is extremely beneficial.

Showdown on Sahrotaar: You may wish to ride your mount during
this  battle.  lf you  primarily cast spells,  this  is an  excellent way to avou'd
receiving  damage for a while.  Employ Chain  Lightning  or Fireball spells
and  rain  down  destruction from  the sky.  Also remember to u
while  riding your dragon.

Battle Tactics: Miroak/s Allacks

The First Dragonborn  is a
eal fiend when  it comes
a battle and has several
attacks af his disposal.
oak for the following
actics and avoid them as
the fight progresses:

Dragon Shouts: He
can  use several Shouts

(1 )  cluring  battle,.
expect to be struck
by fire and avoid
whirlwinds, and wateh
him speed away
using  quick Whirlwind
Sprint bursts.  He

obviously has two
tamed dragons to
intermittently fight

(and  provide life
force)  for  him.

SpeIIcasling:  In
addition to  his  powers
as Dragonborn,
Miraak is a former
Dragon  Priest,  which
makes  him  a  mage of
considerable power.
Prepare yourself for
his  Lightning  Bolts  (2)  and the tentacles  (3)  he  summons from  his  staff.  Both

are highly damaging.

CUE:.T,*,   DRAGONBORN  MAIN  QUEST
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Dragon Soul Sucking:
Use all  the different

possible attacks  listed
on these pages as
combat progresses.
Once you've whittled
his  health down,  he
becomes elhereal,
moves to the center of
the summit,  summons
one of his dragons  (4),  and absorbs its replenishing  his  health  again!
Relonikiv,  Kruziikrel,  and  finally Sahrotaar are used  for this  purpose,
effectively forcing  you  lo fight him  in  four epic  bouts.

Battle Thttics: General (ombat (unning

Dragon Soul Stealing: As Miraak is healing  every time one of his dragons
is  sacrificed  here,  you  can  simply  remove these  health  reserves  by killing
the dragons  before focusing on  him.  This  is advisable,  as dragon-slaying
is easier than  facing  Mraak  (up to)  four times!  Note that Miraak kills  the
dragons  himself when  they have very little  health  left,  so  let him waste all
three dragons first.

Distraction Action: Make sure Miraak is as distracted as  possible.  Dividing
his attention  by using  one of the following  techniques:

Summoned from Sovngarde: Complete Main Quest:  Dragonslayer before
this  battle,  then  utilize your Call of Valor Shout,  summoning  one of the three
ancient Nord  heroes  (Gormlaith Golden-Hilt,  Fellclir the old,  or  Hakon
One+Eye)  for 60 seconds of brutal,  ethereal  help.

Alronoch A"ck: With the necessary spell or staff, call upon a FIame,
Frost,  or Storm Atronach or thrall  to help take down your foe.

Land, Sea, and Skies: Deft movement across
Use Waterwal
to reach Miraa

the  entire  summit is  helpful.

avoid  damage from the tentacle pools,  allowing you
e decides to retreat onto the ooze.  You  have this ability

naturally in Vampire Lord form,  but you can also drink the  lrare)  potions of
Waterwalking or equip Ahzidal,s Boots of Waterwalking  (from  Kolbiorn
Barrow)  to cross right over.

A Good Book:  Between  his spells and shouts, Miraak has several
long-range attacks.  Hide behind the statues or piles of books to avoid
them,  when you aren,I attacking.

A Brief Respite: Miraak becomes ethereal when sprinting away cluring
the Fight. When he calls down a dragon to consume its soul, this is a great
moment for you to heal  up as well.

Battle Tactics:  Use Your Thu'um,  Dmgonborn!

Relying on  sword swipes,  arrows, or magic  isn,I going to convincingly turn the
tide of this battle. Why not rely on the great power you were bestowed with?

Dragon Aspect This is a  POWerfUI Shout,  and  (at the highest level)  the
Ancient Dragonborn  it summons is very effective at distracting Mraak.

Marked for Death: This  is another excellent choice if you want to  lower
Miraak/s defenses for a short time so you can wallop him with stronger hits
from your other attacks.

Slow Time.. This allows you to  inflict some damage exceedingly fast and  is
helpful  if you,re engaging  in  precise shots from the air while mounted.

Become ElhercaI: This can be useful when you,re trying  to charge in or
retreat.  lf you  simply speak the first oF the \^fords,  the  lowest level  of this
Shout has a very short recharge time as well.

Drogonrend: When  employing the  ,,DrclgOn Soul Stealing" technique
mentioned earlier,  Dragonrend enables you to force one of Miraak/s
minions to land,  making  it much easier to focus your attacks and take  it out

quickly.

Ouesl (onclusiom

After an  incredibly
difficult battle,  when
Miraak finally yields,  the
defeated Dragonborn is

plucked from the central
pool  by one of Hermaeus
Mora,s black tentacles,
Skewered and rocked
by the Daedric  Prince,a

power, Miraak withers
on this vine as he's told
a new Dragonborn  is
in  service of the dark
master.  Miraak's flailing
corpse is desiccated,
until  only a  broken  husk
lies on  the ground.  At this

point,  the quest ends and
you  can  claim your  just
rewards:

>  Dragon Souls

>  Mimak's Sword

>  Mirqdk/s ¬Ioves

>  Mimuk/s Robes

>  Mirauk                           >  Miraak's Staff

>  Miraak/s Boots

Mirclak iS the mask the deceased  Dragonborn was wearing.  See Solstheim
Side Quests:  Masks of the Acolyte  Priests*  (on page 662)  for more
information  on  this and  other masks.

Postquest Activities

After gathering Mra
Dreams in the center

uipment,  approach the Black Book: Waking
e summit.  Read  this tome,  and green  light

encircles you.  Look around,  and you'll  see  shimmering  images of the Skill
Constellations arrayed around you. You can approach any of these, activate
them,  and expend a  Dragon  Soul to clear all of the perks  in a  particular Skill
Constellation.  You  can..

Recover all of the Perk Points you  have spent in a  single constellation,
then spend them  elsewhere.

Do thisas many times as you wish,  as long as you  have enough
Dragon Souls.

Note thclt you Can Only expend a  Dragon  Soul  if the constellation
actually has perks in  it!  Why would you want to do this? To  rearrange your

perks to best fit your play style so that you can  spend  perks in  rarely used
skills  more wisely.

When you are  ready/  recld the Black Book a second time to return  to
Solstheim.  Provided you are on  Solslheim, you can  return  here to rearrange

your perks at any time,  lust by reading Waking  Dreams from your inventory.

Back  in Skaal Village,  meet with  Frea and she tells you the Tree Stone
is free again  (it is located within  the Temple of Miraak, where you first found
her). The Oneness of the land  is restored.  Speak to  Frea,  being as kincl or
malicious as you  like when speaking  of her father.  She has some prudent
advice  regarding your new master,  too. The  rest of the village,  satisfied
that you  have honored  Storn's memory, will offer you their quests and
favors again.

u______I

AI THE  SUMMIT OF APOCRYPHA
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ife oplimqI Ouesl SIqrT
Most Side Quests are available from the  moment you  begin your adventure
on  Solstheim,  although  it is wise to  learn  if there are  prerequisites to complete
first.  As  Side Quests aren't usually linked  to one another  (with  a  couple of
exceptions), you can  start them at your leisure.

Avoiloble Quests
There are 27 Solstheim  Side Quests,  which  originate on the  isle.  There are also several
Solstheim  Regional  Activities,  which  are detailed  in  the  next chapter,  Aside from  the exceptions
detailed  below,  most of these quests are independent of one another and can  be completed
whenever you encounter them.

Solstheim  Side  Quest: Healing  a  House

Solstheim  Side  Quest:  Heart Stonest

Solstheim Side Quest:  Lost Knowledget

Solstheim  Side  Quest:  Lost Legacy

Solstheim  Side Quest:  March of the  Dead

Solstheim  Side  Quest:  A  New  Source  of Stolhrim

Solstheim  Side  Quest:  Old  Friendst

Solstheim Side  Quest:  Reluctant Stewordt

Solstheim  Side Quest: A New Debtt

Solstheim  Side  Quest:  Retaking  Thirsk

Solstheim  Side  Quest:  Served  Cold

Solstheim  Side  Quest:  Telvonni  Reseorcht

solstheim  si'de Quest:  unearthed

Solstheim Side  Quest:  Wind and  Sondt

Solstheim  Side  Quest:  The  Challenges  of  Kogrumez*

Solstheim Side Quest The Great Solstheim  Strongbox  Hunt*

Solstheim  Side  Quest:  Korstoog,s  Resurrection*

Solstheim  Side Quest:  Masks of the Acolyte  Priests*

Solstheim  Side Quest:  Rings of the Werewolves*

Solstheim  Side  Quest:  Spider (roffing*

MOTE      *  Ouestnnmes markedwilh
this symbol do not flppeor in

your Quest Menu list, although
abiectives may.

mH

Tel  Mithryn

Skool  Village

Old Ahius  Form

Skool  Village

Tel  Mithryn

Tel  Mithryn

Raven  Ro(k

Thirsk Mead  Hall

Raven  Rock

Tel  Mithryn

Kolbiorn  Borrow

Tel  Mithryn

)   Raven  Rock

Castle  Korstoog

Various

Frostmoon  Crag

White  Ridge  Borrow

fu*:1;?   NOTE

Ire  S'_i-`e.- JS=:.`-i:'i   `'

s_Fry_RTin

ross-Refereflcing: Do you wan"a see maps un

more abouHhe imps, nan-quest-relnted items, (oil

and other important rooms of note in every

Then cross-referenle the location you travel to with i

on that lo[otion  conloined  in this guide,s Atlti§.

NOTE       Side Quest: The Ebony Warrior is part of the

main Side Quest (hapler, found on page 430_

None

Repeotoble

Repeotoble,  Complete  Drogonborn  Main  Quest:  The  Gardener of Men

(omplete  Solstheim  Side  Quest:  A  New  Source  of Srdlhrim

You  must not complete  Solstheim  Side  Quest: The  Chief of Thirsk  Hall

Complete  Solstheim  Side Quests:  The  Final  Descent ond Mar(h of the  Dead

None

You  must be a werewolf

None

t Ouesl names marked with this symbol ore part of Solstheim Side Quests: Neloth/s

a  group of missions that till  require you to speak to the  Dark  EIf Neloth afifel Mil

Although  all of these Ere known  os Side  Quests,  onlysome of them will counHovlrd I

AchievemeMrophy. The Achievements Appendix on pose  1 079 informs you

f::JE:`si,  SOLSTHEIM SIDE  QUESTS

I



PREREQUISITES: This quest is

repeolable.

i._i._-.          _      +
©   mlNOR SPOILERS

RELATED  QUESTS: Solslheim Side Quests:  Nelolh/s Quests (page 606).

LOCATIONS: Tel Mithryn

CHARA(TEES: Neloth

a  OBJECTIVES: GeHhe Staff, Talk to Neloth

ffi"ou Just tan,I Gel the Slqff These Days

When you speak to Neloth-the Dark Elf magic  practitioner you  partnered
with during  Dragonborn Main  Quest: The Path  of Knowledge-he  may
mention  he,s something of a collector of magical staffs.  Especially the ones
made by the legendary Azra  Nightwielder.  lf you cain  retrieve One Of these
staffs, which  Neloth/s scrying  has uncovered,  he,ll  reward you with  one of his
own making.

a  OBJE(TIVE: Get the sloff

I  TARGET: Azrq's Staff [random], from [a random dungeon]

iffty NIost Enchqnring

Onward!  Neloth  pinpoints the location of the staff,  and  it's up to you to find
it.  Unlike many of The other quests that take place on  Solslheim,  Azra's Staff
may be located  in any dungeon,  either here or in  Skyrim.  ln  this example,  in
order to find Azra,s Staff of Turning/  we traveled  all  the way from Tel Mirhryn
to the Reach and explored deep into the Falmer cave system  known  as
Gloomreach.  Once the  (random)  staff has been  secured, your quest updates.

»  Azra's Sttlff [randOm]

©  OBJECTIVE: Talk to Neloth

I TARGET: Neloth, Tel Mithryn

Quest (onclusion

Journey  back to Tel  Mithryn  and find  Neloth  in  his  epic fungal  growth.  Present
the staff to him and  he,s  most enchanted with  it. To show his appreciation,  he
requests you take one of his staffs from  his  personal collection, and the quest
concludes.

>  Staff [random]

Postquest Activities
You can  repeclt this quest numerous times,  assuming  Neloth  requests

your help.  Remember that Neloth  is  particulclrly tCIken With  Staffs and  has
constructed a Staff Enchanter to further augment these  items.  For information
on creating your own staffs,  refer to page 75.

"A!NIN£                      THE  !NVENTC)RY

OVERVIEW      AZRA'S STAFFS
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PREREQUISITES: None

RELATED  QUESTS: Solslheim Side

Quest: Masks of the Acolyte  Priests*,

Solstheim Side Quest:  Unearthed

<_    __         I    ___-._.    _    _r>i

©   mlNORSPOILERS           i

LOCATIONS: Apocrypho,  Kolbiorn  Borrow

(HARA(TERS: Miner/  Rqlis Sedqrys

ENEMIES: Ahzidol,  Draugr

a   OBJECTIVES:  Learn the  Block  Book/s hidden knowledge

ife The Big Dig

To  reach this  Black
Book chamber, you
must complete Solstheim
Side Quest:  Unearthed

(see page 645 for the
walkthrough  for this

quest).  This  involves the
following  tasks:

Fund  all  the  phases

rm

of Ralis  Sedarys,s
excavation  (at a  cost of  1  1 ,00O gold).

Slay all  of the  Draugr and  uncover all  the main  chambers within  Kolbjorn
Barrow.

Face off against and defeat the  Dragon Acolyte  Priest Ahzidal.

Exit the chamber where you fought Ahzidal via the open  sarcophagus  in
the southwest wall.

The chamber you  must reach  is a circular room with an  effigy of Hermaeus
More.

Reach the pedestal containing  the Black Book,  and  read  iL You are
transported to Apocrypha.

>   Black Book: Filament and  Filigree

ae:i:©   NOTE      This is on area ofApocrypho thor does n8f Overlap with
the port of the realm you visit during lhe Dragonbom

Mtlin  Quests.

Tr ¬  £i_,`.let, +¬c``.,.+s  ''.

s-Try-RTM

ife Terrible Secrets

a  OBJECTIVE: Learn the Bhck Book/s hidden knowledge

You  are transported  into a  partial void,  where the floating  living  lanterns
hover and cast their light.  They are  important here,  as the shadows are
harmful to you.  So head toward the steps and Magicka font when the  light
shines on your path.  Climb the steps,  search  the pod,  and activate the Scrye
to open  the door south.

¥!P        Of course,  you  ¬esre  simply  use  a to!,fh,  ®r the  (a!1dieiight  Sr

Mage!ight spe!is;  to  ilSg#ie the  eife¬tS ©f the  d«rk!iSSS,i

The  route ahead features
a sheer drop on  both
sides,  limited  movement,
and  harmful shadows.
Run  across as the  light
shines,  pausing  to slay
twc) Seekers and a
Lurker.  \^/atch for tentacle

ponds along the way.
Some may wish to stand
and  fight.  Others find  it more  prudent to  run!

West Conclusion

Dash  up the steps to a  larger black pool,  out of which a  Lurker strides.  Slay
it if you wish,  or dodge  past,  racing  up to the  pedestal containing the tome.
There,s also an adjacent vessel to ransack.  Open  the book,  and you can
select from among the following  powers:

>  Secret of Strength (Power allatks cost no stamina for 30
seconds)

>  Se(ref of Artana (Spells cost no Magi(ka for 30 seconds)

>  Secret of Protetlion (You lake half damage lot 30 seconds)

Poslquest A(tivities
Choose your power,  then access the  book to transport back to Solstheim.

rJL,ESTS:  SOLSTHEIM SIDE QUESTS
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PREREQUISITES: None

RELATED  QUESTS: Solsfheim Side                    ©   MINOR SPOILERS

Quest:  Reluctant Steward

LOCATIONS: Apocrypha, TeI Milhryn

CHARACTERS: Neloth

ENEMIES: Lurker, Seeker

A  OBJ[{TIVES: Learn the BIqck Book/s hidden knowledge

fty Twilight al Tel Milhryn

This  Black  Book  is  located within  the  Staff Enchanter  room  in  the central
tower.  Neloth gives you the key to this room as your reward  for completing
Side Quest:  Reluctant Steward  (see page 637).

Unlock the room,  reach  for the  Black Book on the Arcclne Enchanter,  and
read  it.  You are transported to Apocrypha.

>   Black  Book: The Hidden Twilight

fry ln the Name of Mora

a  OBJ[{TIV[: Leqm the BIqck Book/s hidden knowledge

You  begin  near a  raised
stepped  platform with
two Magicka fonts.  Head
across to the north gate
with another Magicka
font and activate the
Scrye.  The gate swings
open, enabling you to
reach a second chamber
with two Stamina fonts
and a book to open Chapter

Enter the short corridor
with a Magicka font c)t
both  ends,  turn  left (east)
and  then  right  (south).

Pass another Magicka
font,  then  turn  left again
to a wall,  Follow the
corridor around,  passing
another Magicka font,
until you  reach the large

chamber of arches  between  book stacks,  dimly illuminated  by curled  lights
and a Stamina font.

Stamina font an

Behind  (southeast)  the
arches is a  platform
with  liquid  frothing

underneath.  However,  it
is safe to move across as

you battle two or three
Seekers.  Eventually you
reach a  black table, a
Magickcl font,  and a
slopped platform with a

tunnel that leads up  (north)  to a Magicka font.

(east)  at the font,  peering across a sea of black ooze, and activate
the Scrye. This moves two flapping  bridge platforms up and down. Time

your run so you  leap and  land on  the platform when the ramp  is up soyou
don,I fall  short. Jump across to the second  ramp as it rises,  and exit to a

junction  tunnel.

OPen  area

Head  left (north)  to reach
a Magicka font, pod,
black table, and dead
end.  Head  right (south)
to reach a Magicka font
clnd  open Chapter m.
You appear in a confined
book{lad area with
Magicka and Stamina
fonts.  Head south  into the

and  take the ramp right (northwest)  to the roof and a  Scrye.

TRAiN!rviC3                         THE  INVENTORY

BLACK  BOOK:  FILAMENT AND  FILIGREE       BLACK  BOOK:  THE  HIDDEN  TWILIGHT
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This elongates the steps back on the ground,  allowing you to cross to the
island,  a Magicka font, and a battle with one or two Seekers. Go by the
black tables and continue toward the opposite entrance,  passing  two
Magicka fonts.  Head  into a courtyard with a central gated area and a
lumbering  Lurker to deal with.

Tackle the foe,  grabbing
Stamina from  the nearby
font if necessary.  Back

up into the previous
chamber if you  need to,.
then  search the mazelike

ground area.  To the south
through  some narrow,
book-stocked areas  is
a  Stamina  fontand the

book to open  Chapter  lV.  This  is optional  but well  worth  exploring.

(Optional)  Chapter
lV  is a  simple cell-like

chclmber with one or two
Seekers and a Magicka
font.  There  is also a
Scrye to activate,  which
opens a gate beyond
the cell,  in  a  corridor to
the west.  This corridor
is accessible only  if you
reach  Chapter V  (below).  Return  to Chapter Ill.

Move up the romped area,  passing a Magicka  font to an  upper balcony with
a  Scrye that unlocks the gate room  below.  Head through  to a  Stamina font
and steps  up to a  secondary platform  ramp and second  Scrye,. this opens the
main gate with  the Mc]gicka font just below you.  Head  past a Stamina font.

You  enter a  square-
shaped tunnel  area
with a  Seeker to slay.
Simply continue eas"a
a pod and the corridor
elongates considerably,
offering you Chapters
V and Vl to read.  Head
into Chapter V only
if you've investigated

Chapter lV.  Otherwise,  recld  Chapter Vl and you,re poised to finish this quest.

M[E

The  i_,,±e= £L.rC.J|:a  Y

s kT7--fat-M

(Optioncll)  Chapter V is
a singleeell  room across
from the one  in Chapter
lV.  Pass the Magicka
font,  use the Scrye to
open the door,  and
head  left (west).  There
should be an open gate
and Seeker here (if the

gate is shut,  backtrack
to Chapter lV to open  it).  Slay the foe and  inspect the pod and  blclck table,
which  holds one of the  best collections of skill  Books  in  the game.  Then  head
back to Chapter Ill and open Chapter Vl.

>   Before the Ages of Man (Illusion Skill Book)

>   2920, Heurlh Fire, v9 (Coniumlion Skill Book)

>   Breathing Water (Alleralion Skill Book)

>   Racial Phylogeny (Resloralion Skill Book)

>   A Hypolhelical Treachery (Deslrutlion Skill Book)

Aside from the Magicka font under the book,  this  is a straightforward  pclth
west to two more  books marked Chapter Vll and Chapter VIIl. The former
leads you to a sloping  island with  a couple of Seekers to finish, cI Magicka
font,  clnd a  Scrye to activate.  This opens a gate platform  in Chapter Vlll.
Head  back to the book and open Chapter Vlll.

A Seeker meets you  in a cramped corridor.  There,s a  Stamina  font above
the book and black table.  Next,  head out to a romped platform and a  large

platform  area with  two Stamina fonts and two Lurkers to face.  A Scrye
opens the gate ahead  (west)  of you, and the bridge extends to the pedestal
containing the Black Book and an  adjacent vessel to ransack.  Open  the
book,  and you can  select from among the following  powers:

>  Morn,s Agony (Summons a field of writhing tenla(leg that

poison foes)

>  Mora's Grasp (Freezes lhe largel between Oblivion and
Thmriel for 30 seconds, mqkin9 them immune fO all damq9e)

>  Mora's Boon (Fully restores your Health, Magi[ka, and
Slaminq)

Poslquesl Activities

Choose your power,  then access the  book to transport bcICk tO Solstheim.

rJL,EST.:'.  SOLSTHEIM SIDE  QUESTS
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PREREQUISITES: None                   ,ca--==-E>
RELATED  QUESTS: Solstheim  Side                    ©   MINOR SPOILERS

Ouesl:  Lost  Knowledge, Solstheim

Side Ouesl: Masks of the Acolyte  Priesls*, Solstheim Side Quest: Spider

(rofting*

LOCATIONS: Apocrypho, White  Ridge Barrow

ENEMIES: AIbino Spider,  Bondil/  Drougr,  Dukoon,  FIome Spider,  Lurker,

Merilor  Rendos/ Seeker

A  OBJE(TIVES: Learn the  Black  Book/s hidden  knowledge

ln  the five  Black  Book quests,  you  must check out one of five ancient books
that teleport you to  Hermaeus Morals  realm of Apocrypha. This specific  book
is  hidden  deep within  White  Ridge  Barrow.

Reach  the  Black  Book
chamber by navigating
through White  Ridge
Barrow.  lf you  require
a  walkthrough,  consult
Solstheim  Side Quest:
Spider Crafting*.  You
do not need to finish
that quest,  but you must
complete the following
tasks:

Enter the spiderfilled entrance passage,  and descend  the spiral  steps.
Move through the grand  hall and defeat more spiders and  parasitical
arachnids with their Bandit victims.

Head roughly south,  maneuvering toward the White  Ridge Sanctum
entrance. Activate the door bar,  enter another huge hall,  and engage (or
avoid)  Merilar RendcIS and  his  SPider friends.

Continue south to an  iron door, which  leads to a grand crypt with a Word
Wall and a  Dragon Acolyte Priest named  Dukaan.  Defeat or avoid this
foe,  then claim the Word of Power for the Cyclone Shout.

The Black Book is on a  pedestal on the chamber,s opposite side  (below
where you  entered).

Reach the pedestal containing  the  Black Book,  and  read  it.  You are
transported to Apocrypha.

>   Word of Power:Cyclone         >   Black Book:TheSallowRegent

ngds*¥  NO" This is an oreq a with

visit during the  Drflganborn

a   TIP        Neioth,  ca  powerful  Dullmeri  n"ge i" rheSe#iememOfTei

Mithryn,  may request you  !e¬tii© find  return  this  book  £®  he  cti!i

make ti  Copy. This is S®istheim  Side  Quest:  Last  Kitowledge.  Aith®ugh  yol!

miss Out on  ev  monei«ry  rewmrtl,  you  ¬ti»  oh?flin  this book without se©kimg

Ne!¢Eii  out  firsi.

is#.?,  Seeker of Knowledge

a  OBJ[{TIV[: Learn the BIG(k Book/s hidden knowledge

You are transported
into the  partial void,
where strange hovering
lanterns  flit across a
long and dark corridor.
They are  important,
as they provide light
in  this forsclken  place,
and the darkness harms

you.  Watch  out for the
tentacles in  the small  pond  near the pod,  then  set off down the dark and
blackened  path  heading  roughly south.

",     Tip       Yeuc«!INIsousetitersh/ortheCund!eiightspel!/ionegutethe        :

®ff©efs  of the  dtiFkneSS!

Continue south to a
second tentacle pond,
and a  pod,  then turn
west and walk up the
sloping  tunnel  to a  larger,

partially lit chamber
with stacks of books
and a  possible Spell
Tome.  There are also a
few gems and scrolls to
search for.  A Seeker appears to  block your path,  after which you  must move
to a  second tunnel  (south)  and  ascend  it.

This seems to lead to a
dead end, but continue
south and a platform
uncurls,  linking to a
well-lit area  with a  black
table and  a  possible
Spell Tome.  When the
lights go out,  head  up
the steps to the south,
attacking  (or  running

past)  a  Lurker and winding your way up to the highest platform.

Quest (onclusion

his  splits  into  two

platforms before merging
again. These narrow
bridges  have  Lurkers to
attack or avoid (there are
a total of three),  before

you head south and upto
the final  platform.  Here

you find a vessel and
two black tables with

uding another possible Spell Tome).  But you,re here for this
Blclck Book:  open  it,  and you can  select from among the following  powers:

>  Seeker oI Might ({ombal skills are all  IO% mrs elleclive)

>   Seeker ol Sorcery (All spells (osl  lO% less Magi¬ka)

>  Seeker of ShtldOWS (Stealth skiIIs are all  lO% more effetlive)

Postquest Activities

Choose your power, then open the book to return to Solstheim.

BLACK BOOK:  THE  HIDDEN TWILIGHT      BLACK  BOOK:  THE  SALLOW REGENT
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PREREQUISITES: None

RELATED  QUESTS: Solstheim Side

es  -   "."..-  ----  _  -,..___.-.i:::::i;::I::',:,,~__,H>  ;

MINOR  SPOILERS

Quest:  Lost Knowledge/  Solstheim Side

Quest: Masks of the Acolyte Priesls*, Solstheim Side Quest: The Greol

Solslheim Strongbox  Hunt*

LOCATIONS: Apocrypho/  BIoodskol  Borrow,  Raven  Ro(k Mine

ENEMIES: Draugr/  Lurker, Seeker, Zohkriisos

a   OBJECTIVES: Learn the Block  Book/s hidden  knowledge

ife Buried Beneqlh BIoodskql borrow

ln  the five  Black Book quests,  you  must find  and  leaf through  one  of five
archaic tomes that transport you to Hermaeus Mora,s realm  of Apocrypha.
This  particular book  is  nestled  deep within  Bloodskal  Barrow,  which  you
access from  Raven  Rock Mine.

Reach the Black Book
chamber by completing
Solstheim  Side  Quest:
The  Final  Descent

(see page 622 for the
walkthrough  for this

quest).  You  need  to finish
some of this quest by
completing  the following
tasks:

Locate Raven  Rock Mine and  agree to help Crescius search for the secrets
of his ancestors.

Descend to the bottom of the mine, and  make your way through the long
Draugr crypt.

This  is  Bloodskal  Barrow,.  the  Draugr-killing  continues until  you  reach  a

grand  basalt chasm.

Approach the sealed  door,  and  use the power attacks of the Bloodskcll
Blade to open  it.

Avoid the blclde trCIPS, then  face Off against and defeat the Dragon
Acolyte  Priest Zahkriisos.

Learn the Word of Power from the Dragon Aspect Shout al the Word WcIIl
before  leaving I

The chamber you  must reach  is a circular spiral  stepped area with a  small
waterfclll.

Reach  the pedestal containing the  Black Book and  read  it.  You are
transported to Apocrypha.

>  Word ol Power: Dmgon Aspect

>   Black Book: The Winds of (hangs

H[5mi

Tfc   Eij_='.e= S_`=c'':a   `l)

s_itij--JRTM

Tip        Neioth,  a  powerful  Dunrmeri  masge  iFT the Se#iemenf efTe!

Mithryl1/  mtiy  request you  locate  and  reiurre  this  book  S¢  he Cca!1

"ke  a  ¬cpye  This ¬s Soistheim  Side  GiJeSt:  Lost  K!10WledgeQ  Although  you

miss  OUE  ®ae  er  rmonetfiry  re\A,/flrtl,  you  can  OhtOin  this  book  WiF!10ut  Seeking;

Nelofh  ¢tit first.

ue> Adventurer,s Insight

a  OBJE(TIVE: Learn the  BIock Book/s hidden  kmowledge

The great fetid seas of
Apocrypha greet you.
Focus on the path  and
head  southeast,  climbing
the stepped  platforms
to your left as you turn
east.  Fight two or three
Seekers as you go.  Avoid
the tentacle from  the
black pond  as you  reach
a  Scrye that opens a gate ahead  (northeast)  of you.

Head  past a black table
and a Magicka font,
moving  to a  Stamina
font,  a  black table,  and a
Scrye crammed together.
The Scrye opens a
second gate.  Head
southwest, engaging
two more Seekers  in the
corridor beyond.  Gather
Magicka  from a font as you continue south to a Scrye.

This opens a gate to
the south,  leading to a
larger, open chamber
with oramp and a
forming  Lurker.  Slay this

atrocity/ before or after

you activate the Scrye to
the west, There are l\^/o
Magicka fonts fo siphon
here too.  The Scrye on
the ground elongates the steps. The Scrye atop the ramp opens the gate atop
these steps.

Quest Conclusion
The gate allows access to
the pedestal containing
the tome and an adjacent
vessel to ransack.  Open
the book and you can
select from among  the
following  powers:

>  Scholar,s Insight

(Reading Skill Books gives you an extra Skill Point)

>  Compunion,s lmsighl (Your allacks, Shouts, and desl"tion
spells do no damge lo your Followers)

>   Lover,s Insight (Do  10% more damage and gel  IO% beller

prices from people of the opposite sex)

Postquest Activities

Choose your power, then access the book to transport back to Solstheim.

i::,iESTS'   SOLSTHEIM SIDE  QUEstS
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PREREQUISITES:  None                                    ca+:+::-: ::::I-ii=+;:,::::,,--:--=B>

RELATED  QUESTS: Solstheim Side                    ©  MINOR SPOILERS

Quest:  Lost Knowledge/ Solslheim

Side Quest: The Great Solstheim Strongbox Hunt*

LO(ATIONS: Apocrypho/  Benkongerike

ENEMIES:  Lurker/  Mounted  Riekling/  Riekling/ Seeker

O  OBJE(TIVES: Learn the  Block  Book/s hidden  knowledge

ife Buried in Benkongerike

ln the five Black Book quests, you  must locate and  pore over one of the
strange books that whisk you  into Hermaeus Mora,s realm of Apocrypha. This
specific  book is  hidden  deep within  Benkongerike.

Reach  the  Black  Book
chamber by weaving

your way through
Benkongerike.  lf you
require a walkthrough,
consult the Atlas entry for
this cave complex and
Draugr dungeon on page
lO21,  Here  isa  brief

SUmmary:

Enter the large snowbound cave chamber and  slay Rieklings that await

you. Then  head west and  north through the  icy passages,  avoidi'ng
Riekling  traps and  foes  leaping  out from  their strewn  items.

Maneuver east into the large cavern of rickety bridges,  tearing through
more  Rieklings and leaving  by the exit to the east. Watch for a final
Riekling ambush  before heading  into Benkongerike Great Hall.

Move through the
connecting passages and
into the great hall,  where
a  Bristleback_mounted
Riekling Charger and a
halidozen  infcmtry foes

present a temporary
problem.  After you slay
anything  blue-skinned,
head  south to  inspect the
Nordic  Puzzle.

Puzzle Solution: Ignore the pedestal with  the handle  (as you don't
wclnt tO  be Struck by darts),  and  inSteCId  Search  the Walls for PetrOglyphs

corresponding to the pedestals below The correct order,  from  left to right,  is
Hawk,  Whclle/  Whale, and  Serpent. The second  petroglyph clue  is missing;
find  it in a tent on the eastern  upper ledge of this chamber.

Check the chest by the Word Wall, absorb the Cyclone Word of Power,
then  head east down a  narrow tunnel clnd  into a Circular Chamber Where the
Black  Book awaits.

Reach the pedestal containing the BIack Book,  and  read  it.  You are
transported to Apocrypha.

>  Word of Power: Cyclone

>   BIack Book: Untold Legends

is is an area of Apocrypha that does not overlap with

a part of the realm you visit

Mtlin Quests_

Hip         ELieiS#i1,  ee  P©Werfve!  Baeiimeri  ffiesge  i»  fhe  sett!emeili  ®E Tei

MiFfroryFT/  niesy  request  you  ieitiie  tina  retaern  this  bc©k-  s@  he  Cevlti

rmfflke  a  ¬®py.  This  is  Ss!sihei#1  Side  Gues?:  Lcs?  K«ovI!iedge"  A!ihe»gh  yoay

rm¬ss  ®us?  all  ti  rmCneterry  re,#eerd,  you  Can  CbTtiiae  t!iis  faock  wit!1eusi Seekimg

Ne!cfii  ¢»t first.

ife (hqple"nd perverse

a  OBJECTIVE: Learn the BIack  Book/s hidden knowledge

Pass the two Magicka fonts,  heading  north to a Stamina font,  east to another
Magicka font and  black table,  and  north to Chapter ll.  You appear facing
a  stepped  plcltfOrm.  Head onto il,  turn  left (west),  cross the bridge,  and face
off against cI  Lurker just beyond two more Magicka fonts,  on the far part of
the bridge.

Continue wesHo the
double exit,. there is a
ramp on either side.
Head  north,  passing
two Magicka fonts, and
open  Chapter lil  first'
You appear in a cagelike
chamber.  Slay the
Seeker,  inspect the pod
on the black table and
a  possible Spell Tome before opening Chapter ll again.  Head south,  to the
Magicka font and Chapter lV.

Head  north,  through  a
stepped tunnel with  a
Magicka font, and pass
two Stamina fonts as the
tunnel opens to a stepped
cathedral chamber
without a  roof.  Beware of
two Seekers as you solve
the way to open the exit.

Puzzle Solution:
ln the center is a  locked area with  a  Scrye.  Surrounding  this are six raised
clnteChOmberS and  the exit:

Anrechomber  1  (norlheost): Stamina font and a  Skill  Book,  Beggar

(Pickpocket  Skill  Book).

Anlechomber 2 (east): Locked gate and Scrye, accessed from
Antechamber 5.

BLACK BOOK: THE WINDS OF CHANGE      BLACK  BOOK:  UNTOLD  LEGENDS
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Antechamber 3 (southeast): Stamina font.

Antechamber 4 (soulhwesl): Magicka font.

Antechamber 5  (west): Scrye outside,  which opens the gate leading  to a
Magicka font and  Scrye inside, which  opens the gate to Antechamber 2.

Antechamber 6 (northwest): Magicka font.

Simply hecld tO Antechamber 5,  activate the outside Scrye to open  the
adjacent door,  and go inside this antechamber to a second  Scrye;  this opens
Antechamber 2.  Head there to the next Scrye and activate that.  The north

gate of the central  locked area opens.  Enter here, with  its four Magicka  fonts,
and  activate the final Scrye. The steps to the south extend,  allowing  access

past two more Magicka  fonts to a vessel and Chapter V.

Enter Chapter V,  and
head down the main
corridor,  peering  ahead
at what seems to be
the  Black Book at the
end  of this  long  tunnel.

However, when you
reach  the  middle,  near
the two Stamina fonts,
the tunnel  ahead grinds
to the  left,  forcing  you  east to a  black  pond  and  a  Lurker fight!

After the  battle,  follow
the  exit corridor  north
and west,  activating a
Scrye and opening a

gate that leads back into
the  main  tunnel.  Dash

south again,  and  the
same trick is performed,.
the tunnel grinds  right this
time,  forcing you west to
a chamber with  a Stamina font and a second  Lurker to  battle.

Quest (onclusion

Follow the exit corridor  north  (passing  a  Stamina  font)  and  east,  back once
more  into the  main  tunnel.  Trek south  one  last time,  and  the corridor allows

you access to two Stamina fonts and the Black Book.  Open  the book,  and
you can  select from among  the following  powers:

>   Bltitk fflurkel (Summons a Dremortl mer{hanl lo trade
with you)

>  Se¬rel Servfllfi (Summons a Dremora butler lo tarry your
excess items)

>   Bardic Knowledge (Summons a spe{lm! drum lhtit plays
ff®er you, imtreasing SIumima  Regeneration for you amd

netirby allies)

Postquest A(tivities
Choose your power,  then open the book to return to Solstheim.

neS A Briqrhearl out of Reach
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all the folks in Raven
Rock think of as an
uptight loony has a

problem.  Youll  kno
this  if you  visit

you finish  Dragonborn
Main Quest:  The Path
of Knowledge.  Retum
his lower  in  Tel  Mithry
there,s a problem, and he

asks if you're familiar with the Briarhearts.  Neloth seems keen on furthering
his knowlec]ge regarding the briar seeds they use in  place of their hearts.
you're to examine one of these fierce warriors of the Forsworn.  Neloth
casts a  memory trace spell  on you so he doesn't have to rely on your puny
descriptive verbiage,. therefore, there,s no need to take notes.  You can:

Set off immediately`

Or ask where  Briarhearts can  be found.  His description  points you  in the
direction  of the  Reach.

Or ask what Briarhearts have to do with  Heart Stones.  His explanations
don,I help this quest.

a  OBJECTIVE: Examine a  Briarheart warrior

I TARGET: Briarheort, [ony Forsworn redoubt], the Reach



EN Harvesting Ike Heart
There are no  Forsworn
on  the  isle of Solstheim.
This means you  need
to travel  back to Skyrim
and trek west to the
mountainous  Hold  known
as the Reach  (Markarth
is  the capital).  At this

point, you  need to find a
Primary Location where
Forsworn are active. The

Locate the Reach  section of the Atlas  in this guide,  on  page  8O2. Then
scour each of the Primary Locations,  noting  the dungeon type in the
statistics:  You,re  looking  for areas that are  referred  to GIS  ,,Forsworn
Redoubts" or those with  wForsworn"  listed as enemies.  These are known
locations where Forsworn are active. There are well over a dozen  such
settlements.

Or, you can simply travel to Bard,s Leap Summit/  Druadach  Re
Lost Valley Redoubt,  or Red  Eagle Redoubt.  Any of those locations aha
have a Briarheart (ancl many other troublesome foes)  ready to face you
combclt`  Kill one of these primitive abominations clnCl examine the Corpse.
Choose to Harvest Briarheart,  optionally picking  up the Briclr Heart.

a  OBJECTIVE: Talk lo Neloth

I  TARGET:  Ne!oth, Tel Mithryn

Quest (omclusion
Return  to Neloth  and tell  him you,ve examined the Briarheart warrior.  He
extracts the  memories from your mind and offers  up a coin  reward for your
lengthy trek.

>  [Leveled] Gold

Postquest Activities

Further quests and sarcastic  puLdowns are available from  Neloth.

PREREQUISITES: None

RELATED  QUESTS: Solstheim Side ®   mlNOR SPOILERS

Quest:  Retakimg Thirsk

LOCATIONS:  Buiold's Retreat, Thirsk Mead  Hall

CHARACTERS:  Bilgemu(k,  Riekling,  Riekling  (hief

ENEMIES:  Nord

O  OBJECTIVES: Give Bilgemuck some meat,  Return Bilge-k to
Thirsk, Talk to the (hief/  Bring  I 0 Scathecraw to the (hief,  Kill the

Nords (7), Speak to the (hief,  DefeaHhe (hief

ife you. FoI. Low. Me.

The Mead  Hall  is overrun
by  Rieklings.  However,
unlike the  more  feral
foes you  may have
encountered elsewhere
on  this  island,  they aren't
immediately  hostile.

Don,I attack;  instead,
follow the scout to the
opposite  (north)  end

of the hall.  The Rieklings seem to have appropriated  much of their basic,

primitive lanterns  and  furniture,  and  on  a  makeshift throne sits a  Riekllng
Chief.  lt is  impressive that he,s  learned  the common  tongue of this province.
He asks for your  help.  You can:

Askwho he is.

Inquire where they lived  before moving  here.

hy they took over Thirsk.



I"akes only a single
helping  of meat to get
Bilgemuck  interested
in  you.  He follows you
back across the edge
of the  icy  lake,  to Thirsk

Mead  Hall.  Ignore the
congregation  of Rieklings
at the front door, and
move around to the left

(west)  side of the structure and  the  remains  of a  forge that the  Rieklings  have
reclaimed  as an animal  pen.  Walk Bilgemuck into the pen  and then  head
back inside the  hall  to chat to the chief again.

Tell the chief you  brought back his animal,  and  he's pleased.  Probably.
lt's difficult to decipher  his words,  although  he does  immediately  request

you  bring  him  "two hands of redgrass"  for a  "dance,,  they have planned.
He hands over a sample to encourage you  (and so you know what you,re
looking  for).

>  S¬a3he¬rtiw

O  OBJE(TIVE: Bring  I 0 Scathecrow to the (hief

I  TARGET: S(athe(raw, along the eoslem coast

ire Kqroo Tqrqy Pelfrik?
Your  hunt for

Scathecraw is relatively
straightforward:  Head
east toward the coast,
moving  to  Buiold/s
Retreat.  There are a
couple of plants at
the base of the rocky

path.  Turn  south  (as the
northern coast is bereft
of these plants),  and
wander into the Retreat.
Ignore the  moaning
Nords and harvest any
Scathecraw you see,
slowly scanning  the
coastal  path from  here,
toward the half-sunken
ruins of Nchardak. There
are more than  ten  plants
to find  in  this  particular stretch  of coastline.

Check your Items =  Ingredients  menu to  keep count of the Scalhecraw plants

you,ve gathered, as the quest doesn,I update when ten are found.  However,
once you,ve  pluckecl enough,  return to Thirsk Mead  Hall,  passing the

gathering  of Rieklings  ranting  in  their own  strange tongue,  and  revisit the chief
once more.  Inform  him  that you,ve been  successful,  and  he animatedly claims

you will  soon  be ,,tribe-kin.,,  But there,s one more task to complete first:  the
g of ,,bad  Nords."

The "bad Nords"  in question are the moping  folk down at Buiold/s
who were  unceremoniously kicked  out of this very  hall  by the Rieklings
e.  lt istime to add  injury to  insult and wipe them off the face of

game? You  simply need to answer "Let,s go!" to begin.

:616`/
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a  OBJE(TIVE: Kill the  Nords (7)

I  TARGET: All  Nords in  Buiold's Retreat

ne> No More Bad Nords. Them Tribe-Kin.
The chief waddles out
of the  hall  with  purpose.
Follow him and watch as
he  riles  up  his tiny troops

for the forthcoming
massacre.  After his battle

planning,  your objective
updates, and you,re free
to  join  in  the  mayhem.

Follow the  Rieklings  as

they trot east down the  rough path  to the water,  and  turn  right  (south).

Attack!  Or,  if you  wish,
stay away! You can
view the battle and get

your hands as bloody
as you wish,  although
every Nord in the camp
is  hostile.  Their  leader

is  Buiold,  but anyone
bearded or carrying
rudimentary armor is

fair game.  Obviously' you  can tackle each  Nord  in any way you wish,  but
defeating  them when they,re already engaged with a  Riekling friend  keeps

you  from  harm.  The fight shouldn,I be too demanding,  and any Words the
Rieklings slay are also added to your death total.

After a  reasonably one-sided slaughter, you  should emerge victorious.
Whether you wanted this title or not, you're now the  new chief of Thirsk
Mead  Hall  ancl  this  particular band  of Rieklings!

Poslquesl Activities: Muwofolhoo
Leadership of this motley band of degenerates has  its  privileges.  You can
speak with  any of the remaining  Rieklings and  request they act as a  Follower
Also,  during  combat when  you're on  Solstheim,  up to three  Rieklings  may
appear to assist you.  These blue homunculi  are  brave but weak and  stupid,
so don,t expect them to stand  up to a difficult foe.

>   Follower: Riekling

*g;#g   ngoTE      Note there i" small (random) (han(e Rieklings mpy§

up whenever you enter (omhnt while outdoors; see Wo

InterG(lion.  Riekling  Rescue (pugs 683).  ln addition,

up Ike  place in your "Animfll  Followers,,, so you cgfl htiv

one ''human-sized" Follower, but not a Riekling

rLiLjESTS:  SOLSTHEIM SIDE  QUESTS
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PREREQUISITES: You must be

Level 36 or higher,  Lockpitks (4 or

more), Ancient Nordic Pi(kaxe

es:, :__,,,,,:,,,,:,:,,-,,,:,,~'::,-===:i==gg>
©   mlNOR SPOILERS

lNTERSE(TING QUESTS: None

LOCATIONS: Gyldenhul  Barrow,  Haknir's Shoal

SECONDARY  LO(ATlON: Bostlll (auseway,  Bloodskal Copse, Mud(mb

Tidal  Pools

ENEMIES: Ash Spawn,  Gtiruk Windrime,  Ghost,  Haknir Death-Brand,

Mudcrob,  Pirate (optain,  Reover,  Riekling, Thalin  Ebonhond

a  OBJECTIVES.. Search for the treasure of Haknir Death-Bmnd,

Letlrn more about the buried treasure,  Use the Deathbrond Treasure

Map to find the treasure/  Explore Gyldenhul  Barrow/  Defeat HokmiF

Death-Brflnd

ne* Before lhe Hunt
On your hikes across Solslheim, you  may hear about a  fanciful treasure
thought to be  buried  by pirates. There are several ways to begin  this quest:

Read the  book Deathbrand.  There are  many copies
scattered  around  Solstheim:  For example,  in  Tel
Mithryn,  there are two copies on  shelves  in  Neloth/s
tower quarters;  in  Raven  Rock,  in  The  Retching
Netch,  there is a  copy on  a shelf in one of the  north
bedrooms.

Visit The  Retching  Notch  in  Raven  Rock,  and  speak
to Geldis the innkeeper about rumors.  He mentions
the coast is especially dangerous-there are a  lot of
Reavers about.  He,s  heard they,re searching  for the
treasure of Haknir Death-Brand,  the  pirate  king.

Or,  you  can  simply stumble  upon  Haknir's Shoal
directly/  just north  of the Wind  Stone,  on  the  island/s

rtheast shore.

>   Book: Deathbrand

A  OBJECTIVE: Search for the treasure of Huknir  Deolh-Brand

ife ,,X'"arks lhe Spots

The first inkling  that you,ve accidentally wandered  into a  Reaver treclsure
hunt occurs when you  reach  Haknir,s Shoal.  lfyou,re quiet, you  may hear
a  small group of Reaver Pirates speaking about the loot they,ve uncovered.
They aren,I willing to share it,  though.  Begin  by engaging these four foes,
ideally removing  any long-range  bowman threats first.  Your main target is
the Pirate Captain.  Once the pirates are  bleeding  into the snow, you can
claim  their treasure chest.  This  prompts the following  objective:

A  OBJE(TIVE: Learn more about the buried treasure

A  TARGET: Pirate Coploin,  Haknir's Shoal

To  really begin  lh
the captain,s cot
Treasure McIP/  W

uesL you  need to inspect
nd retrieve the Deathbrand

you can view in the Items
> Misc Menu.  Now the search for valuables can
really begin.  Inspect the  map clnd you,ll  notice
four  ,,X,,  mc)rkings  indicating  possible  locations

for treasure chests.  Fortunately/  one is  right where

you are (and you may hove cllready found I.I).

>  Deflihbrfl"d Treflsure Map

a  OBJECTIVE: Use the De«lhbrond

Treasure Mop to find the treasure

I TARGET: Haknir,s Shoal and three

Ancient Chest Setondory  Localioms

-+:
+`

-`-.-`
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THE  CHIEF  OF  THIRSK  HALL  ,   DEATHBRAND
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Treasure (host:  Hoknir's Shoal

The first treasure chest
has been dug  out of the
snow of Haknir's Shoal,  not far from where you're currently standing.  Locate
the Ancient Chest  [Expert],  and  pick  the  lock.  Inside  is  a  pclrtiCUlarly fine  helm:

>   Deathbrtind He!rm

Treasure thesl: Mudcmb Tidal Pools

Cave  is a windswept stretch of the coast.  Among  the tidal  pools and
Mudcrabs  is a  half-submerged ancient chest  ([S.ND]  Mudcrab Tidal  Pools).
Expect  Rieklings to  swarm the Mudcrabs as you  reach  this  frigid  shoreline.
Kill  them  all,  join  either side,  and  mop  up  survivors,  or watch  and  slay the
stragglers.  Inside the chest are some gauntlets.

>  Dea!hhrund 6aunllefs

Treasure Chest:  Bloodskul (apse

Bloodskal  Barrow,  northwest of Raven  Rock. A small  Beaver rowboat is
moored  near this copse of trees  ([SS.D]  Bloodskal Copse).  Defeat the three
Reaver foes  before prying  the ancient chest [Adept]  open with your lockpicks.

>   Detilhhrclnd Armor

Treasure (hest:  Bqsqll (ousewoy

The  Sa,a¬-¢C¥crci:i  -£
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>   Deqfhbrdnd Boots

When you  reach  and open the fourth ancient chest,  it also contains a key to
open  a  remote barrow on the northeastern coast of Solstheim.  Be sure to take
the Gyldenhul  Barrow Key to update the objective.

>  6yldemhul Barrow Key

A  OBJE(TIVE:  Explore 6yldenhul  Borrow

I  TARGET: BIoodscythe/  in  GyldenhuI  Barrow

sexy Haknir,s Hideaway

The  barrow  in  question  is  on  a  small  island  just east of Skaal  Village.  \^/Ode
or swim across to the barrow entrance, where two Reavers are waiting for

you.  Show them the error of their ways,  and then approach  the Gyldenhul
Barrow door  [Master].  This  is a  tough  lock to crack without the  key you  just
oblained!

While you Can pick this lock before starting the quest,  you won,t get very far.
You  need the key to open the treasure room door inside.

This  is either the  smallest tomb  in  Solstheim,  or a  secret entrance  requires

your attentionl.  Fortunately/  it is the latter;  check the corpse of the adventurer
in  front of you,  and obtain the Torn  Note.  Read the  note, which  hints at a
secret passage.  The adventurer was correct,. the tomb continues past the
sarcophagus lo the southwest, which  is covered  in Stalhrim deposits.  Produce

your Ancient Nordic  Pickaxe,  and  chip away until you  make a  hole  big
enough to squeeze through.

>  Torn Note

elJE:`T?   SOISTHEIM SIDE QUESTS
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Did you feel a stale breeze wafting? Head southeast toward the door, and
open the double doors,  entering  the barrow treasure room.  What cl  hauI!
Aside from armor,  two chests,  potions,  precious stones,  and weapons,  there
are  numerous  piles of Septims that total  approximately  lO,COO  gold!

But be warned:  the  moment you  touch  the treasure,  the  portcullis  behind

you  slams shut.  lt appears that Haknir,s  curse was  no  mere  legend...

Open the second  pair of iron  doors and continue down a damp tunnel.
What awaits you  in the depths of this barrow?

>  6ald (approx. lO,000)

Hqknir Death.Brand: Leaving a Mqrk

The tunnel ends in a grand and eerie tomb chamber.  As you edge towclrd
the steps, and the ceremonial  bier with the skeleton  lying  on  it,  a sword
should catch your eye.  Steel yourself,  then take BIoodscythe from the altar.
The  moment you do,  the doors to the chamber slam  shut,  and  Haknir Death-
Brcmd's ghost appears,  urging you to  loin  the dead!

A  OBJE(TIVE: Defeat Haknir Detith-Brand

>  B!oodscyfhe

As the Btitlle Begins

Haknir Death-Brand  is a consic]erable Force.of fury and anger.  You must
meet his  prowess with cunning and weather this storm.  His ahacks come in
five waves:

Wove  1: Haknir AIfacks!  First,  you  confront Haknir.  He  is tough,  fast,  well
armed,  and well armored.  He wears the complete set of Deathbrand Armor
and wields both  Bloodscythe  (which saps your health and armor)  and
Soulrender (which siphons your Magicka and  destroys magical defenses).
You do have one advantage, though-Haknir is at the opposite end of the
room.  Use the time  il fakes for him to reach you  to hit with your most powerful
attacks,  and  try to cut him  down  as quickly as  possible_

Wove 2: A Ghostly
Crew. When  Haknir,s
health  falls  below
70o/o,  he disappears,
and you face a swarm
of weaker ghosts.
Individually/  the  members

of Haknir,s crew are  not
difficult,  but their sheer
number can  be a  little
overwhelming-two are generally in combat with you al all
one arising  each  time you cut down one of their companions.

Wave 3: Lie
Unleash
fend off

accompanied by his
two  lieutenants,  Garuk
Windrime and Thalin
Ebonhclnd.  Focus your
attacks on  Haknir,  as he
warps out as soon as
his  health  falls  below 40c/o.  Eliminate one  of the en stop to heal
and  recover if you  need to-this  is your best opportunity to do so during  the
battle.  Then  finish  off the other to continue.

Wave 4: A Motley Crew.
You then face a second
wave of Haknir,a crew.
They're  no  more difficult
than before, but you
now fish"hree af a time
instead of two.  Followers
or summoned  allies are
especially useful  here
ta keep yourself from
becoming  surrounded and overwhelmed.

Wave 5: Haknir,s Last
Stand.  Finally/  you
face Haknir again  in
a Fight to the death.
Finish  him  off and  claim

both Soulrender and
his  immense  hoard  of
treasure.

DEATHBRAND
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Quest Conclusion 
When Haknir Death-Brand finally vanishes, be sure to claim the blade he was 
wielding, as it amplifies the qualities of Bloodscythe. You are now free to loot 
from this barrow and return to the surface the way you came. 

) Soulrender 

Post quest Activities: The Deathbrand Treasure 

The legendary treasure of the pirate despoiler Haknir Death-Brand is a 
worthy prize. In addition to a vast sum of gold and valuable gems, it includes 
some of the best gear available, especially for a Light Armor/Dual-Wielding 
specialist. 

I1 Bloadscythe 
One-Handed  

When dual-wielded with Soulrender, 
Absorb Health 15, Damage Armor 

Gyldenhul 
Sword (25% chance, 100/15s) 

Borrow 

Soulrender 
One-Handed 

When dual-wielded with Bloodscythe, 
Absorb Magicka 15, Dispel Magic 

Gyldenhul 
Sword 

(25% chance) 
Barrow 

ri Deathhrand  Heavy Armor 
Increases your dual-wielding damage 
by 10% for 	Deathbraud item each 

[S.ND] 
Mudcrab Tidal 

Gauntlets you wear. Pools 
Deathbrand Heavy Armor 

Increases your carry weight by 10% [SS.W] Basalt 
' 	Boots for each Deathhrand item you wear. Causeway 

Deathbrand 
Waterhreothing. While wearing the 

[S N281 
L_J  Helm 

Heavy Armor loll set of Deothbrand Armor, increases Hoknir's Shoal 
your Armor by 100. 

- i Deothbrond 
Heavy Armor 

Increases your Stamina by 15 for 
[SS.D] 
B)oodskal L.J Armor each Deathbrond item you wear. Cupse 

Postquest Activities 
That treasure map, now used, would make a great conversation piece when 
displayed in your house. And if all that gold is burning a hole in your pocket, 
seek out Ralis Sedarys (in Solstheim Side Quest: Unearthed(, who needs an 
investor with deep pockets in order to complete his work. 

PREREQUISITES: None 	 ' 

RELATED QUESTS: Soistheim Side 	
MINOR SPOILERS 

Quests: Neloih's Quests (page 606). 

LOCATIONS: Tel Mithryn 

CHARACTERS: Neloth 

OBJECTIVES: Watch for side effects, Talk to Neloth 

Water on the Brain 

1) NOTE This is one of many quests you complete by visiting and 
speaking to Neloth in his Tel Mithryn lower. For a complete 

list, consult page 606. 

The opinionated Dark Elf conjurer you took with you during Dragonborn 
Main Quest: The Path of Knowledge has a new task for you, one that is 
randomly assigned. Float up to his Tel Mithryn tower and ask, "Do you need 
help with your research?" Neloth asks if you're willing to be an experimental 
subject for him. Of course you are! Answer positively after requesting more 
information, and Neloth casts the spell on you. That's strange; you don't Feel 
any stronger or more vigorous. 

G OBJECTIVE: Watch for side effects 

• TARGET: A rain or snowstorm or a body of water 

Leave Tel Mithryn and go 
about your business. To 
prevent the side effects 
from this spell temporarily 
harming you when you're 
engaged in difficult 
combat, it's usually 
worth finding out what 
the problem is as soon 
as possible. It seems the 

spell weakens you when you're exposed to water. You can: 

Go swimming in any body of water. 

Or wait for it to rain. 

At this point you should immediately notice the failings of this particular spell, 
as your health falls by around 25 points. You can continue your adventuring 
with this malaise affecting your water-based maneuvering, or seek out Neloth 
and allow him to remove this underdeveloped magical "gift." 

OBJECTIVE: Talk to Neloth 

• TARGET: Neloth, Tel Mithryn 

Quest Conclusion 
Return to Neloth's quarters atop the floating lift inside the great trunk tower, 
and inform the spellcaster that his spell made you weaker once you got wet. 
Although Neloth mentions you could simply avoid water, that would lead to a 
lack of bathing. So he removes his spell and grants you a bit of coin to help 
mitigate your inconvenience. 

Gold (250) 

Postquest Activities 
Neloth has a second spell that he requires a willing target for. This is listed in 
the Solstheim Regional Activity: Tel Mithryn, on page 672. 

The idcrSc-. 
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ife blood Brother
After cleansing the Wind
Stone during  Dragonbom
Main Quest: The Fate of
the Skaal,  return to the
Skaal Village and  locate
Wulf Wild-Blood.  He,s
usually stirring  a  cooking

pot as the Horker meat
dries on  hooks around
his  stall,  near the central
well  in  the  settlement.  Oh,  and  he  has only one eye.  Wulf is  First Hunterof
the  Skaal.  You  can:

Ask if he,s able to train you to  better use two-handed weapons,  as he,s an
impressive Trainer.

Ask what else a  First Hunter does or  how  long  he,s  been  First Hunter.

Inquire about any wisdom  he can  share about hunting  or the type of game
hehunts.

The conversation  meanders to the topic of his brother Torkild, with whom
Wulf usecl  to  share the  hunt.  But long  ago,  Torkild WCIS lost,  and Wulf fears  he
fell  in  among  the werebears.  But he doesn,I know where  his  brother is.  lf you
happen to cross his path, you  must be wary:  He was a fierce warrior as a

as a  beast,  he could  be cleadly!  Your quest begins now.

a  OBJE(TIVE: Look for Wulf's brother Torkild

I TARGET: Torkild Wild-Blood, somewhere in Solstheim

When you eventuc]lly find Torkild,  he's  usually shirtless and  ranting  something
about the All-Maker craving  the  night of the  sun.  You  can:

Attempt to start a conversation.  You  don,I get far,  as Torkild turns  large
and  hairy.

Or simply start to attack Torkild  the  moment you  spot him.  ll allows you  to
land some strikes  before  he can  retaliate.

Either way/  you,re  in  for a  Fight with  a werebear.  Bcltter the  beast Until  it lies

sprawling at your feet.

>  Leller Eo Wuli

a  OBJE(TIVE: Examine Torkild

a  OBJECTIVE: Return to Wulf



PREREQUISITES:  None

RELATED  QUESTS: Solstheim Side ©   MINOR SPOILERS

Quest: Masks of the Acolyte  Priests*,

Solstheim Side Quest: The Great Solstheim Strongbox  Hum*

LOCATIONS:  Raven  Rock/  Bloodskql  Borrow,  (aerellius House,  Raven

Rock Mine

(HARACTERS: Aphid Velothi,  (rescius (oerellius

ENEMIES:  Dmugr,  Frostbite Spider, Skeever/  Zqhkriisos

a  OBJECTIVES: Speak to (rescius (aerellius,  Retrieve Oration (aerel-

lius,s JourntiI,  Escape Bloodskol  Barrow,  (Optional)  Read  Grotian

(oerellius,s Journal,  Retum to Crescius (oerellius

The (qerellius (onspirqcy

To the northwest of town,  at the fool of the giant
rock column  formations,  is the old  Raven  Rock Mine.
Visit at any lime,  and once you  pass the East Empire
crates and  boxes,  there's a  makeshift balcony under
which  Crescius Caerellius,  an  elderly Imperial,  is

arguing  with  his  seemingly younger wife,  Aphid
Velothi.  After their outbursts,  you  can  speak to
Crescius and  he tells you  he's  busy.  Inquire why,  and
after some suspicious verbal  sparring/  he rolls you
the  mines  below  hold cI  Secret that Could  Put Rave
The quest begins!

A  OBJECTIVE: Speak to (rescius (qerellius

I  TARGET: (rescius Coerellius,  Raven  Rock Mine

Continue your questioning:  lt seems that his grea+grandfather,  Gratian
Caerellius,  spent  his  entire  life exploring  ruins across Tamriel  and  met his end
here almost 200 years ago.  The East Empire Company explained  it away
as a  rockfall,  but Crescius reckons there was  more to  it. After a tidying  up  in
their home,  an  unsenl letter of Gratian,s was discovered,  as well as a  key.
Apparently, there was a great discovery-great enough for the East Empire to
seal  up the entrance.  Unfortunately'  Crescius  hasn't been  able to fincl  it.

Answer how you wish,. the old  coot continues,  adamant that there,s
mething  big  down there that the East Empire Company doesn,I want

nyone to know about.  He,s telling you  this because Aphia thinks him too
old for such  a dangerous exploration-  He wants someone to find out what

ened  to Gratian and  learn the  East Empire Company,s big  secret.  He
s over everything  he has clnd  asks you to emerge triumphantly so he can

the respect he,s lost.

ifln's Leller          >   RavemRo¬kMine Key

A  OBJE(TIVE: Retrieve Grqtiqn (oerellius's Journal

I  TARGET:  Bloodskal chasm chamber,  Raven  Rock Mine

6`22   ,
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You can  further delve into Crescius's world of conspiracy by asking  about
Gratian,s death.  You can also hear Aphid,s side of the argument,  how she
met Crescius,  and  her opinion of her husband/s story.  Then, when you,re
ready for a  (possibly terrifying)  descent,  step onto the wooden floor and  peer
down  the steps.  They are  hooked  by chains to a gigantic  mine shaft with
an  almost bottomless drop.  Nimbly descend onto the wooden  platform to
thewest.

usas The Search for Grqliqn (oerellius
Follow the  precarious
floating  balconies down
to the opening  in  the
south wall  of this epic
hole, watching for
Skeever here.  Continue

past a  Frostbite Spider
and another alcove to the
ecISt,  With  a  SPider and

ome rickety platforms.
ack  in  the central  pit,
ntinue north to a third

alcove leading down
a stepped tunnel to the

south and
e spiders

and planks and a web
to cut through  as you
burst into a  locked gate
next to an  East Empire
strongbox. Open the gate using the key you received from crescius.

Cross  into a  roughly mined area,  which  breaks through  into a  Draugr tomb
that is anklerdeep  in water.  There,s  movement here.  Draugr rise from their
walled  resting  places to delay you.  Fight four or five as you  head  through the
crypt.  Check the left area for a chest,  then go east,. avoid the floor plate and
swinging gate trap.  Hecld  UP the Steps and around tO the West.

|iujiSTS   SOLSTHEIM SIDE  QUESTS
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over, open the door to the west, wind your way through a  nclrrOW Crypt
corridor, and  pass a tomb with  a Stalhrim deposit embedded  into it (which
can  only be mined  if you  have the Ancient Nordic  Pickaxe).

Pass the Alchemy
Lab and  shelves of
ingredients  (snag  the
Netch Jelly here  if you,re
completing  the  Solstheim
Regional Activity

for Milore  lenth;  see

page 668), then  move
north along  a  stepped

passage, watching for
lightning  traps  in  the  sha
their pedestals).  Back in the water,  open the  iron doors and  ready yourself for
combat with  some  particularly hardy Draugr.

>   Nerch Jelly (2)

and cross the
and an Arcane Enchanter. Yank the hclndle On the

Battle the  Draugr around
this  interior canal  and  on
the precarious wooden
briclge.  Behind  the

waterfall  is a door that
leads to a small alcove

ith a  few scattered
items and another
Stalhrim  deposit.  Return

and  climb  upto  the
cove with a chest [Expert]
nearby pedestal, which

opens a door on the chamber,s eastern  upper side. Move back across the

Head  right (west),  up the spiral steps to the balconies overlooking  the Spell
Tome pedestal.  Doclge or remove the Soul  Gem from the lightning  trap/  an
work your way around to an open wooden door and a narrow cage bride
to the north. Carefully tread on the ground  near the torch and steps, as a dar
trap  is easily activated.  Rush through or avoid  iT before opening the wooden
door, securing goocls from a locked chest [Adept],  heeding back down the
steps,  and checking  the low tunnel lo the west.  This brings you out onto a
high chasm.

Two cave streams and  numerous  interlocking  basalt columns offer a
tremendous view of a strange and dimly lit wall  of odd carvings.  Could these
be what Crescius WCIS Warbling  about? Carefully descend  to the ground
and  inspect the old  bones of Gratian Caerellius,  near the  runic door.  Aha!
Gratian,s Journal  is on the corpse,  along with a  strange and wondrous  blade.
Grclb  bOth!

>  ¬rti!itim,s Journti!

>   Blo®rdskql  BIerede

a  OBJE(TIVE:  Escape  BloodskaI  Borrow

A  OBJE(TIVE: (Optional)  Read Grqlion  (aerellius's Journal

I TARGET:  Bloodskol  Borrow (exterior)

reached a strange ln

lt is well worth your time
to read Gratian,s Journal.
lt mentions  that miners
broke through  into a
barrow belonging  to the
"Bloodskal Clan,"  the

discovery of the sword,
and  their battles against
Draugr where Gratian
and  his  friend  Millius

nly survivor, Gratian became trapped and
his malaise,  he sketched the door and postulated

that the use of the Bloodskal  BIade  (which  emits a  ribbon  of mystical energy)
the puzzle.

moving  backward  (which  makes  it easier to aim,  as you aren't strafing).  lF

you're successful,  part of the arch will  move up to connect with other moving
lions/  clnd  a vertical glow appears.

e apex of the  clrCh.  This time a

Puzzle Solution
(continued): Make a
ertical power attack

(while  holding  still,  hold
down your Attack button,
release), and be sure the
ribbon of red  hits close
to the glow in  the arch.
A section  indents, clicks,
and the outer piece slides

horizontal glowing  slit forms`
Execute a  horizontal  power attack,  and the entire left side of the outer arch
slots into  place!

THE  FINAL  DESCENT
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Now move to view the right side of the outer arch.  Perform exactly the
same power cltfacks, and watch the sections of archway maneuver into new
and  unlocked  positions.  lf you,ve correctly slashed, the entire arch glows  red,
and  a  massive vertical  slit appears through  the circular door.  Launch  a  final,
vertical  power attack from your Bloodskal  Blade,  and the door opens!

REgiv zahkriisos  Rising
Head through the  long
Nord  hall  with  the
swinging  blade traps
and activate the lever at
the far end to open  the
heavy gate. This grants

you  access  into the  lair
of Zahkriisos,  one of
Miraak,s Acolyte  Priests.
Check the large chest for

him to appear. This fiend  is able fo summon Seekers and damage you with a

powerful  blast of lightning.  Swap to your preferred weapons and engage this
troublesome foe.  lf you,re currently completing  Solstheim Side Quest:  Masks
of the Acolyte Priests*  (see page 662),  he holds one of the masks you,re
looking  for.  Grab il from the ash  pile you,ve reduced Zahkriisos to,  and  learn
a Word of the powerful Dragon Aspect Shout.

Hip         ig t!iis  isertt!e  iee¬emiltg  f©e  diiff.!¬as!?? Then  feel  free  to  !eti!i  this

!evegr  me%i?a  iife©  p©ri¬as!!iS  ©m  the  wffly  ie  ithe  ehamberis  e%i3,

es!!ewi!1g  y®es?®  ieenVe  eesFiy  semal  #Stusyr!  t®  fight  this  iO©  ffii  y®usgr  ¬®mVeffiiemee.

>  Ztihkriisos

Move west, through the
arch you didn,I come in
from,  and you,ll  notice
a pedestal a"he bottom
of some spiral  steps and
small waterfall.  Check
the alcoves for a chest
and Arcane Enchanter.
On  this  plinth  is  a

legendary BIack Book!
Pick this  up/  and  you,re

>   Word ¢f P®weF: Drflgon Aspect

into Apocryp

Reread the book in your inventory to retum  to Tamri

Or complete your trek into this part of Apocry
Solstheim  Side Quest:  Black  Book:  The \^/inds
Consult that quest for the walkthrough of this  r

>   BIa¬k Book: The Winds of fhtinge

ns fin.lshin

ge 612).

past more plunderers and a couple of Altmer corpses.  Exit through the door
back  into Solstheim,  and  the  BIoodskaI  Barrow exterior.

A  OBJE(TIVE: Return to (res(ius Caerellius

I  TARGET: (oerellius House,  Raven Rock

Quest (onclusion

Descend the two towers
of BIoodskal,  facing  off
against Reaver foes as

you go and  rummaging
around  for a  chest

[Adept]  atop the second
tower you reach.  Once
a"he base of the towers,
make a quick trip  back to
Raven  Rock and search
for the  Caerellius  House,
close to the docks.  Find
Crescius and  hand over
the  journal,  vindicating
his stories.  He offers you
a small gold  reward  for

your troubles and can
speak abou"he few
lmperials  in this town and
his  family-

[Lev¬!ed] ¬o!d

Atlivilies

Oven Rock for a few days and then return fo Crescius and
ine, the old man  has convinced other miners that the area  is safe to

reopens. You can gather ebony ore from up to nine

>   Eleeavy Ore Veiff (9)

: =62~4_ :
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Usually on your third
or fourth  trip  into Tel
Mlhryn, you may see
Neloth,s apprentice,
Talvas Fathryon,
approach you.  He,s
more than  a  little
flustered,  telling you
that he conjured an Ash
Guardian,  and now it,s
running  amok.  You  can:

Ignore  him,  which doesn,I go down well.

Offer to destroy it for him-

Ask how this occurred.

Or tell  him  this  is  his  mess to clean  up.

CaljE3TS:  SOLSTHEIM  SIDE  QUESTS
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OSe responses is fine, as you,re able to
without Talvas,s approval.  You can also report the matter I
happy about his  foolish  pupil's  lack of conjuring  skill  but I

options up to you.

quest with  or
oth_  He  isn,I

he combat

a  OBJECTIVE: Destroy the Ash Guardian

I TARGET: Ash Guardian, Tel Mithryn

a  OBJECTIVE: Talk lo Tolvos

Refum  to Taivas, who is usually in Neloth/a tower, worrying  about his master,s
wrath. Tell him c)i your success, and he rewards you with  the Ash Guardian
spell,  if you  have the skill to cast it, or a  staff if you don,I.  He also realizes
his summoning spell went awry because he cast it without a  heart stone,. to
conjure an Ash Guardian and bind  it to fight for you,  a  heart stone must be

present or the creature runs amok_

*   Slafi of CaELiure Ash Guardiam

OR

>  Tome of ¬oniure Ash 6uurditin

Postquest Activities
Talvas  Fathryon will  now  join you as a  Follower.  His strengths are outlined  on

page  lO4.  Talvas will also sell you a Tome of Conjure Ash Guardian,  if he
has one in stock.

>   F®I!ower: rfulvtis Fflthryon

master Neloth.  Inquire as to her perturbed  nature.  Neloth's tower is in  need
of repair,  and Elynea  needs three taproots soaked in the Headwaters of the
Harstrad  River to fix  it.  Perhaps you might be of service?

a  OBJE(TIVE: Get three taproots (3)

I TARGET: Taproots, from fallen Spriggqn

trekked fo Haafingar Hold,  and entered Shadowgreen Cavern, where a
trio of Spriggan are known to reside.  After slaying them, we Fast-Traveled
back to Solstheim

Or,  l'f you wish  fo stay in  Solstheim, you can wander the northern parts of
the area,  searching for Spriggan on a small  island  (Secondary Location:

[S.NO]  Giant Nirnroot Island)  to the north and slightly northwest of

a  OBJECTIVE: Soak the taproots

I TARGET: Hurslrod (ove, qt the Headwalers of Horslrad

THE  FINAL  DESCENT      FROMTHE  ASHES  f'   HEALINGA  HOUSE
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FTiP        Y¢u  Bleed  ©niy  two  terPr©©t  bSf©re  h®«aling  t¢  the  ifeE!dW«Bsr5

®i  iddirstreval,  «s  i!1©reis  es  tifeirdi  Sari.iggexm  esT  tifee  s©uF¬e  Wfier©  y©us

s®tik  y®arr?enpeF©©iSa

Spriggan attack.  Slay it,  c)ptionally checking the crumpled  skeleton and  large
chest it was guarc]ing;  then  stand  in the middle of the water and activate the
headwaters. The taproots should  now be soaked to Elynea,s satisfaction.

Quest (on(lusion

Back  in  Tel  Mithryn,  visit

Elynea's Apothecary
once more,  and  inform
her of your soggy taproot
status.  She,ll  take two,
but you  mus"ake the
third taproot and  plant
it into the wall  of the

withered  house.

a  OBJE(TIVE: Plop"he toprool

I TARGET: Withered wall, Tel Milhryn tower

Traipse over to the Tel Mithryn tower,  float up to  Neloth's quarters,  and
survey the chamber.  A bulbous and  shiny protuberance on a wall to the
northwest requires your taproot-planting  skills.  Once the taproot is  inserted,

your objective  updates.

A  OBJE(TIVE: Talk to  EIyneo

I IAROET: Elyneo, Tel Milhryn Apothecary

Back at the apothecary/  tell  Elynea  her soaked taproot is planted,  and you
receive a curl thanks and a couple of potions for your troubles.  The quest
concludes.

B>  [Leveled] mien of Well-Being (2)

Postquest Activities

lf you  return  after a  few days,  Elynea  is  happy to sell you more potions of
Well-Being/  in  addition  to the  usual  alchemy supplies.  lf you  look closely,  you

i~Z6
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e aloof Dunmeri  mage has another task for you  fo complete.  Float up to  his
tower lair in  Tel Mithryn  and  ask  him,  "Can  I  help with your  research?//  One

(random)  request Neloth  has for you  involves  heart stones.  He  is  running  low
c)n  this  precious  resource and  tells you:

lf you  have one on your  person,  he,ll  purchase  it from you.

Otherwise,  he can tell you where you  might find one.  Ask where,  and  he
explains that every time  Red  Mountain  belches,  more  land  in  the vicinity of
Tel  Mithryn.  You  should  look for  impact craters or exposed  rock.

a  OBJECTIVE: Get a  Heqrl Stone

I TARGET: Heart Stone [a random locolion]

G',JEST'S.  SOLSTHEIM  SIDE  QUESTS
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negiv To the lleqrl of the Motler
Leave  Neloth/s tower
and  trudge through the
silt and  blowing ash
heading  left (south and
west)  out of town.  Among
the blasted tree stumps
close to the beach are
a few craters, as Neloth

predicted.  Or you can
search for deposits
around the upper edge of the town,s exterior.

There are a few other places on the surface of Solstheim to find  these
deposits,  but mainly look within  the fallen  ash  of Red  Mountain,  in  the
southeastern  part of the island.  When you find a  deposit,  use a  pickaxe to
mine  it until  the vein  is depleted.

>  Hetlrl Stone

a  OBJECTIVE: Talk to Neloth

I TARGET: Nelolh, Tel Mithryn

Ouesl (onclusion
Head  bcICk tO Neloth,  and the  mage is  relatively impressed  by your locating
and chipping  skills,  rewarding you with  some septims for your troubles.

>  Gold (250)

Postquest Activities
This  quest is  repeatable,  although  it occurs  randomly.  The  Heart Stone  is an
expensive gemlike substance.  lt is  useful  to  mine and  is  used  when  conjuring
Ash Guardians  (see page  172)  or enchclnting  a  Staff (Page 75)

PREREQUISITES: (omplete

Drogonborn Main  Quest: The

Gardener of mom, This quest is

repealoble.

©   mlNOR SPOILERS

RELATED  QUESTS: Solstheim Side Quest:  Block  Book: The Sallow

Regent/  Solslheim Side Ouesl:  Black  Book: The Winds of (hqnge,

Solstheim Side Ouesl:  Bhck  Book:  Untold  Legends/  Solstheim Side

Quest: The Great Solstheim Strongbox  Hunt*, Solstheim Side Quest:

Lost Legacy/ Solslheim Side Quest:  masks of the Acolyte Priests=,

Solslheim Side  Quest: Spider (mfting*/  Solstheim Side Quest: The

Final  Descent, Solstheim Side Ouesls:  Neloth's Quests (page 606)

LOCATIONS:  Benkongerike,  BIoodskal  Borrow, Tel Mithryn, White

Ridge  Borrow

{HARACTERS: Neloth

a  OBJE(TIVES: Retrieve the Block Book, Talk to Neloth

ifegiv unspeakable Tomes

OTE    " mtiny quests you complete by visiting End

speaking ta Neloth in his Te"iI

consult pose 606'

a Complete

The haughty Dark Elf wizard you  befriended during  Dragonborn  Main Quest:
The Path of Knowledge is waiting to  use you  in  his fungal tower-the largest
structure  in Tel  Mithryn.

Floclt  UP  tO  his  quarters,

and after some chatting
about your heroics,
Neloth  brings  up the
Black  Books.  lt seems

Neloth  has  located
another of them.  He

points out the  location
on your map and
requests you obtaI.n  it for
further study.

A  OBJECTIVE: Retrieve the Black  Book

I TARGET: [Rondom] Black Book, in [a random dungeon]

ife Forbidden Knowledge

The plan  now is to head to the dungeon  Neloth  has  indicated,  battle your
way through the  many denizens in there,  snag  the tome, and then  locate the
dungeon,s exit.  However,  there,s  just one  issue,  aside from the dangerous

guardian each  Black Book usually has protecting  it:  When you take the book,
you automatically read  it and you,re transported to Apocrypha to begin one
of the Black Book Side Quests.  So prepare yourself for the ioumey (or open
the book  in your inventory and  reread  it to return to Tamriel). When you take
the Black Book,  this Side Quest objective updates too.

a  OBJECTIVE: Talk lo Neloth

I TARGET: Nelolh, Tel Milhryn

HEALINGA HOUSE      HEARTSTONES      LOST KNOWLEDGE
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There are seven  Black Books.  Four of these are not related to this quest:

Two you  retrieve during the Dragonborn Main Quest.

One  is already in  Neloth/s  possession-it,s  in TeI  Mithryn,s Staff Enchanter
room,  which  is  locked  until you  complete Solstheim  Side Quest:  The
Reluctant Steward.

One  is buried  in the depths of Kolbiorn  Barrow,  so deep that even  Neloth
cannot locate  iT.  To  retrieve  it,  you  must complete  Solstheim  Side Quest:
Unearthed.

Neloth will send you to find the other three Black Books  if you  have  not
already found them.

>   Mck B®ok: The Hidden Twilight

art--- -- rfu- th- -.r.--            _ ,,_;_+aCffi-ai

Location:  [S.N 1 6] White Ridge Barrow

Black Book: The Sallow Regent

Solstheim Side Quest: Page 61 1

Related Solslheim Side Quest: Spider Crafting'  page 665

Winding  Draugr catacombs,  with dangerous (and sometimes explosive and

poisonous)  Albino and  Flame Cloaked Spiders await you.  The  bandits here
have succumbed to the spiders,  bites and are little more than  puppets.  The
mage Merilar Rendas hcIS  been conducting experiments  in White Ridge
Sanctum.  ln  its innermost chamber, you can also fincl the legendary Acolyte
Priest Dukaan,  who guards a Word Wall and the pedestcll the Black Book
restson.

>   Black Book: The Sallow Regent

Location:  Raven  Rock Mine  (exit out to  [S.SO2]
Bloodskal  Barrow)

Black Book: The Winds of Change

Solsllleim Side Quest: Page 6 1 2

Related Solslheim Side Ques* The Final  Descent,

page 622

HHH

Tre  ¥,/.._a_.£c=c,,L<  i/
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You  must be on  Solstheim  Side Quest: The Final  Descent to explore most
of this area.  A long descent down a treacherous mine shaft leads to
spiders,  Draugr,  and a conspiracy to solve.  You  must then wade through a
waterlogged crypt,  enter a grand  basalt chasm,  use the Bloodskal  Blade to
open  a  sealed  door,  slcly the terrifying  Acolyte  Priest Zahkriisos,  and  finally
enter a  small  chclmber With  a  tumbling  Waterfall and  Spiral  Staircase,  Where
the book is located.

>   Black Book: The Winds of Chtinge

Location:  [S.N1 5]  Benkongerike

BIack Book: Untold  Legends

Solstheim Side Quest: Page 61 3

Benkorlgerike  begins GIS a glacial  Cave system  filled  with  multiple  Riekling

camps and  traps and  intermittent Riekling  ambushes from  their clusters of
collected detritus.  This changes to a  Drougr dungeon as you  reach the Great
Hall.  The  place  is teeming with  Rieklings.  Solve the  Nordic puzzle,  claim  a
Worcl of Power,  and then  read the  Black Book in an adjacent chamber.

>   BItick  Book: Untold Legends

Quest (onclusion
Trek  bcICk tO  Neloth,  who  is  usually shouting  at his apprentice Talvas or
tinkering  with  his latest spells and  other coniurings.  Float up and  mention  that

you  have a  Black Book in your possession.  He eagerly takes  it to  make a
copy before returning  it.  He also has a sizable gift for your efforts.

>  Gold (1,000)

Postquest Activities

You can  repeat this quest until you,ve found and showed  Neloth all three
Black Books.  Simply look for  "Can  I  help with  your  research?//  in  the
conversation  choices and this Side Quest may occur again.

r`'!L.,E3T-3.  SOLSTHEIM  SIDE  QUESTS
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PREREQUISITES: (omplete Solstheim

Side Quest: A New Source of Stolhrim ©   MINOR SPOILERS

LO(ATlONS: Skoul Village, Vohlok's Tomb

(HARA(TEDS: Thorston

ENEMIES: (orrupted Shade,  Drougr, Vahlok

a  OBJE(TIVES: Travel to Vohlok/i Tomb/ Talk lo Thorslan/  Explore

Vahlok/s Tomb,  Find the main burial thomber, Talk to Tharstan

ife A Sacrifice Will Bring You CIoser lo That
Which You Seek

NOTE      Thisisoneofflfow

ond bet

quest can sta

plc of northeast Solstheim. This

y offer Solstheim Side
rim is over attd  Boldor is back at

A historian  named
Tharstan  stops to speak
with you,  noting your
bravery when you
looked  for  Baldor.  lt is

this very courage he
seeks  in a  partner to aid
his forays  into the many
clnCient ruins that cover

the  island.  Tharsfan  has
recently discovered a new passage, opened  by an earthquake clfter One
of Red Mountain's eruptions.  But the place may be dangerous,  so  he'll  pay

you  to watch  his back down there. The quest starts and continues when you
clecide to meet Tharstan at the ruins.  Before then, you can question  him about
his  background  and  his  studies-

A  OBJE(TIVE: Tmvel to Vohlok's Tomb

I TARGET: Thorstan, Vohlok's Tomb (exterior)

ntimg "Vohlo ould this  b8 One Of Mim

riesl with a mask of power to pry from its ash

vehemently opposed to

he,s no friend of yours, either

Vahlok/s Tomb  is
southeast of Thirsk Mead
Hall and  is  reasonably
difficult to  spot;  it,s  a

crack  in the earth that,s
wide enough to slip  into
and reach a  previously
hidden door to Vahlok/a
Tomb. Open  it,  and head
down  the  initial  (south)
tunnel to reach your new

A[olyles/ fl

qhlok wfls

a  OBJE(TIVE: Thlk lo Thorsttln

A  OBJE(TIVE: Explore Vqhlok's Tomb

I TARGET: Amethyst (low, Vohlok's Tomb

TKAlhiiredC                         TrlE  INVENTC)RY TrlE  BZ3T!ARY
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Tharsfan  is  positively

gicldy about this newly
uncovered crypt, and
he's already had a look
around.  Up  until your
arrival,  the only area of
interest is an  inscription

and a switch  in the grand
main chamber.  Move to
the pedestal  (pictured),

where Tharstan  recldS Off a Cryptic  riddle Written  in  the dragon  language.
lt translates as,  ,,A sacrifice will  bring you  closer to that which you  seek.,,
Curious.

Tharstan descends to a glowing grate on the lower stone plateau,  telling

you to watch your step,  as there are corpses strewn about the floor here.
Tharstan wonders whether the fire beneath  the grating  has something to do
with  the  inscription.  Indeed  it does:

Puzzle Solution: Locate
one of the dead Draugr
and  pick it up  (press
and hold down the
appropriate button or
key),  and drag  it onto the

glowing  grating.  Then
move to the pedestal with
the  inscription  and  pull

the switch.  The grating
opens,  and the corpse tumbles into the fire  below.  Well done!  Ceremonial
torches flicker  into  life on  either side of the  stone  plateau,  and  portcullises to
the  left  (south)  and  right (north)  open.  You,re able to  head  in either direction.

Which way you go is  up to you.  Head  left or right; you  must solve puzzles on
either side eventually.

ue% Almen Must Die/ Often by Their Own Means

Head up the steps,  passing the torches and  under the open  portcullis  into
a tunnel  heading  south. Tum  left (east),  opening  the iron door and  moving
down  into a  Draugr crypt.  As expected, you  have company. Tharstan  is a
historian,  not a fighter,  so tackle the four or five Drougr by yourself,. then
climb the steps to the east,  encountering one or two more Draugr before
reaching a  pull chain and  bclrred archway.  Pull the chain and enter a  rather

puzzling  chamber.

The exit arch opposite
is currently sealed with
a  porieullis.  Inside the

chamber are three pillars
around a central cylinder
with odd, colored runes
that glow with  unnatural
light.  Tharstan  inspects
the pedestal  plaque:  "All
men  must die,  often  by
their own  means.,,  Sounds rather grim to him.

rfedi caugsT.f3 ATLAS  a)F  SKYRIM                         APPENDICES  AND  !NDEX.



Puzzle Solution: The
central  pillar hcIS three

sides,  all  differently
colored and each with a
different weapon  resting
on or nearby their own

pedestal:

There  is a green  side
with an Ancient Nord
Bow.

There  is a  blue side with  a  Staff of Flames.

There  is a  red side with  an Ancient Nord Sword.

The three smaller pillars have "impact stones,, encased  into them. These
activate  (glowing and changing  color to match the part of the central  pillar
opposite) when  a  particular weapon  is used to strike any part of the smaller

pillar.  However,  the type of weapon  is  important:

Use the Ancient Nord
Bow  (or any other
bow)  and fire an
arrow at the small

pillar opposite the
green  side,  so  it lights
UP  green.

Use the Staff of Flames

(or any other staff)
and  unleash  it aHhe
small  pillar opposite
the  blue side,  so  it
lights  up  blue.

Use the Ancient Nord
Sword  (or any other
blade)  and  slash
a"he small  pillar
opposite the  red  side,
so  it  lights  up  red.

The  portcullis  rises,  and

Tharstan  is ecstatic.
What lies beyond  in the
next chamber?

i;:;i

ife (onlinue AIong lhe Pulh, Don,I Tread Where
Yoll,ve Been

Head  up the steps,  passing the torches and through the open  portcullis into a
short tunnel  heading  north.  Turn  left  (west)  as the tunnel  winds down,  past a
chest and  into a  rather puzzling chamber.  Ahead are three archways,  each
with  spears  preventing  your progress.  Tharstan  inspects  the description  on
the raised  pedestal  near a group of nine pressure plates:  "Continue along the

path,  don,I tread where you,ve been.,,  Interesting.

Puzzle Solution: Simply
step onto the first plate  in
the  near-right corner and
sidestep  left,  zigzagging
so you tread on eclch
of the nine pressure

plates only once.  This  is
deceptively simple,.  as
long as you don't step
on any plate more than

A particularly nasty Draugr rises from  his central coffin,  flanked  by two lesser
Drclugr who break free of their nearer tombs. After a  Protracted fight (On

your own,  as Tharstan  isn,t getting  involved  in  this  battle),  inspect the  Draugr
corpses,  the  most troublesome of which  is cclrrying  the left half of an Amethyst
CIaw.  Pry open two chests and gclin a Word of Power.  Meanwhile, Tharstan
translates the runes on the wall, which describe a guardian who defeated
someone  named Miraak.  Apparently this  ,,Miraak// was a traitor.  When

you,re ready to go,  leave through the gap in one of the western sarcophagi.
Pull the chain  at the  tunnel,s end  and  step back  into the  initial grand  chamber.

>  Amelhysl Claw (leII half)    >  Word oI Power: Bottle Fury

630       S  Sfr5fLSirin
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once,  and you don,I miss any plates,  once you  step on the ninth and  last

plate,  the spears retract and  progress is possible.  Tharstan  is excited.  What
lies beyond  in the next chamber?

A powerful and troublesome Draugr clambers from  his central coffin, and
two lesser Draugr smash out of their nearer tombs.  After a  lengthy battle

(by yourself,  as Tharston  is  paying  you to  remove all  threats on  his  behalf),
inspect the  Draugr corpses,  the  most dangerous of which  is holding  the
right half of an Amethyst Claw.  Wrench open the chest and  obtain a Word
of Power.  ln  the  meantime,  Tharstan  ruminates on  the wall  runes,  which
refer to a guardian  who inspired  both  men  and dragons.  He wonders if the

guardian was himself a  man or a dragon? When you,re ready to proceed,
leave through the gap in one of the southern  sarcophagi.  Pull the chain at the
tunnel,s end and  step back into the initial grand chamber.

>  Amelhysl Claw (right hall)    >   Word of Power: Bottle Fury

a  OBJE(TIVE: Find the main burial Chamber

t TARGET: Vohlok's Tomb
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neife Elhereul Above, {orruplion Below
Move lo the cage on the
western  side of the fiery
stone plateau and  inspect
the  indentations.  These
circular keyholes require

you to place each of
the Amethyst Claws  into
them,  unlocking the cage
in  front of you.  Pull  the

handle on the cage,s

pedestal,  and a  series of ethereal  blue platforms appears,  linking  a  path to
the ledge and door on the opposite wall.  Tharsfan  is suitably impressed.

Tip        These  etilereesi  pe!titf®rmS  ®i  mffgif  tiPPear  f®r  es  few Se£®m(iS

timd  tifee"  vtineisit,  s®  y®us  mead  to  step  ®m  efi¬hi  ®f them  qtji(k!y(,

moving  te  the  !iext  «s  it  «ppeffirs  tinal  st©ppimg  ®iff  keef®r®?he  p!fiifcrm

disevppsareo  !f y®u  fti!!/  simply  wtial¢  isasik  rmd  fry  «g«in,

You  may wish  to trigger
the  platforms and watch
how they appear (and
disappear),  and then
activate the  pedestal
handle again,  Follow the
snaking  path  fo the far
ledge, drop down onto
the dungeon passage
heading west,  and pass
a barred door.

At the far end of the short tunnel  is another pedestal and  a handle.  As
expected,  this releases another set of platforms,  so quickly stand and follow
each of them across the large waterlogged chamber to the upper tunnel across
from you.  This leads to another set of platforms,  each time  moving a  little faster
than  before.  Next comes a final  set,  moving  so quickly you  really need to run
most of the time to reach the final  ledge and double wooden doors_

FIB        O«¬e  you sus¬sessfu!iy  nesvigtite  «n  etherees!  briElge,  i9  rem«ift§

inpier¬e¬

Through the doors is a  Hall of Stories and a Nordic  Puzzle Door at the far
end.

Puzzle Solution: Those adventurers familiar with  such a puzzle will  know
that the rings on  this door correspond to a  key on the pcllm Of the Claw the
door opens.  Not so this time!  The  palm  of the Amethyst ClcIW iS  blank!  While

you,re scratching your head,  Tharstan arrives and  studies the door,  then
heads to the wall carvings to ascertain  a combination.  Among  the etchings
are the following  clues:

A breeze,  or maybe it,s wind.// This  refers to the hawk,  to be moved on
the outer ring.

The  night sky/  and the moon.,, This  refers to the wolf,  to  be  moved on the
middle  ring.

Something to do with fire,  and  scales.,/ This  refers to the dragon,  to be
moved  on  the  inner ring.

ife vqhlok Awakens
The door rumbles open.
Pull  the chain  at the top

of the steps to open a

portcullis;  this  leads you
out and  into a  high-status
ceremonial tomb.  As you
edge forward, the stone
sarcophagus ahead of
you,  near a large chest
and Word Wall, cracks
open as the Dragon  Priest Vahlok the Jailer frees himself to face you!

The battle is frantic,  and all the more tricky if you don,I combat Vahlok/s
mainly fire_based  attacks.  Expect him  to  use  Firebolt,  Flame Cloak,  Flames,
and  Incinerate,  and  he summons a  Flame Atronach.  Also watch for fire
damage from the pressure plates dotted around the tomb,. stay on the edges
of the walkways or in the water, moving to the \^/ord Wall to keep them from
triggering.

©  OBJE(TIVE: Talk lo ThqrsTon

Quest (onclusiom

Tharslan  is  incredulous at

seeing an actual  Dragon
Priest and  believes. there
are numerous volumes
to write based on this
discovery alone!  You,re

paid for your help and
can additionally learn the
final Word of the  Battle
Fury Shout before leaving
the way you came.

>  GoldWOOO)            >  WordofPowe"BqttleFury                              i

:aohs,'o'ku:sa's#i,vai:i.ens pnes, ,., ,,, n., wea, a mask  y.u can ,ev,s,, Tha,s,an   ;
and  ask  him  more aboutthe details ofVahlok/s  life and  his relationship with        !
Miraak.

LOST LEGACY
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PREREQUISITES:  Name

LO(ATIONS:  Fort FrosTmoth,  Old Attius

Farm/  Raven  R®elfi

©   MINOR  SPOILERS

CHARA(TEES: (qptqin Modyn Veleth

ENEMIES: Ash Spawn, GenemI  Falx (arius

a  OBJECTIVES: Kill the ash spawn oltq(king (aptqin Veleth, Speak

to (aptoin Velelh, Search the Attius Form for clues,  Kill General  Folx

(urius,  Return to (aptain Velelh

ife spawn on the Farm

The first time you  leave Raven  Rock through the southeastern gate under the
Bulwark,  be on the  lookout for a group of lumpy,  grotesque,  human-sized
monsters attacking a  Dark Elf soldier outside of an abandoned farmhouse

(Old  Attius  Farm).  As you  close,  you'll  discover Captain  Veleth  is valiantly
defending  himself against a trio of these misshapen Ash  Spawn.  The quest
automatically starts  now.

A  OBJECTIVE:  Kill the Ash Spawn attacking  (optain Veleth

a  OBJECTIVE: Speak to (qptqim Veleth

I  TARGET: Ash Spawn outside Old Attius Fflrm

Charge in or attack
from  range,  keep your
strikes focused  on  the
Ash Spawn, and try to
avoid  hitting  Captain
Veleth.  Once all  the foes
lie  in  piles at your feet,

head on over for a chat
with  the veteran guard.
He laments his dead
colleague and  knows these Ash  Spawn  need to  be stopped.  You  can:

Tell  him you,d  be glad  to  lend  him  a  hand.

Tell  him you,d  be glad to accept payment for lending  him a  hand.

Or  ignore  him  and  the quest stalls.  Either of the  previous conversations
allows you to progress.

Veleth tells you to look around and see if you can spot anything  useful  in the
vicinity of the farm.  The obiectiye  updates,  and you can quiz Veleth  further
regarding these foul creatures.

a  OBJE(TIVE: Search the Attius Farm for clues

I TARGET: Old Attius Farm

632       ®  Sfei??'irri
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One of the Ash Spawn
that you or Velefh
reduced fo a pile of
sand{olored ash is
carrying something of
interest: a  Declaration
of War!  This couldn,I
have been wriifen  by
these golems.  Read the
letter, which clemands the

unconditional  surrender of Raven  Rock!  The writer is General  Falx Carius,  an
Imperial who may have lost his mind. Veleth  only confuses  matters when you
show him  the  letter,.  Carius WCIS the garrison  commander at Fort Frostmoth,
but he died over 2OO years ago during  the eruption of Red Mountain.

>   Dec!tiFdliOn Of War

Ask Veleth  for further  instructions,  and  he  recommends you  visit the  fortress
to  see  if Falx Carius  is  really dead,  while Veleth  returns to  Raven  Rock to

prepare his men for more assaults.

a  OBJE(TIVE: Kill 6enerol Folk (orius

I  TARGET: General  Folx (orius/  Fort Frostmoth imerior

ife Fortress of the Mad General
Climb up the sandy

promontory heading
roughly east. You soon
reach the perimeter
of the fortress,  now
in a terrible state of
disrepair.  However,  this
hasn't fazed the current
occupant,  as you can
hear General  Falx Carius

yell that an  intruder has entered  the fort, the Ash Spawn guar
battlements.  Your fight into the fortress  begins now!

Scrambling over the
ken corner section  in
fort's northwestern

part is a good way to
enter the area, as you
have a height advantage
and an easy way to
escape.  Use this route
if you,re focusing  on
long-range magic or
arrow attacks.

Heading  up the  hill

from  the south  isn'l
wise,  as there are Ash
Spawn with swords and
ranged fireballs across
the crenellations forcing

you to  hide or battle
and  shrug off numerous
attacks.

Sneaking around to the
lone southeasHower and
slaying the Ash  Spawn
there  is a  possible  plan.
Then  maneuver up onto
the southern  battlements
or  into the  main ash_filled

central area.

Deal with the Ash  Spawn
outside so they don't

GljEST:_?,  SOLSTHEIM SIDE  QUESTS
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The initial  passageway
heads  north_south  with
three Ash  Spawn  fo
battle as you head east
to join the  passage.
Remove all the threats,
optionally checking
the side chamber and
ladder up to an exterior
tower before turning and

rush  in  behind you as

you enter the fortress.
There js a single access

point-the door near the
tattered banner along the
western wall.  Expect to
fight around five or six
Ash Spawn before you
reach  it.

moving down the steps along the north tunnel.

Another two tough Ash
Spawn appear in this
lower training  area.
To the east is a  sealed
wooden door requiring
a key/ so locate the
opening  in  the  north  wall

and  head down  into the
main crypt area.  Expect
another two Ash Spawn

to waylay you  before your exploration takes you west to a central tomb
surrounded  by coffin  ledges.  Atop and at the foot of the coffin are two  items
of great interest:  lldari,s Journal  (which  details a  sorcerer,s  ill-fated  attempts to
resurrect and control  Falx) and  a  knapsack containing the  Fort Frostmoth  Key.

>  lldari'sJournal          >  Fort Froslmolhltey

Tip        D¢©s fh«f  nasme s¢und?«rmili«r? Yo!J  !can  ietirae  !"© tib¢eef  !ltievri

i!t  S¢is?heii"  Sidle  ®uesf..  ®ld  FrieilalS'

While you're  in  F¢ri  Frostmctit/  it  is worth  e%p!oring these etii«c©mies ti  iiitie

more  cioseiy  for  5¢!Fi¢  high-Va!u©  ireiflS,  eSPeeiti!ly  in  a SPiderii!led  querrry

¢re«  g!iid  the  mead  feiiur  (Ehg!k  Porge  i 054  for  ii?e  alsir«i!sj.

#> Reduced lo Ash

This key allows you to open the wooden door upstairs that you couldn't
breclch  a  moment ago.  Ascend the steps heading east into an ash-filled  hall
where the resurrected  but uncontrollable remains of General  Falx Carius are
waiting for you.  Armed with a crushing  Champion,s Cudgel,  Carius attacks
immediately,  prompting  you  into a fight with  him c]nd  the four or five Ash

Spawn that soon  arrive to hamper your progress.

>  Fort Froslmolh Key

>  ¬hqmpion's (udgel

A  OBJECTIVE: Return to Cuptuin Veleth

I TARGET: (oploin Velelh,  Ravem  Ro(k

Quest (onclusion
With Carius dead  (again),  search  his remains,  loot the  large treclsure chest,
and grab any other items you wish  before leaving via the door in the south
wall  (unlocked  using  either of the  Fort Frostmoth  keys)  and  returning  to  Raven
Rock.  Captain Veleth  is  usually patrolling  the  battlements or central  market
area.  Let him  know you,ve dispatched General Carius,  and  he expresses
regret,  as the general  helped found  Raven  Rock...before he was raised from
the dead and went mad, obviously. Velelh  mentions Councilor Morvayn  has
offered a gold  reward for your help,  and the quest concludes.

>  Gold [leveled]

Postquest A(tivilies

Captain Veleth  has a  Favor to offer now that you,ve finished this quest,  as do
many of Raven  Rock,s inhabitants.  Find out about these tasks on  page 668.

PREREQUISITES: (omplete

Drogonborn  Main  Quest: The  Fate of    ,.         ©   MINORSPOILERS

theSkqol

LOCATIONS: Abandoned  Lodge,  Northshore Landing/ Skool Village,

Stalhrim Source

CHARA(TERS: Antorion,  Buldor Iron-Shuper,  Dear Woodcutter,  Fonari

Strong-Voice

ENEMIES: Mud(rob/ Tholmor

a  OBJECTIVES: Ask Deor about Baldor,s disappearance, Sear(h for

Boldor Iron-Shaper,  Retrieve the Stolhrim Source Mop/ Talk to Boldor

Iron-Shqper

TRAi!ediNC;                          THE:  iP,jVENTORY

ifefty Hqrd qs Iron qnd Cold qs Death
This quest is accessible
only after you complete
DrclgOnbOm Main  Quest:
The Fate of the Skaal
and you,ve visited the
SkaaI Village.  When

you,re there  (or you
leave and return one

:.I._YLO_li_m,eLS_),_.¥:_u:ll _I:_,    -overhear the village chief
Fanari  Strong-Voice discussing  the disappearance of the village,s blacksmith,
Baldor Iron-Shaper.  Dear is certain  he saw two elves  maneuvering  something
suspicious  in the nearby woods.  The following Miscellaneous Objective is
now active:

a  OBJECTIVE: Ask Dear about Boldor,s disoppeomnte

I TARGET: Dear Woodcutter/ Skqol Village

MARCH OF THE DEAD     A NEWSOuRCE OF STAIHRIM
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You can  now stop and
speak with  the gruff and
curt Deor \^/oodcutter.  He
tells you  Baldor forges
Stalhrim,  an art sacred
to the Skaal. To make
such weapons, others
would  need to learn that
knowledge from  Baldor.          (         "wi#,

He reiterates the story
of the two elves dragging something  behind them  in the forest.  They were
headed  south and west.  You're to search  for any sign of Baldor,. the Skaal
would  be grateful.

A  OBJE(TIVE: Search for Bqldor Iron-Shaper

I TARGET: Boldor Iron-Shaper, Abandoned Lodge

further progress.  Engage them  in combat,  and  loot each  corpse after you
defeat them.  One of them  is carrying  the key to the lodge and a  handwritten
note.  Curious...

>  Key to Abandoned Lodge             >  Handwri"en Note

The  note  is a  stern
message from  "A,,,
regarding a severe
displeasure at the lack of
successful  interrogation.
The key opens  up the
lodge,  which  is otherwise
sealed.  Head  inside,
surveying an untidy
huntsman's refuge,  but

don,I forget to head  down  into the cellar;  the  missing  smithy is trussed  up in
a corner yelling  for help!  Baldor remembers you and your help to the Skaal
Now these elves have taken  him from  his home clnd are  interrogating  him-
Their leader Ancarion  has a  map,  supposedly showing  a  hidden source of
Stalhrim.  The map belongs to the SkaaI; Ancarion's fate  is in your hands!

a  OBJECTIVE: Retrieve the Stolhrim Source Mop

I TARGET: Antarion, Northshore Landing

ife Ancqrion,i Actions-Threqtenin9 the Thqlmor
Along the rugged
northwestern  coast near
the glacial caves and
snowy mountains  is a
Iittle-known windswepl

pier.  Head to Northshore
Landing/  sheclthing  your
weapons as you close in
on an Altmer boat with
three Thalmor soldiers

guarding  it.  You,re told  to move along/  as you,re apparently trespassing.  You
Can:

Tell the  upstart that you  have  business to discuss with  his  leader.  This
affords you a conversation with Ancarion.

Tell the soonrdead  High  Elf to taste your blades and begin combat.  End  it
after all three soldiers and Ancarion ore bleeding  into the water.
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Assuming you didn't wade  in thirsting for blood,  board the vessel and  speak
with Ancarion.  As expected,  he.ls a  haughty and objectionable High Elf.
He doesn,t seem  interested  in your request for the map and asks why he
shouldn,t kill  you  where you  stand.  You  can:

Tell  him  the  blacksmith  won,I talk.  lf successful,  the Thalmor depart after
handing you the  map.

(Intimidate)  Tell  him  his  life  is  forfeit and  to  leave the  island.  lf you,re
successful,  the Thalmor give you the map and  make  preparations to flee.

(Persuade)  Tell  him that he wants Stalhrim weapons,  and you can  help
him  obtain  some.  You  let him  know  BclldOr told you  he,d  help teach  you
lo make the weapons,  which you can sell on  to Ancarion.  (Persuade)
However,  he,ll  need  the map,. otherwise  Baldor won,I divulge anything.

Or you can  pickpocket the map if you,re suitably and  sneakily inclined.

Or you can stop this conversation and  lay waste to these High  Elves,

positioning  yourself a  little  better to  land  the first  blow  into Ancarion  before
combat becomes too messy.

There are three possible outcomes to this confrontation:

§  Ancarion  and  his men  give the map over to you and flee.

\?   Ancarion  believes you,ll  sell  him  Sfalhrim  equipment,  starting  the

Miscellaneous Objective:  Sell Stalhrim Armor and Weapons to

Ancarion.  He  buys only Stalhrim-based  items,  paying you for them

(whether you,ve made them  or not).

§   you slay Ancarion and  his men and take the  map.  He has  it on  his

Person.

a  OBJE(TIVE: Talk to Boldor Iron-Shoper

I  TARGET:  Boldor lrom-Shoper, Skool Village

Quest (on(Iusion

Return to Skaal Village and  locate the forge,  which  is working again  now that
Baldor  is  back  in the village.  Hand  him  the  map  (making  sure you  look at it
first to  see the location  of the deposit).  He,s extremely grateful  clnd  tells you
that if you  bring  Stalhrim  to this forge  (and  only this forge),  you  can  use  his
tools to craft any armor or weapons you wish-that is,  providing you have
the  Ebony Smithing  perk.  For a  list of items to craft,  consult page  82.

i_:'iJi:i; ;rS   SOLSTHEIM  SIDE  QUESTS
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Postquest Activities

>   St"iELrim Source ENap

As you can see from the map/ the source
isn,I that far away from  Northshore Landing,
and once you read it, the marker for the
Stalhrim Source appears on your world
mop. Visit this  Draugr barrow entrance

(before or after finishing  the cluest),  which
is filled with  deposits to chip away clt,

provided you have the Ancient Nordic
Pickaxe. There  is a considerable haul  here,
as well as smaller deposits all over Solstheim

(including  Secondary Location:  Horker
Iceberg,  northeast of Northshore Landing).

>  Slalhrim Ore (30)

PREREQUISITES: (omplete SolsTheim ; es¥-i-Lae>
side ouesl:  Briarheart Ne(ropsy/                     ©   MINOR SPOILERS

(omplete solslheim side ouesl:  Healing a  House

RELATED  QUESTS: Solslheim Side Quests..  Neloth,s Quests (page  606).

LO(ATIONS: Highpoint Tower/ Tel Milhryn

CHARA(TERS: Nelofh

ENEMIES: Ash Guardian, Ash Spawn,  Ildori Sorolhril

A  OBJE(TIVES: Find the source of the otto(ks, Talk to Neloth,  Kill

lldori,  Talk lo  Neloth

REP Enemy Re-led

&&ngap¢;a   N®TE       This is one of many quests you complet

speaking to  Nelolh  in  his Tel

list/  consult page 606. Although I

betomes avtiiltlhle once you i

Necropsy and

disregarded this as paranoia,  and  he  mentions  it only infrequently as  he
orders you to finish different tasks.  However,  when you  return to Tel Mithryn,

you find  a group of three or four Ash Spawn waiting to clefeat you.  Slay them
and  head  in to speak with  Neloth.  Something  more troubling  is afoot.I

Not surprisingly/  Neloth  says that he has legions of enemies back in
Morrowind,  but in this case,  somebody in  Solstheim  is to blame.  You can
ask what needs doing  (or if there,s a  bounty reward),  and  Neloth  hands you
a  special ring.  Wear it,  walk around Tel Mithryn,  and follow any strclnge
clues  it may impart,  You  may wish to ask Neloth about how the ring works  (it
follows a link back to the summoner of the Ash  Spawn and  provides a visual
clue of their location).  You can  also cISk about the threats he,S  received.

TRAINiNt3                     THE  lr"Er,jTOrY

>   Nelolh,s Ring of Tracking

A  OBJECTIVE: Find the source of the attacks

I TARGET: IIdari's Sorcophogus, Tel Mithryn groveyord

Place  Neloth's  Ring  of
TrcICking  On  your finger,

step outside,  head down
to the ash grounds at
the foot of the fungal
root structures,  c)nd
then  look to your right

(northeastl.  Head through
the gaps  in the rocky
outcrops, and peer down

toward the coast,  with  Nchardclk in the distance.  Something odd catohes

your eye  in the small walled graveyard with the single  pine tree. A strange
purple glow emanates from one of the grave sites.  Head closer clnd activate
lldari,s Sarcophagus.  After heaving  back the lid, you,ll find a staff and  (more
importantly)  a  Heart Stone  inside.  But no  skeleton!

>  Heart Slolle

A  OBJE(TIVE: Talk to Nelolh

I TARGET: Neloth/ Tel Milhryn

REse Low-Life al Highpoinl
Back at Neloth,s tower,
explain that the Heart
Stone is the source of
the attacks. You explain
where you found  it,  and
Nelolh  blames  himself.
The grave belongs to
lldari,  his apprentice
before Talvas.  He found
it annoying when  she
died.  Reply regarding the lack of body in  the grave. This continues the
conversation.

Or ask more clbOut the experiments he  inflicted On  her.  He lets you  know
how he tried to emulate the  Briarheart and  implant a  Heart Stone into  lldari,s
chest.  lt didn,Hake.

lt seems  lldari  may still  live!  He casts a  divination,  takes  both the Heart
Stone and  his  ring,  and commands  lldari to reveal  herself.  A few moments
later,  he  has  her location.  You,ll  find  her  in  Highpoint Tower.  The time for
friendship seems to have passed,.  Neloth wants that thricecursed  Heart Stone
ripped from  her chest.

A NEW SOURCE  OF  STALHRIM      OLD  FRIENDS
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A  OBJE(TIVE:  Kill lldari

I TARGET: lldari Sorothril,  Highpoim Tower

Head  northwest from Tel
Mithryn,  until  you  find

the cascading  stream
that used to be the
Harstrad  River before the
choking  ash  falls from
Red Mountain  blocked
much of the drainage.
Move up the stream  in
the direction  of Highpoint
Tower,  but don,I continue
to clamber up to the
remains of the tower,.
the entrance  is  partially
hidden.  Instead,  slay
below the rocky area
around the tower, and
move clockwise around
until you're  slightly  north

of the location,  facing
south.  A group of Ash  Spawn are lurking  near the dying  pine trees and trama
roots.  Defeat the foes,  locate the roughly hewn steps in the rocks that wind  up
to the southeast,  and the stone tunnel entrance to the tower.

NOTE       HighpointTower is half buried  in ash aftd inflc(essible until

quest is a(tivated, so you can,I explore it before Ibis

ife A Sorcerer Scorned

Watch the explosive rune on the ground  in the roughly circular chamber
with the Arcane  Enchanter.  Head east down the large dungeon  passage,
watching  for a  wall  rune atthe  far end.  To the  right  (south)  is  a  small
decldend  Passage With Cells.  One still  has a  prisoner inside-Ni)rya.  lf you
unlock her door  [Adept],  she tells you  lldari  sealed  her and other miners into
these cells and  used  them  in  her experiments.  Ildari  seems quite deranged.

Just how deranged  is detailed  in  the second of her journals,  found on the
table  in  the  jail  area.

>   lldari's Journal, VOI. ll

Backtrack to the wall
rune and  head  north
toward the  bowl torch.
Turn  right  (east)  and
follow the passage  into
a  mine area.  Drop down
into the  mine where veins
of gold and  sapphire ore
can  be depleted. Then
head  northwest,  under

the three hanging lanterns,  and prepare for fraught combat as you reach a
small  fortification  built within  a  large cave.  lldari  Sarothril  appears atop the
battlements,  telling you  Neloth was a fool to send  someone like you to finish
her off.  She,s not the friendly sort,  as indicated by the minions she summons
before fleeing.

Head down three levels of spiral  steps  (pausing at the table two floors down
to secure the first of lldari,sJournals)  to a curved stone tunnel that leads  into a
rocky cave attached to the base of the tower structure with  numerous revolting
egg  sacs to your left (southwest).  These burst as you  head toward them,
so slay any Flclme Cloaked  or AIbino Spiders you  find  here or  in  the small
cavern with the ruby geode deposits and the low caverns with  sapphire clnd
amethyst geodes and scattered bones.

>   IIdari's Journal, vol. I

'*%         Backatlhetowertunnel,
\.

/      movenorth  intothe
off,         next section  of tunnel,\

y:£     fpr:u:kihneg :haeg:coucla:I:rm
trap  so  it doesn,I spit
shock bolts at you.  Head

past the Ash Spawn
waiting to  repel you,
checking  a  circular side
chamber for more foes.  Back in the curved tunnel,  rush the next caster trap
and  halt the electrical damage before continuing  east to the tunnel exit.
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With a crackle from the

gems surrounding  her
summoning  plateau,
she conjures an Ash
Guardian, and three or
four Ash Spawn also

join  in  the throng.  Back
into the  mine so you
aren't swamped, and set
about removing these

initial  threats.  Then  head  towclrd  the fortification,  move  UP and  around  tO the
left onto the earthen walkways,  and face four more Ash Spawn.  There,s a
dead-encl  mine shaft nearby.  Check  it before climbing  the wooden  scaffold
steps surrounding the old fort,  passing the summoning  circle and  heading
clcross to the  interior of a  partially ruined tower where lldari yelled at

you  from.

Drop down and  inspect
the shelves and  room,

grabbing any items you
wish. There are potions
and  ingredients,  a  book
called  Deathbrand

(which  launches the
Solstheim Side Quest of
the same  name),  Ildari,s
third  journal,  and  a
strongbox (not made by the East Empire Company).

>  Dealllbmmd

>   IIdtlri'S Journal, VOI.  Ill

L,'utLl,jJ   SOLSTHEIM SIDE QUESTS
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Exit the room via a
southwest tunnel that
winds up and turns
into a fissure with  Ash

pawn appearing as
ou  progress.  Deal with

four or five of them
efore venturing down

the fissure or climbing  up
the natural  rock bridges

if you wish to sneak past your foes.  This leads to a castle corridor. The only
way is to the right (southwest),  over c]  bridge  (which  is actually above the
initial chamber with  the floor rune and Arcane  Enchanter).  This ends  in  a

grand, two-story hall at the western end,  where  lldari  resides.

The Dunmeri apprentice
has grown  in competence

(anc]  insc]nity)  since
her time with  Neloth.
Faceher ice storms and
thunderbolts  in  an  epic
battle,  disrupting  her
fast healing and other
attempts to protect herself
if you  can.  Long-range``   I--  --```  _-.`g.-``g-

attacks may be more effective,  as fighting on the narrow bridge to her
balcony bedroom  is tricky.  When  she finally drops to her knees,  race  in and
rip her heart out,  finally ending  her malicious ways for good.  Search  her
corpse for robes and astaff.

>  Heart Stone          >  Telvtmni Robes

A  OBJECTIVE: Talk to Neloth

I TARGET: Neloth/ Te"ithryn

Ouesl Conclusion
Activate the lever near the small bridge to her balcony, and a barred
archway opens,  allowing you  to exit via a  long  path that ends at a  pull chain
that opens a section of wall  leading  back to the  initial tower chamber.  Exit,
and  return to lei Mithryn.  Tell  Neloth  of your victory,  clnd he seems actually
impressed by your prowess.  He gives you a staff and makes you a member
of House Telvanni.

>  [Rondom]Staff         >  Bedqnd(host

Postquest Activities
Additional quests are available from  Neloth. Ask what it means to be
a  member of his house,  and Neloth  mentions that when  he returns to
Wardenfell  in a few decades,  you would  be seen as  nobility.  ln the
meantime, you have your own  bed and chest here to use as you please.

arothr¬l wfls also imvolved in the experiments to

ct General  Fulx (arius/  Ike  undeod residemt of For

who you must engflge in Solstheim Side Ouesl: The March of the

te i¢ur(Ittil in  that location With  more Of her notes.

PREREQUISITES: Second visit lo Tel

Mithryn (see below). ©   MINOR SPOILERS

RELATED  QUESTS: Solstheim Side

Quest: A New Debt, Solstheim Side Quests:  Neloth's Ouesls (pose 606)

LO(ATIONS: Raven  Rock/ The  Retching  Notch, Tel Milhryn

{HARA(TEES: Dreylo Alor,  Drovas Relvi,  EIyneo Molhren,  Geldis Sodri,

Grover Mollory/  Neloth,  Ulves Romoron/ Vorono

ENEMIES: Ash Spawn

a   OBJECTIVES:  Find Vorono/ Tell  Nelolh that Varono is dead/  Find a

new steward,  Report back to Nelolh

fty Hou9hty/ sardonic, and in Need of Suslenqnce

NOTE      This is one of mnny quests

spanking tO Ngloth  in  his lower at TeI Mi

list, consult page 606.

meet certflin criteria:

Ho-er; Ibis

Visit Tel Milhryn and speak to

you when you first orrivgz  fend
eeliflg.

must visit R

While speaking with
Neloth-somet,lmes after
completing three or four

previous Side Quests
or minor tasks for the
haughty Dunmer-he
suddenly demands to
know if you,ve seen
Varona,  as he's feeling

peckish.  Answer that
and  he demands you find her. You can answer

Neloth  regclrding  his attitude and  receive Put-dawns  in Varying degrees Of
savage sarcasm,  but the fc]ct still  remains:  Varona  is  missing.

A  OBJE(TIVE: Find Vqrono

I TARGET: Rocky foothills of southern Solslheim

Exit Neloth/s tower and  make a few inquires among the other servants. The
best places to engage in scuttlebutt are the two side structures.

OLD  FRIENDS  I    RELUCTANT STEWARD
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Enter either Tel  Mithryn  Kitchen  or Tel Mithryn  Apothecary'  and  speak to
Ulves  Romoran  or Elynea Mothren.  Both  mention that Varona went to Raven
Rock to arrange for more supplies. This  brings up a compass point to the
northwest of your current location.

NOTE      Or!youtan y wonder hiindly unti

ife Brilliant, Robust, and BIindingly Obedient
Varona,s trip to  Raven
Rock was waylaid  rather
badly.  She  unfortunately
didn,I make  it;  she was
attacked  by the hated
Ash Spawn who roam
the  southern  foothills.

Trek  northwest from TeI
Mthryn,  passing the

giant fungal  growths  until

you fI.nd Varona,s corpse and  three or four Ash  Spawn gathered around  it,  in
the wilderness  just east of the  Harstrad  River.

Deal out revenge to these Ash  Spawn and then examine the still-fresh
corpse of Varona  Nelas.  When you  do, your quest updates.  This  might be a

good opportunity to take the key she was carrying'  too.  lt opens the  modest
dwelling  in TeI  Mithryn,  which you  can  inspect at your leisure.

a  OBJECTIVE: Tell  Neloth that Vqrono is dead

I  TARGET:  Neloth, Tel Mithryn

As expected, when you
return  to  Neloth  in  his
high tower,  he expresses
breathtaking  insensitivity
toward the death oF his
steward.  You also inform
him that Ash  Spawn
were responsible.  But
there are more pressing
matters,  such  GIS  the

requires a  new steward  immediately'  if not sooner!
He believes that Raven  Rock would  be a  great place to find a  new servant,
as  ,,they are in awe,, of him  there.  His requirements for a  steward? Someone
with  a  brilliant mind,  robust physique,  and  blinding  obedience.  He seems to
be describing  a  thrall,  rather than  a  servant.

a  OBJE(TIVE: Fimd a new steunrd

I TARGET: (itizens of Raven Rock

B» weak-wilted, Emqciqled, and Exceptionally
Insolent

Head over to Raven
Rock and  stroll  the
main  thoroughfare,
searching for a  suitable
replc]cement steward.
Amazingly/  Neloth/s
opinion  of  himself  isn't

shared  by the citizens
of this town, A few
examples are listed:

I ___   _=

Dreyla Alor isn,t interested, as  Neloth  is as
loony as a Skooma addict.  He once wanted her
father to  import a  live white mammoth.  She  may

point you toward a  fellow named  Drovas.

Tre  3i-ce`~-¥cL`=C{L)   `J
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Grover Mallory collapses  in a fit of hysterics at
the mention of such an  idea.  lfyou,re a  member
of the Thieves Guild  back  in Skyrim,  and you,ve
completed Thieves Guild Quest: Taking Care of
Business  (see page 284),  he points you toward a
fellow named  Drovas.

Geldis  Sadri,  the  innkeeper  in The  Retching  Notch
believes Neloth to be soft in the head,. apparently
the  lunatic wizard talks to Mudcrabs!  However,
Geldis  has an apprentice who,s  hard  up for coin:
Try  Drovas.

Desperate times call for desperate  measures;  locate  Drovas Relvi,  a
shifty-looking character  located  in The  Retching  Notch,  and  ask  him  if he,s
interested  in the  job.  After pondering  employment with a crazed Telvanni
wizard,  he's happy to  lecIVe Raven  Rock.  Perhaps a  little too happy?  He'll

gather his  belongings and  head  there  immediately. You don,I need  to
chaperone him.

a  OBJECTIVE: Report back to Neloth

I TARGET: Neloth, Tel Milhryn

Quest (onclusion
Back af Neloth's tower,  inform  Neloth you've found a  new steward.  Neloth
is  rclrely  impressed,  and  this  iSn,I One  Of those  OCCaSiOnS,.  Drovas  makes

dreadful canis root tea,  but he,ll do for now.  As a  reward,  Neloth offers you
the use of his staff enchanter,  located  in  this chamber.  You  receive a reward
of coin,  too.

>   SIafl Enchanter Key

>  [Leveled] Gold

Postquest Activities

Neloth  is particularly taken with  staffs,  and  has constructed a  Staff Enchanter
to allow him  to create them  without the  usual  hassle.  For  information  on
creating your own staffs,  refer to page 75.

The Staff Enchanter room also contains an Arcane Enchanter,  useful for
enchanting your own  items  in  between quests at Tel Mithryn.  On top of it,

you  may find  the  Black  Book  known  as  ''The  Hidden  Twilight.''  Reading  it will
transport you to Hermaeus Mora,s  realm of Apocrypha,  beginning Solstheim
Side Quest:  Black  Book:  The  Hidden  Twilight.

You  may also wish  to  inquire how  Droves  is working  out,.  it seems the
new stewclrd  brought more than a  few belongings with  him from  Raven
Rock...Consult Solstheim  Side Quest:  A  New Debt for Further  information.

CJE  ,i  i   SOLSTHEIM SIDE  QUESTS
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PREREQUISITES: (omplele Solstheim   ca--E>
Side  Quest:  Reluctant Steward                             ©  MINOR SPOILERS

RELATED QUESTS: Solstheim Side

Ouesl:  Reluclonl Sleword, Solstheim Side Quests:  Neloth/s Quests

(page 606)

LO(ATlONS: Raven  Rock/ Tel Mithryn

(HARACTERS:  Drovos Relvi, Mogrul/  Neloth, Sliller

a   OBJECTIVES: Objective:  Pay Mogrul

ife lncompelenI, in Over His Head, in Debt

This is one of many

speaking io  N8Ioth i

list, consult page 606.  However;

finish Solstheim Side Quest:  Relulttint Stewar

Drovas  is firmly
ensconced as Neloth/s
steward,  making an
almost undrinkable canis
root tea for his new
master, you may hear

grumbling  about your
hire,s previous  standing:

A courier may stop

you when you,re in a
settlement and  request you  meet with an Orc  named Mogrul.

Or you  may approach Mogrul at any time,  within  the town of Raven  Rock

(he's  usually  inside or near The  Retching  Notch).  He'll  stop you,  forcing

you  into a conversation.  He,s backed  up by his Dunmeri lackey with the
worrying  name of Slitter.

As soon as you  begin the conversation with Mogrul,  you  realize Drovas has
more than a few loose ends to tie  up.

Ask Mogrul  clbOut the Situation,  and Mogrul  states that Drovas  Revli  left
town  owing  the Ore  1 ,OOO septims.  This  is a  debt Mogrul  intends to collect.
However,  now that Drovas is set up with  Nelolh,  he,s  untouchc]ble.  But you,  it
seems,  are not.  The debt has shifted to an  obligation you  must sort out.  This
falls  into three possible  plans,  detailed  below.

A  OBJE(TIVE:  Pay Mo9rUI

I TARGET: Mogrul, in Raven Rock

TRAINING;                        THE  !NVENTORY
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Plum A: Apologetic Paying

There are three  possible
ways to complete this

plan:

Tell  him  you,re so
sorry and to take the
money. This  removes
1 /OOO coins from your

person.  lf you don,I
have this much gold,
Plans B or C are your
only options.

Ask him to  be patient,  telling  him you,ll  get him the  money.  This  begins
Plan  B,  but it also allows you  to return to Tel Mithryn,  corner Drovas,  and

press  him for the gold.  He can onlycome up with  25O.  Use  it to help  pay
off the debt.  Or better yet,  gather Drovas's gold,  then execute Plan C and
come out a winner on this deal!

(Intimidate)  Reply that you,re willing  to  hand  over  half (before or after you
visit Drovas).  If Mogrul  is suitably frightened, you're able to pay the debt
for half the original amount (500 gold).

Plan  B: Apathetic Waylaying

You can simply choose
to  ignore the matter:  Ask
Mogrul to be patient,
telling  him  you,ll  get  him

his  money.  Then  forget
all  about him,  ignoring
his comments when you
return  to  Raven  Rock
and  killing the  thugs  he
sends lo waylay you  in
the wilderness.  These  thugs continue  to  pester you  until you  complete  Plans
AorC.

Plan (: Apopletlic Slaying

s=---==:---I::I    i:iji
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As you  might have guessed,  you can also:

Reply that you could  just kill Mogrul,  and then draw your weapon and
attack.

Or you can  simply start fighting with Mogrul  before he even presses

you for coin  (before  this quest starts,  in  fact!).  Ills almost impossible to
assassinate Mogrul without being detected, as he sits in a  busy room with
his back to the wall,  and Slither keeps constant watch over him.  Prepare to
deal with  both of them,.  this will  be a  stand-up bloodbath.

After the fight,  if your assault was detected,  a  Redoran Guard naSPOS

you to account for yourself.  Assuming you don,I want to start a  battle with the
entire lawn,  pay off your bounty (only 40 gold),  ancl conclude this quest by
the bloodiest and cheapest possible method.

Quest (onclusion
Once Drovas Relvi's debt has been  satisfied,  either by payment or by
defeating Mogrul,  this quest concludes.

RELUCTANT STEWARD      A NEW DEBT
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PREREQUISITES: None

RELATED  QUESTS: Solstheim Side

Quest.. The (hief of Thirsk Hall

©   mlNOR SPOILERS

LOCATIONS:  Buiold's Relreut,  Hrothmund's Barrow, Thirsk Mead  Hall

(HARACTERS:  Buiold the  Unworthy/  Elmus,  Holborn  Iron-Fur/  Hilund,

Kuvor

ENEMIES: Riekling,  Riekling  (hief

A  OBJE(TIVES: Approo[h Thirsk Mead  Hall/  Kill the  Rieklings (1 8),

Speak to  Buiold,  Meet Buiold ol Hrothmund's Borrow,  (ommune with

Hrolhmund/s Spirit

ife The Bewildered Buiold

I      So!sthsim Side Ouesls:  Reloking Thirsk and The Chief a

Thirsk Hall ore mutually exclusive -you connol (on

I them. The lost opportunity to change your mind is flngged i

-I     ThirskMead  Hall  isan

ancient and venerable
structure  built by the
Nords and  nestled  in
the snovy foothills to
the east of the Temple of
Miraak,  just east of the
Beast Stone.  East of it,
on  the coast,  is the small

-J'   camp known as Buiold,s

Retreat.  Approach this encampment,  and you,ll overhear a group of Nords
moaning about a  recent routing they suffered.  You can stand  back and  listen
fo the conversation or speclk tO any Of the  Nords. The situation  is tense,  and
any of the Nords you speak with refer you to their leader, who goes by the
unfortunclte title Of Buiold  the  Unworthy.

Talk to her,  asking clny questions you Wish,  and  She explains her members
fled from the Mead  Hall after a cunning  Riekling attack.  As the words
"cunning''  and  ''Riekling"  aren't usually used  in  the same sentence,  Buiold

explains a combination of too much  mead and too few battles had  made her
tribe complacent.  Now they wait and  regroup in th'ls coastal camp.  Ask if
she's  interested  in one more warrior (you),  and confirm you're happy to help
her.  She convenes a tactical talk around the fire. Goading  her party not to
have their spirit outstripped  by some wanderer,  she whips everyone up into a
bloodthirsty frenzy.  The assault (clnd  this quest)  begins  nOW!

)  OBJE(TIVE: Approach Thirsk Mead Hall

a  OBJECTIVE:  Kill the  Rieklings (18)

I  TARGET:  Rieklimgs, Thirsk Mead  Hall

Tre   S_de_. fSi;.I;..I:_i   '/
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RED BIudgeoning the Blueskins

Head north and west,
up the rough  path  in
the rocky embankment
that leads through the
snow and toward the
Mead  Hall.  As the spears
come flying  toward you,
concentrate on the foes
around  the front door of
the place,  then around
the sides. Then  move into the  hall and  look for the chief, who can cause

problems for your Nord friends,.  step  in to prevent your fellows from falling
his attacks.

to

Obviously/ you can tackle each  Riekling  in any way you wish,  but
defeating them when they,re already engaged with an ally will keep you from
hclrm.  Be wary of using  spells with  a wide  radius of effect,  or you  may catch

your Friends  in the blast,  This fight shouldn,I be too demanding/.  any Rieklings
slain by Nords are also added to your death total.

F!E3          Iteep ern eye  cn f!1e he«!th  ef E!mus,  Ha!barn,  and  Hi!und-

ihey ¢ffer you  Favors tifter  ibis  ¬iuest is  ¢ver.  But  liot  if

ihey're  deffial!

a  OBJECTIVE: Speak to Buiold

I TARGET:  Buiold the  Unworthy, Thirsk Mead  Hall

With  Riekling  blood  fresh  on your  blades,  locate  Buiold  (who,s  usually inside
the mead  hall  surveying  the damage the  Rieklings  inflicted on  her clan  and
home).  She asks you to serve as  her second as she proves her worthiness
to lead once more.  Inquire about where you,re  both  headed,  and  she tells

you that to take up residence here,  she needs to receive the blessings of
Hrothmund,  the ancient leader of her tribe.

a  OBJE(TIVE: Meet Buiold ot Hrothmund/s Barrow

fa'u!_:.i, ;i,  SOLSTHEIM SIDE  QUESTS
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REgiv Hrolhmund,s  Disgust

Just east of White Ridge Barrow  in the  horlhern climes of Solslheim,  among
the wild animals and fcIIlen  henges,  is a  makeshift cave entrance below a
towering totem  stone.  Bujold  is already waiting  for you  here when you arrive.
Speak with  her,  and  she explains she needs to prove  her mettle by taking
hold of Hrothmund,s axe, which  is embedded  somewhere inside this tomb.
Then  she will  be  judged  by Hrothmund,s spirit.  Enter the  barrow.

a  OBJECTIVE: (ommune with Hrothmund's Spirit

Climb the stone steps,  push open the  iron door, and enter the ceremonial

(and waterlogged) long chamber, which drains as you descend and head
north-northeast.  Follow the path and  lit torches to the far end, where an
ancient twc+handed axe lies embedded  into petroglyph stone.  Loot either of
the two chests whenever you wish,  then  let Buiold approach the axe and gel
a good grip,  ready for the heave....

Ouesl (onclusion
Oh dear.  ll appears
Hrothmuncl,s  Spirit is

extremely unhclppy with
the way Buiold  has been
leclding  her Warriors.  His

words echo through the
chamber,  sternly calling
her soft.  Furthermore,  no
one among her crew is
fit to  serve,  either!  For a
band  in the wilderness,
Hrothmund  tells  her  it  is

better to have no leader
than a  poor one.  Buiold
is left wondering what
to do next.  Speak to
Buiold,  choosing  either

conversation option.
Buiold  thinks  it  is  better

that the tribe has her
for a  leader and to go against Hrothmund/s wishes.  This leads to one of two
choices you can  make:

Agree with  Buiold,  keep this embarrassment quiet,  and  return lo Thirsk
Mead  Hall. The quest concludes.

Disagree with  Buiold,  forcing you  both  into combat with each other,
and the objective  "Defeat Buiold" appears.  Once she  is slain,  the quest
concludes.

Postquest Activities
Return  to Thirsk Mead  Hclll at any time tO tie uP a  few loose ends.  The Mead
Hall  is now tidied  up/ with a working  forge and  beds you can sleep on.  As

you  enter,  Buiold/s  husband,  Kuvar,  steps forward to greet you.  lf you  kept
Buiold  alive,  he  mentions that Buiold  said  you  served  her well.  You  can:

Lie and tell  him  itwas an  honor to stand with  her.  You are free to speak to
all  the tribe.

Tell the truth and  speak of her reiection.  Kuvar is disgusted,  speaks to
Buiold  about it,  and  then  banishes  her from  the  hall.  Kuvar isn'f happy
with you,  but you can  speak with  the rest of the tribe.

lF you  killed  Buiold,  he asks of his wife,s whereabouts.  You  explain  the
situation,  and  Kuvar banishes you  from the Mead  Hall,  only forgiving you
because you acted on  Hrothmund's wishes.  Kuvar isn,I happy with you,  but

you can  speak with the rest of the tribe.

After this,  more Thirsk Mead  Hall  Favors  (see page 672)  are available if you
speak with  Elmus,  Halban,  or Hilund. You can  sleep in  the beds  here,  too.

PR[REOUISIT[S: (omplete Solslheim

Side Quest: The  Fiml  Des[enl,

Complete Solstheim Side Quest: March

of the Dead

©   mlNOR SPOILERS

RELATED  QUESTS: Solslheim Side Quest: The  Final  Des(ent, Solstheim

Side Quest: March of the Dead

LO(ATlONS: Ashfqllow (itadel,  Raven Rock/ Morvuyn Manor, The

Retching  Notch, Severin Manor,  Ulen AncestmI Tomb

(HARA(TERS: Coptoin Velelh,  (ouncilor LleriI Morvoyn,  Geldis Sadri/

Redortin Guard/ Second  (ouncilor Adril Ammo

ENEMIES: Morag long/  Mirri Severin, Tilisu Severin

a  OBJECTIVES: Speak to AdriI Arono, Speak to Geldis Sudri, Wail

inside Ulen Ancestrol Tomb,  Discover the identity of the tomb,s visitor,

Report back to AdriI Arano,  Re(over evidence from Severin Manor/

Bring the evidence to Adril Arano, Meet up with the Redoram  Guard,

End the threat lo (ouncilor Morvayn,  Return lo AdriI Arono,  Follow

Adril Ammo, Speak to (ouncilor Morvuyn

ife> Those Slippery SIqughlerfish

quBSIs you [omplele by
mplete list, tonsull page 606. This quest only

ed two other quests in I

arch of the Defld (

he  Final  Bgscent

During your wanderings
around town, after
completing  the two

previously indicated
Side Quests for residents
of Raven  Rock, you,re
tracked down  by Captain
Veleth, who comes
with a message from
Second Councilor Arano.

you,re to  meet with  him at once,  and this seems  more urgent than
the Ash  Spawn eradication.  Head over to the council chambers or check the
main thoroughfare when you get a  moment.

RETAKING THIRSK   ,  SERVED COLD
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A  OBJE(TIVE: Speak to Adril Arono

I  TARGET: Adril Arano,  Raven  Rock

You  usually find  Adril walking  the  main  street of
Raven  Rock.  He,s  under the  impression  that Councilor
Morvayn  might be  murdered  by a  rival  Dunmeri
Great House-the Ulen  Family of House Hlaalu-
who have placed  a deathmark on the councilor,s
head.  Whether you think this  justified or paranoia,
answer Adril  how you wish, and  he  informs you that
elements of Ulen,s house may already be in  Raven
Rock.  Assuming you  agree to help/  Adril wants you
to eavesdrop on  suspicious activity in  town and
report back to him.  The best place to start is an obvious one-that den  of
iniquity known  as The  Retching  Netch.  Pry Adril  for further  information  (on
House Hlaalu, the mine,s  reopening/  and  his sources)  before you  leave his
comPony.

a  OBJECTIVE: Speak to Geldis Sadri

I  TARGET:  Relthing  Notch,  Raven  Rock

Locate The  Retching  Netch,  enter,  and  head down the stairs to where Geldis
Sadri  serves the c!rinks.  Aside from  the usucll  rumors  he Can  impart,  if you
mention Adril Arano,  Geldis tells you the  Dunmer has been chasing  these
Ulens for years.  Instead,  Geldis  reckons you  need to let those slippery
Slaughterfish come to you. There's an ancestral tomb  near the temple,  and
someone has been  leaving  offerings there.  Perhaps they might be able to
answer your questions?

O  OBJE(TIVE: Wait inside  Ulen Ancestrol Tomb

I  TARGET:  Ulen Ancestrol Tomb,  Raven  Rock

ife Those Suspicious Severing

You can continue to question Geldis about the reasons behind Councilor
Morvayn executing an  Ulen  before  returning to the main thoroughfare and
heading southeast. Just before the bulwark,  there are several ancestral tombs.
Enter the  Ulens, and  inspect the first chamber. There are many lit candles
arouncl a crematorium and  bone pile  in the center of the room.  Find a spot to
hide, then wait here for an  hour. The UIen clanswoman  responsible for these

gifts eventually shows  herself.

a  OBJE(TIVE: Discover the identity of the tomb/s visitor

642
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You can confront the woman  immediately or let events take their course.
Tilisu  Severin  excuses  herself for  intruding  on  you,  and  when  you  ask what
she,s here for,  she answers evasively/  saying  she,s leaving an offering  for the
departed. You can  leave her to it or press  her for a  real  answer.  Even  if you
choose the latter conversation,  she sticks with  her story and  does  not reveal
whether she,s  part of the  UIen  family.  Time to update the Second  Councilor.

a  OBJE(TIVE: Report back to Adril Arono

I  TARGET: Adril Arano,  Raven  Rock

Adril  is  usually waiting

for your update in
the Morvayn Manor,
although  he  may be
walking  the  streets
of Raven  Rock or be
hanging  out inside The
Retching  Netch.  let him
know that you suspect
Tilisu  Severin  is the

Adril  believes this,  too,  although  it,s going to take more than  hearscI
to prove this plot. After you  recommend searching the Severin  house,  he
agrees but wants you to  head there so he  isn't tied fo an  illegal  search  if
is,  in fact,  an  innocent party.  To help gain access,  you're given a  key. Y
can  gain  further insight into the Severin  family,  and  the  Ulens' tomb,  if
speak to Adril again.

>  Severin Manor Key

A  OBJE(TIVE: Recover evidence from Severin Manor

I TARGET: Severin Manor,  Raven  Rock

F[P        fa  ffv8id  bi6OdShed,  you  may ¥!iSh  tO Wefir i/eur  iineSf Smeffiking

ou#i?  is©feFe  elf?ering  this  t!\±g,`eliiiig.

ENgiv The  UIen Mallet
Head  to the  northwest of
town,  near the entrance
to  Raven  Rock Mine,
and  use the key to enter
Severin  Manor.  Unless

you're particularly adept
at sneaking/ you,re
immediately attacked  by
Mirri  and  Tilisu  Severin,

who already know you,re

part of Morvayn's  lot.  The only option  here  (unless you're sneaking)  is to slay
both  Dunmer.  Search  (or pickpocket)  both  corpses to discover another Severin
Manor Key/  among other fineries.  However,  Mrri  Severin  is carrying  a  more
helpful  item-the  key to a  safe!

>  Severin Sale Key

`                                          ll                    .`                     .
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Make a thorough sweep
i the dwelling,  heading
ownstairs.  Follow the

corridor to the double
wooden doors at the
(west)  end,  and enter
the  main  bedroom
with  cl  large  number Of
empty mannequins and
display cases.  Search  the

chamber thoroughly/.  next to a wooden  bookcase to the  left of the bed  is the
Severin  Family Safe  [Expert],  which you can  pick or use the key you  looted.
Among  the gold and other goods  is a  note called  wThe  Ulen Matter.,,  lt makes
illuminating  reading.  Take  it and  the quest updates.  Read the  note  if you  wish.

A  OBJE(TIVE:  Bring the evidence to AdriI Arano

I TARGET: Adril Arono, Rqven Rock

Adril  is  usually drumming

is fingers  impatiently

n The  Retching  Netch,
although  he may be
walking the streets of
Raven  Rock or hanging
out inside Morvayn
Manor.  Tell  him you,ve
found evidence  providing
the  Severin  family,s

guilt and that those seeking to usurp Morvayn are haled  up in the Ashfallow
Citadel.  You  can whine or tell Adril  you,ll  head  there  immediately.  Adril  is
sending two of his  best Redoran Guard and you're to assist them.  You'll  meet
them  there.  Be careful:  you  can't let these traitors  slip away!

a  OBJECTIVE: Meet up with the Redoran Guard

I TARGET: Ashfollow (itadel (exterior)

A  OBJECTIVE: End the threat to (ouncilor Morvoyn

I  TARGET: Vendil Severin, Ashfollow (itadel (interior)

RE RAurder and Ike Mora9 long
Gather your best
Dunmeri-killing

equipment,  and  hike to
the Ashfallow Citadel,
northwest of the Sun
Stone.  Adril's  best

guards were no match
for the  infamous Morag
Tong, a feared group of
Dunmeri  assassins that

have shown themselves and already murdered the Redoran duo.  Face two
assassins by the door to the citadel,  slaying them as soon as you  can  before
moving  inside the  structure.

>  fflorag Tons Armor              >  Marag Tomg Braters

>  Momg Tons Boots              >  Mortlg Tons Ilood

locate the steps down
From the top of this tower,
and prepare for further
combat as you descend.
Slay a Morag Tang
and head to the base
of the structure,  passing
a chest and heading
through a  narrow rock
wall opening  and a

connecting  passage to the south.  This  leads to a  main dungeon corridor.
Ahead  is an open door to your right (west); clear this dormitory of assassins
and any other incoming  foes, then  head  back to the main corridor clnd  locate
a  small chamber with an Arcane Enchanter and a  pull chain  by the entrance.
Yank the chain to remove the  bars.

Continue into the next
section  of corridor,
noting the three Morag
Tang  Assassins that must
be brought down.  Don't

pull  chain  on  the  leftwall
(it raises  the  bars  behind

you).  Now check the
passageway to the right
(west), watching out for

three bear traps before you  reach another chain.  Pull that and the first set of
bars  is  removed.  Now continue down to the training  room  on your left (east).
Outside that door is a third chain,  opening  up the  next part of the corridor.

ln the  next part of the corridor are eight pressure plates
separate blade traps and two spear traps,  so take extreme care as you tread
forward. The safest way to reach  the two pull chains  in the alcove to your
right (west)  is to look down and avoid all  pressure plates, then  maneuver past
the alcove.  Turn  right and edge  between the left wall  of the alcove and a
swinging  trap.  Watch for more plates as you  look for two pull chains,  both on
the  pillars  in  this alcove.  They open  the two  remaining  bars.

against Chancellor Morvayn  is Vendil Severin. You

This allows you to reach
the far chamber.  Ignore
the  pull  chain  to your
right,  just before the

arcked entrance,
as  this  simply raises the
bars directly behind

you,  cutting off your only
exit.  The chief instigator
of This clandestine wclr

must slay him,  along  with

his fellow assassins, when vendil finally yields,  check his corpse for the  key
to his chest (the exact location  is in the  nearby bedroom,  as shown  in this

guide,s AtlcIS,  On  Page  1056).

>  YendiI Ulenfs £hesl Key

a  OBJECTIVE: Relum to Adril Arano

a  OBJECTIVE:  Follow Adril Ammo

a  OBJE(TIVE: Speak to (ouncilor Morvoyn

I TARGET: AdriI Arano,  Raven Ro(k

SERVED  COLD
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Quest (onclusion

Head  back and  search Adril Arano's usual  haunts to find  him.  After explaining that the threat is over,  and
his  Redoran Guards were victims of the Morag Tong/  Adril  beckons you  to follow him to Morvayn Manor
and  meet with  Councilor  Lleril  Morvayn.  Follow Adril  to  an  audience with  LIeril,  who  is told  that Vendil,
Tilisu,  and Mirri  Severin were,  in fact,  here to avenge Vilur Ulen,s death.  Morvayn wants to speak to you

personally.  He offers his thanks,  and as a  bit of coin  hardly seems  like enough, you're given the deeds and
keys to Severin Manor!  Welcome,  citizen of Raven  Rock!

>   [Leveled] Gold                >   House: Severin Manor

Poslquest Activities

More  information on  Severin Manor is located on  page 99.  This is the only house you can own  on  Solstheim.  lt comes fully furnished  (there are  no decorations
to purchase),  and although  it makes a  nice vacation  home,  your spouse and children will  not move here.

PREREQUISITES: None                                 es

RELATED  QUESTS: Solstheim Side                      ©   MINOR SPOILERS

Quests: Neloth,s Quests (page 606).

LO(ATlONS: Tel Mithryn

(HARA(TEDS: Neloth

ENEMIES: Ash Spawn

a  OBJECTIVES: tolls(I ash from an Ash Spawn, Talk to Neloth

ffi*"rly Deeds

NOTE      This is ofle of many quests you complete by

speaking lo  Neloth  in his Tel  Mifhryn tower.  For a complet

I ptlge 6%.

That haughty Neloth,  the mage with whom you explored  Dragonborn Main
Quest:  The Path of Knowledge,  has a task for you to complete. Ascend to his
tower lair  in Tel  Mithryn  and  ask  him,  "Can  I  helpwith your  research?"  One

(random)  request Neloth  has for you  involves Ash Spawn.  Neloth  is doing
research  on them,  and  he asks you to bring  him a  sample of the ash  from one
using  a  special  extraction  tool.

>  Ash Exlracl®r

A  OBJECTIVE: (olle(I ash from on Ash Spawn

I TARGET: Ash Spawn [a mndom location]

i    644   ,;
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RE» Ash for (ash

Head away from Tel Mithryn  and  locate Ash  Spawn. These foes are hardy
and  numerous.  You  find  them  easily/  especially along  the southern  part of the
island, where Red Mountain,s deposits  have landed. Or you can find them:

ln  Raven  Rock Temple,  after speaking to  Elder Othreloth and agreeing to
his  Favor and cleaning out his ancestral tomb  (page 67O).

At Old Attius  Farm,  Raven  Rock, or Fort Frostmoth as you progress through
Solstheim  Side Quest:  March of the Dead  (pclge 632).

Inspect the ash  pile one of these fiends leaves behind,  and extract it using the
fool you were provided.

>Ash

O  OBJE(TIVE: Talk to Nelolh

I TARGET: Neloth, Tel Mithryn

Quest (on(lusion
Head  back to Neloth,  and the  mage  is relatively impressed  by your locating
and  extraction  skills,  rewarding you with  some gold  for your troubles.

>  Gold (250)

Poslquesl Activities

This quest occurs randomly but isnl repeated.

C2l:E:_:TS   SOLSTHEIM SIDE  QUESTS
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PREREQUISITES:  I I,000 gold

RELATED  QUESTS: Solstheim Side

<=,_,__,__:i:::==-__E>
©   mINOR SPOILERS

Quest:  Bltick  Book:  Filament find

Filigree, Solstheim Side Quest: Masks of the Acolyte  Priesls*

LOCATIONS:  Ko!biorn  Barrow

CHARACTERS: Miner ,  Ralis Sedflrys

ENEfflIES: Ahzidal,  Dmugr

O   OBJECTIVES:  !nvesiigtite  Kolbiorn  Btirrow,  Fund the ex(tivtition of

Kolbiorn  Btirrow (I /000 gold)/  Wait for ti  messtige from  Ralis,  Visit the

Kolbiom  Borrow Excavotiom/  Cletir the  Draugr from  Kolbiorn  Btirrow/

Find a way deeper into the  Barrow/  Speak to  Rti!is,  Fund ike next

phuse of the excavation (2,000 gold)/ Wtiit for ti messtlge from  Rulis/
Return to  Ko!biorn  Barrow/  Clear the  Dmugr from  Kolbiorn  Btirrow/

Search for the missing  miners, Speak lo Rti!is,  Fund the next phase of

the exctivation  (3/000 gold), Wtiit for ti messtige from  Rqlis/  Return

to  Koibiorn  Barrow/  (letir Ike  Drqugr from  Kolbiom  Btirrow/  Speak lo

Rtilis,  Fufld the mexl phtise of the excavtiliom (5,000 gold)/ Wail for a

messtige from  Rqlis/  Return to  Kolbiom  Borrow/  Locate  Rfllis,  Defetit

AhzidtiI,  Confront  Ralis

aefty uncovering Kolbiom Barrow
During  your travels  through  Solstheim,  you  can  learn  about Kolbiorn  Barrow
from a variety of sources.  There are several ways to begin this quest:

e treasure,

fr   ffELe  H®ur#aeesi  ®#  REen!Es  §ediffiFyS,  W®" 9

QbieCtiVe  uPCIate

¢  OBJECTIVE:  Fund the exctivalion of Kolbiorn  Borrow (1,000 gold)

t TARGET:  Rtilis Sedtirys/  Kolbiorn  Btirrow

Once you  have the money,  return  to  Ralis,  and ask if he,s looking  for a

partner.  He,s agreeable,  as long as you  manage the coin  and  he  manages
the dig.  Offer him  the  1,00O gold,  giving  him enough to  hire a  few lackeys
and  dig down  deeper.  But that will  lake time,  so  he,ll  send word when the
tomb entrance is found.

a  OBJECTIVE: Wflit fo" message from Rolis

¢ TAR©ET: Courier, tiny settlement
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path  and  from the four raised crypt corners.  Once you,ve embedded your
preferred weapons  into their rotted  hides,  one of your objectives completes.
But you  still  need  to find  a way onward.

Locate the  main  altar  in  the center of the  burial  chamber,  and  study the
strange  red  skull.  Lift it from  its  pressure  plate,  and  a  rotating  wall  arch  ahead
of you  grinds open.  Your objective updates,  but don't leave  just yet.  Head
into the newly opened chamber,  and you,ll see that a  lot more digging  is  in

your future.  But Ralis's  information appears lcl have  been  correct-a  unique
pair of boots sits on the peclestal directly ahead of you.
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ty  OBJE(FIVE: Speak to  Rolls

O  OBJECTIVE:  Fund the next phtise of the excavation  (2,000 gold)

¢  TARGET:  Ralis Sedtirys,  Kolbiorn  Btirrow

Head  back to the surface,  and  inform  Ralis that his  barrow  is  Draugr-free.
He,s  moderately happy but needs to recruit more  miners.  This won,I be an
easy sell,  as their friends recently perished  here. When you're  prepcI
able)  to part with  2,00O golcl,  hand  it to  Ralis,  who tells you  it will  tok
days to dig  up more laborers. Why not swing  back when you get a a

a  OBJECTIVE: Wait for a message from Rulis

t TARGET: Courier, any settlement

did before, you must head away fr
for three days. After 72  hours of occu

rrow and drum

yourself with  other
to a  settlement clnd locate a courier, Who has another message
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A  OBJE(TIVE:  Return lo Kolbiorn  Bqrrow

¢  TARGET: Ralis Sedorys,  Kolbiorn  Barrow

REgiv phase 2: Deeper wllh lhe Dead
As you  arrive,  it seems

your cash  injection  has
been  spent,. there,s a
cooking  pot and two
more tents,  and the place
is  starting  to  look  like  an

excavation  site  rather
than  a  hunter,s  camp.
Ralis  ism,I  happy,  though,.

more  Draugr have
emerged.  At least six miners are dead,  and the  rest have fled.  Perhaps a  few
are  hiding  or trapped down there?

O  OBJECTIVE: (Ietir the  Drougr from  Kolbiorn Barrow

¢  OBJE(TIVE: Search for the missing miners

¢ TARGET: Kolbiom  Barrow

Concern  yourself first
with  eradicating  the
rotting  Nords;  head  into
the  initial  crypt area

and  lay waste to the
foes appearing  from the
cryptwalls and  in  the
main  corridor.  Then  head
deeper  (northwest)  into
the  barrow.  A toughened
Draugr attacks from  a  circular
or  spells.

This opens a  rotating
door to your right

(east), exposing a
tough  Draugr to tackle.
Once  he,s down,  pull a
second chain  in  this  new
chamber's alcove,  which
opens a rotating door
to the southwest,  behind

you.  This  leads  to  the
Draugr.  Slay it,  step around  the pressure plate so the

magic caster trap isn,I triggered,  then  move to the  portcullis  puzzle with  four
hanclles to the  right of it.

Puzzle Solution: The top  handle  releases the first portcullis.  The  second
releases darts,  so ignore it.  The third  and fourth  handles together release the
remaining  portcullises,  so  pull  them  and continue up.

ln  the  upper crypt arecl  are the SPlattered  remains Of Mireli.  Take the
letter on  her body if you wish,  then  inspect the blocked  passageways up
here.  lt isn,t long  before four additional  Draugr show themselves. Wipe them
out to complete the remaining objective.  Before you  leave,  you  might as well

pocket another fabled  item.  Locclte the Seeming  dead end tO the  northeast,
hunting  for a  low  handle on  the  protruding  wall  to your right,  which  slides
open  a secret alcove allowing you to  pick up Ahzidal's  Ring!

GUESTS:  SOLSTHEIM  SIDE  QUESTS
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MBJE(TIVE: Speak to Ralis

O  OBJE(TIVE: Fund the next phase of the excavation (3,000 gold)

I  TARGET:  Ralis Sedarys,  Kolbiorn  Barrow

Expect two foes  in the
initial  chamber,  another
in  the main chamber
by the pedestal, and
the excavation to have
cleared out much of
the room  Cross the
bridge and head  into
the two-story crypt you
explored  lcISt time and

bring death to the Draugr Continue down the stairs to the lower level
where a sarcophagus has been uncovered (a Draugr bashes its way out to
meet your blades),  and a  locked  iron door blocks your progress  [Expert].  Pick
this lock to  reach a  hidden  antechamber with  spiders to crush and a chest to
inspect.  Head down  the stairs and deal with  another foe,  and you  can  see
back ou"o the central chamber.

UNEARTHED
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a  OBJECTIVE: Speak to Ralis

A  OBJE(TIVE: Fund the next phase of the excavation (5,000 gold)

I  TARGET: Ralis Sedarys/  Kolbiom  Borrow

Head  up the side steps  in
the  sacrificial  room  and

yank a chain to open
the  portcullis, watching

for a  subsequent blade
trap and another chain
that opens a quicker
way back to the second
chamber.  Climb the
wooden walkways
dispatching  but fears

it,a going to  be everything  he can  do to find  more miners.  Got any spare
change?  Dig  into your breeches and  come up with  an  amazing  amount of

gold  so he can  hire some experienced  muscle.  Stop bcICk in a  few days tO
see what,s been uncovered.

a  OBJE(TIVE: Wail for a message from Ralis

I  TARGET: (ourier, amy settlement

Execute the "wait around for Ralis,,  plan  once more.  After thr
courier appears,  telling  you  this  is the  last time  he,s visitin

>   LelleF Er®rm  Rca!is Seti¢FyS #

O  OBJECTIVE:  Return to Kolbiom  Barrow

I  TARGET:  Rolis Sedorys/  Kolbiorn  Burrow

ne» phase 4: Curse of The Dragon Acolyte

\  648  i(
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Continue down the
newly opened  tunnel  to
a  throne chamber with
three  Draugr to slay as
they rise from  their seats.
After that,  ponder a  small

puzzle:

Puzzle Solution I:
There,s a  relic  sealed  in
a  small alcove here.  Face
north and  south  and  pull  each chain to rotate the wall  so a whale petroglyph
is exposed  in  opposite alcoves.  Behind  the two thrones are rotating  pedestals.
Shift both  of them to the whale and  pull  the lever between them.  The bars
retract,  allowing you  to grab Ahzidal,s Armor.

>   Ahzidtil/s Arm®F Of Retribuiion (enemies who strike you with ti
ffi®Iee aiEer¬k htive ti small Chance of being ptirerlyzed]
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Puzzle Solufl'on ll: Further progress is stalled. To continue you  must
open the central trapdoor.  Opposite the pedestals are carvings of two hawk

petroglyphs.  Tum the pedestals so they are both  hawks,  pull  the lever, and the
trapdoor opens.

escend the spiral steps,

e ceremonial
en  move into

Remove a
Dra(ugr fo
entran£
the floo

the right of the
Setting

ablaze
(via  magic or a  falling
oil  lamp shot by your
bow). This  helps remove the four Draugr in  the main corridor cmd stops
forthcoming  puzzle from  burning you,  if you,re  incorrect in your choices.  Turn
right  (northeast).

Puzzle Solution: Ahead  is a  portcullis with  a chain  and two petroglyph

pedestals.  lf you  pull  the chain,  a  fire trap engulfs you.  Instead,  turn  the
pec]estals so the serpent petroglyph  points at the ground  marking on each
pedestal.  This  is the third  of the  puzzles,  and  two serpents  is the only
remaining  pair that hasn,I been  chosen.  Pull  the chain  and  claim  Ahzidal,s

Watch for another fire trap as you take  it!

fr  Ahzidars Helm of Vision (your Comiumlion and Rune spells ¬osl
25% more but Cam be cast al greater mnge)
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Pass the sarcophagus with  the Stalhrim deposit (which you  may want to
mine  if you  have an  Ancient Nordic Pickaxe  handy)/  and  move to the door
opposite (southwest).

ife» Into AhzidaI,s (Iul{hes

A  OBJE(TIVE:  Defeqr Ahzidol

A  OBJE(TIVE: (onfronT Rqlis

I  TARGET:  Rqlis Sedorys,  Kolbiorn  Borrow

Ralis  is  either mad or

under the  influence of
an ancient power;  he  is
attempting to summon
Ahzidal I  Unfortunately,
he,s successful!  Expect
waves of Draugr to crash
out of wall crypts, with
Ahzidal  raising  them  to
fight again when they
fall.  Concentrate your force on Ahzidal,  countering  his fire-based attacks and
using the columns around the chamber to  hide  behind.  When  the fighting
ends,  check the ashes for his mask.

>  Ahizida! (increases Fire Resistance by 50% and Fire spell

dtimage by 25%)

Quest (onclusion
Ralis sways a  little,

confused over what

just happened.  Did  he
pocket your gold and
take you for a fool? Or
was he summoned here
as  a  thrall?  Did  he  kill

all  the  miners  under the
influence of AhzidaI?  He
doesn,I know for sure.
But you can determine whether he lives or not.  You can:

Believe him  but tell  him  never to return.  He agrees. The quest ends.

Or tell  him  he can't go unpunished.  The objective  ''Kill  Ralis"  begins.  Fight
and slay him. The quest ends.

Postquest A(livities: The Reli(s of AhzidoI

Now  is the time  to  return  to find  any  missing  Relics  of Ahzidal.  These are a
set of items with  unique enchantments:

1l``  ,!''Nl\l   _`-

I i,hii.drol'i Cuirass

Enemies who strike you with

a  melee ottock hove a small

chance  of being  porolyzed

(5o/o).

Your Words ore  250/o  less

Phase  4.  Use the
"Whole, Whole,,

combination  in the

puzzle  chamber.

Phase  3.  Behind a

effe(tl've but absorb  50% of the      secret door in the  main

from

four  Relics of Ahzidol,  +10

cotocombs  (lower  level)

Woterwolking.  lfyou  weflT any        phase  1.  ln  the se(ond
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(main)  chamber.

Whenever a  creature you hove

reonimoted fakes domoge,  they

explode for 50  points of Frost

domoge and die

Allows you to  cost the spells

Ignite  and  Freeze.

Phase  2.  Behind  a  secret

door in  the  main  crypt

(upper  level).

Phase  3.  ln the socrificiol

(homber with the

pressure plots pu

>   Set  B®mus: Ahzidol/s Genius (+lO  Enchunling while wearimg nmy four

REeli¬s  ®f Ahzidtil)

any four items. AIthough

dan't arlutilly

fll/s MtISk Will I ereis Fro extra

Interestingly/  like  the  abilities  on  the  individual  items,  this  set bonus  is  also

unique:  no other armor confers a  bonus to your  Enchanting  skill.

Postquest Activities: The  Fate of Rolis

lfyou  kill  Rolls:  You/ll  find  little of the  1  1 ,00O  septims you,ve  spent.  ln  fact,

only  Hoarfrost,  his  unique Ancient Nordic  Pickaxe,  is of any real  worth.

lfyou don,I kill Ralis: You,II  find  him  in  The  Retching  Netch  in  Raven  Rock.

Speak to him and  he,ll  lend you  his expertise as a  Follower if you want him

(see  page  103).  You  can  pilfer his  pickaxe after  he  joins you.

rosf (targets ttike  I 5 poimls oI Frost damage lo Health
qmd Slaminu und htive a small chumce of being frozen solid.)

Postquest Activities:  Block Books

Leave  Kolbiorn  Barrow
via thegap  in  the
sarcophagus to the
southwest,  passing
a large chest before
reaching  a  pull  chain
and  allowing access  into
a strange and terrible
chamber.  Here you find
an effigy of Hermaeus
Mora,  another huge chest and  assorted  items,  and cl fabled  Black
This  begins  Solstheim  Side Quest:  Black  Book:  Filament and  Filigree.  Consult

page 6O8 for further information.

>   Bluck  Book: Filament and Filigree

Whether you/re reading  this book or not,  exit to the  northeast,  noting  the
Sfalhrim deposit before activating a  lever to summon  a  rotating  staircase
down to your level.  Ascend,  and you emerge  in  the main chamber.

UNEARTHED
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repeolable.

RELATED  QUESTS: Solslheim Side Ouesls:  Neloth,s Quests (page 606).

LOCATIONS: Tel Mithryn

CHARACTERS: Nelolh, Thlvas Fothryon

A  OBJECTIVES: Get the Wind and Sand book, Talk to  Neloth

ire A Spot of Bookkeeping

NOTE      Thisisoneofmtiny

spenkimg to Neloth in

nsult page  60&.

mplete  by visiting find

ryn tower.  For a complete

Remember Neloth,  the Dunmeri  mage with the  high and  mighty attitude?  He
accompanied you during  Dragonborn Main Quest: The  Path of Knowledge
and thinks someone  is threatening  him.  Well,  he,s also engaged  in  some
ongoing  research  for his spells and  reckons a dusty tome named Wind and
Sand-which  he,s tracked down to a particular dungeon-holds the key to a
breakthrough.  lf you ask him a variation on  "can  I  help with your research?"
he  mentions  this.

650

A  OBJECTIVE: Get the Wind and Sand  book

I TARGET: Wind and Sand, from [a random dungeon]

EL\» wind and Sand in Hand

To the dungeon!  Neloth  pinpoints the  location  of the  book,  and  it,s  up to you
to find  it.  Unlike  many of the other quests  that take  place on  Solstheim,  Wind
and  Sand  may be located  in any dungeon, whether here or in  Skyrim.  ln  this
example,  we traveled all  the way from Tel Mithryn to Hiaalmarch  Hold, and
battled through Movarth/s  Lair,  in  order to find Wind and Sand.  Once you

grab the book,  your quest updates.

>  Wind and Stimd

A  OBJE(TIVE: talk to Neloth

I  TARGET: Neloth/ Tel Mithryn

Quest (onclusion
Head  back to Tel  Mithryn  and find  Neloth  in  his  giant fungus  house.  Present
the book to  him and  he,s extremely hc]ppy with  it. To show his appreciation,
he,ll  provide you with  a  new spell after he  researches the tome.  For now,
though,  take the small coin  reward.

fro   ®®ld (250)

Poslquest Activities

The Destruction  spell can  be purchased from Talvas Fathryon,  Neloth/s
apprentice_

fr   WhaiF!Wind (lOt!k

PREREQUISITES: Obtain four

Kflgrumez Resonance Gems

LOCATIONS: Fohlbtharz, Kogrumez/

Nchardok/ The Silt Strider

a_      _          I              E>
©   MINOR SPOILERS

(HARA{TERS:  Neloth/  Revus Sarvqni/ Steodfost Dwarven Sphere,

Steodfqst Dwarven Spider

ENEMIES:  Dworven  Bqllisto,  Dworven  (enturion/  Dwarven Sphere,

Dwflrven Spider/  Reaver,  Riekling/ Tempered Sphere

a  OBJE(TIVES:Find  Resononte Gems a(Toss Solstheim to complete the

Kogrumez trials

I       *  oueslnames marl(ed wilhlhissymbol do not

in your Quest menu list,  although ¢bietiives may.
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EL??i  A Gem of a  Find
While exploring  Solstheim, you  may uncover an  odd
item  or two.  Among  them  may  be cI White and  Slightly

glowing  precious stone,  shaped  to fit into a  slot.  This
is a  Kagrumez Resonance Gem, and there are three
scattered across Solstheim and two within the  Dwarven
ruin of Kagrumez.

NOTE       You require only four of the five gems to (omplete the

challenges within  Kagrumez.

a  MISCELLANEOUS  OBJECTIVE:  Find  Resonance Gems across

Solstheim to complete the  Kogrumez trials

a.JESTS,  SOLSTHEIM SIDE QUESTS
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Gem  I : The Expensive Trinket of Revus Stirvflni

One gem can  be purchased  (for over  1,OOO gold)  from  Revus Sarvani,  the
Silt Strider wrangler who  is  moored  just east of Tel  Mithryn.

>   Kagrumez Resonance Gem

Gem 2: The Elaborate Exploration of Fohlbthorz

This gem  requires far more exploring'  through the high  mountains to the  northwest to Fahlbtharz, a dwarven  ruin appropriated  by Rieklings.  lf you wish to
further your knowledge of the  interior of this sprawling dwemer city,  consult the nearby information.

WIND AND SAND      THE CHALLENGES OF  KAGRUMEZ
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The thircl  Kagrumez Resonance Gem  is  located  in a treasure chamber
on the upper floor of the northeast corner of Nchardak Aqueduct (past a
control switch that you  place a  Control  Cube on to open).  For a complete
walkthrough of this dwarven  ruin, consult Dragonborn Main  Quest:  The  Path
of Knowledge,  on  page 594.  The gem  is flagged  in that quest.

>   Ktigr«rm©z  Res®ntin¬e Gem

STE       Phew!  Now that convoluted gem-Collecting  is aver

find you,ve found one (or two or three) of the gems,

tike your wtiy to Kergrumezi which  is south of the rfemple of Miraflk.

em©mber! Y©u raged  four gems to  unlock  all the trials,

!=jL,ESTS,  SOLSTHEIM  SIDE  QUESTS
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ife Kogrumez Trials dn

Gems 4 and 5: The hosies1-R

Kagrumez has an
entrance sunken  into
the earth. Head past
the small  Reaver camp,
and descend the steps
to the dwarven elevator,
opening  the entrance to
Kagrumez.  Head east,
down the corridor to a

golden door,  behind
which you can  hear voices.  A Reaver is talking about entities coming out of
the walls and to  return with  more men.  Another replies they have the mettle to
slay a  few spiders before claiming  the treasure of Kagrumez.

Open the door and announce your arrival with a well-placed  ranged
attack at one of the three foes,  then  finish  them  off in  this  huge chamber of
trials.  search the leader's corpse for two  more gems.  There is a  small  journal
to read, too,  offering  hints at what is to come.  Read  il if you wish.

>   ELtig"mez  Res®mtiffi¬e                           >   Rtiletha  EidFi#S  N®ffes  ®m

Gem  (2)                                                                   ELergrurmez

Hip         Thesse  tw®  germs  er!!ew  y®us  t®  e®mp!ete  tifee  Firs?  frFiffi!  Wiiin®ust

#isealimg  ermy  ®f the  ®tkeeFS.  RE®wevegr/  y®us  massS  se¬usFe  tw®  mere

gems  i®  ereeess  iha©  r®rmffiiusing  tffidi!s.

Inspect the chamber of trials.  In  the center is
a  resonance receptacle with  nine  holes. This
receives any Kagrumez Resonance Gems you
wish to insert,  and you can  remove them without
any problems.  However, the order of placement
is critical.  Make a quick check of your room,  and
look to the northem gate. Above it is a resonance
marker-a golden plate with the fourth
holes covered.  Return to the receptacle
that pattem.

EiH£          Veas'!i  leRI®W  Wbe®m  yew,rS  g©Fgre¬t,  aS  ti  gierfflt  geeg©  Sh®®tS  usgr  asi!

"           :

Stone walls  rumble across,  sealing  you  in,  and  the circular cage  lifts  up
to  reveal the incoming  foes: three Dwarven Spiders and three Dwarven
Ballistas.

After this fight,  the walls recede,  allowing you to  head through the
northern gate, which  is now open.  Head up the passage, where among
shelves of ingots  is a  lever that opens a  strange cage.  Inside is an automaton
that doesn't take an  instant dislike to you.  ln fact,  it can act in  the same way
as an Animal Companion.  ll can fight alongside you or "go  home,,  (which  is
here).  See  page  104 for more information.

>   F®!!®weF: SEeadfflst Dwtirven Spider

On the eastwall  is a gate.  Above it is a
resonance  marker with the second,  eighth,  and
ninth  holes covered.  Return  back to the central
receptacle ln the main  chamber and  insert that

pattern.

you. Two flame gouts shoot vertically/  while steam  blasts between the w
on the east arld west sides. Toward the north and south edges of the ar
are rotating fire pedestals that activate when you  move near the
the outer edges or the middle of the arena when fighting. Tackle
as you  nQvig e the fire:  Dwarven  Spiders  (5)  and Tempered

to fire damage.

atrle, the walls recede again. Head north, then east pa
ow open), and south  into another chamber with a lever
ls a new automaton to control: the Steadfast Dwarve
the Spider to aid you  further,  if you

Er: 5teHtlfgrSt  Dwflrven Sphere

To the room,s southwest is a gate.  Above  it is a
sonance marker with the first,  fifth,  seventh,
cl  ninth  holes covered.  Return  fo the central

pfacle in  the  main chamber and  insert that

THE CHALLENGES OF  KAGRUMEZ

NjRE#                          THE  iPedVE
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ffi* Trial 3: A Shon, Sharp Shock
The cage walls shoot up
again,  and the chamber
fills ankle-deep  in water,
with  islands  in the center
and around the edges.
Expect shock damage

(which  is  extra-nasty  if

you/re  in  the water)  from
the following  foes as

you  navigate the water:
Tempered  Spheres  (2),  Dwarven  Ballistas  (2),  and  Dwarven  Spiders  (3).

Quest (on(lusion
After the battle, the water recedes, and you can retrace your steps all the way
to the southwest gate (which  is open)  and  head  up to a  long  hall  (where your
Miscellaneous Objective ends).  Among  the other treasures  is the Dwarven
Black  Bow of Fate,  an  impressive  haul  for your final  prize.

>   Dwtirvem Bltlck Bow of Fate

Postquest Activities

You can choose one Automaton  to accompany you on your travels,  if

youwish.

NOTE       * Quest names marked with thissymhol do not appetir in your Quest

ife Felthing for Felhis

Fethis Alor is a  merchant by trade and  has a general goods store  in  Raven
Rock.  When  he's not squabbling with  his daughter Dreyla,  he's worrying
about his livelihood.  You  have a  number of conversation choices when
speaking  with  him:

You can  ask about how his sales are.  They aren'l good:  He's thinking
about contacting a friend at the East Empire Company to see if he can
move to Wndhelm. Then  he drops the  name of Vittoria Vici.

To  begin  this Miscellaneous Objective,  ask about the  special  mining  gear.
He doesn,I sell any but does  mention  East Empire  Pendants.  He made
money from them,  until  he ran out.  He explains the pendants were rewards

given to workers for their efforts,  and  now they,re collectible.  He wants as
many as you can find.

A  MIS(ELLANEOUS OBJECTIVE: Locate the East Empire Pendums for

Fethis Alor in  Raven  Rock

You can  now scour the island
for East  Empire  Pendants.  lt
is worth  remembering the
following:

These are always found  in
East Empire Strongboxes,
which are always  locked

[Expert].

654

There are other (random)  valuables within  the strongboxes.

The strongboxes are located at Primary and  Secondary Locations
throughout Solstheim.

There are other strongboxes,  too,  but these aren't specifically marked  and
don,I contain  Pendants.

There are  no Pendants to be found  in  Skyrim,. they are only here,  on
Solstheim.

Some of the Pendants are owned and  must be stolen  (although you can
sometimes fake them after completing  an appropriate  Favor for their
owner).  lf you elect to steal them,  be cautious,  or you  may well  be caught
and fined  (a"he very least).

You can collect any or all  of the 33  pendants,  but there  is no special  reward
for finding  them  all-just the golc].  Simply retrI.eve the OneS you  Wish.

+rC   tT;_ee--j>C=CJ_S      .
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ife strongbox Search: Northern Solstheim

Eqsl Empire Pendtint #1

Primary  Location:

[S.NO6]  Bristleback Cave
(Interior)

Slay the  Rieklings that

have made camp outside
this  shoreline cave

entrance,  then enter and
battle through at least a
dozen  more  Rieklings,
heading  to the northern,
smaller cave area,  then
south  into a  secondary
Riekling  camp.  Look  for

the strongbox among the
scattered detritus  in the
southeastern area, atop
a barrel.

>  East Empire
Pendtim

East Empire Pendant #

Primary Location:

[S.NO7]  Northshore
Landing

Watch for Mudcrabs

(cmd  potentially a group
of Thalmor  if Solstheim
Side Quest: A New
Source of Stalhrim  is
active), and enter the
old shack on the shore.
Inside,  look to the  right

(south)  at the  shelf with
faltered  books.  The
strongbox is on the
second shelf from the
bottom.

>   EtISI Eml)ire

Pendant

|to`' ;E,Sis   SOLSTHEIM  SIDE  QUESTS
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East Empire Pendum #3

Primary Location:

[S.NO8]  Broken Tusk
Mine

Clamber up the snowy
inclines to reach the
exterior of this mine,
and face the mounted
Riekliflg  and at least
five other Riekling  foes.
Don,I enter the mine,.
climb the  lookout tower
above the entrance. The
strongbox is on a crate
near a wagon wheel,
below one of the  Riekling
watchtowers.

>  East Empire
PemdflmF

East Empire Pendant #4

Primary  Location:

[S.N1 2]  Glacial  Cave

Slay any Horkers that
are  languishing  on  this

windswept shoreline
near to the Glacial Cave
entrance.  You don,t
need to enter the cave.
Instead,  inspect the
Riekling  items that are

scatterecl  just left  (east)
of the ccIVe  mouth;  the

strongbox  is  half buried
in  snow between crates.

>   EcasE Empire

PendflmS

Great Hall)

yC}NI WCny
through  the  ice tunnels
and caverns, fighting
Rieklings along the way,
until you  reach the door
to Benkongerike Great
Hall.  Move  into the  main
chamber where the
mounted  Riekling and
other foes are located,
and check the  upper
north balcony area, on
a barrel near a  Riekling
tent.

>   Etis! Ermpire

PeHdflELI

clear the exterior of
Rieklings,  inclucling

those on The wafer
tower parapets and the
mounted  Riekling.  Move
to the middle of the pass,
where the cart with the
elk antlers  is,  and  inspect
the strongbox on the
crate, across from the
strange vessel,  near the
urn  and  Riekling  tent.

>   EersI  Ermpire

PemdGifi

East Empire Pendonl #7

Primary Location:

[S.N29]  Haknir's Shoal

Cross the  rocky shore
and  onto this small  island
shoal, watching for
Reaver activity as you
arrive at this campsite.  At
the campfire, turn to face
the south tent and check
inside,  near the  sleeping
mat.  The  strongbox  is
located at the  back here.

>   E«s! ErmpiFe

Peratievffi# -

East Empire Pendant

Primary Locatio

[S.N3O]  Frosse

Enter the cave,  heading
east,  then south  into
the main cavern.  Battle
Rieklings,  heading  to
the southeast tumel,
then south  into a smaller
living area with tents and
a tripwire trap.  Locate
the  Riekli.ng  tent  in  the

southeast comer and the



Eflst Empire Pendqm #

Primary Location:

[S.N33]  Horker Island

Head to this remote
island and  slay the
Horkers you find there

(including  Lord  Tusk).
Then  find  the  Reaver
corpse on the rocks near
a  half-submerged  boat.
Dive down by the boat,
then  swim  underwater to
the south  to find the other
halfofthe sunken  ship.  A
chest and strongbox are
by Ike  rocks.

>   Etisi Empire
PendtiIItl

East Empire Pendant

Secondary Location:

[S,NG]  Riekling  Barrel
Hoard

Locate  Damphall Mine,
but don,I enter'  Instead,

#lO

hike  north  up the
mountain,  looking  for
two trees,  a clump of
rocks, and a snowberry
bush to your left.  Nearby
is a wooden storage and
lookout platform with a
view of the water and
a strongbox on one of
the crates. Watch for a
Riekling  barrel  ambush!

>   Eessfl  ErmpiFe

Pemdtii!i

East Empire Pendant #l I

Secondary Location:

[S.NK]  Desolate  Hunter,s
Camp

Head  southwest from
Hrothmund,s  Barrow,
then  southeast and  up
the steep snow slope,
engaging  a  Riekling

as you  reach  this  rocky
outcrop and tattered
banner.  Near the slain
Beaver is a group of
barrels and crates with
a strongbox, adjacent

e extinguished

w6T6vAM~
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Etist Empire Pendunl #l 2

Secondary Location:

[S.NL]  Shrine  of Zenithar

From Moesring  Pass,
head  downhill  to the
southwest,  following  the
snow.  Turn  left after a
few moments, fo"owing
the rocky outcrops
on your left so you/re
heading  southeast with
Red  Mountain  directly
ahead  of you.  At the
Shrine to Zenithar,  find
the strongbox by the
boulder.

>   EcasE  Empire

PegBdtiffia

East Empire Pendant #1 3

Secondary Location:

[S.NN]  Giant Nirnroot
Island

From  Frossel,  swim

north  toward the  island,
watching for Spriggans

prowling  the  shores.  Turn
right  (northeast)  slightly

as you climb ashore and
head toward the dimly
illuminated  rowboat
moored  by two trees and
a small  rock outcrop.  The
strongbox is between
a chest and barrel on
the boat.

>   Etis! Ermpire

From  Hclknir,S Shoal,

swim  north toward this
Riekling-infested  island.
Engage their infantry
and  mounted warriors
as you sweep through
this outpost.  CIimb  to

hishest watchtower,
e the strongbox sits
a  purse and  satchel.

Eflst  EREPgF©

Pendtiffiff

a:JESTS:  SOLSTHEIM SIDE  QUESTS
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ife strongbox Search: Soulhem Solslheim

East Empire Pefldant #1 5

Primary  Location:  [S.Sol
Raven  Rock,.  Northern
Maiden  (Docks)

At the dock in  Raven
Rock,  dive off the stern
of the Northern Maiden.
Turn to face northeast
and  swim  under the dock
footings  in  the  murky
water,  NexHo a pearl
oyster  is the  East Empire
Strongbox.  As you,re
underwater,  be sure to

periodically come up for
air while  seclrChing!

>  Easl Empire
Pendant

East Empire Pendant #l 6

Primary  Locc]tion:  [S.Sol

Raven  Rock,.  Caerellius
House  (Interior)  (owned)

Unlock the Caerellius
House  [Apprentice]
or wait until  the
inhabitants are home.
The house  is on  the  main
thoroughfare.  Peer into
the  initial  room,  turning

right  (northwest)  slightly

to view the strongbox on
the  stone shelf,  right of
the cooking  pot. Again,
approach this cautiously,
unless you want a
bounty.

>   EusI Empire
P¬ndqnf

Etist Empire Pendant #l 7

Primary Location:  [S.Sol
Raven  Rock; Morvayn
Manor (owned)

Head  into Morvayn
Manor,  which  is  usually

unlocked.  Head  right
clnd  up the  stairs.

Enter Morvayn Manor
Chambers and look at
the door straight ahead

(north).  The strongbox
is  on  the stone  shelf

just left of the door.  As
usual,  stealth  is the  key
here,  unless you want a
bounly.

>  East Empire
Pendanb

East Empire Pendunt #1 8

Primary Location:  [S.Sol
Raven  Rock,. Temple
Ancestral Tomb

Open this tomb with
the Raven  Rock Tomb
Key/  which  Elder
Othreloth  hands over
during  Solstheim
Regional  Activity:

Tomb Eradicator*.
The strongbox  is  in  the
circular burial  mound
with  the bone pile  in  the
northern alcove.  Beware
of an  infestation of Ash
Spawn  if you venture
in  here.

>  Eqsr Empire
Pendtim

East Empire Pendant#1 9

Primary Location:  [S.Sol

Raven  Rock,. The  Bulwark

(Interior)  (owned)

Open the door to the
Bulwark inferior  (heading

west), and move to the
end of the main  hallway.
Here you find  shelves,
a bed, and a table. The
strongbox is behind a
couple of vases  in  the
back right corner of the
table.  lf you are detected,
this ups your bounty,  so
stealth  is  key

>  Eq§!

here.

PendqnI

Eqst Empire Pendomt #0

Primary Location:  [S.Sol
Raven  Rock,. Clover
Mallory's House  (owned)

Unlock Clover Mallory,s
House  [Adept],  behind
the  forge,  or wait until
he  is  home.  Peer into
the  initial  room,  turning

right (northwest)  slightly
to view the strongbox
on the table, to the right
of the cooking  pot.  Time

your theft so you won't
be detected.

>  East Empire
Pendant

.,.i

§
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East Empire Pendant #2l

Primary Location:  [S.Sol
Raven  Rock,.  Alor House

(Interior)  (owned)

Unlock the Alor  House

[Apprentice],  head
downstairs to the
southeast bedroom,
and  locate the East
Empire Strongbox on the
wooden table,  below
the mounted saber cat
head.  Sneaking  is  key to
obtaining this pendant-
if you are detected while
breaking and entering,
expect the guards to be
called.

>  East Empire
Pendant

East Empire Pendant #22

Primary  Location:  [S.Sol

Raven  Rock,.  The  Retching

Netch  (owned)

Locate this tavern  in
the  main  square off
the thoroughfare,
enter the building,  and
head downstairs to the
bar.  The  East Empire
Strongbox is on the
bottom  shelf of the bar,
right next to barkeep
Geldis Sadri.  Can you

pick the  lock and  steal
the pendant right out
from  under  his  nose?

>  East Empire
Pendant

East Empire Pendant #23

Primary  Location:  [S.Sol

Raven  Rock,.  Raven  Rock
Mine

Enter  Raven  Rock

Mine, and  head west
to the  initial  mine

quarters where Crescius
Caerellius can  usually
be found.  Climb  up theor*&     =:oduenna;I:il:sTo :hpe

balcony and winch  room,
and  look in  the northwest
corner for a  large fable
and  East Empire chest.
The strongbox is under
the table.

>   Edsl Empire
Pendtimt

658
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East Empire Pendant #24

Primary  Location:  [S.SO]

Raven  Rock,.  Raven  Rock
Mine

Enter the  mine via  the

chained  steps,  and
descend the precarious
floating  balconies to a
stepped tunnel to the
west.  Then  head south
and  east,  with spiders,

planks,  and a web to cut
through as you approach
a locked gate next to the
East Empire  Strongbox.

>  East Empire
Pemdqnl

East Empire Pendant #25

Primary  Location:  [S.SO5]

Wreck of the Strident
Squall

On  the far southeastern
shores of Solstheim are
the  remains of a  trading
ship,  now appropriated
by Reavers.  Slog your
way through the camp
and  up the ramp/ enter
the deck,  and  then  turn
left  (southeast)  into the
cabin and down  into the
hold. The  strongbox  is on
the shelf aHhe  bottom of
the stairs.

>   Eqsf Empire
Penduml

:=____--SERE
Eqst Empire Pendant #26

Primary Location:  [S.SO6]
Hrodulf/s  House

Find  this  ruined  dwelling

on the ash-filled  southem

plains,  clnd  beware of
two or three Ash Spawn
forming as you  inspect
the wrecked dwelling.
On the northwest edge
of the house near some
buming  sections of wood
is a  low shelf with  the
strongbox nestled on  it.

>   East Empire
Pendqnl

'.,'.:JE:_?,  SOLSTHEIM  SIDE  QUESTS
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Eflst Empire Pendant #27

Primary  Location:  [S.SO7]

Brodir Grove

Advance into this  Reaver
camp/ and defeat the
three foes around the
campfire and  hanging
bones. After the fracas,
move into the camp and
locate the central fire.
Tom north and walk to
the stone column,  and
hanging  hare and garlic,
and find the  half-buried
East Empire crate with
the strongbox atop  it.

>  Easi Empire
Pefldtirai

Eqsl Empire Pendant #28

Primary  Location:  [S.SO9]

Ramshackle Trading  Post

Clamber up the scree
and  ashy foothills to this
dilapidated  structure.  The
East Empire Strongbox
holding  the  pendant  is
on a crate,  nestled  in
front of a  smaller crate,

just outside the entrance
on the west side of the
building.

>   Ecasi Empire

PemdGn!

Pendtinl#9
cation:  [S,S1  1]

Fort  Frostmofh  (Inferior)

Enter the forts ash-filled
courtyard and locate
the entrance door along
the westem wall.  Enter,
head south,  but turn  left

(east)  before you reach
the wooden ramp and
the ladder.  There is a
side alcove chamber
with a  number of leaning
cases.  One of them has
the strongbox.  Beware of
Ash Spawn!

*   Etist Ermpire

P#ntltini

and  loc)k around the

left (vvesr)  is a  half-buried

bookshelf with the
East Empire Strongbox
on  it,  to the lefrofthe
bloodstained stone

pile and  broken chair.
Beware the Morag Tang
who lurk aHhis location

>   Ecasl  ErmpiFe

P©mdtlnF

East Empire Pendant #3l

Secondary Location:

[SS.L]  Gold  Miners,
Floodgate

Close to Ashfallow
Citadel  is a  fast-moving
stream.  Follow it north
to a closed gate, then
clamber up the rocks and
around,  dropping  down
behind the gate to a
makeshift platform where
the corpse and note of an
Argonian  n
is  lying.  Th

[SS.M]  Dunmeri  Ca

Start at Vahlok,s Tomb,
climbing atop the  mossy
fissure and  looking  east.
Head slightly southeast to
this Dunmeri camp where
the two slain  Dclrk Elves
lie.  Watch  for a  Riekling
ambush  as you  inspect
the font,  which  has a

THE  GREAT SOISTHEIM STRONGBOX  HUNT
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EqsI Empire Pendqm #33

Secondary Location:

[SS.O]  Ashfallow Reaver
Camp

From  the exterior
entrance to the Ashfallow
Citadel,  look directly
west and  move slightly
southwest across the
rocks above the river
to this  small camp.  The

East Empire Strongbox  is
close to the  bed,  under
the lean-to,  to the left
of the chest.  Beware
the Reavers that are

patrolling  this  location.

>   Eosl Empire
Pendtinl

Quest (onclusion
Fethis Alor purchases each  pendant for 500 gold. With  33  pendants to
collect,  that means  up to  16,500 gold  is available  if you  ccln find  them  all.
Return to him with as many pendants as you wish to sell,  as many times as

youlike.

>  Gold(500x uplo33)

PREREQUISITES:  Level  50

(Recommended) ©   MINOR SPOILERS

LO(ATlONS: (astle Karsloqg (averns/

(qstle Korstoqg  Ruins,  Gla(iaI (ove

CHARA(TERS: None

ENEMIES: Horker,  Karstaag, Mounted  Riekling,  Riekling

O  OBJE(TIVES: None

ife Headless and Furious
Solstheim,s ancienHale
speak of a frost giant
lord  both  frightening

nd furious.  This  brute  is

said to have died more
than  200 years ago,
during  the lime of the
Bloodmoon.  Perhaps  it is
time for this gargantuan
terror to stalk the northern

lands  once  more?  lf you're  keen  on  this  idea,  you  should  first visit the Glacial
Cave,  north  of Saering,s Watch  below the glaciers along the northern shores
of solstheim.  Expect lounging  Horkers.on  the  ice floes as you  near.

Inside,  an  ice tunnel

winds south, flanked  by
the trinkets of a  Riekling

clan.  The cave  is  home
to three easily defeated
Rieklings.  Search  their

belongings,  but the
real prize is a"he
eastern end of the cave.
Embedded  in the wall,  as

part of what looks  like a very  basic  shrine,  is  c]  horned  skull  of a  frost giant.
emove it from the  ice.

>  Kdrsfqqg's Skull

660

Ire   3_c`.a_I Scr|`,Ls  `7'

s_icyiITin

eeae An Audience with Karslqag

assive mounds of ice and  rock.  rather than  crenellations of stone,  and
oak just like a  mountain.  You can enter Castle Karstaag Courtyard,  where
arstaclg,S  remaining  bones Can  be found,  in  One Of two Ways:

The Short Way: Muster of Unlocking

Travel to the south  side
of Castle Karstaag
Ruins and face  north.
The entrance  is an  ice
door to the north, with
an  infernal  lock to  pick

[Masfer].  lf you,re able
to open this door, you
need  not fight through  the
Caverns.

The Long Way: (ostle (qvern Slogging

Otherwise, you,re in for
a slog  through the Castle
Karstaag  Caverns.  Find
the  raging  mountain
stream and  look to the
wesHo find the cave
entrance.  Clamber to the
top of the passage,  look
left (south),  and venture
into a  massive  ice cavern
with at least five Rieklings.  Head along the broken  ice,  passing the corpse
of Esmond Tyne  (who has an excellent formula for Bonemold Armor,  part of

r£,JE.s__C:  SOLSTHEIM SIDE QUESTS
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Raven  Rock Regional Activity: Thievery and the Karstaag Connectl.on).  Now
climb the  icy banks,  fighting  Rieklings before crossing a  bridge  heading west
into a  narrow vertical fissure passage.

>   Bonemo!d Formultl

Navigate the  ice
chamber with  the
campfire and  several
more Rieklings.  Open
the ice door to the west,
and  unlock any of the
other doors  [Apprentice,
Novice,  and  Novice]  to
reach  small  alcoves with
minor items.  Head east,

through another ice door,  up the passage to the top of the camp room,  and
head  left (southeast) through the exit,  back out onto an  upper walkway of the
massive  ice ccIVern.  Deal with three or four more  Rieklings  before crossing  the
long wooden  bridge heading east.

Slay two  more  Rieklings
n the far side of the
ridge, then  head  up

the  ice tunnel,  peering
down  to a  Bristleback

pen with  four animals
and  a  Riekling/.  ignore or

slay  it.  Check the chest
under the outcropping

[Novice],  then  move
back  up the  path  to an  ice door.  This  leads outto the  highest partofthe  initial
ice cavern.  Dispatch two foes,  cross the bridges  heading  southwest toward
a couple more foes,  and claim one  more chest (plus two more  nearby/  if you
can  reach  them,.  consult the Atlas for details).  Head  out the open  ice door to
a tunnel that brings you  into Castle  Karstaag Courtyard.

ife summoning a Mighty Terror

is the entirety of I

Ruins. You tictess this

described above.

You emerge  into the ruined shell of the onceiJreat Castle Karstaag.  A group
of Rieklings  immecliately sets upon you;  engage the Mounted  Riekling  first,
then  slay his two  infantry lackeys.  lt is  important to search  the Mounted
Riekling,  as  he  is carrying  the  key allowing  a  swift exit through the  ice door
in  the south wall  [Master]  (unless you  picked  that lock on your way  in).  Then
approach the icy throne of Karstaag,  where a  scattering of giant bones rests
between two ice torches. Are you ready to meet Karstaag? Then activate the
Throne,  place  Karstaag's Skull,  and  prepare yourself!

>  ¬aslle KarsEflag Itey

I     i..ii-.i,.:I.,-i i.,.I. -,.i--.ii..E---==i_:=__:=:I:::-:i::

ife Kurslaag: The GIatial Guardian

Before facing  Karstaag'  it's  important to know what dangers you're up
against and to have a  plan  for dealing with the threats this  behemoth  poses:

Almost Omnipotent: Karstaag  is a  high-level opponent, with  massive
reserves of health and devastating attacks. Although there,s no  "hard"
level  requirement,  you should  plan to be Level 5O or higher before you
take  him on.

Fire and lee:  Karstaag  has high  health  (4,OOO)  and  rapidly regenerates
his health-fast enough that some weapons and  spells  may not do any
meaningful damage to him at all.  However,  he does have one weakness-
fire damage will  stop his  regeneration  for as  long as  it lasts.  Most flame
spells  inflict Burning  for a  few seconds,  but by far the  most effective at
this  is  Ignite  (available only through  Ahzidal's  Ring  of Arcana,  found
in  Solstheim Side Quest:  Unearthed), which deals  its damage over  15
seconds.  Use it,  or your highest-damage fire weapons or flame spells,
to wear him down.  The Marked for Death Shout is also effective al
weakening  his defenses.

A Frosty Reception: Most of Karstaag's attacks and abilities inflict Frost
damage-he has Frost Cloak,  casts  Blizzard,  summons Ice Wraiths, and
his club has a  Frost enchantment.  Armor and/or potions that increase your
Frost and Magic  resistance are critical.

Stay Away: Karstaag's attacks cause obscene damage-enough to slay
a  Dragon  Priest in a  few hits!  Warriors with well-tempered  Daedric Armor
and  high  health  may be able to stand  up to him.  Every other adventurer
should  plan  to stay well out of his way-Karstaag  is slow enough that
if you  keep  moving  and avoid  backing yourself into a corner, you can

generally avoid getting  hit.

No Mean Feel: When  Karstaag first appears, and each time he performs
a stomp attack,  a powerful  blizzard  is triggered at his location.  If you  are
standing  nearby/  you will  be flung  backward-leaving you defenseless
for several seconds.  lf you  decide to fight KclrSfaag  in  melee,  make
sure to  block when  he  prepares to stomp/.  this will  negclte the  Blizzard/s
knockback,  though  not its dclmage.

The Cold Shoulder: Karsfaag  is constantly surrounded  by a  Frost Cloak
that makes  melee combat even  more difficult.  While  it is  possible to dispel
his cloak for a  time  (using  Soulrender,  found  in  Solstheim  Side Quest:
Deathbrand),  it will  be renewed when  Karstaag  next performs his ground
stomp.

Karstaag,s Minions: When  Karstaag,s health  falls below certain thresholds

(80%,  4O%,  15%),  he will  summon  Ice Wraiths to  hclraSS you.  Melee
fighters may want to ignore them entirely-compared to Karstaag' they
don,I inflict much  damage.  Mages and  ranged combatants should take
them out quickly,  as their speed and  harassing attacks  make  it significantly
harder to keep away from  Karstaag.

Knocking Your Block Off: All  of Karstaag,s club attacks are power attacks
and will  break your block.  While you can  block his Stomp and Grab
attacks effectively,  dodge  his club  strikes.

Strengths and Weaknesses:  Karstaag  is  immune to Frost and  Resistant to
Shock (75%).  He,s weak to Fire  (25o/a).  Karstaag  is also immune to Poison,
Disease,  Paralysis,  the Wabbaiack,  the Aetherial Shield,  and Mora,s
Grasp.

THE GREAT SOLSTHEIM STRONGBOX HUNT      KARSTAAG'S  RESURRECTION
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Know Yourself

When fighting  Karstaag, your tactics will depend  largely on your play style:

Close Combat Savagery: Melee fighters should come  heavily armed and
armored. Make sure you  have the best (preferably Daedric)  weapons and
armor you can get,  temper them well,  and  imbue them with enchantments
to resist frost,  resist magic,  and  increase your one- or two-handed  damage.
Fire damage enchantments on your weapons are a  must.  Bring as  many
health  potions as you can afford,  focus your attacks on  Karstaag'  and try
to cut him  down  as  quickly as  possible.

Stealth and Sprinling: Archers should come prepared to dodge and  run.
Equip armor that increases your Archery and Stamina-Frost resistance
and  Health are still  useful  but somewhat secondary'  as you  may not
survive even a single hit.  Stay mobile and try to  remain  as far away from
Karstaag  as possible,  taking shots  (preferably sneak attacks) whenever

you can.  lf Karstaag,s health  regeneration  is swamping the damage you
do,  consider casting  Ignite on  him  (from Ahzidal's  Ring  of Arcana),  which
will  allow you  to  shut down  his  regeneration  for a  time.

|ncontafions and Coniurolions: Mages should  bring  their best Destruction
spells and  abilities to enhance them.  While the other  schools of magic
are  still  useful,  conjured  allies won,I distract  Karstoag  for long,  and  no
amount of wards or armor spells will  protect you from  his attacks.  Try to
do as  much damage to Korstaag as possible,  as quickly as possible.  One

good combination  is to wear the Zahkriisos Mask  (increasing the potency
of your Shock spells),  use the Slow Time Shout,  use either the Secret of
Arcana  BIack Book Power or Root of Power Tree Stone ability/  and then
ccISt Lightning  Storm  for as  long  as you  can.  Despite  Karstaag's shock
resistance,  the sheer damage of the spell will  burn through  most of his
health.  Then  quickly switch  over to the Ahzidal  Mask,  cast Ignite  (from
Ahzidal,s Ring  of Arcana)  on  Karslaag  to stop  his  health  regeneration,
and  finish  him  off with  Incinerates.
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Plan Ahead

As noted above,  two Solstheim Side Quests  have  rewards that are especially
useful  when  challenging  Karslaag.

Deathbrand: Solstheim  Side Quest:  Deathbrand  (page 61 7)  is a  treasure
hunt that begins with  the  search  for a  suit of Sfalhrim  Armor  (good,  but not
ideal  for this battle).  However,  by the end of the quest, you will  have earned
about  10,000 gold and found two unique swords-Bloodscythe and
Soulrender. These are effective at weakening  Karstaag  if you  plan to fight
him  in  melee.  Once Bloodscythe has  reduced  his armor and Soulrender has
dispelled  his  Frost Cloclk,  Switch  OVer to Weapons With  Flame enchantments
for maximum damage.

Uneorlhed: ln  Solstheim  Side Quest:  Unearthed  (page 645),  you can  use
the gold from  Deathbrand to cover the  1  1 ,OOO gold cost of excavating
Kolbiorn  Barrow.  The  barrow contains a  number of unique  items,  including
Ahzidal,s  Ring  of Arcana  (which  allows you  to cast the  Ignite  spell,
disabling  Karstaag's  health  regeneration for the duration)  and the Ahzidal
Mask  (which  increases the damage done  by your fire spells).

Quest (onclusion
When  Karstaag  is finally dispatched, you  receive a  mighty power:  the ability
to summon  this ghostly  (and  ghastly)  Frost Giant.

>  Summon Karslaag (Summons Karslaag lo fight for you for  1 20
seconds. You may use this ability only three limes, timd only
while ®usldoors.)

Postquest Activities
Don,I waste these opportunities;  save  Karstaag,s next outing  for when you,re
facing  a  particularly powerful  foe,  such as the Ebony Warrior (see page 430)i

PREREQUISITES: None                              ngg|-I|                 Eae»
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Quest: Mflsks of the Dragon  Priests*,

Dmgonbom Main  Quest: At the Summit of Apo(ryphq/ Solstheim Side

Quest:  Unearthed, Solslheim Side Quest: Spider (mfling*/ Solstheim

Side Ouesl: The  Final  Des(ent

LOCATIONS: Apocrypho,  Bloodskol  Borrow,  Kolbiorn  Barrow, White

Ridge  Barrow

ENEMIES: Ahzidql/  Dukoan, Miraak, Zqhkriisos

A   OBJECTIVES:  None

NOTE       * Quest nnmes marked with this symbol do nol appear in

your  Quest menu  list,  although  objectives may.
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ife;3:& Awqkenin9 qn Ancient Evil
Miraak and  his  Dragon  Priest Acolytes  have the  same  furious disposition  as
the Dragon  Priests of Skyrim, who you  may have encountered  in  Side Quest:
Masks of the  Dragon  Priests*  (see page 47l).

NOTE       Oc(osionoI!y, the  remnants of a powerful  Nordic  priest

survive even  death.  Just like the  Dmgon  Priests of 5kyrim/

imok wfl5 Once 0  Powerful  ruler Ot the time Of dragons,  With  three equally

dangerous acolytes whB gUtird his Se(refs [rOm  deep Within SPmWling

borrows.  Now that Miraak  has returned  tO Solstheim, something is

summoned within these silent (rypts....

There  is a  fourth  Dragon  Priest on  Solstheim:  Vahlok the Jailor,  who  resides  in

Vahlok's Tomb.  He  has  no  mask,  is  not an  acolyte,  and  has  no affiliation  with
Miraak.  Indeed,  he fought against the  Dragonborn Miraak,  after learning  of
Miraak's traitorous  behavior.  Solstheim  Side Quest:  Lost Legacy  (page 629)
has  more  informcltiOn  On  facing  him.
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EL*, Death lo lhe Dragon Acolyles!

Acolyte  Priest: Ahzidol (Bitter Destroyer)

on:  [S.SO4]  Kolbiorn  Barrow

Ahzic!al

Solslheim Side Quest: Unearthed (page 645)

This  acolyte  is  powerful  enough  to control  the actions of Ralis  Sedarys,
feeding off the  miners the Dumner send to die at the hands of his  Draugr
brethren.  Complete  the quest to face Ahzidal  (finding  his  relics along  the
way),  and watch for his  mainly fire-based attacks.

>  Ahzidq!

A(olyte Priest:  Dukoqn  (Dishonored)

Dukc]arl

Locoh'on:  [S.N 1 7]  White  Ridge  Barrow

Solslheim Side Quest: Spider Crofring*  (page 665)

Dukaan  is guarding  a  special tome-Black Book:  The Sallow Regent.  Reach
his chamber by navigating your way through White  Ridge Barrow.  lf you
require a  walkthrough,  consult Solstheim  Side Quest:  Spider Crafting*.
Beware his  mainly frost-based attacks.

>  Dukdan

Quest (omclusion
\^/ear the mask of your preferred  priest when the situation calls for it.

Solstheim        Kolbiorn  Borrow

I  solstheim White  Ridge  Borrow

I  Apocrypho     Summit ofApocrypho

Acolyte  Priest: Zohkriisos (Blood Sword)

Zahkriisos

Location:  [S.SO2]  Blooclskal  Barrow

Solslheim Side Quest: The Final Descent (page 622)

This fiend,  with  his ability to summon  Seekers and  his  predilection  for

shock-based attacks,  is  holed up deep in a section of Bloodskal  Barrow,
which  is accessible only from  Raven  Rock Mine.  Complete the quest to face
Zahkriisos  before  rummaging  through  his ash  pile  lo secure  his  mask for your
collection.

>  Zflhkriisos

Drogonborn  Priest: Miraak (Alliance Guide)

Miraak

Location:  [S.AO7]  Apocrypha:  Waking  Dreams of a Starless Sky

Dragonborn Main Quest: AI the Summit of Apocrypha (page 601 )

The leader of these acolytes  resides deep within  Hermaeus Mora,s  realm
of Apocrypha,  leaving  only briefly to steal  souls from your battles with the
dragons.  His formidable powers,  and  how to defeat them,  are discussed  in
Dragonborn Main Quest:  At the Summit of Apocrypha.  His mask,  once you
obtain  it,  may be either l'lght or  heavy armor  (the  mask will  be whichever skill
is a  higher rank).  lt increcISeS your Magicka  by a  leveled  amount.

>  Mirtiok

Increases  Fire  Resistance  by  50% and  Fire spell  domge  by 25%                     Solstheim Side Quest:  Uneowhed

Increases Frost Resisfunce by 500/o and  Frost spell  domoge by 25%                Solstheim Side Quest  Spider (rofting*

Increases Shock  Resistance  by  500/o and  Shock spell  domoge  by  250/a           Solstheim  Side  Quest:  The  Final  Descent

Increases your Mogicko  by 40-70  points,  depending  on your level                 Dragonborn Main  Quest: At the Summit of Apocrypho

Poslquesl A(tivities
You can also display these masks  proudly in your abode.  They are not part of Side Quest: Masks of the Dragon  Priests*  and  have no power in  Bromiunaar
Sanctuary.

KARSTAAG'S  RESURRECTION      MASKS  OF  THE  ACOLYTE  PRIESTS
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PRER[QUISl"S:  None                                             ckgg ::::::.::....,.::...::...i:,::i:L=::i:i::i::::+rs>

INTERSECTING  QUESTS: The                              ©   MINOR SPOILERS

(ompanions Quest: The Silver  Hand

LOCATIONS: Frostmoom (mg

CHARAC"RS: Akqr,  Hiordis, Moini,  Rakel

a  OBJECTIVES: Visit the [hunters or werewolves] of Frostmoon (rag

marked with this symbol do not appear

your  Ouesl menu list,  although objectives may.

ife Howling qT Ike Froslmoon
During your travels through  Solstheim, you  may be told about the inhabitants
of an  icy overhang called.Frostmoon Crag. You can:

Simply visit the  place,  which  is southwest of the Altar of Thrond,  north  of
Brodir Grove,  and  northeast of the Abandoned  Lodge.

Or,  visit Geldis the  innkeeper in The  Retching  Netch
in  Raven  Rock and ask for some rumors.  One of these
mentions the strange folk that make camp here. Time
to pay them a visit?

Or,  if you,re a werewolf (after completing The
Companions Quest: The Silver Hand,  see page 242),

you  may encounter an explorer in  Solstheim Wilderness
Encounter..  Hairy  Hunter.  He  recognizes you  as a  fellow
werewolf and  tells you of Maini,s pack.

)  OBJE(TIVE: Visit the [hunters or werewolves] of Frostmoon Cmg

ife Rings and Things
The camp  is a  large
underhang aHhe edge of
the snowline, with views
of Highpoint Tower to
the southeast.  Depending
on your actions and
attributes, the pack atthis    --qu. --
camp reacts  in  several
different ways..

664      §  S-fr+skim
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Rakel  stops you as you approach the camp clnd
speaks to you:

lf you are not a werewolf,  she tells you to leave.

lfyou  are a werewolf but not in  Beast Form,  she
recognizes  it after a  moment,  and allows you
to  pass.

lf you  are a werewolf in  Beast Form,  she
welcomes you  immediately-

At this point,  if you,re  not a werewolf, you can:

Leave forthwith to avoid any unpleasantness.

Speak to Maini,  Akar,  Hiordis,  or Rakel. They all tell you  to go away.

lf you wait around the camp long enough,  steal anything,  or attack
anyone,  the  pack turns  hostile.

At this  point,  if you are a werewolf, you can:

Speak to Maini to be formally welcomed.  After
speaking to Maini,  you  become friends with  the

pack,  and you're free to sleep  in the camp and
take  low-value items without it being  considered
a  crime.

Trade with  Maini.  In  addition  to some  standard
hunter's food  and  items,  he also sells a  unique  set
of werewolf rings  (listed  below).

Speak to Maini, Akar,  Hiordis,  and  Rakel  to learn  more about them and
their  pack.

lf you  commit a crime or otherwise cause the camp to become hostile:

Maini  and  Akar turn  to their Beast Forms  immediately.

Hiordis and  Rakel  remain  in  human  form  bulwill change  if you  kill  the
others.

Once all four are dead, you can take whatever you want from the camp,
including a chest [Adept].  However,  you can't get the rings this way. The only
way to obtain them  is to buy them from Maini.

Quest (onclusion
Werewolf adventurers may purchase the following  rings from Maini:

T------se -  ee     =----i

HIIII
Ring  of Bloodlust                     1 500                ,y^],ilnel:nn :.eLO^StcFnoor/_m+.y,o^urAnOmttO^CAP do  50% more domoge,  but

you also take  50o/a more domoge

Ring oflnsn.nct                       3000               #wenfoy[O?Uoe::e(ronB[e;ostForm,theworld oroundyouseemsto

Ring  of the  Hunt                     3500                While  in  Beast Form, your health  regenerates

Ring  of the Moon                    2250                Increases the durotr'on of your Howls by 25%
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PREREQUISITES:  None

INTERSE(TING QUESTS: Solstheim

er:,i:I,I:::;I::+ill:I,:I,:±g3>
©   MINOR SPOILERS

Side  Quest:  Black  Book: The Sallow

Regent, Solstheim Side Ouesl:  Lost Knowledge/  Solstheim Side OuesI:

Masks of the Acolyte Priests*

LOCATIONS: White  Ridge  Borrow

ENEMIES: Albino Spider,  Bandit,  Draugr,  Dukaan/  Flame Spider, Merilar

Rondos

a  OBJECTIVES: None

ne> The Webs of While Ridge
While exploring  Solstheim, you  may have  noticed the variety of spiders that
inhabit the  isle.  The following  activity has  no objectives,  but your exploration
may give you some answers about these strange arachnids...and  some
interesting  opportunities to control  them'

e snovy mountains of Solstheim,  you  may stumble across White Ridge
Barrow,  just west of Hrothmund/s  Barrow.  Enter  it,  passing  signs of violence
clt the entrance, Where two dead Reavers have barred the wooden door shut.
Remove the bar and open the door,  passing two dead Albino Spiders and
three dead  Reavers before encountering  live arachnids.  Circle around the
outside of spiral steps leading deeper into the tomb.

Cloaked Spiders) as the passage separates  into two parallel corridors.
Beware of exploding egg sacs, and  mine any geodes you see; there are
two Ruby Geodes to the  north.  Continue east down the corridors,  past more
egg  sacs to a chain on one of the two end  pillars,  which  releases a  bridge

platform ahead  (east).  If you  have Whirlwind Sprint,  use  it to  lump across
the gap to the platform on the far side of the room,  circle behind the wooden
barriers,  and  search the area  for items.  Then drop down to the lower level
and  head toward the exit,  fending Off a  bandit With a  ParaSitiCal  SPider
controlling  it from  its shoulders.

There are exits to the
north and west.  Head
up the steps to the north
first,  cuhing  through thick

cobwebs to open an
iron door and a  burial
chamber with a  nasty
Draugr at the far end.
There are two chests
to pilfer from.  Head to
the sloping southeast of the room, working your way around to the west.
Hack through  more spiders, watching for egg  sacs and  possessed  bandits.
Continue down the corridor south,  then east into a  natural  cavern with  heart
stone and  ruby deposits and a door to White Ridge Sanctum.

ife spider scrolls

Move east and  south,  removing  a  bar from the door leading  to a grand
cavern where you,re set upon  by bandits,  Flame Spiders,  and a  sorcerer
named Merilar Rendas,  who actually throws spiders at you!  Remove the
key and  ioumaI  (revealing a difference of opinion  with  another mags) from
her corpse before you move on.  Slay her fast enough, and you can recover
her supply of Flame Cloaked Spiders and Jumping  Flame Spiders,  then  lob
them  back at your foes!  Continue south to a Word Wall cmd a cryplwith
a frightening Acolyte Priest named  Dukaan, who guards the Black Book:
The Sallow Regent- Consult the Solstheim Side Quests for more information
onthem.

>  Merilcar,s Cage Door ltey         >  Word of Power:Cyclone

>   Merilflr,a JoumaI                          >   Blti¬k Book: The Sullow Regent

>  Duhafln

st is a  narrow winding crypt passage leading  down and eventually
out to a waterlogged well directly below the graven cavem with a chest-
There,s a fissure and stream  running  through  it with  more geodes to mine too.
Of more interest is a wooden  ramp to the  northeast.  Ascend  it to the remains
of a  disused mining chamber,  with further geodes,  spiders,  and  possessec]
bandits  to cull.  ln  the  north  wall  is a  cell  door [Adepl]'  which  Merilar's  key
opens.  This leacls you through  some webs to a dead-end corridor with a chest
al the end and a  barred door into a circular chamber filled with  possessed
bandits and  spiders.

RINGS OF THE WEREWOLVES      SPIDER CRAFTING
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Return to the mining chamber and climb the wooden  ramps,  which  leads
to a cage  [Expert]  that Merilar's key also opens.  This  is the place you  need
to reach  to begin  Spider Grafting.  Once you  have finished, you can  head
north to the ladder (the  rest of the tunnel  has some geodes to  mine)  and  use
Merilar,s  Key to open  it.  This  leads to Secondary Location:  White  Ridge
Barrow Hut,  a small  hutwith  spiders and a  sapphire geode.  This  is a great
alternate entrance to the Imbuing device on  subsequent visits.

Quest (onclusion

The cage holds the  remains of Servos  Rendas,  a  Dunmeri  mage with a

journal  explclining  how badly Wrong  his friendship With  Merilar went.  Of
greater importance  is the odd  metal device and  Spider Experiment Notes
near it.  This  is the Imbuing  Chamber,  where the  Dark Elves,  research can  be

put  into  practice!

>  Servos' Journal

>   Spider Experiment N®ffes

NOTE      The notes contain some reripes thnt explqin how la

your own spiders! Activate the machine after you plflce i
ingredients into il. Spiders show up as scrolls in your inventory. You thro

them from your hands and creule them in botches of three (for normn

gems) or six (for flawless gems).

:,

Explocling  Poison  Spider         Exploding  Shock  Spicier          Flclme Cloaked  Spider

666

Oil  Spicler                          Jumping  FIame  Spider             Jumping  Frost Spider

Tf.e  ¬L,=¬.u Sc=:..Ls  `'
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As you can  see from the following  recipe chart,  the type of gem  influences the
elemental  damage of the spider.  Amethyst is  Shock,  Emerald  is  Poison,  Ruby
is  Flame,  and  Sapphire  is  Frost.

Spider (rolling  Recipes

Here  is a complete  list of spiders you can create and the ingredients you
need to  make them.

Domoged  Albino  Spider  Pod,  Ruby

Domoged Albino  Spider  Pod,  Flawless  Ruby

Albino  Spider  Pod,  Ruby/  Salt Pile

Albino  Spider  Pod,  Flawless  Ruby'  Salt Pile

Albino  Spider  Pod,  Ruby

Albino  Spider  Pod,  Flawless  Ruby

Domoged  Albino  Spider  Pod,  Sapphire

Domoged  Albino  Spider  Pod,  Flawless  Sapphire

Albino  Spider  Pod,  Sapphire,  Salt Pile

Albino  Spider  Pod,  Flawless  Sapphire,  Salt Pile

Albino  Spider  Pod,  Sapphire

Albino  Spider  Pod,  Flawless  Sapphire

Domoged  Albino  Spider  Pod,  Emerald

Domoged  Albino  Spider Pod,  Flawless  Emerald

Albino  Spider  Pod/  Emerald,  Salt  Pile

Albino  Spider  Pod,  Flawless  Emerald,  Salt  Pile

Albino  Spider  Pod,  Emerald

Albino  Spider Pod,  Flawless  Emerald

Domoged  Albino  Spider  Pod,  Amethyst

Domoged Albino  Spider  Pod,  FIowless Amethyst

Albino  Spider  Pod, Amethyst,  Salt Pile

Albino  Spider Pod,  Flawless Amethyst,  Salt Pile

Albino  Spider Pod,  Amethyst

Albino  Spider  Pod,  Flawless Amethyst

Albino  Spider  Pod,  Dworven  Oil

Albino  Spider  Pod,  Soul  Gem

Exploding  FIame  Spic]er

Exploding  Flame  Spider

Exploding  Flame  Spider  (2)

Flame  Clooked  Spider

Flame Clooked  Spider  (2)

Jumping  Flame  Spider

Jumping  Flame  Spider  (2)

Exploding  Frost Spider

Exploding  Frost Spider  (2)

Frost (looked  Spider

Frost Clooked  Spider  (2)

Jumping  Frost Spider

jumping  Frost Spider  (2)

Exploding  Poison  Spider

Exploding  Poison  Spider  (2)

Poison  Clooked  Spider

Poison  Clooked  Spider  (2)

Jumping  Poison  Spider

Jumping  Poison  Spider  (2)

Exploding  Shock Spider

Exploding  Shock  Spider  (2)

shock[looked  spider

Shock Clooked  Spider  (2)

Jumping  Shock Spider

Jumping  Shock Spider  (2)

Oil  Spider

Mind  Control  Spider

Explocjing  Frost  Spider

Frog? Cloaked  Spicier            Poison  CIoakec!  Spider           Shock CIoaked  Spicier

Jumping  Poison  Spicier          Jumping  She)ck  Spicler              Mind Control  Spider
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EL?gr, oplimql Activity Slqrl
The following  activities are available during

your time exploring  Solstheim.  Think of them
as a  subsection of Side Quests specific to
these  settlements.

u wfflmt to see maps and learn more tibout the lrops, nan-quest-reltilsd

flr8flS,  find portant moms of mole in every locution during these
e informtition on thul location contained in this

Avoiloble Activities

There are  16  Regional  Activities:  8  in  Raven  Rock,  2  in  Skaal Village,  2  in  Tel  Mithryn,  and  4 at Thirsk Mead  Hall-  Aside from  a  few exceptions,  most of these
tasks are independent of one another and can  be completed whenever you encounter them or if you  return to either location.

RAVEN  RO(K  REGIONAL AITIVITIES

I  ilil#hee#el[:#en*ol Activity:       Raven Ro(k  (Brolso Drel)

Solstheim  Regional  Activity:         Raven  Ro(k  ((optoin

Emberbrond  Emborgo*

Solstheim  Regional  A(tivity:         Rover  Rock  (Milore

Jelly from  Netch  to

Solstheim  Regional Activity:

Sodri,s  Suiommo*

Solstheim  Regional Activity:

Take  Your Pick*

I  TShoileslhe:)monRdegdoenoKlo!sCtt!Vqigty:
Connection*

I  TSoo#h:i:din(eq#::ol Activity..

I  TSoo#eh;ioTIeRle*gionol Activity:

Raven  Rock  (Geldis

Sodri)

Raven  Rock  (GloLer

Mollory)

Raven  Rock  (Clover

Mollory)

Raven  Rock  (Elder

Othreloth)

Raven  Rock  ((indiri

Arono)

SKML VILLA6E  REGIONAL ACTIVITIES

(omplete  Drogonborn  Main

Quest:  Cleansing the Stones

(omplete Solstheim  Side

Quest:  March of the  Dead

None

Complete Thieves Guild

Quest: Taking  Core  of

Business,  and Meet the

Fomily*

None

I  io#hTheT,fRleogioennofl*Activity:          skooI Wloge  (Edlo)

Solstheim  Regional Activity:             skqql  village  (Morwen)

Return  to  Folkreoth*

Complete  Drogonborn  Mn

Quest:  Fore  of the  SkooI

Complete  Drogonborn Min

Quest:  Fore of the Skool

TEL MITHRYN  REGIONAL ACTIVITIES

Solstheim

Elyneq,s  ln

Activity:             Tel  Mithryn  (Elyneo)
*

Solstheim  Regional Activity:

;3;";5n':"[';;su;U"u' Hl""y.           Tel Mithryn  (Neloth)

THIRSK MEAD  HALL  REGIONAL ACTIVITIES

Solstheim  Regional Activity:  A

Thirst in  Thirsk*

Solstheim  Regional A(tl'vity:

Berries out of  Reoch*

Solstheim  Regional Activity:

Ore  lnspired*

Solstheim  Regional  Activity:

Primitive  Pointy  Sticks*

(omplete Solstheim Side

Quest:  Heolipg  a  House

Randomly  given

-   Neither Solstheim  Side

Bulold,s  Retreat  (Elmus)       #iS:;:hReetCohkiienfgoTfhlrhsllSk

hove  been  completed.

Complete  Solstheim  Side

Quest:  Retaking Thirsk

Complete Solstheim Side

Quest:  Retaking  Thirsk

(omplete Solstheim Side

Thirsk

I              Ill..I..       I.lI"".I:"I-"

OVERVIEW
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ife All Are Welcome*

!S Occurs  Once Dmgonborn Main  Quest:  Cleansing the

ones has begun find the Earth Stone has been cleansed.

Bralsa  Drel  is a  forlorn  Dunmer who  is enslaved
al the  Earth  Stone  just outside  Raven  Rock.  She
mumbles nonsense if you  haven,I cleansed  this stone
and carries rocks around.  But after she's freed  (and

provided  she  survives the ensuing  Lurker attack),
she takes up  residence inside the abandoned  house
in  Raven  Rock.  Visit her and talk to  her about her

piteous existence.  She tells you she,s bad for business
after her drinking  at The Retching  Netch got out of
hand.  Tell  her you,ll  talk to Geldis  Sadri  for her.

O  MIS(ELLANEOUS OBJECTIVE: (onvince Geldis Sadri to admit

Bralsa  Drel lo the inn

Head to the inn and ask why Bralsa  Drel was banned.  Sadri  tells you  he can't
bring  himself to watch  her drown  herself in drink anymore.  Reply with  one of
the following:

(Persuade) That she  has the  right to do what she pleases.

(Intimidate)  That she will  be  let in,  or Sadri will  answer to you!

(Gold)  Or pay him gold to let her in.

When one of the three plans works,  Sadri agrees.

a  MISCELLANEOUS  OBJECTIVE: Tell  Brqlsa  Drel she's welcome at

The  Retching  Notch

Quest (ontlusion
Move back to  Bralsa,s  location and  inform  her of the  news.  She seems a  little
happier and grants you the following:

>  Leveled item

Tr¬  5,_:|t,`r£=_-I_a    J
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ife Emberbrqnd Embqrgo*

This occurs on(e Solstheim  Side Quest: March of the Dead

con(luded.

Locate Captain Velelh,  who usually patrols the  main
thoroughfare of Raven  Rock.  Talk to  him  about the
difficulties he has commanding  the Redoran Guard,
and  he speaks of a  particularly potent wine and a
hidden  stash  his  men  have placed  somewhere  in
town'  Agree to find  it for him.

a  MISCELLANEOUS OBJE(TIVE: Locate the hidden stash of

Emberbrand Wine in  Raven  Rock

the outskirts of town.  However,  the structure with that name is empty of such
contraband.  Instead,  continue southwest, to the gap between the h^ro ruined
structures with the trama  root and a  barrel,  overlooking the clocks.  Search the
barrel for the alcohol.

h  Emberbrand Wine (8)

A  MIS(ELLAN[OUS OBJECTIVE: Report the stash of Emberbrand

Wine to (optoin Veleth

Quest (onclusion
Return to Captain Veleth with  the wine,  and  he offers you a  small  reward for

your troubles.

>  Gold (250)

ire Jelly from Nelch lo FeTch*
Find  Milore  lenth  at her alchemy store  in  the  main
square of Raven  Rock,  and  speak to her about the
exotic  ingredients she  sells.  She tells you  she's trying
to find a  better source for nelch  jelly-  Agree to  locate
some for her.

A  MIS(ELLANEOUS  OBJECTIVE:  Retrieve net(h jelly for Milore

lenth  (5)

:3,'J=iT3   SOLSTHEIM REGIONAL ACTIVITIES
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Netch  jelly  is  particularly difficult to come  by,  so try one of the

plans:

following

Scour the coast of western Solstheim, where several  small  "pods'' of Netch
are located.  Kill them  and  harvest the jelly from  their remains.

Or, you can  sneak into the dwellings in the main settlements  (Raven  Rock,
Tel  Mithryn,  Skaal Village)  and  locate  more  jars of the stuff.  Be careful  with

your stealing,  though!

Or, during  Solstheim Side Quest:  The Final  Descent, you can acquire two
samples at an  AIchemy  Lab within  the  Raven  Rock Mine exploration.

>  Nelch Jelly (5)

a  MIS(ELLANEOUS  OBJECTIVE: Bring the notch jelly lo Milore  lenth

Quest Conclusion
Head  back to Milore lenth with the five  jelly examples,  and you,re given
some potent potions.

>  Potion of Ullil"Ie Well-Being (2)

Hfty sudri,s suiamma*
Geldis Sadri,  the proprietor of The  Retching  Netch,
has a specialty of the house.  Asking  about it prompts
him to  mention  a  special  suic]mma.  lt,s a taste
sensation!  Offer to spread the word of if,  and you'll
receive recompense.  You're handed some samples to

get rid of.

>  Sadri's Suiamma (10!

O  MIS(ELLANEOUS  OBJECTIVE: Distribute Sodri's Suiqmma  (1 0)

lt falls to you  to find

interest among  the
townsfolk of Raven  Rock
for this  elixir.  Simply

mosey up to any of the

people of Raven  Rock
and ask iftheywish to
try.  lf they,re  interested,
that,s one fewer bottle

you  need  to rid yourself
of!  Here are some plans to help you:

The following  inhabitants are interested  (although you  may need to speak
to them  about their own woes first):  Dreyla  Alor,  Fethis Alor,  Cindiri  Arano,
Crescius Caerellius, Garyn  lenth,  Mlore lenth,  Clover Mallory,  Gialund
Salt-Sage,  Mirri  Severin,  Tilisu  Severin,  and Aphia  Velothi.

Time your chats to after 8:OO p.m.,  inside The  Retching  Netch,  as a  large
number of these folks head  in  here an)^^/ay/  and you can  rid yourself of at
least five bottles without traipsing ever)^^/here.

Time is also a  factor, as waiting  for 24  hours and then returning to
someone you previously gave a bottle of suiamma to
fake one again.  This easily helps get rid of your sta

TRAINING

will cause them to

A  RA[S(ELLANEOUS  OBJECTIVE: Tell Geldis Sadri you've distributed

his liquor samples

Quest Conclusion
Return to The Retching  Nelch,  fell Geldis you've off-loaded the samples,  and
take  his coin.

>  Gold (250)

Hire Take Your Pick=
Clover Mallory is the smith of Raven  Rock,  and  he,s
an amenable Fellow-that is,  until you  bring  up the
touchy subject of his lost pickaxe.  He tells you  that
Crescius  Caerellius,  a  crotchety  (and  possibly mcld)
old  miner has this  prized  possession.  Held  be happy
if you  retrieved  it for him.

MISCELLANEOUS  OBJE(TIVE: Retrieve the Antiemt Nordic  Pickaxe

Crescius is nearby,
usually in  the entrance
chamber inside Raven
Rock Mine,  which  is
a  short stroll  to the
northwest.  When  the
subject comes  up,
demand the pickaxe
back.  He begrudgingly
hands  it over.

a  MISCELLANEOUS OBJECTIVE:  Return Ancient Nordic  Pickaxe to

Clover Mollory

Ouesl Comtlusion

There  is  no  modicum of coin  for this task;  Glover  insists you  use this  special

pickaxe yourself! fake it,  as it's a  rare item to find and the only type of
pickaxe you can  use to mine Stalhrim ore deposits.

>  fiffi±ienl  Nordic Pickaxe

ire Thievery and Ike Kqrslqqg (onneclion=

Being a  member of the Thieves Guild  has its

privileges.  ln this case,  provided you've chatted
clt length  With  Delvin  Mallory over  in The Ragged
Flagon  under Riften and completed the prerequisites
listed above, you can seek out Clover for a special
additional  job:  to secure a special formula for
constructing  improvecl armor.  A fellow named
Esmond Tyne was carrying  it.

RAVEN  ROCK  REGIONAL ACTIVITIES
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ffiffS        Ties  re®?e  wiTii  the  fcrmusiti  ¢li  it  ¬ftn  be  snGggeal  i)eiOre  t!iiS

erefiviFy  is©¬omes  ffivtii!erisie'

a  MIS(ELLANEOUS OBJE(TIVE: Recover the Bonemold Formula for

Clover Mollory

The formula  is a  note
found on the corpse
of Esmond Tyne.  His
bloodied body can be
found on an  ice floe at
the water,s edge, as soon
as you enter the giant
initial  chamber in  Castle

KclrSfaag  Caverns.  lf you
read this  note,  you can
create  Improved  Bonemold Armor at any forge,  so check the note out before
returning to Clover.

>   Bonemold Formula

A  MIS{ELLANEOUS OBJE(TIVE: Bring the Bonemold Formula to

Clover Mollory

a  MISCELLANEOUS OBJE(TIVE: (leor the Templets tomb of

Ash Spawn

Head down the steps
and  north  to the Temple
Ancestral Tomb door,
which only opens with
the  key. Then expect
three waves of around
four Ash Spawn, with
more  powerful variclnts
appearing  in the last
wave, to attack you. They
form  from  the cremated  remains  in  the circular  pyres throughout the tomb.
Stay in  one tomb or move between  the different parts of the crypt,.  it doesn'l
matter.  Keep the  slaying  going  until  the obieclive  updates.

A  MIS(ELLANEOUS  OBJECTIVE: Tell  Elder Othreloth lhol the Tomb

has been cleansed

Quest (onclusion
EIder Otherloth  is  most pleased,  as you  honor the  Reclamations with your
actions.  Have some coin!

>  Gold (250)

Quest (onclusion
Back al the  forge  in  Raven  Rock,  hclnd  over the formula.  For a  fellow thief,
Clover gladly provides you with additional compensation far beyond the
usual  handful of coins-a  key to a  secret cellar inside Mallory's home!

>  Key lo Glower Mallory,s House

PostqWest Atlivities

Enter Clover,s house,  head downstairs,  and  unlock the door.  Inside  is a
thieves' treasure trove, which  includes a weapon and  shield  on a  rack

[leveled];  poisons and  potions,.  sweetrolls  (all  stolen,  no doubt);  a Thief Cache
barrel with a  shadowmark on  it;  a  strongbox  (not of the East Empire variety);
a  set of Blackguard's Armor; and Glover's  Letter, which  reveals his past and
his daughter,  the thief Sapphire.  lf you  meet up with  Sapphire  in  Rifren,s
Ragged  Flagon and  talk to her about this  note,  she offers you an exquisite

gem  bearing  her name.

>   BIackguard/s Armor

>   BIG(k9Uqrd/S Boors

>   Blq(kguqrd/s GIoves

>  Blackguard's Hood

>  Sword and Shield [!eveled]

>  Tlliel {athe

>  Glower,s Leller

>   Exquisite Sapphire

aegiv Tomb Eradicalor*
Elder Othreloth  is located  in  or around the temple
on the raised courtyarcl  near the bulwark.  Enter this
sacred place, and ask more about the Ancestral
tombs.  He,s  having troubles with abominations known
as Ash Spawn that have risen  from  the remains of
his own ancestors!  Can you cleanse the tomb of this
filth for him? Agree to  receive a  key thc]t opens the
otherwise-sealed crypts.

>  R«yen Rock Tomb Key

"ivK               RI
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ife Tome Rqider=
The wife of Second  Councilor Adril  Arano  is the
well_to-do Cindiri  Arano.  Meet up with  her  in  town,
and  she believes you  can  handle the recovery
of a  lost item.  She never received an  important
folio she  sent to the  Imperial  City.  lt was  being
returned  aboard a ship called the  Sfr/.dent Squat/,  or
something  like that.  Can  you  find  it for her?

a  MISCELLANEOUS  OBJE(TIVE: Locate (indiri's Folio from the wreck

al the Strident Squall

The  SIrident Squall has
run aground, and  the
wreckage is now the
base camp for an  unruly

gang of Reavers,  in the
southeastern coast of
Solstheim.  Travel  there,
slay the foes stopping

you  boarding  the vessel,
and work your way
down  into the  hold and around to the large chest under the stairs. Take the
saucy tome.  Dare you  read  its shocking  contents?

>   Lusty Argonian Maid Folio

A  MIS(ELLANEOUS OBJE(TIVE: Return the Folio to (indiri Arano in

Raven  Ro(k

Quest (on(lusion
Cindiri Arano is  most pleased with the  return of her manuscript and offers you
the following:

>   Ring [Leveled]

C!L!:a?::   SOLSTHEIM  REGIONAL ACTIVITIES
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pe A Mother,s Lqmenl*

T[      Thiso(cursonte

Skflql  hqs contl

speak to Eqla, a trader who is usually wandering the  Egr-
±ll___   _      I    __   ___    |l__      _I____       ____I     _I__     I_lL_      __I__     _I    L__    ____village during  the day,  and she talks about her son.

He,s a good lad,  but she's saddened at the prospect
of him  leaving  the village.  Tell  her you,ll talk to him

for her,  and  she mentions she,d  be  most grateful.

A  MIS(ELLANEOUS  OBJECTIVE: Convince  Nikulos to stay in

Skaol Village

Nikulas  is  usually nearby,  and  he,s full  of vigor at the  idea  of adventuring.
He,s weary of village life and considers this a  meager existence.  You  have a
few options to convince him  to stay.  You can:

(Bribe) Tell  him you,re willing  to help  him  get started,  and  hand  over some

gold.  ln  return,  he  needs to give  his  mother some  more time.

(Intimidate)  Tell  him  the world  is dangerous,  and  he  I.sn,I ready for  it.

(Persuade) Ask him why he,a abandoning  his mother when  she needs  him
themosl.

When one of these options works,  Nikulas agrees to stall his exploration.

a  MIS([LLANEOIIS OBJECTIVE: Spetik to Edla

Quest Conclusion
Edla  is overjoyed at the news and offers some rare herbs as payment for your
help.

>  Emperor Paraso"oss (5)

>  Scalhe¬raw l5]

>  Asllen Grtlss Pod (5)

;:f,`a# Return lo Fqlkreqlh*

urs once Dmgonbor"tii" Quest: The Fate of Ike

qs tontluded.

Find Morwen,  who is usually clanging  metal at the
forge,  or nearby.  Strike up a conversation,  and she
mentions  her mother once left the village.  Morwen
was born  in  Falkreath, where her mother,s remains
are still  interred.  She found a  necklace belonging
to  her mother and wants  it buried with  her mother,s
bones.

>  Bera,s Necklace

A  MISCELLANEOUS  OBJECTIVE: Take  Bero,s Necklace to Runil in

Fqlkreqth

Travel  back to Skyrim,  and all the way to  Falkreath,  finding  Runil the

priest.  He tends the graveyard and  should  be in that area.  Speak to him of
Morwen,s favor, and he remembers her mother and father,  Bera and Ulfarr.
Present the necklace-a wedding gift-and Runil agrees fo grant the request;
it should  bring  joy lo both  parents as they walk in Aetherius.

a  MISCELLANEOUS  OBJECTIVE:  Return to Morwen in Skqql Village

Ouesl (onclusion
Morwen  is  most pleased,  Once again you c]re a true ally to the Skaal.  A fine
reward  is then  offered.

>   Nordic Cflrved He!mel

RAVEN  ROCK  REGIONAL ACTIVITIES.,.,  SKAAL VILLAGE  REGIONAL ACTIVITIES
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ife Elyneq,s lngredienls*

Head  into TeI Mithryn Apothecary/  and  locate the
owner Elynea Mothren.  When  she,s  not aifempting to
heal  the fungal  housing  stock of this settlement,  she,s
in  need of particular ingredients for her alchemy.
Can you  bring  back a  [random]  item for her?

A  MIS{EL[ANEOUS OBJE(TIVE: Lo(ore the [random ingredienl] for

EIyneq Mothren

EjFT        The iregretiiem i!i  ques7iefi  is fh©sen  frorm the  fo!!owing  list:

Brierrhserrt,  B«edr«  REetiFTt,  Gi«an?/s foe;  if«grav©n  flflw;  V«mpir¢

ffius¬,t;   ermti  Vcid  S«!fls.

Obviously,  the  loccltiOn  Of the  ingredient depends On What it iS.  However,
here  is a  sample location for each of them:

Briarhearl: Found at Bard/s Leap Summit,  plucked from the foe of the same
name.

Daedro Heart: Purchase from  Enthir at the College of Winlerhold-

Gianrs Toe: Locate any Primary Location with Giants.

Hagrcrven Claw: Slay either Melka or Petra  in  Blind Cliff Cave.

Vampire Dust: Movarth,s Lair has the  undead foes you  require.

Void Salts: Purchase from  Sadri,s  Used \^/ares in Windhelm.

a  MIS(ELLANEOUS OBJE(TIVE: Return to Elynea

Quest (onclusion
Take the ingredient back to Elynea. This quest is  repeatable,  and you
received gold for each  item you  hand over.

>  Gold [leveled]

ife Eyes and Ears*

"s occurs randomly/ along with Neloth/s many other

Side Quests.

The  infamous  Neloth  is

always on the lookout for
a  lest subject for spells
he,s working on.  lf you
allow him to proceed
through  conversation,  his
incantation  bathes you  in
light...before submerging

you  in darkness.  You can
hear him well enough,
but this  probably isn't helping your current mental stale either,  as he and  his

apprentice Talvas are shocked  by the varied and  unpleasant results. Tentacles
coming out of your eyes? Unspeakable!

Ouesl Conclusion
Eventually/  he returns you to normal, and you  both vow never to speak of this
again.

>  2506old

I these a(tivities oc(ur only if you side with I

orthy and  her motley bflfld of ilt¬OmPeifenlS, and n

ifegiv A Thirst in Thirsk*

NOTE      This o[curs prior lo the completion of either Solslheim Side

Quest: The (hief of Thirsk  Hall,  or Retaking Thirsk.

I-:        ¢
Tfe  £L=erSc=,-.4-S    ,?    J

s-Try__-RTin

Visit the embarrassing  ragtag collection  of tents and
Nords at Buiold's  Retreat,  and  locate Elmus the mead
maker.  He,s less concerned about the plight of his
brethren and  more interested  in tasting  some of that
Ashfire Mead that they make at Thirsk.  Of course,
the place is overrun  now,  but if you could grab a
bottle...

I       a  MIS{ELLANEOUS OBJE(TIVE: Bring Elmus some Ashfire Mead

from Thirsk Mead  Hall

"1JL:yfST!:  SOLSTfiEIM REGIONAL ACTMTIES
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Climb the  hill  and enter Thirsk Mead  Hall,  which,  if neither related  quest has
begun,  does not mean fighting the Rieklings  (although you  can certainly have
a go at them). There are five bottles of Ashfire Mead scattered on the stone
floor near the central fire pit.  You only need one of them.

Ouesl (onclusion
Retum to Elmus and  hand  over the mead.  He considers you a  true friend to
Thirsk and  pays for your troubles.

>  Gold [leveled]

neife Berries out of Reach*

Once the Thirsk Mead Hall  is back in the hands of
Buiold/s  Nord crew and you  haven,I made them
hostile or unfriendly by your actions at the end  of
that quest,  search out the mead-master Elmus.  He,s
keen to begin  brewing again  but requires  juniper
berries for the concoction.  Do you  have any?

a  MIS(ELLANEOUS OBJE(TIVE: Bring Elmus some Juniper Berries

lf you don,t, you
can visit many of the
apothecary merchants
here or  in  Skyrim.  But it
is preferclble tO head tO
the Reach and  locclte the

juniper trees that grow in
abundance there.  Gcllher
some berries and  return
to Solstheim.

Ouesl (onclusion
Return to Elmus and give him the  berries you,ve collected.  He pays you for

your troubles.

>  Cold [Ieveled]

E* ore lnspired*

Once Buiold's Nord crew has token  back Thirsk
Mead Hall and you haven,I made them hostile or
unfriendly by your actions at the end of that quest,
locate Halbarn  Iron-Fur and speak about his work.
As there,s limited  metal on Solstheim,  and the
Rieklings  stole  most of his ore,  he asks  if you'd  mincl

finding  him some  more.

O  MIS(ELLANEOUS OBJE(TIVE: Bring  10 Stqlhrim Ore and  15

Ebony Ingots to Halbarn

Be aware that Sfalhrim  is  required  in  its ore Form  and
ebony must be in  ingots.  Here are a few locations
where you can find  such  deposits  (and  use any
smelter to turn ebony ore into ingots).

Ebony Ingots: Head back to Skyrim and start
mining  in  Gloombound Mine  (Eastmarch)  or
Redbelly Mine  (in  Shot,s  Stone,  in  the  Rift).  Then

smelt the ore  into  ingots.

Stolhrim Ore: The Stalhrim Source location  has
triple what is needed.  Consult Solstheim Side
Quest:  A New Source of Sfalhrim for details.

Quest (onclusion
Stagger back to Halbarn with your materials.  He is  impressed  by your
haul.  He starts  his  blacksmith  business,  and you can  purchase from  him.  In
addition, you  receive gold,  and the prospect of his hand  in  marriage.

>  Gold [leveled]            >  Marriage Prospetl:Holburn Iron-Fur

REgiv primitive poinly sticks*

e Quest: Retaking

Once Buiold's Nord crew has retaken Thirsk Mead
Hall and you  haven't made them  hostile or unfriendly
by your actions at the end of that quest, find  Hilund,
and she tells you she wants you to find a  number of
Riekling  Spears for  her.

a  mlSCELLANEOUS OBJECTIVE:

Bring 50 Rl'eklI'ng Spears to HI'lund

Thirsk has

rs are commonly thrown  by Rieklings. Consult this guide,s Atlas for
the many locations where Rieklings dwell  (almost always in the snovy climbs
of Solstheim)`  Search tiny you  kill,  and their Camps,  for the spears.

>   Riekling Spear

Quest (ontlusion
Return to Hilund and drop off the collected spears, which are subsequently
displayed in the Mead  Hall after three days. You receive gold as a reward_

>  Gold [leveled]

THIRSK  REGIONAL ACTIVITIES
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Unlike quests,  Favors,  and  objectives,  which typically involve a  specific

person or location,  World  Interactions and  Encounters occur randomly and
not all the time.  And  they almost never occur  in  the same  place.  Look for
these small occurrences during your adventure.

World Interactions are random and  usually very small-scale events
that occur in  populated areas,  such as settlements, towns,  or cities. They
require you to perform an action,  and the consequences are then detailed.
Remember that you  may perform the action,  and  it,s possible that no one
will  notice or be  interested  in your antics,  This  is the  random  nature of World
Interactions.

World Encounters are random events that may occur as you explore the
ds and wilds of Skyrim. These events take a variety of forms,  from  simple

combats to unique  scenes thclt reflect the quests yOU'Ve completed.

#iP        Y¢u  heevs  veFTy  imie  f¢aetrO!  Over  ¥rhe«  Woritl  inferfi¬ticns  evrad  EFTeO«n?erg  evPPeesr;  just  inVeStigGie  Or  iniSraCt With  The  snes  tiiat

imere¬? you  Once y¢u see therm.  The foiiowi»g  t«bies show «li the World  !nterevetielis and  En¬oaenfers  GVGiiab!e  fJCrCSS Skylimx

These are split up based on the actions you  perform to get cl  reaction.  These are listed  in  the following tables,  along with  a description of the  interaction and
any prerequisites (such  as completing quests)  you  need to have accomplished.

ife. pqrI I: Items of Interest
These Interactions  may commence any time you add an  item to your inventory.

1. ch  Interested  Po

2. Watching the  Rummoger

3. Toiling the Thief

4.  (olcelmo,s  Courier

You  pick something up. A nearby resident runs nd asks,  "Did you find anything good?"

You  take  something from  a  barrel,  sock,  crate,  or container where  ,,refuse"  is  usually  placed.  A nearby  residem asks,
''Whot's  he/she doing  rummaging around jn there?'' A second  resident  (if there is one  nearby)  replies,  "Perhaps  he/

she  is  looking for food?

You steal on  item. Afror a day or two, three t

you for stealing, and  oltock you. Search them for

wildemess, tell you they,re here to

oi the property you

After buying  a dworven item, you may receive a  letter via  courier  (when you  next visit a town  or city)  asking if you'll

bring  the  item to  Colcelmo;  he  will  pay  dearly for it.

Inside a city, sethement, or town,

inside  a  building.

You  ore  not inside  a  building.

You  must steal on item and  not

get caught.

you  must buy  [ony dworveh iiem]

from  a  merchant.

ne» port 2: Assqulls with Consequences
These  Interactions  begin  when you  assault someone.  This  means  striking  them and  then  stopping  before  killing  them  (brawls don,t count).

2-  An  Impressive Assault

After you ossoult someone within view of others, the crime mo

resident, a relative of the person you othcked.  You con opolo

resultina in on attack.

orted. Sometime in the future,  you,re stopped by a

olks owoy)  or remain  umpologefic,

After you ossoult someone within view of others, inside a seThement, town,  or city, you receive a  letter from  a courier. A

[rondomly determined resident]  with  on  enemy has seen your ossoult and wants you to  rough someone up for them.  Meet

pqrty, ogres,  and then find the  [mndomly determined foe],  roughing them  up  (but not killing them).

. A Me"qble Assault               qq_e_I y_Oy_OjS_qyltrS_0_TeJq.n_e inside a Sewlement, town, Or City, the next tl'me you meet them, the Vi(tim remembers your
ossoult and mentions this.

Tr-e  3+de-.Scrc1:-i  t/

SKYRIM rJljESTS   WORLD  INTERACTIONS AND  ENCOUNTERS

Attacking a resident of a

town or city.

Attacking a  resident of a

town or city.

Attacking a resident of a

town or (ify.
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ife part 3.. Wizardry
These  Interactions may begin once someone  near to you witnesses you casting a  magic spell.

RE» part 4: About Town
These Interactions may begin when you enter a  settlement, town,  or city.

reS pqrL 5: Your Demeanor
These Interactions may begin once you visit a different settlement,  town,  or city in a  particular visual  sfate.  These can  occur as overheard  murmuring'  or as part
of conversations you may have.
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ife part 6: Cmfling
These Interactions may begin when you attempt to create an  item at a crafring  location.

ife part 7: Dealing with the Dead
These Interactions may begin when you or a  nearby person  sees or interacts with a corpse.

RED pqrl 8: Killing
These Interactions may begin when a  nearby person  is  killed.

1. A Friend,s lnherifunce

2.  A Friend  of Your  Enemy

When you return to a settlement where a friend Gin, a courier greets you and says your friend

ou on inheritance.  Collect the gold from the Jorl,s Steward.

When you  return to a settlement offer you slay someone with a  known  enemy/  a courier greets you to soy the

Visit them  to  receive  the  reword  (usuoIIenemy of the deceased has a gift for you

A bereaved friend of a slain resident runs to their home or dw¬lli

:   A  TelOtiVe  Of the  deceased  hires  thugs  tO  OttOCk you.

ocks themselves inside,  refusing to

Residents of city,s bodies may be disposed of, and any worldly goods you

in their coffin in the hall of the dead.

A resident stops you  offer picking  up  the  discarded  item,  and  hands

I from their corpse show up

lt|qck to you  (lt now oppeors in your

A friend of yours is killed  (by you, without

being (ought, or by others).

You kill  a  resident who has a known  enemy.

The bereaved,s friend was killed with them

wot(king  (by you  or others).

A resident is  killed  by you,  you're seen,  and

the  deceased  has  a  relotl.ve.

Leave  a  civilion's corpse lying  around

and (ome back later.

Drop  on  item  near a  resident.

Two residents move to the item and begin to fight over whos

the spectacle. The argument may escolote to a brawl  (which you oren't involved in)

A resident remarks with qnnoyonce about your littering  habits.

gather,  commenting on

A resident stops you offer picking up the discarded ormor and asks if you  meant To dis(old the piece.

rex part I0: Tavems
These Interactions  may begin  if you enter a tavern or inn  in a Skyrim settlement.

Dropping on item near two or more

residents.

Dropping  on  item  near a  resident.

Drop a  piece of armor near a resident.

i.:ffi(::,
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ffigiv part  I I: Thievery
These interactions may begin  if you enter a settlement and  spot a thief
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W®RLB   iNTERffi¬TiONS  AND   ENC®aeINTERS

One of the many strclnge, unique, Or amCIZing encounters you
may CClme across.

Just like World  lntercICtiOnS and  Encounters  in your original  adventure,  there
are a whole host of randomly occurring small encounters to watch for during

your new explorations.

Tip      You  htive very little control  over when World  Interactions and

Emcounters appear;  iost invesligtite or interact with the ones

that interest you,  once you see them. The iollowing tables show ti!! the

Downguard-related World  Interactions and  En(ounters avfliltible flcross

Skyrim`

These are split up based on the actions you  perform to get a  reaction.  We  list them  in table form,  along with  a description of the
interaction and any prerequisites  (such as quests) you  need to have accomplished.

B part I: Eclipse AIIacks
The six events listed  in the fable can occur under two distinct sets of conditions:

Night AItocks: lf your character is  Level  8 or greater and you  have  not completed  Dawnguard Main Quest:  Kindred Judgment,  these encounters can
night (21 :OO-O5:OO) when you enter any settlementwith guards  (such as a  Hold Capital or village).

Eclipse AIacks: Once you,ve shot a  Bloodcursed Arrow into the sun with AurieI,s Bow after completing  Dawnguard Main Quest:  Touching the Sky/  these

at



The following events occur throughout the Skyrim wilderness,  either on  roads or off the beaten  track. The table also notes whether the encounter has any special
conditions.  Please be aware that as you  progress through the Dawnguard Main  Quest,  the frequency of two Wlderness Encounters  IVampire AItack and
Dawnguard Attack)  increases.

HMfl--                   RE
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encounters from the mainland can  be found there as well.
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may find yourself in.

Two new World  Interactions can  occur based on your actions  in  Dragonborn.







AretI Slulislics
Every location  in Skyrim  has a  list of pertinent information to better inform you about what to expect within the se#Iement or a
explains what all  these  statistics  mean:

Hobitotions

ire mflior Capiful (irfes.

One  of the  four  minor  Capitol  (itl.es.

A  campsite for one  of the  three  Khoiiit Corqvons

that travel the  roods.

A location where a  Ferry  may be token.

Hunter  Camp
A ploce where fishermen  or hunters  hove  set

up  shelter.

wood  is cut find chopped,

es within  a Town

i   A  large  stone fodress,  occupied

the  Civil  War drives  them  out.

by  enemies  um'l

ere ore veins ore

Mountain  Peak
A  high  location  offering  spectoculor views  and

treacherous  pothwoys

or the howdy Shoal people of

Nord  Mead  Hall

Smaller sehiements,  usually with  private  homes,

A  camp  or fohificotion  where  morouding  bandits

ottqck from.

An  on(lent crypt where  a fearsome  Dragon

Priest resides

Itow with  rmuSOleumS and (atOCOmbS

where the ancient Nords buried their dead

A vast,  oweinspiring  ruin  built by  a  vanished  rote

known  os  Dwemer.

Hograven  Nest
A  ruin  where witches  gather,  sacrificing  qnimols

Or  Worse.

Reover  Camp

(Pirate  CDmP)

Ri8kling Camp

A camp  or fortification  where  Solstheim

morquders omck from.

Spriggon  Grove
A ploce where  nature  is embraced,  and  protected

from  all  threats  (in(luding  you).

A fort or cove where  rogue  moges  practice

their spells.

Seeks  companionship  and  love.

Buys  and  sells  potions  and  ingredients.

Buys  and  sells weapons,  armor,  or  both,  plus

crofting  moteriols.

Trader:  FIST(her
Buys  and  sells  weapons  (usually  bows),  armor,

plus  crofting  moteriols.

Trader:  General

Goods Vendor

Buys and  sells  a  brood  range of goods-unload

your  loot here!

Trodel:  Jeweler
Rare  merchants  who  buy  and  sell  trinkets  and

baubles  su(h  os  necklaces  and  rings.

Buys  and  sells  spell  tomes  and  scrolls.

Business  Ledger

Dragon  Mounds

A shop  with  a  book defuiling  incomings  and

outgoings;  useful  during  some  Thieves  Guild

Quests.

The  ancient burial  sites  of the  Dragons;  these  ore

disturbed  over the course  of the  Main  Quest.

A ploce where  noh've  Reochmen  plot to  drive the

Nords from  The  Reach

Giants ond their

;  I M6y8M6 wh`

Standing  Stones

or All-Maker

Stones

An  ancient stone monolith where a  powerful

ability  con  be  gained  or exchanged.

Locations where a Word of Power  (Shout)  is

leolned.

Tr_e  £i£d`er jScrsils  ¥
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mixed  (Alchemy

A rune-inscribed table where enchantments ore

imbued or extracted Sklll)

eother to be molded  (Smithing  Skill)

A locotl'on  where  bqsi(  re(ipes from  food  you

collect con  be  cooked.

A wheel that OllowS Weapons tO  be Sharpened

A  miner,s fumoce,  allowing  Ore  (and  cerfuin

Dworven  moteriols)  to be smelted  into  Ingots.

St8ff Enchanter
srdves with mo

Tanning  Rock
A tool  allowing  pelts to  be  dried  and  turned  into

leather for  Smithing  or trade.

A place where wood  con  be cut and Sold tO

lumber  mill  owners

A crofr'ng  bench that allows armor to  be

tempered  (Smithing  Skill).

Apocrypho  Tentacles, Apocrypho  Water,  Bear

Trap/  Battering  Ram  Trap/  Bone Alarm  Trap/

Crossbow Trap/  Dolt Trap/  Dworven  Bollisto  Tlop/

Dworven  Fire  Pillar Trap/  Dworven  Piston  Trap/

Dworven  Thresher,  Explosive  Gas  Trap/  Flqil Trap/

Flamethrower Trap/  Infected  Spike  Trap/  Mngic

Caster Trap/  Mammoth  Skull Trap/  Oil  Lamp Trap,

Oil  Pool  Trap/  Poison  Blooms,  Poison  Gas Trap/

Rockfoll  Trap,  Rune  Trap,  Spear Trap,  Swinging

Blade Trap/  Swinging  Wall  Trap/  Hinge Trigger,

Pressure  Plots

Ceremonial  Crypt
A grand  and  sprawling  oreo  with  head-scratching

puzzles to solve

Dworven  Puzzle
A complex mechanical puzzle within some

Dworven  Ruins

A firmlyseqled  door with three  con(entric metal

plates and  a centTOrkeyhOle

A serfes of stone pillars to fum ond ploce

(orrect orientation

Rordfing  Walls Rotofing walls that prevent your progress

A firmlyseoled door with stlonge "nes to imbue

A  hidden  door  leading  to  a  se(ref qreo.

A ceremonial mask wom by Mirook and

acolytes: Solstheim Side Ouesr. Moske

Captured  Critter
tured  Critters*

Bl8CkreOCh:  Side Quest  A Retum to your

A ceremonial  mask worn  by a  dangerous  Dragon

Priest:  Side Quest:  Msks of the  Dragon  Priests*

Strongbox holding a  pendant to sell: Solstheim

Strange stones that allow access into a  dworven

dungeon:  Solstheim  Side  Quest:  The  Challenges

of Kogrumez*.

point when they ore
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Servi(es
Followers:  [DG1 3/1 3]

Houses for Sole:  [HF3/3]

Morringe  Prospects:  [DG3/3]

Skill froiners:  [D67/7]

Archery:  [D61/1]

Destruction:  [D61 /1 I

Henry omr:  [DG1/1]

Restorofl'on:  [DG1 /1 ]

Smthing  [D6l/1]

Speech  [DG1/1]

Two-Handed  [D61/l]

::a_68=t

ColleGlibles

Traders  [DG11/1 1],  [HFl2

HF 23/23]

Apothecary   [D

Borfender   [DG1/1]

Blo(ksmith   [DG2/2]

Ferryman  [DG3/3]

General froods  [DG2/2]

Special  Goods  [DGl/]]

(orrioge driver  [HF3/3]

Lumberiock  [HF9/9]

Collecfi-Iles

Unique  Items  [DG1 7/I 7]

Unique Weapons  [DG7/7]

Tr+a  Side_. jgcrciis  lif

5-~iti+iFT-in

Special Obie(ts
Shrines  [DG30/Sol

Auriel:  [8G2/Z]

Notfumal  [D61/1]

Akotosh:  [DG3/3]

Arkoy:  [DG3/3]

Dibellq:  [DG3/3]

Julionos:  [DG3/3]

Kynoreth:  [DG3/3]

Moro:  [DG3/3]

Stendarr:  [D83/3]

Tolos:  [DG3/3]

Zenithqr:  [DG3/3]

Word Walls: [DGl/I ]
Drain Vitality  [DGl/l]

ATLAS C)F  SKYRif.A.  HOLD  1 :  HAAFINGAR
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Haafingar is a  hold of fortifications and  numerous caves weaving deep  into the granite foothills and  mountainous terrain  that the Hold  is famous for.  Expect
smuggling  bolt-holes along the coast and a strong Thalmor presence,. their embassy is atop the mountain to the northwest of Solitude. There are two large
forts-Northwatch Keep and Fort Hraggstad-where you may face cl large number Of foes. And you haven,I fully experienced  Haafingar until you,ve seen the
majesty of the Statue to Meridia  and  the  light of Kilkreath  Ruins....

ife Routes and Pqlhwqys
Haafingar Hold  is dominated  by the massive arch and fortified crenelations of the fortress city of Solitude.  For those approaching from  Hiaalmarch,  this is
indeed the landmark of choice.  The rest of the Hold  has a  main  path  that takes you around the base of the  Haafingar mountain  range,  before petering out
along the craggy western edge where  progress cannot continue.  A few minor pathways shoot off from this main  route, which  is the recommended way lo
initially explore,  as the rest of this  Hold  requires careful  maneuvering over steep and  snovy terrain.  Indeed,  it is often  impossible to reach a  Primary Location  by
trekking over rocks and Tundra alone.  The  Karth  River separates this  Hold from  Hiaalmarch,  with  the jagged border of the  Reclch encroaching  just southwest of
the Dragon  Bridge.  The  lclrgest stretch of flat ground  is the shoreline of the Sea of Ghosts along the northern flclnk Of Haafingar, where travelers are few and the
Thalmor are out in force.

Desfrucfion:  [1/3]

Enchonfing:  [0/2]

Henry Armor:  [0/3]

Illusion:  [0/2]

Light fumor:  [0/3]

hockpicking:  [0/2]

One-Handed:  [0/3]

Pi(kpocket  [0/3]

Restorofion:  [0/3]

Smithing:  [0/3]

Sneak:  [0/3]

Speech:  [1/4]

two,Handed:  [0/2]

Spells Vendors:  [0/1 0]

Innkeeper  [2/1 5]

Jeweler  [0/2]

Special  [0/3]

Spell Vendor  [1/1 2]

Stoblemosfer  [1 /5]

Collettibles
Dragon  Priest Masks:  [1/1 0]

Larceny Targets:  [1 /7]

Skill  Books:  [1 7/1 80]

Alchemy:  [2/I O]

Altemion:  [1/1 0]

Archery:  [1/1 0]

Block:  [0/1 0]

Coniurofion:  [1/1 0]

Destrucfl'on:  [2/1 0]

Enchanting:  [0/1 0]

Heavy Armor:  [0/1 0]

Illusion:   [1/1 0]

Light Armor:  [2/10]

Arcane  Enchanter

Unique Items:  [5/1 1 2]

Unique Weapons:  [5/BO]

unusual Gene:  [4/24]

(RAFTING STATIONS:  HAAFINGAR

Spe(ial Obiecls
Shrines:  [1 0/69]

Akotosh:  [1/6]

Arkey:  [2/i 2J

Dibello:  [1/8]

Julionos:  [l/5]

Kynqreth..  [1/6]

Moro:  [1/5]

Stendorr:  [1/5]

Tolos:  [1/1 7]

Zenithor:  [1/5]

Standing Stones:  [1/1 3]

The Steed Stone [1/I 3]

Word Walls:  [2/42]

Elemental  Fury:  [T/3]

Whirlwind Sprint:  [1/2]

Broken  Our Grotto  [l.19]

Solitude  (Erikur's  House) Solitude  (Blue  Poloce)

Solitude  (Rodiont Raiment) Dragon  Bridge  (Horgeir,s

Bridge  (Exterior)
Broken  Oar  Grotto  [1.l9]
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Total-3O:  Holcl Capital,  Blue Palace,  and  28  Hold  Locations

[1.00]  Hold  Copitol  (ity:

Solifude

[1.00]  Blue  Pflloce

Jorl:  Elisif the  Foil

[1.01]  Nowhwotch  Keep

[1.02]  R1'merOCk  Burrow

[1.03]  Pinefrost Tower

[1.04]  Volskygge

[1.05]  Sfeepfoll  Burrow and

Lower Steepfoll  Burrow

[1.06]  Lost Echo  Cove

[1.07]  Orphan,s Tear

[1.08]  Fort Hroggstod

[1.09]  Widow's Wotch  Ruins

[1.1 0]   Pinemoon  Cave

[1.1  1]  Cleorpine  Pond

[1.1 2]   Rovenscor  Hollow

[1.1 3]  The Steed  Stone                  [1.20]  Shodowgreen Covem

[1.1 4]  lronbock  Hideout                  [1.21 I  Tholmor  Embassy

[1.1 5]  Wolfskull Cave                       [1 ,22]  Solitude Sawmill

[1.16]  Statue to Meridio ond        [1.23]  Kotlo,s farm

Kilkreoth Ruins                                       [l.24]  Eqst Empire (ompq

[1.1 7]  Dragon  Bridge                        Warehouse

[1.18]  Hoofingor Stormclook        [1.25]  Brinewoter Grotto

(amp                                                          [1 ,26]  Solitude  Lighthouse

[1.19]  BrokenOorGrotto                [1.27]  DointySlood

[1.28]  The  Kotorioh

[1.C]  Howling  Wolf's  Folly

[l.D]  Pinemoon Bear Loir

[1.E]  Hqofingor Sabre  (ot,s  Lair

[1.F]  Pincushion  Peter

[DG.08]  lcewoter Jetty  (see pose 71 5)

[DG.09]  Castle Volkihor  (see pose  71 5)

[HF.01 I  Proudspire Manor  (Updated)

(see pose 695)

Related Ouesls
Main  Quest:  Diplomatic  Immunity

Main  Quest:  Season  Unending

Civil  War  Quest:  Joining  the  Legion

Civil  War  Quest:  The  Jagged  (Town

Civil War Quest:  Message to Whiterun

Civil War Quest:  Reunificotion of Skyn'm

Civil  War  Quest:  A  False  Front

Civil War Quest:  Rescue from  Fort Kostov

Civil  War  Quest:  The  Bowle for  Fort  Dunsfud

(ivil war Quest: The  Bothe for Fort Greenwoll

Civil War Quest  h'bem'on of Skyrim

ivil War Quest:  Bathe for Solitude

fledri(  Quest: The Mind of Madness

Side Quest: The  Mow  Who

Side Quest: The Wolf Ouee

Side Quest  Lights  Out!

Other F8'Ch-OnS:  Bonds fall¬g¬ Quest: Tending the Flames

Other Focfions:  Bards College Quest  Fimn,a Lute

Other Factions:  Bords College Quest:  Ponteoi Flute

Other Fnch'ons:  Bard

Dark Brotherhood

e Quest:  Riom,a Drum

Dorfu Brotherhood Quest:  Breochjng Security

Dok Brotherhood  Quest To  Kill on  Empire

"eves  Guild  Quest: Scoundrel's  Folly

Thieves  Guild  Radiant Quest:  No Stone  Untumed  (x2)

Thieves  Guild City  Influence Quest: The  Dainty Stood

Dungeon  Activity  (Solitude Jail)

Mis(elloneous Obiecti've:  Innkeeper Rumors  (the Winking  Skeever)

Miscellaneous Objective: Angeline and Aldis*  (Angeline Morrord)

Miscellaneous Obie(live:  Looking  Rodiont*  (Toorie)

Miscellaneous  Obie(five:  SDI(ed  Wine  Shipment*  (Evette  Son)

Fovor  (Activity) :  The  Gift of Chorify*  (Svori)

Fovor  (Activtry) :  The G'rfu of (hority*  (Noster One-Eye)

Fovor  (Adivify) :  The G'rft of (hority*  (Dervenin)

Fovor..  A Good  Talking  To* (Octieve Son

Fovor:  The  Bandit Sloyer*  (Ahtor)

Fovor: The Vampire  Sloyer*  (Sybille Stentor)

Fovor:  Role  Item  Hunt*  (Coptoin Aldis)

Fovor:  Item  Retrieval  (Cove)*  (Noster One-Eye)

Thane Quest Thane of Hoofingor*

Hubitqlion:  Hold  Capitol  (Major)

(rqfting
Alchemy  Lob

Arcane  Enchanters  (2)

Blacksmith  Forge

Grindstones  (3)

Workbench

Services
Follower:  Belrond  [1/47]

Follower: Ahtor the Jailor  [2/47]

Follower:  Jordis the Sword.Maiden  [3/47]

House for Sole:  Proudspire Monor  [1/5]

rriage  Prospect:  Belrond  [1/62]

rrioge  Prospect  Sorex Vinius  [2/62]

Morrioge  Prospect: Toorie  [3/62]

Marriage  Prospe(I:  Jordis the Sword-Maiden  [4/62]

Marriage Prospect:  0(tieve Son  [5/62]

hoder (Apethecory) :  Angeline Morrord  [1 /1 2]

Trader (Apothecary): Wienne Onis  [2/1 2]

Trader  (BIocksmith):  Beirond  [1/33]

Trader  (Corriqge):  Thoer  [1/5]

Trader  (Fence):  Gulum.Ei  [1/1  l]   (al

completion)

Trader  (Fetcher):  Fihodo  [l/3]

Tmder  (Food  Vendor):  Addvor  [1

Trader (Food Vendor): Jalo  [2/9

Trader  (Food  Vendor):  Evette Son  I

Trnder (General Store Vendor):  Endnrie  [1/1 9]

hader  (6enerol Store Vendor):

(ollectibles
Skill  Book  [AI(hemy]:  Song  of the Alchemists  [E1/10]

Skill  Book  [Ar(hery] : The Gold  Ribbon  of Men't  [C1/1 0]

Skill  Book  [Light Armor] :  The  Rear  Guard  [D1/1 0]

Skill  Book  [Light Armor] :  The  Refugees  [E1/10]

Skill  Book  [Speech]:  Biography of the Wolf Queen  [D1/1 0

Skill  Book  [Speech]:  The Buying  Game  [El/lO]

Skill  Book  ITwo-Honded]:  Song of Hrormir  [C1/10]

Unique  Item: Asgeir's Wedding  Bond  [1/i 12]

Unique  Item:  Vittorio's Wedding  Bond  [2/1 i 2]

Unique  Item:  Shield  of Solitude  [3/1 1 2]

unique Weapon:  Heodsmoni Axe  [1/80]

Unique Weapon:  Firiniel's End  [2/80]

Unusual Gem:  [1/24]

Unusual  Gem:  [2/24]

Spe(iol Obie(ls
Shrine of Akotosh  [1/6]

Shrines ofArkoy  (2)  [1/l2;  2/12]

Shrine  of Dibello  [1/8]

Shrine  of Julidnos  [1/5]

Shrine of Kynoreth  [1/6]

Shrine of Moxp  [l/5]

Shrine of Stendorr  [1/5]

Shrine  ofTolos  [1/17]

Shrine  of Zenithor  [1/5]

Business Ledgers

Civil War:  Map of Skyrim

Chest(s)

Pofl'ons aplenty

Loose  gear

PRIVARY LOCATIONS  (:,  SECONDARY LOCATIONS  I:,  HOLD CAPITAL:  SOLITUDE
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Thalmor.  Part of the reason for this is the eminently defensible nature of Solitude itself. Set upon a great stone arch that towers above the mouth of the Karth
River, and surrounded by the soaring peaks of the Haafingar Mountains,  Solitude is both a reinforced and breafhfaking stronghold. Given the city,s name,
if may be ironic that over 80 percent of the Hold|s population lives within  Solitude's walls,  but this  is lestamenl fo the city's political  importance,  formidable
defenses, and diverse population.  The Bard's College is located  here,  as well as the sumptuous Blue PcIIace.  Both clre consfrucled atop the huge,  natural arch
that the city rests on, affording spectacular views over the Sea of Ghosts and Hjaalmarch tothe east. Solifude's accessible docks and wharfs are in relativel
calm waters,  making trade one of the many reasons why the wealthiest Nords hail from this capital city_  Solitude is the one,  true cosmopolitan city of Skyrim.

ne> lmporlqnI Areas of lnleresl

Farm and the Solitude Stables  is a
chtower at the base of the western (and

in) entrance to Solitude. Thaer,s carriage waits
ere for customers; you can take  it to any Other

Hold City.

!  Trader (Carriage): Thaer [1/5]

692_^/I

©  Ma,dram,s (arovon
When they aren,I traveling/ Ma,dran and  his
Khaiiit brethren set up cam

purchase a variety of w
become Fences for you
Quests.

YOU  Can

hem. They also
Thieves Guild

"/v\  Trader (Caravan Vendor):  Ma,dran  [1 9/1 9]

-?   Weapons, Apparel,  Potions,  Food,
Ingredients,  Misc

©  outer Gqle

©  Main Gate

Tr-e  ¬L`Cie= ScrcLs  i'/

s-irJiITin

E» Market DislricI

A variety of traders  ply their wares  in this
southwestern  district of the city.  Aside  from
the traders,  the marketplace is dominated  by
executioner,s platform and the market stalls,
which features a well  sclid  to be One Of the Oldest
structures  in  Solitude.

ffiB  Main Gate: Exi"o Skyrim



The first time you  enter Solitu
has gathered to watch the

mall crowd
ion of Roggvir

for crimes against the Empire;  he allowecl
Ulfric Stormcloak to escape the city after killing
the  High  King.  Unless you  interrupt (a  crime),
Roggvir is beheaded while the citizens watch,
some cheering.  There is an entrance up onto
the crenellations above the main  gate,  allowing

you to  move  (or sneak) around  the city,s
perimeter walls.

#<  crafring:  Grindstone

©  The Winking Skeever

(?  shadowmark:  "Loot"

(j  Marriage Prospect:  i
I,)   Apparel

it  Trader (General Store Yen
i_,   Apparel

(,:i   Business  Ledger

(?  strongbox (Adept)

¢'?   chest (2)

§  Business  Ledger

©  Angeline/s Aromotics

©  Nosier One-Eye

Corpulus Vinius                 Lisette

Sorex Vinius                       Belrand

Minelte Vinius                   Gulum-Ei

The Wnking Skeever is the only tavern  in town
and  is sometimes  host to a variety of interesting

(and  undesirable)  folks.  Corpulus Vinius  runs this
establishment.  The  minstrel  Lisette  plays  here  in

the afternoons and evenings. The place is famous
for wine and  mead  imported from  Rifren.  Should
Corpulus die,  his son  Sorex Vinius will  run  the  inn.

You can  hire Belrand  here.  The upstairs rooms
have numerous books to read.  The wine cellar has
a chest to steal from.

/)  Follower:  Belrand  [l/47]

(,i  Marriage Prospect:  Belrand  [1 /62]

\^j  Marriage Prospect:  Sorex Vinius  [2/62]

st

§  Trader

(Fence):  Gulum-Ei  (after Thieves Guild
completion)

ulus  Vinius

(i   Food,  Rooma
"=3   Quest Rumors

Business Ledger

i?  strongbox  (Adept)

(,'j  chest

(;   potions

©  Radium Raimem

Angeline Morrard             Vivienne Onis

Angeline Morrard  runs this  shop with  her niece
Vivienne Onis.  They live above the shop.  The
shop  itself is a  tiny affair,  consisting  of a  simple
small  room with a counter, The walls behind
the counter are lined with strange ingredients,

potions,  and dead animals. There,s cl  large
number of potions and  ingredients to purchase  (or
steal)  here, an alchemy table,  a chest in the cellar,
and a strongbox upstairs  near the  ledger.

§  crafring:  Alchemy Lab

§  Trader (Apothecary):  Angeline Morrard

[1/l4]
".:)    Potions,  Food,  Ingredients

()  Trader  (Apothecary):  Vivienn
I,I,   Potions,  Food,  Ingredients

t/   Business  Ledger

§  strongbox  (Apprentice)

(,^j  chest

!)   potions aplenty

©  Bits and Pieces

help  her bu
not'  They lil

op.  Her son,  Kayd,  is there to
underfoot

food, books to read, a ch
strongbox and ledger in a

§  shadowmark:  "Loot"

e often thcln
a,a  home  hcIS

ar, anda

Noster EagleEye
This beggar requests a gold coin from you.
Oblige, and you receive the Gift of Charity

§  Ability: The Gift of Charity

©  Jor¬e-Ro
Jaree-Ra

An Argonian with a variety of interesting  (and
illegal)  schemes.  He  usually mooches around this
area,  sometimes visiting  Angeline,s Aromatics.

©  Market Slolls and the Well
Addvar          Jala            Evette Son

These stalls sell a variety of wares:  Addvar
sells fish  from  his cart.  His wife,  Greta,  will
take over for him  should  he die. Jala  sells fruit
and vegetables from  her cart.  Evette Son sells
spiced wine from  her cart.  The old well  isn't used
anymOre.

§  Trader (Food Vendor):  Addvar [1/9]
I-,   Potions,  Food,  Ingredients

§  Trader (Food Vendor): Jala  [2/9]
"cj   Potions,  Food,  Ingredients

§  Trader (Food Vendor):  Evette Son  [3/9]
i-I   Potions,  Food,  Ingredients

ffiREi  (ostle  Dour Dungeon  Exit
This grating  is  inaccessible from  the stre
escape route leading  from a  secret exit insi

i the  prison cells in the Castle Dour Dungeon.

South Gate

South Gate ExiHo Skyri
This windmill landmark can  be see iles

around.  The ground-level gale leads to a  spiral
staircase down to the docks and out into Skyrim
The staircase up leads to a  battlement and the
rear (and  unlocked) entrance to the Emperor,s
Tower.

Dominating  the city,s
district is castle  Dour_ Thick_walled
and  imposing'  it protected  its



area here:

#   skill  Book  [Light Armor]:  The  Rear Guard

[D1/lO]

©  FIeTcher

a             Jawanan

Q*Fihada  runs this shop with  his apprentice
i:fgivd'han. There are a  large  number of fine

weapons to  buy (or to steal)  here. There's cI Chest
in the ground-floor bedroom and a ledger and

Beirand               Helmvar

Beirand works for the army and the city guard.
However,  he  has permission to do work on  the
side,  making  and  repairing weapons and armor
for anyone who comes  in.  However,  he can't let it
interfere with  his other work.  Should  Beirand die,
his apprentice  Helmvar will  fake over.  Beirand  is
married to Sayma and  has a son named Kayd.
Outside  his shop  is a full complement of Grafting
locations and a second grindstone inside the

ith/s.  Up  in  Beirancl,s  bedroom,  there,s a
kill  Book,  and

IrleSS

strongbox.

BlcICkSmith/S Forge

dstones  (2)

..  Workbench

Beirand  [1/33]

and Misc

r]:  The  Refugees

Ledger

Strongbox (Adept)

©  (ourtyqrd and (renellotions
Captain Aldis

The ground-level  features  Solitude Guards

practicing archery and  sword  strikes.  Captain
Aldis  presides over this training/  along  with  the
execution you  SCIW aS you Walked  in.  Head  up
the stone  ramp to the crenellations,  allowing

quick (and  more stealthy)  access above the
castle grounds to an  upper entrance  into Castle
Dour and the Thalmor Headquarters,  the Temple
of the  Divines,  and  then  back  into the  market
district.  You  can even  drop  off these crenellations,

grabbing  hanging  moss  or a  bird,s  nest if you,re
facing  southeast.

©  (ostle Dour (Interior)
General  Tullius                Ahtar the Jailor

Legate  Rikke                    Gianna

ln ages gone by,  there was just the castle keep.
Thick walled  and  imposing/  it protected  its
inhabitants from  invaders.  As the city grew,
walls were added to surround the other,  newer
buildings.  During  a  long  period  of peace,  a
separate palace was  built for the Jarl.  Castle Dour
became an oversized gatehouse.  lt was eventually
converted  into the city,s  Imperial  Garrison.
General Tullius  is  in  charge of the  Imperial  forces

in  Skyrim.  He lives  and works  here along  with  his

second  in  command,  Legate  Rikke.

/3   Follower:  Ahtar the Jailor [2/47]

Unique Weapon:  Headsman's Axe  [1/80]

ral Tullius's War Room (Ground Floor)

The  main  level of the castle is given over to a
bclttle  map Qf Skyrim,  where General  Tullius and
Legate Rikke  plan
the Storm

crenellcltions exit

bed dominates this ch

§   potions

#  loose gear

Garrison Barrack

[D1/1O]

§  Loose gear

s. A large

ship down
)ts  sleep.

equipment.

Rear-Guard

ungeon (Lower FIcor)

Commit a crime in  Haafingar and the guards
will throw you in the dungeons of Castle Dour.
Ahtar the Jailor (who was  part of the execution
when you first arrived  in  Solitude)  runs this  place.

It.a  §_cle_~ £c=cJ:a  '',,

S_ifi+-_RTin

Castle Dour Dungeon (Dungeon floor)

The  roughly circular  lower  level  features seven
cells,  most of them  locked.  Biartur,  a  Stormcloak
Soldier,  is  held  in  one  ofrhe  cells  if the  lmperials

control  the city.  You,re  usually placed  in  a cell  on
the  jail,s  south  sI.de.

Instead of serving  out your sentence,  check
the crumbling  mortar on  the wall  behind you.  lt
falls away,  enabling you to flee into a dungeon
corridor.  Check the small  hole,  allowing you to
reach  into the  Prisoner Belongings Chest in  the
evidence room. Then flee to the ladder,  bringing

you  up  into the Market District,  [B]  Castle  Dour
Dungeon  Exit.  Note that you  can only do this
once,. after you escape, the guards repair the
wall,  and you,ll  have to serve your time or escape
in  the  usual  way  in  the future.

§   prisoner Belongings

©  Emperor,s Tower (Interior
Emperor Titus Made Ill

Reviled  by I rmcloaks for

and  Lovalisrs i

(the Thalmor)  in orcler to pres
total destruction.

This  is the residence of the
he is  in  Solitude.  You will come here  for Dark
Brotherhood Quest: To  Kill  an  Empire.

Throne Room lGround FIoor)

Emperor Titus Mede  Ill  isn't usually
offers access to the kitchens and the  upper

Kitchens (Ground Flcor)

As you,d expect, there,s an abundance of food,
tended to by the chef.

Upper Landing (Upper Floor)

There,s an empty bedroom and a door requiring a
key,  unlocked  by the chef during  the quest.  A Skill
Book  rests on  a  table  in  the small  sitting  area.

§   skill  Book  [Enchanting]:  Catalogue of

Weapon  Enchantments

Banquering HcllI (Upper Floor)

This  is where the  Emperor and  his trusted  cohorts
eat and  folk about politics.  There  is an  exit out to
the South  Gate  (windmill).

A.TLAS 8F SK¥Ri,^vi,   HOLD  I :  HAAFINGAR



Avenues Di

Principally'  t

Oversee the

worshippers.  Elenwen  is the

as well,  He has
emperor has common

On matters related to the
is relatively empty/ with the

ore content to rule Skyrim from the
Embassy in the mountclins above Solitude.
inside for a number of books to read, and

he following:

§  civil war: Map of Skyrim

¢  potions aplenty

§  Loose gear

Rorlund               Freir             Silana  Petreia

Formerly the Temple of the  Nine  Divines,  this  is
the  largest temple  in  all  of Skyrim.  Unlike the other

temples,  it reflects the  Imperial view of all eight
divinities  being  equc]l  ancl  represented.  Outside  is

small courtyard where Vittoria Vici,s marriage
take place. There are several doors leading lo

ou want a better look down
are shrines

referred to as "the S
Old  Solitude,,,  it,s  more commonly just called  the
Avenues.  This  is the  residential  section of the city.

©   Hall of the Dead (Solitude (atocombs)
Styrr

This  mausoleum  is filled with vaults.  The dead  of
ar are  buried  here. As the local priest of

rr is the cemetery

lust be his demeano
darkness is drawn to Solitud
room  has a  long chestto pi

Although
lieyes that

chest behind the door.  Info the cellar,  there,s the
corridor to Solitude Catacombs.

¢  shrineofArkay [2/l2]        §   Potionsaplenly

§  chest (2)                                    §   Loose gear

Solitude CotcICOmbS (Interior)

This  houses the  remains oF the clead from  across
Haafingar.  Expect three skeletons  roclming  these
catacombs and  an exit leading  back out,  onto the

graveyard  [D].

©  Dervenin the Mtid
Dervenin the Mad

This  lunatic  beggar wanders aroun
the Dead graveyard and down the
talks about his abandoned  master,

prelude  (and way to begin)  Daedric
Mind  of Madness.  He also requests

you.  Oblige,  clnd you  receive
itv.

Ability:  The Gift of Chari

Thane Task:  Thane of Haafingar

Hearthfire Task: Adoption

(mfring                                  Miscellaneous

Alchemy Lab                         Area  is locked

Arcane  Enchanter               Chest

Cooking  Pot                           Potions aplenty

(ollectibles

Unusual Gem

Loose gear

Should you become the Thane of Haafingar (by
completing  Favors for the citizens and the Jarl),

you can  purchase this abode from Jarl  Elisif the
Fair's Steward,  Folk Firebeard-you'll then find
one of the Unusual Gems that pertains to the
Thieves Guild  Radiant Quest:  No  Stone  Unturned.



Octieve Son

This is the  middle terraced  house, flagged with a
Shadowmark.  Evette Son the street vendor lives
here with  her invalid father,  Octieve Son.  lt,s  not a
hovel,  but it wouldn,I have to fall apart much  more
lo become one.  Open the door (Novice):  Inside
is clnOther Cheese  Stockpile and  a  knapsack  in
the storage area to the rear. There are two chests
upstairs in the balcony bedroom.

§  shadowmark:  "Loot"

§  Marriage Prospect: Octieve Son [5/62]

§  chest (2)

§  Knapsack

S  Loose gear

Jolq,s House
a the street yendor lives here with  her friend

and lover, Ahtar. lt,s a poor home, reflecting her
lack of wealth.  There's a  pile of Iron  Ingots to steal
on  the ground floor and tw

§  shadowmark:  "Emp

§   skill  Book

[Cl/lO]

§  chest (2)

hests  upstairs.

ng  of Hrormir

Viarmo

Giraud Gemane
lnge  Six-Fingers                   Ill

Bedrooms (Main Floor)

There are four bedrooms  here, each with a variety
of books and  instruments,  and a bedfor each of
the teachers.

C[ossrcoms (Upper floor)

The top floor of the College has two large
classrooms filled with  more  books and  instruments.
Find another Skill  Book secreted  among a stack of
common  tomes on the top tier of a tall  metal shelf
up  here.

§   skill  Book  [Speech]:  The  Buying Game

[El/1O]

©  Erikur/s House
Erikur                 Melaran

Erikur  is a Thane of Solitude,  and  his  house  is a
large,  grand structure.  Notice the Shadowmarks
near the entrances.  Inside,  the cellar  has  little
more than  barrels and some stocked food.  The
main floor is dominated  by the Arcane Enchanter,
various  potions,  and a few ingredients.  Upstairs
is a  balcony running  around the entire perimeter,
a  small  library'  and a  single bedroom with a  long
chesHo steal from.

§  shadowmark:  ,,protected,,

¢   crafring:  Arcane Enchanter

§   Trainer  (AIteration: Journeyman):  Melaran

[1/3]

tt  chest

Potions aplenty

©  Bryling,s House
Bryling

Pantea Ateia                     Bendt

Jorn                                     Giraud Gemane

A large building where bards come from  all  parts
of Skyrim and  beyond to learn  how to sing  and

play instruments. There are two entrances, and all
are welcome. Outside is a large stone courtyard
where the Burning  of Old  King Olaf festival was
historically  held.  Each  student works with all the
different teachers during the course of a week.
However, each  has preferred instruments or
instructors.

wer Flcor)

s a sleeping area with four beds for
tudents. There is a common area,

and a kitchen here too.

Hall (Main Floor)

made to receive

e on  Favor:  Rclre  Item
im Morthal,  you can find a  skill  book

nter in  the  library.

ill  Book [Alchemy]: Song of the Alchemists

The  §iderj8c=oi:_i  '9,'

i::!m_94_ )

The following  leaders of Solitude are loyal  to the
lmperials at the start of the CMI War. They remain
in  place,  even  if Solitude falls to the  Stormcloaks,
at the end of the Civil \^/ar Quests.

Jarl EIisif the Fair

With the recent death ofJarl Torygg,  his beautiful
widow,  Elisif,  rules Solitude for now.  She  is a

young  Nord woman,  wholly unsuited to rule. The
rec]l  power lies with General Tullius,  technically an
Imperial  advisor.  Personally/  Elisif is sympathetic

to the Imperial cause.  She has a personal  hatred
for the Stormcloak  leader Ulfric,  who killed  her
husband, Torygg'  and  is just politically savvy
enough to realize that her rule, and probably her
head,  are in  place onlyso long as she is us
the Empire.  She believes that should the Em
regain  control of Skyrim,  she would be

He is ct skilled  bureaucrat,
mber of the Companions.

gets fruslrafed
]ht red, althou

Item:  Shield of S

low (HoLISeeari)

goes anywhere without Bo
He is  utterly loyal and highly competent.
lacks fn creativity clnd Social Sensitivity,
up for in ferociousness. As a youth,
bears.
its

when a bear turned
with a single blow of his axe.

S]bille Sfenfor lCourl WI'Zard)

AIthough she has served the Jarls of Solitude
over 20 years,  Sybille looks no  more than  1 8.
Palace gossip has a  multitude of theories for
her unnatural youth. The one about her being a
vampire  may hold  most credence.  Her role as
Court \^/izard  is a convenience.

?  Trainer  (Spell Vendor):  Sybille Stentor

[1/12]

Exterior
Solitude,s other awe-inspiring  landmark  is  its
ornate palace, where the newly appointed Jarl
Elisif the  Fclir  resides.  lt  iS  built On  the  ruins  Of

the old  palace, which WCIS burned to the ground
when Queen Potema was finally defeated in
the War of the Red  Diamond. There is only one
entrance: from the cloisters at the end of the
Avenues District.

&Ti.4S OF S,k,YRl,^vt  HOLD  I :  HAAFINGAR
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Lq rae Bedroom (Grou ffiffi   Norl

ffiB  Door to Skyrim

®  Entrance Srdircoses (Ground Floor)
Through the Receiving Hall  is a pair of impressive
curved staircases and guards dotted around. To
the right (southwest)  is a chest and a door to the
Pelagius Wing'  which  is firmly sealed.  To the left

(northeast)  is a corridor to the kitchens and  private
staircase.

GB  Door to Pelogius Wing (Sealed)

®  Kitchens (Ground FIoor)
A large array of food  is stocked here, presided
over by Odor the chef. There/s a storage corridor
to the northwest leading to wine barrels and a
servants, bedroom.

Close to the private steps,  there
ds  in  here  but little to  steal.

Cellar (Lower FIoor)

Head down the privclte Steps tO a C
beds clnd a Chest.

§  chest

®  Jarl's Throne Room (Upper FIoor)
Atop the curved stairs  (or the  private ones)  is the
main chamber where Jarl  Elisif the  Fair resides
and  listens tO the  news Of the day and CIny worries
her subjects may have.  She is guarded  by Bolgeir
Bearclaw,  her Housecarl.  She is flanked  by Sybille
Stentor (Court Wizclrd),  Falk Firebeard  (Steward),
and  the two Thanes  Erikur and  Bryling.

To the left (northeast)  is a corridor w
find a book named lost legends on a low table
(read it to start a quest). The corridor leads to
the Court \Mzard/s bedroom. There,s a
Enchanter and some impressive staffs,
and  books on show here.  To the north  is Folk/s
small bedroom and the Jarl,s bedchamber. This
impressive  room  has a  small cllCOVe With a  Skill
Book and an Unusual Gem on the bedside
cabinetl

¬t   Grafting:  Arcane  Enchanter

(i   skl.ll Book [Speech]:  Biography of the Wolf

Queen  [D1/10]

S   unusual Gem:  Stone of Barenziah  [2/24]

§  chest

§   potions aplenty



lemq,a Cdltlcombs

Related Quests

Side Quest: The Man Who Cried Wolf

Side Quest: The Wolf Queen Awakened

Dungeon: Vampire Lair

Draugr

Vampire

(rqfting
AIchemy  Lab

Grindstone

Trap  (pressure  plate)

Oil Pool Trap

Swinging \^/all Trap  (pressure plate)

Trapped Chest

Quest Items:    Potema's Skull

(olletlibIes

Skill  Book  [Lockpicking]:  Surfeit of Thieves

Area  ls  Locked  (quest required)

Chest(s)

Potions

Loose gear

Potema, the Wolf Queen

A hidden and vast underground set of corridors
under Solitude,  this  place of evil  is only accessible
during  Side Quest: The Wolf Queen Awakened.
You  reach  the Catacombs via the cellar of the
Temple of the  Divines.  lt is otherwise completely
sealed off.

Potemq's (old(ombs (Interior)

ffiffi  passage to Temple of the Divines

gce  wolf Queen Frieze
Potema  mocks and threatens you at this wall

ze Qf the Wolf Queen and  removes the
way spears  blocking your path.  Your first

ugr attack occurs just afterward,  in the
webbed and abandoned dungeon bar

Th.e  5'icit!r SL._+Cl:a   ''/
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atffi  portcullis
Use the wall lever to the righ"a raise it'

ffiELfa   Flooded Vaults
Your first vampire combat occurs  here.  Watch for
a  swinging gate trap; check that floorl

§   Danger!  Swinging  Wall Trap  (pressure  plate)

ifffiS  potemo/s Refuge Entrance
This arched  barrow has a grindstone and a
trap chest;  unlock the trap trigger or feel flames
in  your face!  Then  activate the  lever,  wait for

your moment to step through  the rotating wall,
and access the Alchemy Lab if you wish,  before

proceeding.

§  crafring: Alchemy Lab

/i  Grafting:  Grindstone

§   Danger!  Trapped Chest

§   potions

Before accessing the three levers,  open the

gate to the  north,  fight a Vampire and  look for a
lever on the ground  behind the coffin. This opens
a stone wall leclding around tO a Secret room With
a chest to  plunder

§  chest

®  Floor Groling Tmpdo
You are challenged to a fight

hqmbcr
a vampire and

a  Draugr.  Potema,s  Sanctum  Key is  resting  on  the
arm  of the empty throne. There,s another on the
vampire,s corpse.  Or you can  unlock the door
normally  (Master).  The grating  below is  simply
the start of this interior area,  near the three-lever

puzzle.

§   potema,s sanctum Key

ffiffi  Door to Potema,s Sanctum

Polemu's Stinctum  (Interior)

I to Potema,s Refuge

The final  battle clgainSt Potema's  inner council

(Draugr)  begins and ends here. You  must slay  12
Draugr of increasing  ability.  Do your best to avoid

getting zapped by the beam of power arcing from
Potema,s floating essence,  and take cover in the
antichamber if you  must.

®   potemo,s Throne
You fight the remaining energy from  Potema  here
and collect her skull and any other items you wish.
Check the large chest behind  her throne.

i   potema,s skull            f!   Loose gear

§  chest

ffiae  secluded (hamber
Exit via the door behind  Potema's throne,  and
scale the snowy interior to a
with two thrones.  Then emerge
Secluded Chamber,  into the wild
exterior,  north of Solitude and  iu
Dainty Sload.

fflB  Door to Skyrim

ugr corridor

watch Interrogator

orthwatch Mags
orthwatch  Prisoner

Thorald Gray-Mane

rolling
Blacksmith  Forge

Book [Orle-Ha
v1   [AT/1O]

Skill  Book  ITwo-
Sancre To



of well¢rmored guards and archers.  However, the
troops  have foolishly left the keep's northern gate
unlocked-exploit this to get the drop on them
if you desire.  Secure the ouidoor area  before
infiltrating  the  keep via  its  only unlocked  door.

§   Grafting:  Blacksmith  Forge

ffiB  Door lo Skyrim

®  Emry (hamber
Slay a  mclge and guard  in this first Chamber,  then
loot a chest before pressing  on.

§  chest            §  Loose gear

®  Kil[hen
caPirspg?ch  a  few more guards  in  this small  kitchen,

viheie a variety of.food items and a few bits of
lodse gear can  be obtained, such as the weapons
mounted to the walls.  Swipe the Skill Book on  the
shelf behind  the bar.

an upstairs chest before pressing
lo  [4].

§   skill  Book ITwo-Handed]: The Legendary
Sancre Tor [D1/10]

§  chest

?  Knapsa

®  Interrogation (htimber
Slay a  magic-wielding  irlterro
room,  then  raid  a  large chest
array of potions.  Swipe a  special key from the
bloodstained table here as well-iT unlocks the
keep,s exit door, which  is just ahead.

\t   Northwatch  Keep Key            a   Potions
"3  chest                                            §  Loose gear

®  Holding (ells
Wipe out the guards and then  pull the levers to
free several  prisoners  here,  if you wish.  However,
the prisoners own  nothing of interest,  and  neither
do their cells.  Use the keyyou found  in  [4]  to

lock the keep,s far exit door.

I to Skyrim (Mqster)

The  S/idef Sc=cii!s  `/

700  i

ife> [l.o3] Pinefrosl Tower
Recommended Level: 6

Dungeon: Animal  Dem

Ice Wraith

Frost Troll

Chest (Locked:  Apprentice)

Loose gear

Swinging Wall Trap

Dart Trap (pressure plates)

lC Pillars (Snake,  Bear,  Fox, Wolf)

Colleclibles

Dragon  Priest Mask..  Volsung  [3/80]

SKYRIM

Exterior

Search the outdoor ruins to the  north and south
of the staircase to find a few urns with  some coin,.
then  scale the stairs and  enter the  interior ruins.

(v\/   Loose gear

ffi5)  Exi"o Skyrim

®  Throne Room
A couple of bandit scouts  patrol  the first fire-lit
chamber.  Beware the pressure plate near the
elevated throne-stepping on  it causes arrows to
fly out from  the surrounding walls.

Skill  Book  [Lockpicking]:  Surfeit of Thieves                            a   Danger!  Dart Trap  (pressure  plate)



then swipe a Skill Book off a shelf and unlock an
Adept-level gclte to access a lever that opens a
secret passage in the nearby wall. Go through to
discover some potions and a chest.

?   skill  Book  [lockpicking]:  Surfeit of Thieves

§  chest

§   potions

®  Dining Hull
A grotesque scene of a bloody Draugr splayed
across an elegant dining table greets you  here.
Swipe a  few potions from the shelves  before
entering the northern caverns to slay more
bandits,  score a few more potions, and  loot some
urns.

§   potions

®  Nordic Pillars (homber
Gates slam shut as you enter the passage,s end,
trapping you near a sort of glyph puzzle and
forcing you to solve it. The book on the pedestal

provides clues as to the puzzle,s solution. Activate
the glyphs in the following  order:  Snake,  Bear,
Fox,  Wolf.  Don'l miss the chest in  the stairwell

amber beyond,  and pull a lever before heading
a secret pa e.  Explore the

you may safely raid a chest in
e next room- The chest is riggecl with a

connected to the chest,s left side.
Unlock the hinge trap before opening the
ches"a avoid a dart trap.

PRIMARY LOCATIONS



chamber,  but beware the trap that's triggered  by
a  central  pressure  plate.  Don,I miss the chest in
the passage that follows, and beware a  host of
Dragur that clmbUSh  you On  the Way to  [9].

§   Danger!  Swinging  Wall  (pressure plate)

§  chest (Locked:  Apprentice)

®  Altar (bomber
A Ions Draugr guards a quiet altar chamber here.
Loot the  many urns,  then  beware a  battering  ram
trap as you scale the stclirS that lead  toward  [10]'

§   Battering  Ram Trap  (pressure plate)

?   polion     A

©  spider pqssoge
Slay a  host of Frostbite Spiders  and  rip through
thick webs on your way through  this  long,
winding  passage,  harvesting  ingredients from egg
sacs as you go.  Don,I miss  looting  the chest or
urns  just before you  arrive at  [1  1].

"   §,  chest

®  Brook (homber
A gentle stream  flows through  this  Draugr-filled
chamber.  Find a chest at one end of the brook
along with an Orichalcum ore vein.  Loot a few
urns after laying the undead  to  rest here.

¢  chest

Burrow and Lower SleepfqlI Burrow

Frost Troll

lee Wolf

Colletlibles

Skill  Book  [De

[C1/1O]

Chest(s)

tian]:  Mystery of Talara,  v3

asifeJ!  Exit (homber

and a  !c]rg

Volskygge Peak
A mighty wizard nclmed Volsung aw
on  the ruins,  exterior peaks-  Slay this
adversary to acquire the valuable gear that
he owns,  including  a  precious  mask.  Scale the
nearby steps afterward to locate a Word Wall
that bestows the Word of Power:  Whirlwind.

(,,   Dragon  Priest Mask:  Volsung  [l/lO]

?  word wall: whirlwind sprint [1/2]

v^  chest

High  in  the  northern  peaks of Haafingar's  centrcll
mountains  lies the yawning  mouth  of a  frozen
cave.  Steepfall  Burrow also features a  lower exit,
which  registers as a  separate location  on  the
world  map.  This connection can  be exploited  by
travelers to facilitate their trek through  Haafingar,s
treacherous  mountains.

Upper Troll (ove
eware when crossing  the cavern's  natural

footbridge-it,s a  long way down. Attack the
dangerous  Frost Troll from  range and  see if you
can  knock the  beast into the abyss for an easier
kill  (trolls  carry  little of value).  Slay another troll

in  the far
fissure fo

negiv  [l.o6]  Lost Echo Cave

Lower Wolves,  Lair

lf you're feeling  daring,  drop from  the  naturcll
footbridge and  plummet into the  icy water far
below. The fall won,I harm you,  and you can

potentially unlock a  sunken chest down  below
for even more loot. To escape the watery cavern,
search for an  underwater passage fo
which  lies  iusl below the waterline-this
lead you  to an  Ice VIfolf lair, where another
is located.  Loot the wolves'  lair and then  sl
outside yin the burrow,s lower

"§  chest                /:::   chest (I

a



fiB  Door to Skyrim

©  Bioluminescent Cavern
Haryest plenty of Glowing Mushrooms as you

pass through the cave,s first few passages.

&giv#  (eremony (hqmber
Peruse the gear that rests on the next chamber,s
ornate table,  then activate the ceremonial  brazier
to start a fire,  fry up a Glowing Mushroom,  and
cause a  nearby passage to open.  Collecta  Skill
Book from the stone table here as well  before
advancing.

(3,   skill  Book  lone-Handed]:  292O,  Morning

Star, v1  [A2/10]

(;   Loose gear

©  Falmer (overn
The cave,s vile denizens finally reveal their

presence  in  this third cavern.  Slay the  nimble
Falmer and  loot the nearby egg  sacks for Chaurus
Eggs,. then  scale the east path to locate an
odd-looking chest near a tent.

\^)  chest

®  Ambush Pqssoge
Look up and  beware the odd  holes  in the walls of
the next passage.  Falmer warriors  may emerge
from these elevated  spawning  holes  in  surprise
ambushes!  Duck  into a southern  nook to discover
a chest,  then continue along  until you can  leap
onto a small  ledge to locate a  potion,  a coin

purse, and a satchel as you make your way to the
final  cavern.

/\?.   chest             (?   satchel                 ?   potion

asife  (hourus (homber
he final cavern  is home to a  mob of jnsectlike

Chaurus.  Secure the cavern,  slay one last Falmer
that emerges from a high spawning hole, and
enter a tent to find a  large chest.  Activate a

dle on the wall  near the
ar

west passage to open
door, then proceed through the find yourself

back near the cave,s entrance.

i\`j  chest

Related Quests

Civil  War Quest: Joining  the  Legion

Civil War Quest:  Liberation  of Skyrim

Civil War Quest:  The Battle for Fort Hraggsfad

Recommended Level: 6

Hobitolion:  Military  Fort

Bandit  (Prequest)

Stormcloak/Imperial Soldier (depending on

your allegiance during  the Civil  War)

(rqfring
Blacksmith  Forge

(olleclibles

Skill  Book  [Archery]:  The Gold  Ribbon  of Merit

Chest(s)

Potions

Loose gear

This  bandit-filled  fortress  stands tall clt the West

end of Haafingar's central  mountain  range and
serves as a  point of contention during  the Civil
War Quest.

Recommended Level: 6

Dungeon: Bandit (amp

Bandit                   Cbest(s)                 Potions

A ship called the Orphcln'S rear has been hit
by a storm and wrecked against Haafingar,s
treacherous northern coastline.  Now this site
serves as a  bandit camp.  Little of interest is found
around the campsite,  but a chest awaits looting
inside the remnants of the  Tear, while another can
be found at the  bottom of her submerged  hull.

Exterior
A host of lowly bandits fight hard to keep the fort
secure, with archers firing  down from elevated
ramparts.  Fight hard to secure the stronghold/s
exterior,  using cover to prevent the bandits from
overwhelming you with  ranged attacks.  Loot the
chest near the blacksmith forge,  and slay two

powerful  bandits atop the two highest towers
(located to the west)  to gain  some worthy loot
from their corpses.

§   crafring:  Blacksmith  Forge

i?  chest

()   Loose gear

Fort Hraggstud (Interior)

A mighty bandit lurks  inside the fort,  backed by
a  few powerful  underlings.  lf you can slay these
foes, you,ll  reap a  host of precious loot from their
bodies.  Claim  a  Skill  Book from  the  fclr upstairs
table.

()   skill  Book  [Archery]:  The Gold  Ribbon  of

Merit

iv^,   chest

t§   chest (Locked:  Adept)

\^/   potions

I,),   Loose gear

Prison
small group of worthy bandits guard the prison,

but there,s little of interest here besides the loot

you,ll  find  on  the bandits themselves.

(,:)   Loose gear

ire [I.09] Widow,s Wqlch Ruins
Recommended Level: 6

Dungeon: Hogroven Nest

Witch

(ollectibles

Skill  Book  [Restoration]:  2920,  Rain's Hand,  v4

Chest  (Locked:  Expert)

This crumbling  tower is  home to a vile  hag.  SIay
the vicious witch, then  scale the toppled tower.
When you exit the structure,  continue looping
around the tower,s exterior until you,re able to
reenter through a higher door. Go to the top to
discover an ornate chest that,s hidden amongst
debris.

PRIMARY LOCATIONS
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REife [l.lo] pinemoon cave

Recommended Level: 6

Dungeon: Vampire hair

Master Vampire

Vampire

Wolf

Skill  Book  [lllusion]:  Incident at  Necrom

[C1/1O]

Chest

Chest  (Locked..  Novice)

Potions

Loose gear

A grove of trees  in  Haafingar,a Tundra opens
to a  small campsite.  lf you visit here during  the
nighttime,  you  may notice vampires  milling  about
the exterior camp.  Otherwise, you,ll find the
creatures  lurking within  the nearby cave.

Slay a couple of wolves in the first chamber,
then dispatch a handful of vampires  in the second,
including  a  powerful Master Vampire.  Unlock a
simple chest and  claim  a  Skill  Book from  the table
near the  large chest before  heading  back outside.

ife [l.I l] (learpine pond

Related Quests:  Dungeon Activity

Recommended Level:  8

Dumgeon: Spriggon  Grove

Spriggan

Spriggan Matron

Chest (Locked:  Novice)

Colletlibles

Skill  Book  [Alchemy]:  De  Rerum  Dirennis

[B1/lO]

A handful of mythical creatures called  Spriggan
c]re said to protect this small  hotwater spring,
where a wealth of wild  ingredients grow.  lf you
merely pass by/ the Spriggans will take no notice
of you.  But disturb anything on the island,  and
one to three Spriggans will  emerge to confront

you.  Defeat them, and the treasures of a deceased
alchemist and a locked chest will  be yours.

nHEL                  RI

\

E» [l.l2] Ravenscar Hollow

Recommended  Level:  I 4

Dungeon: Hogroven Nest

Bandit                Hagraven               Animal

Dangers

Bone Alarm Trap

(olleclibles

Skill  Book  [Destruction]:  The Art of War Magic

[E1/1O]

Ravenscar Hollow Cage  Key (Hagraven)

Chest

Potions

This cave burrows  into the north  base of
Haafingar's northern  mountains-a  tranquil
waterfall flows just outside.  Beware the hanging
rattles  inside the cave.  Sneak directly between
them to avoid contact,  or creep through  the water
instead.  Slay a dangerous  Hagraven and  its
familiar,  then search the Hagraven,s  remains to
find a  key.  Pull a  nearby lever to open a secret

passage.  Use the Hagraven,s key to free the
imprisoned  bclndit in  the  Passage,  Who,ll  help you
slay the remaining  Hagraven  before turning on

you.  Loot a  giant chest and  collect the  nearby Skill
Book before making your way back outside.

giv [1.I3] The Steed Stone

Recommended Level: 6

Special Objects

Standing Stone:  The Steed Stone  [1/l 3]

Scale Haafingar,s snowcapped central  mountains
to discover an ancient stone with curious
markings.  Inspect the stone fo gain  its power-
those under the sign of the Steed can carry more
and do not suffer a  movement penalty from their
armor.  Note that activating  this Standing  Stone
will  override any previous sign  blessing you,ve
received from a  similar stone,  because only one
can  be active at a time.

Tre  3j-cia-+Sc=~JLs  i,/

s-_lTi7_iITin

g?:   [T.14]  Ironbqck Hideout

Recommended  Level: 6

Dungeon:  Bandit (amp

Bandit

(rqfting
Tanning  Rack

(ollectibles

Skill  Book  [Pickpocket]:  Beggar

Chest (Locked:  Novice)

A powerful  bclndit and a  handful Of lesser cohorts
have  made camp  in  Haafingclr'S  frigid  Central
mountains.  Neutralize the vile outlaws  here,  then
raid  their cclmPSite for Valuables,  including  a  Skill

Book that lies on the table near the locked chest.

ire [l.I 5] WolfskulI Cave

Related Quests

Side Quest: The Man Who Cried \^folf

Recommended Level: 8

Dungeon: Warlock Lair

Bandit

Draugr

Mage

Dangers

Oil  Lamp Trap

Bone Alarm Trap

Oil  Pool Traps

(olletlibles

Skill  Book  [Light Armor]:  The  Refugees

Chest(s)

Potions

Loose gear

Marker stones  highlight cI  SnOvy Side trail  that
leads to this  sizable cc)ve,  which you  must visit
during  Side Quest:  The Man Who Cried Wolf.
Inside,  take either the  higher or lower trail  as

you head toward the rear cavern, which several
low-level bandits patrol.  A more powerful  bandit
lurks within  the far structure,  where cl  large Chest
is located.  Beware:  The center of the floor gives
way inside the structure,  dropping you  into a
lower chclmber.  Follow the passage to reach  the
WolFskull  Ruins.

/:)   chest                  (:;\   Loose gear

aTL£:¬rJf  =Jl ',!t,iL      HOLD  1    HAAFINGAR
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asgiv wolfskuII  Ruins

ffiRE    Door to Wolfskull (qve

£ngaengS   Ruins  Lookout

View the attempts to revive the terrible entity
known as Potema the Wolf Queen, and the patrol

patterns of the Draugr guarding the summoners.

gngckggree;  Tunnel  Descent

Knock down flaming  lamps to  burn enemies and
ignite oil  spills  here.  Watch  for the  Bone Alarm
Traps as you exit into the open, watching  for
enemies firing  down  from above.  Continue down
the shaking  sets of steps.

/vi   Danger!  Oil  Lamp Traps

§   Danger!  Oil  Pool Traps

§   Danger!  Bone Alarm Traps

i±ffi#   Lower Tower

Face Necromancers and Draugr as you ascencl
this first tower,  with  oil  and  lamps to  utilize on the

upper lanc]ing,  if you  wish.  Then  exit out,  heading
up the stclirs and  Checking  for foes CIttaCking  from
the battlements above.

i  Loose gear
()   potion

i  satchel

ffi  poropets
There are a couple more enemies to face as you
continue  up the  steps,  around  to the west,  still
climbing.

ngREg,  Gnarled Tree BoITIemenfs
Follow this path across to the fop of a second
tower,  and  into the main, tallest tower structure.

ng®y  Top of The Tower
This  is where you face the summoners duing the

quest.  Check the  summoning  circle for a  Skill
Book,  and  lower the bridge using the neclrby
lever.

Skill  Book  [light Armor]:  The  Refugees

eeaeng+,   Lost Tower Exit
Check the chest before  heading down the spiral
stairs to a  small antechamber and exit.

(v`,t   chest

ffiRE  Exit to Wolfskull  (ove



ife [l.T6] Slalue lo Meridi"nd Kilkrealh Ruins
Related Quests

Daedric Quest: The Break of Dawn

Recommended  Level:  24

Dungeon: Drougr (rypt

Corrupted Shade

Malkoran

Malkoran,s Shade

Kilkreath Tiemple

Kilkreath  Ruins

(rofling
Arcane  Enchanter

Dangers

Swinging  BIade Trap  (tripwire/lever)

Spear Trap (door)

Quest Items

Dawnbredker

(ollectibles

Skill  Book  [Block]:  Battle  of  Red  Mountain

Unique Weapon:  Dawnbreaker  [4/8O]

Spe(ial Obietls

Word Wall:  Elemental  Fury [1/3]

Area  ls  Locked  (quest required)

Chest(s)

Potions

Loose gear

!p

Located atop Mount Kilkreath,  near the heart of Haafingar, a  maiesfic statue
in the form of the goddess Meridia  stands at the top of ancient,  defiled  ruins.
A special object called Meridia's  Beacon, which appears randomly inside of

ial Chests,  steers you  toward this site-insert the Beacon  into the statue,s
initiate a vertigcrinducing dialogue with Meridia  in the heavens,  then
fairs and venture  into Kilkreath Temple at the goddess,s command.

xiHo Skyrim

Entry Pussage
rpses and  burial urns as you  navigate the Temple,s entry passage.
an Adept-level door along the way to access a lever that raises the west
is, exposing a chest.

#  chest                ¢   Burial  Loose gear

706   `

Trle  git±L»_- Sc=_-,Js  '''

siZTTYTirin

ff¥nggr  pedestal (hqmber A
Activate this wide chamber's central  pedestal
to open the way forward with a potent ray of
Meridia's  magical  light.  Be careful  not to  step  into
the  light ray or you,ll  suffer damage.

®  pedestal (homber B
Slay three Corrupted Shades  in  this chamber,  then
activate another pedestal to open a door above,
allowing  a  ray of light to  shine through.  Proceed
through  the  lower south  door to visit  [4].

¬REHiz  South Possoge and (hesr Nook
Raid a chest here after navigating a  long  passage

guarded by Corrupted Shades.
i,,,:)   chest             (i/   potion

A.TLS.S !3.F  S:\i''Fi!,.i.,4r  HOLD  I :  HAAFINGAR
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es!Tgrgr  pedestfll thomber I
Slay a few more Shades in this large chamber,
then go upstairs and activate a third pedestal to
open another cloor.  Before going through,  cross
the walkway ancl  unlock an  Expert-level door  (if

possible) to discover a lever that raises the nearby
portcullis.  Raid the chest beyond,  then  backtrack
across the walkway and proceed through the
door to exit out fo an exterior balcony.

§  crafring: Arcane Enchanter

§  chest

?   Burial

ffiB  Exit to KilkreqTh Bqlcony

Kilkreolh  balcony

Sprint east to locate a  locked chest on the freezing
exterior balcony,  then scale the nearby stairs and
enter the Kilkreclth  Ruins to continue your quest.

ffiEN  Exi"o Kilkrealh  Balcony

ffiedae   pedestal (homber D

Cut down the Corrupted Shades that guard this

giant chamber,s ground floor.  Backtrack ro the
entry and go upstairs afterward to find  a few

potions.  Activate the pedestal  up here tg open the
nearby door.

®  Imps and Treasure
Raid a chest in this area,  then  stand  back when
opening the northeast wooden door-spikes stab
up from the floor before the door when you open  il.

iyely,  you  may attem
oor's aclivation  hing
e nook beyond befo

]'  doclging  a  tripwi
triggering a nasty trap.

(i   Danger!  Swinging  Blade

lever), Spear Trap (door)

S  chests  (2)
/a   potions

(tripwire/

¢  Loose gear

®  pedeslol (hqmber D RevisiTed
Follow the Gaged walkway/ then leap over to a

pedestal and activate it to open the west door.
Jump back across and slay the shades that
emerge from  behind the door,. then cross over,
looting  a  chest and claiming  a  Skill  Book from  a
dark corner on your way to  [8].

§   skill  Book  [Block]:  Battle of Red Mountain

§   chest (Locked:  Novice)

§   potions

i?   Loose gear

®  Trapped Pedestal (homber
Lay more Corrupted Shades to rest in this sizeable
chamber,  then go up the west stairs and  stand
to one side of a  pedestal  before removing  its
tantalizing  potion-spears slab out from the wall
when  you  collect the  item.  Scale the east stairs
afterward and take the east passage back to [6],
activating yet another pedestal to finally open  the

ground floor,s east door.  Carefully drop down
and  proceed  through  the  door lo visit Kilkreath/s
final  area.

Door to Kilkretith

Nilkreqth (tilucombs
Raid a chest in the Catacomb/s entry chamber
before activating the central pedestal to open the
way into the final chamber, where a mighty foe
awaits.  Defeat a powerful mags named Malkoran
in the final  room,  then slay Malkoran,s Shade,
which emerges from  his corpse,  to clt last free
Kilkreath  from  the villain,s grip.  Search the  room
thoroughly before taking  Dawnbreaker from the

glowing  pedestal,  completing your quest.

§  unique weapon:  Dawnbreaker [4/8O]

§  chest

§   potions

S  pedestal (bomber E
Raid a chest here  before activclting  the Central

pedestal to open the way into the final chamber,
where a  mighty foe awaits.

§   chest                 ()   Burial  Potions

®  Molkoron,s (homber
Defeat a  powerful  mage  named Malkoran  in this
final  room,  then slay Malkoran's Shade, which
emerges from  his corpse,  to at last free  Kilkreath
from the villain's grip.  Search  the room thoroughly
before taking Dawnbreaker from the glowing

pedestal,  completing your quest.

?  unique weapon: Dawnbreaker [4/

Civil War Quest:  Liberation of Skyrim

Civil War Quest: A False Front

Dark Brotherhood Quest:  Breaching  Security

Side Quest:  Innkeeper Rumors  (Four Shields
Tavern)

Side Quest:  Dragon  Breath Mead*  (Olda)

Favor  (Activity):  Chopping  Wood*  (Horgeir)

Favor  (Activity):  Harvesting Crops*  (Azzacla
Lylvieve)

Habitation: Town

Azzada Lylvieve

CIinton  Lylvieve

Commander Maro
Faida  (Innkeeper)

Gaius Mare
Horgeir

Imperial  Solclier

Julienne  Lylvi

Lodvar

Michel  Ly

Olda
Penitus Ocula
Agent

PRIVARY LOCATIONS



(rofring

Tanning  Rack

Workbench

Services

Trader  (Innkeeper):  Faida  [2/15]

Food,  Room and  Board

Quest Rumors

(ollectibles

Skill  Book  [two-Handed]:  King  [B1/10]

Chest(s)

Potions

Loose gear

Haafingar,s  southernmost Primary Location  is a
small yet bustling  lagging  community that has
sprung  up  near a  renowned  bridge that spans the
mighty Karlh  River.  You  must venture  here during

k Brotherhood Quest in  search of a  special

get that must be  eliminated.

Exterior

Life moves at a steady pace at Dragon Bridge-

you'll  find  many villagers outand  about during
the daytime.  Check  near the Penitus  Oculatus
Outpost to find  a  few  useful  Grafting  stations.

tj,  crafring:  Tanning  Rack, Workbench

ifeisife   Four Shields Thvem
Stop by the local tavern for a  hc)I meal and warm
bed.

i?   Trader  (Innkeeper):  Faida  [2/15]

"!   chests  (2)

§  Loose gear

diS  Lylvieve Family/s House

This  humble abode  is  unlocked  during  the day but
difficult to steal  from without being  noticed.

t?,   chests  (2)

(:)   potions

@a  Horgeir/s House
Horgeir must have a  sweet tooth,  because his
cabin  is filled  with  all  sorts  of tasty treats.  Don,t
miss the  sword  that rests on  the fireplace  mantel.

",v\   Area  ls  Locked  (Novice)

§  chest
(;i;   Loose gear

exffi   peniTus Oculqtus Outpost
This cabin  serves as  the  local  Imperial  Soldiers,
barracks.  Loot  its three chests,  if you  dare.  A Skill
Book rests on  an end table.

A   skill  Book  ITwo-Handed]:  King  [Bl/1O]

§  chests  (3)

§  Loose gear

Dragon Bridge Lumbar (amp

chest upstairs, one chest downstairs-
mticina  reasons to break into this  locked

Area  ls  Locked  (Apprentice)

?  chests  (2)

708n    3

ife [l.I8] Hqafingar SIor"Ioak Camp
Related Quests

Civil  War Quest:  Liberation  of Skyrim

civil \^/ar Quest:  The  Battle for  Fort Greenwall

Hqbilation: Military: Slor"loak (amp

Stormcloak Quartermaster  (Weapons/Armor
Vendor)

Stormcloak Soldier

Servi(es

Trader  (Blacksmith):  Slormcloak Quartermaster

[2/33]
Weapons, Apparel, Misc

(rafting                                      (ollettibles
Anvil                                                     Chest(s)

Grindstone  (2)                            Loose gear

Workbench

==--::_-:i==::i;_-ffi
dF¬at*_-_-±i±ir=

A band  of brazen  Stormcloak Soldiers has made
camp deep in the  heart of enemy territory. The
Stormcloak Quartermaster offers an  array of
exceptional gear,  and  many Grafting  tools can
be  utilized  here.  Note that this  site  may not exist
unless the avil \^/ar Quest is active.

aeys [l.l9] Broken Oar Gro"a
Related Quests

Side  Quest:  Lights  Out!

Recommended  Level: 6

Dungeon:  Bandit (amp

BIackblood  Bandit

Captain  Hargar

Jaree-Ra

(rofting
Blacksmith  Forge

Grindstone

Smelter

Tanning  Rack

WQrkbenCh

Dangers

Oil  Lamp Traps

Oil  Pool Traps

(olle(libles

Skill  Book

[Smilhing]:  Cherim,s
Heart

Chest(s)

Potions

Loose gear

Tr-e  ¬+rig_-£crc.is.,,

s-Try__RTin iTL,i,§ OF S,i¥iS,i.I..i   HOLD  1 :  HAAFINGAR

`i"                      *,¢(,!



A burning campfire gives away this small, watery
cavern,  which  lies along  Haafingar's  harsh
northeast coast.  This  site  is visited during  Sicle

Quest:  Lights Out!  You  must clear the cave to get

your revenge against doublerrossing bandits.

ffiRE  Exi"a Skyrim

didigiv  (rushed ship cavern

This large cavern  features a  ship that,s  been
crushed  in  half by a  rockfall.  Blackblood  Bandits
swarm  the place.  Slay them to obtain worthy
loot from their corpses.  Find two chests deep
underwater (one lies farther to the north)  and
a  third  chest on  a  high  southeast ledge.  Pull
one of the two levers on either side of the  north
clrawbridge to lower it so you may advance along
the elevated ledges.

i?   Danger!  Oil  Lamp Trap             (:;,   Chests  (3)

!]ffiJi  East Pqssqge

After lowering the drawbridge,  enter the passage
in the east wall to face a  few more Blackbloods  in
a side passage.  Dispatch  the first bandit you  see
by knocking down  the overhead  hanging  lamp,
which  will  then  ignite  the surrounding  oil  on  the

floor.  Loot a few chests and  nab a few potions on

your way to  [3].

",?,   Danger!  Oil  Lamp Trap'  Oil  Pool Trap

/i?  chests  (2)

(.:;,   potions

"!ffij  Dock Platform

Either swim through the water or take the elevated
east ledge or passage from  [2] to reach the

grotto,s far cavern, where several  ships  have
moored.  (Pull  a  lever if you  entered  from  either
of the east passages to extend cl drawbridge
over to the dock platform.)  Wipe out many more
Blackbloods  here,  looking  to exploit volatile
hanging  lamps and oil spills as you  navigate the
central dock platform.  Slay Jaree-Ra and Captain
Hclrgar at the top Of the Shipwright Platforms

(north end of the cavern)  to complete the Lights
Out!  quest and obtain a  key that unlocks the
captain's special treasure chest, which you'll find
aboard the nearb
a variety of era
Book that sits atop I

ship in  this cavern.  Use
ations  here,  and snag a Skill

(;,,   Danger!  Oil  Lamp Trap,  Oil  Pool Trap

i,!`?   crafring:  Blacksmith  Forge,  Grindstone,

Smelter,  Tanning  Rack,  Workbench

";,\   skill  Book  [Smithing]:  Cherim,s  Heart

"?   Hargar,s Chest Key

§  chest (Locked:  Master)

\;t   potions

()   Loose gear

#%*fro  [l.20]  Shadow n (dy¬rn

Recommended Level: 8

Dungeofl: Spriggan  Grove

Bear

Spriggan             collectibles

Wolf Chest

Chest (Locked:  Apprentice)

Chest (Locked:  Adept)

lt would  be easy to miss this widemouthed cave  if not for several stocked  rocks that mark a dirt path
leading  inside.

A locked chest can  be found  in a crumbling stump atop the first ledge,  overlooking the stream.
Wolves guard a  path to the east,  along with  several dangerous Spriggan and a  more ferocious predator.
When you've nearly come full circle and arrive at a drop-off to a deep pool,  look for a narrow trail
leading  up the central  rock formation.  Slay more Spriggan as you climb,  along with  more beasts when

you  reach  the  summit,  where a  giant chest rests  in  soft sunlight.

For the thrill-seeker,  look northeast from  the summit to where another large chest rests on a tiny ledge
on  the cavern,s outer wall.  Use the Whirlwind Sprint Shout to reach  this platform and escape with your
loot. Then cross the rock bridge to a  ledge that looms over the water below.  Instead of diving  straight
down,  step carefully off the upper ledge to land on one  just beneath  it, where a final chest awaits.  Then
take the  plunge into the lake below before  leaving this wondrous  place.

Related  OLIeStS

Main  Quest:  Diplomatic  Immunity

Thieves Guild  Radiant Quest:  No Stone
Unturned

Favor  (Activity):  A  Drunk/s  Drink*  (Razelan

Habitation: Town                Ouesl Items

Brelas                                       Dragon  lnvestigali

Elenwen                                  Current Status

Etienne  Rarnis

Gissur

Malborn

Razelan

Rulindil

Thalmor Soldier

Thalmor Wizard

Tsavani

(ollectibles

Skill  Book  [lllusion]..

Before the Ages of Man

Area  ls  Locked  (Master,.

quest required!
Chests

Potions aplenty

Loose gear

This gated estate stands tall a
central  mountains and  remains

aafingar,s
)lv locked

until you advance to Main Quest..  Diplomatic
Immunity  Those skilled  in  the  sha

plenty of chances for

rts can find

o guards patrol the embassy,s outer courtyard,
and there,s
The emboss

powerful sol rS

a of particular interest out here.
er courtyard  is patrolled  by
and wizards,  but you  must first

pass through the central  structure in order to get
there_

Bqrrti(ks

The barracks are unlocked,  and a few hardened
soldiers  lie  in wait  here,  along  with  a  couple of
spellcasters-these eager troops will attack you
on  sight.  Either flee  immediately or slay these
challenging adversaries so that you  may loot the
many chests within  the  barracks.

t`;   chests  (4)            .,,I.i,)   Potion            (ii   Loosegear

Tholmor Embassy (Interior)

Swipe the odd  potion  from a  shelf or fable QS you
explore the embassy.  Tsavani waits  in the  locked
northwest kitchen,  but you  cannot enter until

you,re  let in  during  the Main Quest.  UpystclirS,  an
elf named  Elenwen  is  hosting  a  marvelous dinner

party.  Collect many more potions around the
dining  room,  then  head for the southwest exit to
return  outside.

§   Area  ls  Locked  (Master)        ,.::.   Potions aplenty

Elenwen,s Solar

Upon entering  this small structure, eavesdrop on
the conversation  between  Gissur and  Rulindil.  Loot
a chest to the north to obtain  specicll quest-related
documents and a  key; you can obtain this key
from  Rulinclil  by either slaying  the  man  or picking

his pocket.  Search closets and  shelves for pc
and don,I miss the  upstairs chest or a third  c
that,s  hidden  beneath the west basement stairs.

()   Interrogation chamber Key

()  chests  (3)

(:)   potions

§   Loose gear

Dungeon

The Thalmor Embassy dungeon  lies directly below
Elenwen,s  Solar.  This area  is slriclly off-limits,
but you can obtain a  key that grants you entry
by looting a chest within  Elenwen's Solar or by
slaying  Rulindil  at the same  location and  then
looting  his corpse or  picking  Rulindil's  pockeL
Open a  particular chest clown  here to obtain the
final quest-related  document you  seek.  lf you like,



open a  holding cell and speak with cI  Prisoner
named  Etienne  Rarnis to free  him.  The dungeon
also sports a trapdoor that leads to a nearby
cave.  Obtain a key from any of the dungeon,s

guards  (kill  or  pickpocket).

(:)   Area  ls  Locked  (Master)

it  Trapdoor Key (Thalmor Soldier)

§   chests  (2)

Reeking (qve
A  lone  Frost Troll  lurks  within  this  frigid  cave,

which you can only access via  the locked
trapdoor within the embassy dungeon.  Either slay
the troll  or run  for your life before  it can  harm
Etienne or Malborn  as you  all escape.  Pause only
to claim  an  Unusual  Gem,  as well  as a  Skill  Book
that lies near the corpse of a fallen  mage.

i  Area  ls  Locked  (Key)

Skill  Book  [lllusion]:  Before the Ages of Man

(;,   unusual Gem:  [3/24]

ife [l.22] Solitude Sawmill

Related Ouesls

Favor  (Activity):  Chopping \^food*  (Hiorunn)

Hqbitotion:  Lumber Mill              (rofring

Hiorunn                                                Grindstone

Kharag  gro-Shurkul                         Chest(s)

Solitude Guard                                 Potions

Loose gear

This  humble  logging  site consists of little  more than

a  mill  and  a  few surrounding  cabins.

Exterior
A few crafring  stations are available outdoors.

§  crafring:  Grindstone
".^J   Loose gear

Solitude Sawmill  (Interior)

The  mill  structure  holds a  locked  chest and  a  few
lesser valuables.

§  Area  ls  Locked  (Novice)

()  chest

Potion

Loose gear

Tr.¬  3-,|e=Sc:-:.1:a   ,./

ire [I.23] Kqllq,s Form

Related Quests

Favor  (Activity):  Harvesting  Crops*  (Katla)

Habitation:  Form

Blaise

Fridrika

Geimund  (Trader:  Stables)

Horm

Katla

Knud

Shilling

Servi(es
Trader  (Stables):  Geimund  [1/5]

Quest Items

Party Boots

Party Clothes

Collectibles

Unique  Item:  Party Boots  [4/I  I 2]

Unique  Item:  Parry Clothes  [5/1  12]

Special Objects

Business  Ledger                Potions

Chest(s)                                Loose gear

SKYRIM

You see a windmill as you approach this small

yet prosperous farm.  Here you may hasten your
travels  by purchasing  (or stealing) a  horse or by
hiring a carriage to quickly reach  a capital city

you,ve yet to visit.  During Main Quest:  Diplomatic
Immunity, you  receive two  unique pieces of
apparel here.

Exterior
Speak with Geimund at the stables to purchase
a  horse, or head  up the nearby hill and  talk to
Thaer  if you,d  like to  rent a  carriage.  lf you,re  in
the mood for honest work,  harvest Katla,s crops
and then sell  them  back to her for easy coin.

(i   Trader  (Stables):  Geimund  [1/5]

(?,   Loose gear

Kotlo's Fqrm (Interior)

If you  like,  break  into  Katla's farmhouse and

pillage  its  many attractive valuables.  Don,I miss
the knapsack on the shelf downstairs.

(`?   Area  ls  Locked                t`   Knapsack

lNovice)                               ?,!   potion
(;)   chest

l';   Loose gear

Solitude Stables

Unlike  Kcltla,s  homestead,  the stables are
unlocked and fully accessible during the day.
There,s a chest downstairs and another one
upstairs,  along with an  upstairs strongbox and an
array of valuable ingots.  An  upsidirs fable also
sports a  business ledger.

".,:,.   Business  Ledger                     `,,'::    Potion

(:)   chests  (2)                               (::,   Loose gear

?v\,   strongbox (Expert)



Side Quest:  Lights Out!

Dark Brotherhood  Quest:  Hail  Sithis!

Dark Brotherhood Quest:  Side Contract:  Kill
Sofia

Thieves Guild  Quest:  Scoundrel's  Folly

Thieves Guild  Radiant Quest:  Larceny Targets*

Thieves Guild City  Influence Quest:  The  Dainty
Sload

Dungeon Activity

Recommended  Level: 8

Habitation: Special

Deeia

East Empire  Dockworker

East Empire Guard

Gulum-Ei

Sabine Nytte

Solitude Guard

Vittoria  Vici

Underground Connection:  Brinewater Grotto

[1.25]

(olleclibles

arceny Target:  East Empire Shipping Map  [1/7]

QQk  [Smit I:  Heavy Armor Forging
of Krately House

Yes Guild Quest:  Scoundrel,s
an Argonian  named Gulum-Ei

he warehouse.  Continue to follow
Gulum-Ei  until you  spy him changing  a  business
leclger.  Then  shadow him through a  passage
hidc!en among the shelves along the northeastern
wall of the warehouse into Brinewater Grotto.
Here you will find an  underground  river where
Gulum-Ei and  his goons have been  moving goods
stolen from the warehouse. This is only open after
starting  this cluest.

ing  Skill  Book,  along  with severeI
located  on the shelves he
ocks,  first flight of stair

cmd spy a locked chest atop some
o upstair

shelves on the
docks,  second  level.  Scale  more stair
second  locked chest on the docket i
up here, you can sneak along a

you head north toward  [2]

§   skill  Book

S  chest flo(



ire [T.25] Brinewaler Grollo

Related Ouesls

Thieves Guild Quest:  Scoundrel's  Folly

Dungeon  Activity

Recommended  Level.. 6

Dungeon:  Bandit (amp

Dangers

Bear Trap

Bone Alarm Trap

Flail  Trap  (tripwire)

Battering  Ram Trap

Underground (onnecti

Empire (ompany Worf

[1.24]

(olleclibles

§  chest(s)

§   potions

§  Loose gear

This sizable cave is located  along  Haafingar,s
frigid  northeast shoreline,.  however,  this location
actually marks the cave,s exit,  not its entrance.
Entering  from  this  shoreline  site only allows you  to

visit the cave's final,  Horker-filled  chamber.  To fully

explore  Brinewater Grotto, you  must enter from
the East Empire Company Warehouse  [1.24].  This
can  only be accomplished  by properly spying on
Gulum-Ei  during Thieves Guild  Quest:  Scoundrel,s
Folly.  Regardless, when exiling  the cave,  be sure
to  loot the  exterior chest.

§  chest                §  Loose gear

`

F©iiy"  apus©si;   y©isa  gffim   usse  fifes

I                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                            .

E#s¢  Ermpi!.se  G®mgraeney  Weeyeineasss  fenF  fasgriheegr

peiusueed©Fimg i

Door to East Empire (ompamy

past bandits  as you  ncIVigate this
age,and  don,t miss the chest that,s

derwater to the north.  If you  like, you
I through some thick spiderwebs here to
a  spider_filled  passage that can  help you
t the guards.

Tr`e  gL:de= i~`rJ.c=,Jli3   fl+/
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¬¬i§%  Trapped  Pqssqge (overn

More bclndits lurk near a campfire  in this area-
the goons guard a chest with  a  tricky lock.
Hanging  rattles  have  been  strung to prevent you

Slay more rugged  bandits  here,  then find  several
chests-two aboard the docked rowboats you
pass on your way into the ccIVem  and five more
near the east shelving-along with  some valuable
loose gear,  including  a  Skill  Book.  Don,I miss the
coin  purses hidden on the southwest ledge,  either.
Use the east levers to open the two nearby cages
and  reveal a secret passage that leads to the final
Cavern.

i,;\  chest (Locks

i;\  chest (tocke

!?   chests  (2)  (Locked:  Expert)

(.,)   Loose gear

Horker (overn
Slay a few giant Workers as you  move through
the final cavern,  and don,I miss the exterior
chest,  which  is located  just outside the cave  (as

previously detailed).

ffiB  Exit to Skyrim

SKYRIM

ae#¢  [I.26] Solitude Lighlhous

Related Quests

Sicle Quest:  Lights Out!

Habitolion: Lighthouse

Ma,zclka

(aIlectibIes

Skill  Book  [Alteration]:  The  Lunar  Lorkhan

[E1/10]

Area  ls  Locked  (Apprentice)

Chest

Loose gear

While anyone can climb to this tower's top
and fake in a  breathtaking view,  a touch of
lockpicking  skill  is  needed  to enter the  lighthouse,s
small  interior.  Inside,  you'll find  an  annoyed
Khaiiit named Ma,zaka who insists upon your
immediate departure.  You  can  find  a  Skill  Book
on the shelf behind the bar in Ma,zaka,s quarters.
During  Side Quest:  Lights Oul!,  make your way to
the top of the lighthouse without alerting  Ma,zaka
to extinguish the beacon.

+1,TL,i.S i,3F  ,S',\r'fP\l,i.vat   HOLD  1 :  HAAFINGAR
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ife [l.27] D¢infy 5lo¢

Reloled Ouesls

Thieves Guild  Radiant Quest:  No Stone
Unturned

Thieves Guild  City Influence Quest:  The  Dainty
Sload

Recommended  Level:  8

Dungeon: Shipwre(k

First Mate

Sailor

(ollectibles

Skill  Book  [Speech]:  A  Dance  in  Fire,  v6

Unusual  Gem:  [4/24]

Da/'nly S/odd Footlocker Key (First Mate)

Chest

Chest  (Locked:  Adept)

CcIPtain'S Chest (Locked:  Adept)

Knapsack

Potions aplenty

Loose gear

ire ll.28\ The ttatariah

Related Quests

Dark  Brotherhood  Quest:  Hail  Sithis!

Dungeon  Activity

Re(ommended  Level: 6

lnleriar:  Lower Deck

Interior: Mid Deck

Dungeon: Special

Captain Avidius

Emperor Titus Mede ll

Lieutenant Salvarus

Penitus Oculatus Agent

Sailor

(rofting

Alchemy Lab

Anvil

Grindstone

Workbench

IRA.iN!i«G                        THE  !N\fEr*TC)R¥

(ollectibles

Skill  Book

[Two-Handed]:  King
Unique Weapon:
Windshear [5/80]

Area  ls  Locked  (quest
required)

Chest(s)

Potions

Loose gear

A Thieves Guild Quest steers you
docked vessel.  Loot the corpses of slain  sailors on

your way inside.  Pillage a chest and  knapsack
in  the first room before heading  downsfairs`
Fight or avoid the crew of hostile sailors on  the
lower decks,  ancl collect a  useful  key by slaying
or  pickpocketing  the first mate;  this  unlocks the
Captain,s Chest,  into which you  must stash an
illicit substance as  part of your quest.  Loads of

potions and  several  tantalizing chests are located
on the bottom deck as well.  One cabin,s table
holds a  collectible  Unusual  Gem and  Skill  Book-
the former pertains to Thieves Guild Quest:  No
Stone  Unturned.

Emperor Titus Mode ll

Emperor Titus Mede  ll  is the current Emperor
of Tamriel.  He  is  reviled  by the Stormcloaks
for his  "betrayal"  in  signing  the White-Gold
Concordal that outlawed the worship of
Talos,  and  he is admired  by the lmperials
for his steadfastness during the Great War.
He is somewhat of a tragic figure,  being
forced  by the weakness of the Empire to
make  ''deals with  the devil''  (Thalmor)
in  order to  preserve  his  realm from  total
destruction.

Exterior

ffiB  Anchor (hqin to The Katariah
Emperor Titus Mede  Ills  mighty vessel only
appears during  Dark Brotherhood Quest:
Hail  Sithis!  Sneak aboc]rd the ship via  the
anchor chain.

Interior

ffiRE    Anchor (hqin lo Skyrim

Exferior:

The Kafariah

PRIMARY LOCATIONS

BESTIARY                       i3LjESis
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®,  Lower De(k
Sneak past or slay the lowly sailors who guard the
lower decks,  but be careful of the Penitus Oculatus

guards.  There,s a  locked chest in the lower hold,
and  minor valuables to find  throughout.

§   chest (Locked: Apprentice)

§  Apothecary,s ScltChel

§   potions

§  Loose gear

ffiB  Locked Door [Expert]

®  upper De(k
Sneak past the Penitus Oculatus Agents upstairs,
or slay them outright if you,re  in a  rush.  Open
the southwest door to confront the ship,s captain
in  his quarters.  Collect a  useful  key from  his

then  open  his  locked chest.  Cross the ship
enter the east workshop, where an array of

gear and crafting stations are located.  Use the
capfain's key to open the north door and sneak
to avoid  rousing  Lieutenant Salvarus and  his  men.
Go upstairs and enter the  Emperor,s quarters.

§   Grafting:  Alchemy Lab,  Anvil,  Grindstone,

Workbench

I?   Katariah Master Key (Captain Avidius/

Lieutenant Salvarus)

§   chest (Locked:  Master)

()  satchel

";i  Apothecary,s Satchels  (2)

§   potion

§  Loose gear

ffiB  Ladder to Kqtoriah Deck

ffiB  Trapdoor lo Katariah Deck

ffiB   Door to The Kotoriah

fiffi   Door to Kotqrioh Deck

ffiB  Door to Emperor,s Quorlers "aster]

®  Emperor/s Quarters
The Emperor's  life rests  in your hands-speak
with  him  before seeing the  job through,  then
open the  nearby door to loot the late Emperor,s
bedchamber.  Make a  hasty escape afterward  by
exiling through  the  nearby balcony door,  or return
to the previous area and exit out to the ship,s
deck,  where  more soldiers and  loot can  be found.

(i  satchel

?.,  Apothecary,s Satchel

§   potions

(:)   Loose gear

ffiB   Door to The Koturiah

ffiB  Locked Door [Experl]

Door lo Skyrim

714

"ae#   Exterior Deck

Raid  the ship,s topside deck to finish  off the  last
of the  Emperor,s guards and claim  more precious

plunder,  including  a  Skill  Book that sits  near the
high  throne.  Cross the ship and  find  some  potions
in a crate on the opposite end,  then carefully inch
across the long forwclrd  mast tO discover a  unique
sword  lodged  in  its far end.  Loot a  locked chest

that's just downstairs to complete your pillaging of
the  Emperor,s vessel.

tvl   skill  Book  ITwc+Handed]:  King

(?  unique weapo
/`

Chest (Locked:  Novice)

(/   Potions

©  Door to The Emperor,s Quarters

ife [l.A] CIam Digger's Camp

This consists of a  small  tent and  a  roasting  spit,
close to the Thalmor-controlled  Northwatch  Keep.
The hunter is  nowhere to  be found,.  he hasn't yet
harvested the maiorily of the  nearby clams,  Mora
Tapinella,  and  Nirnroot.

ife [l.B] Forswom Ambush (amp

lurecl  a  Word to his death_
sight.  Check their tent at

gully.

attack you on

f:',   Danger!  Bear Trap  (3)

(;   chest (Locked:  Novice)

ifeis [I.(I Howling Wolf,s Folly

:.i:`  ,..

Along  the rough  snow path that winds from  Lost
Echo Cave toward Steepfall  Burrow,  a  powerful

predator leaps down from  the small  promontory
to savage you.  One of its  kills  (a  soldier)  has the
following on  its corpse:

(::,)   skill  Book  (Lockpicking):  Proper  Lock  Design

Trc   S'   ¬e.&+_-\,+-I   I.

s T{-VTTNI

gse [l.D] Pinemoon Bear Lair

Around the jagged  rocky outcrop from  the
entrance to Pinemoon Cave  is an overhang

guarded  by a vicious Bear  (leveled).  lt attacks you
on  sight.  Rummage through the bandit corpse,
among the bones  it was guarding.

ife [l.E] Haalingar Sabre
Cat,s Luir

On the rocky, snow-covered crags east of the
Thalmor Embassy,  an unlucky Argonian  has been
dragged and half devoured by two Snovy Sclbre
Cats.  They attack you on sight.  Search  their lair
for a coin  purse and other corpses.

ife [1.F] Pincushion Peter

A mage faced off against warriors on this steep
snowbank and wash,I trusted to remain dead,. the
victors buried their weapons  into the corpse and
left it to the wolves.  Search the area  for weapons,
and an excellent staff resting against the tree.

(')   skill  Book  (Light Armor):  The  Rear Guard

(:';,   Knapsack

(;)   Loose gear

/illJA,f i3£ SKYr:i;`A.  HOLD  1 :  HAAFINGAR
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ife [l.G] Haafingar Nordic
Burial Ruins

A small burial shrine for a  long-forgotten Nordic
war hero is slowly returning to the earth. The few
steps lecld  Only tO a  Steep gully that Provides a
wonderful view. The burial  urns have already
been robbed.

()   Loose gear

ife [l.H] Solitude A"ack Camp

Related Quests

Civil War Quest:  Liberation  of Skyrim

Civil  War Quest:  Battle for Solitude

®At the beginning of the final assault on
Solitude, Jarl  Ulfric  Stormcloak assembles
his  men for a final  rousing speech at this

location,  prior to the epic assault on  the  lmperic]l,s
stronghold.

ife© [D¬.08] lcewqTer Jelly
Related Quests

Dawnguard Main Quest:  Bloodline

Dawnguard Main Quest: The Bloodstone Chalice

Dawnguard Main Quest:  Chasing  Echoes

Dawnguard Main Quest:  Unseen Visions

Dawnguard Main Quest:  Kindred Judgment

Vampire  Faction  Quest:  All

Recommended  Level:  1 0

Faction: (astle Volkihor Vampire

North of Rimerock Burrow and  Northwatch  Keep  is a small  pier
with an attached rowboat. Gaze into the Sea of Ghosts to see
the crags of Castle Volkihar,  the  loccltiOn Where this  boat fakes

you once you  board  it. There  is cl  second  jetty at the castle that
brings you  back to this  point.  This  is the quickest way to and
from Castle Volkihclr (although you Can ignore the boat and
swim  instead,  if you,re feeling  a  little deranged).

Tip       !fycuvisi"heferryrm«ve

!®fes?eul  tit  Solitude;

BeewilSitir,  ®F  Wiffialhe!m,  aned  erequest

he  ffike  y9U?C  V@ikihor  isitinc!;  fisis

is the  picace where  he  dr®ps y®as  ©ff;.

it/s the  c!®ses"e the strevilge  CseSF!e

the  feesrfas! ferrymam will  go!

[DG.09] (aslle Volkihar

Related Quests

Dawnguard Main Quest:  Bloodli

Dawnguard Main Quest:  Power a

Dawnguard Main Quest: The Bloodstone Chalice

Dawnguard Main  Quest:  Prophet

Dawnguard Main Quest:  Seeking  Disclosure

Dawnguard Main Quest:  Scroll Scouting

Dawnguard Main Quest:  Chasing  Echoes

Dawnguard Main Quest:  Unseen Visions

Dawnguard Main Quest..  Kindred Judgment

Vampire Faction Quest:  Amulets of Night Power

Vampire Faction Quest: Ancient Power

Vampire  Faction  Quest:  Culling  the  Beast

Vampire Faction Quest:  Deceiving  the Herd

Vampire  Faction Quest:  Destroying the
Dawnguard

Vampire  Faction Quest:  The Gift

Vampire  Faction  Quest:  The  Hunt

Vampire Faction Quest:  New Allegiances

Vampire  Faction  Quest:  Protecting  the  Bloodline

Vampire Faction Quest:  Rings of Blood Magic

Recommended  Level:  1 0

Faction:Vampire            Servi(es
Death  Hound                   Apothecary

Gargoyle                            Blacksmith

Skeleton                            General Goods Vendor

Vampire

(rafting                                                Miscellaneous

Alchemy Lab                                       Area  is  locked

Anvil  or  Blacksmith  Forge              Chest

Arcane Enchanter                            Loose gear

Tanning  Rack                                       Potions aplenty

Workbench

Lore: (astle Volkihor Overview

Long thought lost fo the eternal  misfs of the Sea
of Ghosts,  the sprawling castle manifesting on
the rocky islands north of lcewater Jetty has been
seen  by i.IShermen On  Skyrim,s northwest coast.
Little is known about Ike previous owners of
the place,  but it has been home to the Volkihar
Vampires and their leader, Lord Harkon, for
centuries. The castle is a  formidable place even
ham the outside, but once you manage to pass
the Watchman, all the horror and decadence of
the pure-blooded vampire is on display.

Castle Volkihar,s  interior  is  upgraded  in  stages
throughout the Dawnguard Main Quest:

Initially/  the castle  is entirely sealed off.  When

you  bring  Serana  home during  Dawnguard
Main  Quest:  Bloodline, you gain access to the
main  hall,  but the  rest of the castle  remains
sealed until you decide whether to accept
reject Harkon,s offer.

lf you  side with  the vampires,  once  Dawnguard
Main Quest:  Power of the Blood  is complete,

you are free to explore the keep;  use the
smithing,  enchanting,  and  alchemy stcltiOnS,.

and feed on the castle,s thralls. You can  also
trade and  seek training  from the other members
of the court.

After Dawnguard Main Quest: The Bloodstone
Chalice,  Serana,a room  is refurnished. You can
now accept Faction  Quests from the members
of the court and recruit Death Hounds. You
can also drink from the  Bloodstone Chalice to
enhance your Drain  Life abilities.

SECONDARY LOCATIONS ADDITIONAL LOCATIONS
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After Dawnguard Main
Quest..  Kindred Judgment,

you take possession of
Lord  Harkon,s  quarters.
Optionally/  you can  improve
the castle further,  if you wish:

lf you speak to Garan,

you can order him to  begin
repc]iring  the castle,  which

clears the rubble from  a

passage connecting  the main
banquet hall  to the central
courtyard.

If you speak to Valerica

(in  the Soul  Cairn), you
can convince her to return
to the castle.  She takes  up
residence in  her laboratory

(the  Volkihar  Ruins  area)
and takes charge of both the
laboratory and the courtyard

garden, which are stocked
with  potions and alchemy
ingredients,  respectively.

Noloble Inhabitants
King  of the Vampires:  Lord
Harkon

Castigated Wife:  Valerica

Advisor:  Garan Marethi

Advisor:  Feran  Sadri

Advisor:  Orthiolf

Advisor:  Vingalmo

Vampire Warrior:  Fura
Bloodmouth

Feeder:  Rargal Thrallmaster

Vampire Smith:  Hestla

Vampire Adept:  Modhna

Vampire Adept..  Namasur

Vampire Adept:  Ronthil

Vampire Adept:  Salonia Viria

Vampire Adept:  Stall

Death  Hound:  Cusith

[DG9/1 3]
Death  Hound: Garmr

[DG10/1 3]

The  following  castle  personnel
offer these services to you:

Trader  (Apothecary):  Feran
Sadri  [DG2/2]  [DG&HF
5/23]
Trader  (Blacksmith):  Heslla

[DG2/2]  [DG&HF 6/23]
Trader  (General Goods):
Ronthil  [DG2/2]  [DG&HF
7/23]
Trainer:  (Two-Handed:
Master):  Fura  Bloodmouth

[DG1/1]
Trainer:  (Destruction:  Expert):
Garan  Marethi  [DG1/1]

Trainer:  (Speech:  Expert)
Ronthil  [DG1/1]

lhe unique

HeflI  UmdEHd  find

EN {aslle Volkihur (Exterior)

ffiB  Boa"a ltewoter Jelly

¢grgr.:  Jelly and Watchtower

An  imposing watchtower stands over the jetty and  moored  boat.
Access the  mclinland  from  here.

RE#   volkihor Bridge
A grand  span  leading  up to the main castle entrance, the bridge
is flanked  by gargoyle statues  (which  don,t spring  to  life  until the
Dawnguard assault on the castle during  Dawnguard Main Quest:
Kindred Judgment).

ffiB  Door lo Volkihor Keep
The entrance is guclrded  by a Watchman  behind a  portcullis.  You,re
unable  to enter  until  Dawnguard Main  Quest:  Bloodline  is active.

aigiv#,   Ruined  Do(ks

The main docks of Castle Volkihar are  in a shocking  state of
disrepair. There are  numerous boats  (and a galleon)  sunk beneath
the  icy water (watch you  don,t drown as you extricate items from a
chest inside the galleon  hull)  and four skeletons ready to attack from
this U-shaped  iety.

\`,,   chest

ffiB  Door Wolkihar Undercrofr
This door  is firmly sealed  and  is accessible only during  Dawnguard
Main  Quest:  Chasing  Echoes.

ffiB  Door from Volkihar Undercroft
This door  is firmly sealed  and  is accessible only during  Dc]wnguard
Main  Quest:  Chasing  Echoes.  It allows access  into  the Courtyard.

T|.c   3l~_a_.,t>===L`_     .

siri+iITin

ygiv,   Volkihor (ourtyard

_,I.`-:iB

F'.,i ,Fi!
"?--,±¬RERE

This central courtyard  garden,  dominated  by a
moondial  thclt reveals the Phases Of Masser and
Secunda  (the moons of Tamriel),  is accessible only
from the Undercroft during and after Dawnguard
Main  Quest:  Chasing  Echoes.  Aside from the
unkempt Nightshade allotment that Serana  used
to tend,  this  is simply a gnarled and overgrown
reminder of Valerica,s  fcIVOrile  Spot  in  the  Castle.

lt is the onlyway you  can  reach  the  ruined
north  and east towers and the secret entrance to
Volkihar  Ruins  (under the  moondial,  once you  find
the crests and  slotted  them  into  place).

Once the Dawnguard Main  Quest ends, you
can ask Valerica to return to the castle;  once she
does,  she will  replant the courtyard garden.  lf

you  sided  with  the vampires,  you  can  also  instruct
Garan to remove the debris from  inside the keep,
allowing  direct access  here from  Volkihar Keep.

'    Full  Moon  Crest

c,   Half Moon  Crest

', ,  Crescent Moon Crest
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stffi#   Etist Tower (Imerior)

Here is a tumbledown stclirCaSe With crushed
and  long-forgotten skeletons poking from the
rubble.  None are dangerous, although the
bones af the top of the blocked steps had some
valuable gems spilling from  his purse.  This  is
a dead end.

§  Lots a, Gold

ffiRE  Door to North Tower

®  North Tower (Interior)
This leads to a  lclrge banquet hall Where you
face three skeletons and a gargoyle. There
are two chests to easily uncover in the ruins
of the hall,  a crushed skeleton  behind a side
door  [Adept]  holding Gold  Ingots,  and  an
upper balcony in the western  corner with a
chest that,s accessible only if you  use  Bats

(Vampire  Lord)  or Whirlwind  Sprint  (Shout)  to
dash  there.

§  chest (3)

§   Lotso, Gold

ffiffi   Door To Volkihqr  Ruins
This  secret door  is  hidden  under the  moondial
and  is first accessed  during  Dawnguard Main
Quest:  Chasing  Echoes.

ffiffi   Door to Volkihor Ruins
During  Dawnguard Main  Quest:  Chasing
Echoes,  you  enter the Volkihar Ruins via
the  moondial  in  the courtyard  (Location  4)

and emerge  here,  on a  high  balconythat is
otherwise  inaccessible.  This  balcony provides
a  Fast-Travel  point that allows you  to quickly

to the  lab and the Soul Cairn  in the

nowhere, except
and the S

his door is blocked  by rubble and  is
cessible unles-s you,ve sided with  the

piles, completed the Dawnguard Main
Quest, and told Garan to remove debris from
the keep to this location.

ffiRE  Exi"a Skyrim
This  leads lo the front entrance of the Keep/  at the
far encl of the  bridge that appears on  the Castle
Volkihar Exterior Map  (Location  B of that map).

:   S  BanquetHoll

A lavish  feast is  under way  (assuming you  enjoy
the taste of human blood). This  hub  room connects

you lo the rest of the keep.  lf you,re searching for
"     a  memberof Harkon,s court,  start here.

"/)   potions  (of  Blood)

peruse  (inclucling The  Legencl of Red Eagle an
Lost Legends, which  begin  Dungeon Quest
Legend of Red  Eagle and Side Quest:  Forbidden
Legend,  respectively). The upstairs balcony has
more display cases with  some sizable Soul Gems
fo grab.  Check the large  number of bookcases
for additional tomes,  pass Garan's coffin,  and
check the small  balcony with a third  book-The
Aetherium Wars-that begins Side Quest:  Lost to
the Ages.

\9  Alchemy Lab

§,  Arcane  Enchanter
/;)   Book:  The Aetherium \^/ars

()   Book:  The Legend  of Red  Eagle

§   Book:  Lost Legends

§   Damage Health  Poison  Recipe

ivA,   Loose  gear

§   potions

*®  Training Room find Forge

This  is the domain  of Fura  Bloodmouth.  lt c
of sleeping quarters and rooms to train  in vcr
combclt arts.  There are ores and  ingots
well as another copy of The Aetherium
weapon  racks to inspect.

§   Blacksmith,s  Forge

§   Book:  The Aetherium Wars

?)   Loose gear

fv\   potions

§   Tanning  Rack
"f,?  workbench

ADDITIONAL LOCATIONS

;giv!G                              T #LjESTS ATLifeS GF  SK



A fablecl  chalice of the vampires  is  set inside
this alcove,  along with some bookcases. After
Dawnguard Main  Quest:  The Bloodstone Chalice,

you  can  drink from  the  Bloodstone Chalice to
enhance your  Drain  Life abilities.

fj   Bloodstone Chalice             i;A  Skooma

©  Kitchens and Gaol
Rargal Thrallmaster  is  in  charge of the  "meat

preparation"  in the kitchen and attached  gaol,
where the vampire cattle  (also known as thralls)
are  imprisoned.  There are around seven cattle,
which you can feed  upon  or abuse with your
Drain  Life ability (as a Vampire  Lord)  to quickly
unlock a few perks.

®  volkihar (qthedrol
''?tigrrfe6n,s cathedral  is off-limits to everyone except

th6se with the vampire  Lord ability (if you  have
the ability,  this  is a great place to test your Bats

power and  other clbilitieS).  This  is also the  location
where the final  battle with  Harkon  occurs.

§,  unique weapon:  Harkon's Sword  [DG4/7]

©  Hqrkon,s Ouuners
To the  north  is where  Lord  Harkon  rests.  His small
torture chamber and sumptuous quarters can
become yours if you side with the vampires and

This is where Serana  resided prior to her
imprisonment.  lf you  sided with the vampires,  she
moves back into her old  room.

#  Alchemy Lab                      i3   Loose Gear

§  Arcane Enchanter

ffiae   Door To (ourtytird
This door is  buried  under tons of colla
and  is  inaccessible  unless you
Dawnguard Main  Quest,  side with  i

sea  rubble

and ask Garan  to clear out the rubble.  lf
do, you can  use this door to reach the c(
that appears  in the Castle Volkihar Exterior Map

(Location  I  of that map).

ife volkihar Undercrofl and
Volkihar Ruins

Related Quests

Dawnguard Main  Quest..  Chasing  Echoes

Recommended  Level:  I 0

n: Vampire Luir

rostbite Spider

(mfting
Alchemy Lab

Arcane Enchanter

Mistellqneous

Area is locked

Chest

Loose Gear

rap       SpikeTrap           Lotso'Gold

Spear Trap                                    Potions

:i  ife volkihqr UndercrofI

This door is scale
Chasing  Echoes

A few gold  pieces and some bloody rags, along
with a Skeever, greet you in
landings.

#grgife  Frigid Cistern
Expect an altercation wit
the Journal  Fragme
Death Hounds. W
releases spears) aI

¢  chest

tA)   Danger!  Spear Trap

i;3  Journal  Fragment

&,   Loose gear

Th.a   &:de_~ 4gC:.Cia   ``¢/

sirj-_RTin

set of descending

mpire  (read
and her

e eastern alcove.

FertiI  Ltiir

The lever here lowers the bridge blocking

path to the undercroft oubliette.  Also,  choc
fable for two books, one of which begins
Quest:  Lost to the Ages_

i?  Alchemy Lab

(/  Book:  The Aetherium Wars

i)   Danger!  Bear Trap

!)   Loose Gear

(:)   potions

()   skill  Book  [Destruction]:  A  Hypothetical

Treachery

&©  oubliette Bridge

Expect a  skeleton  attack from  the  right  (north)  as

you  enter this bridge platform.  The  bridge ahead
(west)  is raised and  must be lowered  (at Location
8) to continue.  Below is fetid water and  spikes,
with  nothing of note to search  for.

ffi:RES   Northem  Passage
A small winding  tunnel  north  leads down  (or up
from)  the water under the Oubliette Bridge.  Expect
bear traps and a Skeever.

i::)   Danger!  Bear Trap  (4)



Enlrtin(e
This set of ruins  is  initially accessible only via the
moondial  in the Castle Volkihar Courtyard  (see the
Castle Volkihar Exterior Map,  Location  G).

Interior

aeEN  Exit Wolkihor (ourTyord (Lower)
This  leads to the spiral  staircase  under the
moondial.

®  BIoodstoined Kitchen
As soon  as you  step into the secret passage
and steps,  stop to search  for an  Emerald on the

ground.  Then  release the pull chain to open the
secret door into the ancient kitchen.  Pass the
bloody table and  head  up the stairs.

"!  cookingpot      §   Emerald      (i   Lotso,Gold

®  skeletal Banquet (Lower)
Seven slumbering  skeletons were once feasting
here.



¬ffiffi;i¢  6rond Vaulted (homber (Middle)
Expect combat with  three skeletons;  then  release
the chain  behind  (southeast of)  the gargoyle.

ngREngi  Tower (hopel  Enlron(e (Upper)
Gargoyles attack along this staircase to a  large

gated archway (into the chapel),  or a smaller
locked door [Expert]  to the side chambers of
the chapel  (the preferred  route for stealthy
characters).

¬T";i  Tower (hopel of Dibellu (Upper)
Defeat five skeletons  in  this area  (or sneak around
via  the side corridors and  small  armory)/  then
cross the bridge and follow the corridor up the
steps to the southwest.

f/   Loose Gear             ,:;.)   Potions

¬&g3   Exominolion  Room  (Upper)

A wolf/s  head adorns the wall  here,  and  there,s
a  skeletal corpse on the table.  Head  up through
here.

(_?,    potions

".grSs  Gargoyle (qrver,s (homber (Upper)

Three gargoyles  in  this room are imbued with
magic,  so prepare for combat with them,  then
search for the left wall candlestick at the hearth  to
the  southeast.  This opens  the fireplace,  revealing
a  set of hidden  steps.

"l;)   Loose  gear

"?,  vampire Royal Armor

":,ftyi  volerito's Loborqtory

Valerica's Journal and the  ingredients in  her lab
allow you to reconstruct the ritual neecled  lo open
the portal to the fabled Soul Cairn,  bringing
Dawnguarcl Main  Quest:  Chasing  Echoes to
an  end.

"',,   Alchemy Lab  (2)                 i,:)   Loose gear

",(,)   Arcane  Enchanter             (?   Purified Void  Salts

(:?   FinelyGround  Bone        ,;?,   Soul  Gem  Shards

Meal                                        .;,\   valericcI,S Joumal

ffiB   Door to Volkihqr Bql(any
This leads to the balcony that appears  in  the
Castle Volkihar Exterior Map  (Location  H  of that
map).  The  balcony contains a  Fast-Travel  point;
activate  it so you  can  quickly return  to the  lab

(and  the  Soul  Cairn)  in  the  future.

ffiB  portal to soul (qirn
This  is activated once the necessary ingredients

(and  blood)  are collected and  placed  into the
ceremonial vessel.

720
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The most impoverished  of the  nine  Holds,  Hiaalmarch,s  low-lying  salt marsh  is an  eerie and  mist_filled  place.  Known  colloquially as  "the Mouths of the  Karth,,,
this  is where the mighty Karth  River empties into the Sea of Ghosts by a variety of intricate channels.  Also known as the Karth  Delta,  many adventurers have
entered this dank bog,  never to return.  Most of the  locals gravitate to the capital city ofMorthal  or the firmer (if colder)  ground of the Tundra and farmland and
the  mountains flcmking  the  Hold  to the south  and  east.

ife» Routes and Pqlhwqys
The protrusion of Solitude,s giant natural arch  is a  useful  marker,  if only to remember how dominant the economy of neighboring  Haafingar Hold  is:  Indeed,
along the western edge is a  path  through  the low country that leads to and from  the strategically important town of Dragon  Bridge  (also in  Haafingar).  Farther
away from the mists and  hidden terrors of the marsh  is the  more rocky and  mountainous south and  eastern  parts of the Hold.  This area  is dominated  by
Eldersblood  Peak to the southwest,  part of the Skyborn  Range that separates  Hiaalmarch  from Whiterun.  Eating  into the  Pale to the east is the dwarven temple
ruins of Mzinchaleft.  But the  most  impressive  (and  dangerous)  portion  of the  Hold  is  a  path  cut through  the  mountains from  the Tundra  plains of Whiterun,  which
leads through  the  massive  ruined  city of Labyrinthian.

Services

Followers/Hirelings:  [2/47]

Houses for Sole:  [0/5]

Morrioge Prospeds:  [1 /62]

Skill rfuiners:  [2/50]

Alchemy:  [1/3]

Alteration:  [0/3]

Archery:  [0/3]

Block:  [0/2]

Coniurafion:  [l /3]

Destru(fion:  [0/3]

Enchanting:  [0/2]

Heavy Armor:  [0/3]

Illusion:  [0/Z]

light Armor:  [0/3]

Lockpicking:  [0/2]

One-Handed:  [0/3]

Pickpocket:  [0/3]

Restorofion:  [0/3]

Smithing..  [0/3]

Sneak..  [0/3]

Speech:  [0/4]

Two-Handed:  [0/2]

Traders  [5/1 33]:

Apothecary  [1/1 2]

Bartender  [0/5]

Blacksmith  [2/33]

Colfi8ge  Driver  [0/5]

Fence  [0/1 0]

Ferryman  [0/3]

Fletcher  [0/3]

Food Vendor  [0/9]

General  Goods  [0/1 9]

Innkeeper  [1/1 5]

Jeweler  [0/2]

Special  [0/3]

Spell Vendor  [l/1 2]

Stoblemoster  [0/5]

(oIIectibles

Captured (litters:  [0/5]

Dragon  CIows:  [2/1 0]

Dragon  Priest Masks:  [3/1 0]

her(eny Targets:  [0/7]

Skill  Books:  [1 5/I 80]

Alchemy:  [0/1 0]

Alteration:  [0/1 0]

Archery:  [0/1 0]

Block:  [1/10]

(oniurofion:  [1/1 0]

Destruction:  [0/1 0]

Enchanting:  [l/1 0]

Heavy AJmOr:  [2/I O]

Illusion:  [0/I O]

h'ght Armor:  [0/I O]

Lockpicking:  [1/1 0]

One.Handed:  [2/1 0]

P'lckpocket:  [2/1 0]

Restoration:  [3/1 0]

Smithing:  [0/1 0]

Sneak:  [0/1 0]

Speech:  [2/1 0]

Two-handed:  [0/I O]

Treasure Mops:  [0/1 1]

Unique  Items:  [4/1 1 2]

Unique Weapons:  [6/80]

Unusual Gems:  [0/24]

Special Objects

Shrines:  [2/69]

Akotosh:  [1/6]

Arkoy:  [0/1 2]

Dibello:  [0/8]

Julionos:  [0/5]

Kynoreth:  [1/6]

Moro:  [0/5]

Stendorr:  [0/5]

Tolos:  [0/1 7]

Zenithar:  [0/5]

Standing Stones:  [1/I 3]

The Apprem'ce Stone

Word Walls:  [7/42]

Animal Allegiance:  [0/3]

Aura Whisper:  [0/3]

Become  Ethereol:  [l/3]

Disarm:  [1/3]

Dismaying Shout:  [1/3]

Elemental  Fury:  [0/3]

Fire  Breath:  [0/2]

TOPOGRAPHICAL OVERVIEW      AVAILABLE  SERVICES,  CRAFTING,  AND  COLLECTIBLES

TRA!fai!NG                         THfi  !NVElhrdTC)RY                         T!iE  FIfEST!AR¥                         GLrLS1'S

Frost Breath:  [2/3]

Ice Form:  [0/3]

Kyne's Peace:  [0/3]

Mocked for Death:  [0/3]

Slow Time:  [1/3]

Storm Colt:  [0/3]

Throw Voice:  [0/1 I

Unrelenting  Force:  [0/1]

Whirlwind  Sprint:  [1 /2]

aeenrm±
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Total-27: Hold Capital and 26

[2.00]  Hold  Capitol City:  Mothol

Jorl:  ldgrod Rovencrone

[2.01]  Meeko's Shack

[2.02]  (hillwind  Depths

[2.03]  Robber,s Gorge

[2.04]  Dead  Men's  Respite

[2.05]  Crobber's Shanty

[2,06]  Orotheim

[2.07]  Talking Stone Camp

[2.08]  Folgunthur

[2.09]  The Apprentice  Stone

[2.1 0]  Fort Snowhowk

[2.1  1]  Brood  Cavern

[2.1 2]  Nowh and South Cold  Rock Pass

[2.i 4]  Wreck of the lcerunner

[2.I 5]  Abandoned Shack

[2.i 6]  Usfengrov

[2.1 7]  Hioolmorch Storm(look Camp

[2.1 8]  Mzincholefr

[2.i 9]  6reot Lift ot Mzincholeft

[2.20]  Movorth,s hair

[2.21 I  Hiaolmorch  Imperial  (amp

[2.22]   Kiensfug  Ruins

[2.23]  Stonehills

[2.24]  habyrinthion

[2.25]  Lost Volkygg

[2.26]  Skybom Altar

a  Dmgon Mound: Korth  River Forest

D]  Ambushed Carovnn

[2.E]  Adrerfurers, Campsite

[2.F]  Sabre  Cat Rock

[2.6]  Dmgon Mound:  Robber's Gorge  Bluffs

[2.H]  Swamp  Pond  Mossocre

[2.l]  Smuggler,s alcove

[2.J]   Draugr  Burial  Mound

["]  Shrine of Kyn8reth:  Hiaalmarch Hills

[2.N]  (ollapsed Burial Groumd

[2.0]  Block Ado Burial Ground

[2.P]  Dragon  Mound:  Lobyrinthion  Peaks

[2.Q]  Ghost Borrow

[2.R]  The Conjuror,s Corovon

[2.S]  Homvir's Summit Hunter's Camp

[DG,02]  Forebears'  Holdout (see pose  743)

[HF.OZ]  Windstod Manor  (see pose 743)

or: Sporting  Porfners*  (Benor)

Fovor:  Rope Item  Hunt*  (Lqmi)

Thane Quest: Thane of Hioolmorch*

Habitation  Hold (apitaI (Minor)

(rqfrina
Al(homy Lob

Arcane Enchanter

Grindstone

Tanning  Rock

Servi(es
Follower:  Benor  [4/47]

Morrioge  Prospect: Benor  [6/62]

Trader  (Apothecary):  Lemi  [2/1 2]

Trader  (Innkeeper): Jonno  [3/1 5]

ll Vendor):  Folion  [2/12]

emy: Journeyman): lomi  [1/3]

(Coniurotion: Master):  Falion  [1/3]

Special Obietls
Civil  War:  Mop  of Skyrim

(olleclibles

Skill  Book  [Enchonting] :  Cotologue  of Armor  Enchantments  [B1/1 0]

Skill  Book  [Heovy Armor]:  2920,  Md.Year, v6  [Al/1 0]

Skill  Book  [Lockpi(king]: The  Locked  Room  [Dl/1 0]

Skill  Book  [Pickpocket]:  Aevor Stone-Singer  [A1/1 0]

Skill  Book  [Restorotion] :  2920,  Roin's  Hond,  v4  [A1/i O]

PRIMARY LOCATIONS

Skill  Book  [Restorotion] :  Rociol  Phylogeny  [Ci/i O]

(hosts

Potl'ons aplenty

Loose  gear

SECONDARY  LOCATIONS HOLD CAPITAL  MORTHAL
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grgfty Lore: (ily Overview

©¢
Sitting on the southern edge of the
Drajkmyr marsh,  dry ground can
be hard to come by in Morfhal.

The capital of the Hiaalmarch  Hold, MorfhaI,
is ohen shrouded in a thick fog/  and ominous
twisted frees grow from the surrounding  marsh-
Morthal is foreboding to travelers approaching
it,  and the torches of the town glowing  in the fog
often give the impression of wisps af a distance.
Many travelers choose to steer clear of the place
altogether.

Morfhal  is a fawn shrouded  in  mystery.  Its

people are reclusive and wary of newcomers,
and only a single lumber camp supports its
weak economy.  The Jarl  is among  the most
relaxed in Skyrim when  if comes to faxafion,  but
Hiclalmarch  is also the poorest of the  nine Holds.
The  Hold  is sl.Ill  part of the Empire,  but the Jarl
is unapologetic:ally vague  in  her enthusicISm  for
the Imperial  Legate stationed  in  her dwelling. A
number of the people in the fawn are concerned
about the prospect of war.  War br.IngS Outsiders,
and outsiders are not a welcome sight in Morfhal.
Most would rather the conflict were kept outside
their home,  leaving them free to pursue their own
interests.

ife lmpomnI Areas of lnleresl

©  Main Thoroughfare
Lacking  much  in  the way of paving'  this  main  dirt
track leads from one end of town to the other,
with  Highmoon  Hall  to the south  clnCI  the  lumber
mill  at the  north  end,  after which  the  marshland
encroaches clnd takes Over.

©  Do(kside
This deck passes the structures where the town,s

guards and two of the more interesting  inhabiidnts
live and  leads to a  jetty.  This  is where the
cMlization  of Morthal stops and the wilds of the
Draikmyr  marsh  begin.  The  bog  isn't particularly
deep'  and  many townsfolk spend time watching
the water from the covered  ietly,  hoping  the
strange sounds during  the night will  go away.

©  Highmoon Hall

However,  her wisdom  is sometimes misunderstood
as the ramblings of an  old woman,  and some
are  beginning  to  lose faith  in  her.  ldgrod  spent
her younger years wandering Tamriel  in  search
of wisdom.  Some say that she returned from
her trip  "touched.//  Corm  is actively  plotting  to
remove her.

Aslfur (Steward)

Aslfur met ldgrod  during  the time  she spent
wandering  Tamriel.  A young  warrior then,  Aslfur

protected  ldgrod during  her pilgrimage,  and  the
two were married  before returning to  her home
in MorthaI.  Over the years,  Aslfur has served as
ldgrod's advisor,  and  now,  in  her old  age  (and
some say her  insanity),  he  is  more  protective
than ever.

Germ (Housecarl)

Corm was once  loyal  to ldgrod  but has since
come to think of her as  insane and  unfit for the
throne  in  these trying  times.  Corm  has formulated
a  plan to remove her from  power with  little
bloodshed.  Aslfur and  ldgrod are  both aware of
his  plan,  but ldgrod  has  refusecl  to allow Aslfur
to act on the  knowledge,  insisting that there  is a
larger role for Gorm to play.

ldgrod the Younger

ldgrod  the Younger has heard  the  rumors that
her mother  is touched.  In  truth,  ldgrod  has
been taught by her mother to seek insight and
wisdom.  Although  neither  recognize  it,  both  are
manipulating  Magicka  subconsciously in  order to
achieve their visions.  The Younger  ldgrod  is  much
more adept at separating the visions from  reality
and  is poised to make an  excellentJarl.

Joric

Joric is the youngest child of ldgrod  Ravencrone
and Aslfur.  He,s a young  boy who seems to  have
lost his  mind ata veryearly age.  He doesn't
say much,  but when  he does speak,  he  is ocldly
insightful,  even  if his words  make  little sense.

Legate Taurinus Duilis

®
The following  residents of Hiaalmarch
arrive to fake control of Morlhal,  once this
Hold  has fallen  during  the Civil  Wclr.

working  the  mine,  and  is willing  to follow her

ever)^^/here,  even  if that means going  to Morthal
as her Housecarl.

Highmoon  Hall  is the central  meeting  place for
all citizens of Hjaalmarch.  Although,  few seek
audience with  the  reclusive and  mysterious Jarl.
She spends  most of her days  pottering  around
this  sturdy Nordic  structure.  Aslfur  handles  many
of the citizens'  grievc]nces  in  the  main  hall,  and
some have come to question whether he  is trying
to remove that burden  from his wife or trying fo
hide  her deteriorating condition.  The war room
manned  by Legate Taurinus  Duilis across from
the Jarl,s chamber is an  inconvenience  ldgrod  is
having  to  live with.  Discover a  Skill  Book  mixed  in

with  other,  less valuable  books on  the top shelf in
the upstairs bedroom.

",^J,   Skill  Book  [Lockpicking]:  The  Locked  Room

[D1/1O]

:,)   civil war:  Map of Skyrim

(),   chests  (2)

()   potions aplenty

©  Guardhouse
Benor

The guardhouse  is  not a  picture of military order.
TheJarl  of Hiaalmarch  had  little  need  for an
organized  militia.  The  Legion  has attempted  to
improve  the old  guardhouse and  the  jail  (which  is
more of a  cellar with  c]  single cell  [Adept]),  but it
is  still  a  mess.  Find  a  Skill  Book  hidden  behind  a

basket and  bclrrel  near the bed.

",(`',.,   Follower:  Benor  [4/47]

(,,\`,,.   skill  Book  [Heavy Armor]:  292O,  MidYear,

v6  [A1/lO]

(:)   Evidence Chest

i.\   Prisoner  Belongings Chest

/.,?   chests  (2)

©  Moorside Inn

i

©® The following  leaders of Morthal are

(begrudgingly)  loyal  to the  lmperials
at the start of the Civil War.

Jarl ldgrod Ravencrone       ldgrod the Younger
Aslfur (Steward)                     Joric

Corm (Housecorl)                   Legate Tourinus
Duilis

Idgrod Rovencrone

ldgrod  Ravencrone  is  unlike  the otherJarls of
Skyrim:  She  is a  hunched old woman, who speaks
in  riddles and parables and  rarely ever directly.

mtl

JorI Sorli the Builder

Pacfur (Steward)

Teeba-Ei (Housecarl)

Jarl Sorli the Builder

Sorli the Builder is the grea+granddaughter of
the founder of Slonehl'lls.  She  lives  in  the first

building constructed  in the town  by her ancestors.
Leadership has  been  passed down  through  her
family/  but whatever that used to mean,  it has  little
bearing on the present day.  Reduced to a  single
building and a  marginally profitable  mine owned
by Bryling of Solitude,  Sorli  attempts to cling
to whatever authority she currently has, while
dreaming of something greater for herself.

Pactur (Steward)

Pactur's  life  revolves around  Sorli.  He  assists with
running  the  mine,  which  means doing  all  the work
Sorli doesn,I care to,  and  he feeds  her ambitions
in whatever way he can.

Teeba-Ei  (Housecorl)

The sole survivor of a wrecked trader vessel,
Teeba-Ei wandered  into Stonehills  nearly frozen  fo
death.  He was taken in and cared for, and was

grateful that few questions were asked about how
he came to be there.  He now gladly serves Sorli,

Tr_a   Si(-:`.¬.-  Sc=_`,1_`=     _
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Jonna                   Lurbuk  gro-Dushnikh

Jonna  is the sister of Falion,  both  from
Hammerfell.  She and  her brother have traveled
together their whole  lives,  but when something
drew,,  Falion to Morthal,  they both  settled.  The

town was without an  inn at the time,  soJonna
modified one of the homes.  She doesn't get a  lot
oF business,  but she does appreciate Visitors Who
stop by and can  stand  to hear Lurbuk's painful
ballads.  Search a woven  basket that sits atop a
dresser in one of the rooms to discover a  hidden
Skill  Book.

;I,  Trader  (Innkeeper): Jonna  [3/15]

f    Room  for the  night,  food

"-;    Innkeeper  Rumors

".,,?,   skill  Book  [Restoration]:  Racial  Phylogeny

[C1/10]

Chest  (2)
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Close to the chiming  Nirnroot is a  house without
its  roof.  It has  been  lying  derelict since  it caught
fire recently.  The house belonged to  Hroggar,  and
his wife and  child  died  in  the fire,  which  some clre
calling suspicious.  Perhaps the barkeep has some
scuttlebutt you could follow up on?

©  MorthqI (emetery
Too small for a  Hall  of the  Dead,  the few folks of
Morthal  make do with a  more traditional  Nordic

graveyard to the west of fawn. Odd noises have
been  heard during  the night there.

©  Thoumalurgisl/s Hut

This  is  Lami,s shop/  although  the only commodities

she  normally sells are potions and cures to
the other residents.  She offers a  full  selection
of magical  supplies to those who  might be
interested.  Claim  a  Skill  Book that's  stashed  atop
a  tall  shelf downstairs.

i;)   Grafting:  AIchemy  Lab

(.:)   Trader  (Alchemy Vendor):  Lami  [2/1 2]
"+   Potions,  Food,  Ingredients,  Misc

()   Trainer  [Alchemy: Journeyman]:  Lc]mi  [1/3]

(,:)   skill  Book  [Destruction]:  Response to  Bero,s

Speech

/?   potions aplenty

©  Thonnir,s House
Thonnir

Virkmund

The place hasn't been cleaned for weeks and
is sparsely decorated by a man who may have
simply given  up,  The  lute,  c]rums,  and flute show
Thonnir once sangJ  but nO  merry music  has
echoed around these walls for months.  Claim a
Skill  Book that,s stashed beneath a  basket on the
corner  shelf`

(:;;,   skill  Book  [Pickpocket]:  Aevar Stone-Singer

[A1/10]

(\^,\   chest

©  Alva,s House [Locked.. Adept]
Alva

Hroggar

Alva  spends  her nights gathering  herbs and
tending  her small  herb garden.  She  has filled
the house with all  manner of dried  ingredients
and  homemade remedies.  She used to spend
a  lot of time with  Lami  but now refuses to leave
her abocle.  lf you  break into this dwelling/  Alva
wakes from  her slumber and attacks.  There,s
a  key on  her corpse.  The cellar backs up the
rumors of Alva's vampiric tendencies.  lf you  kill
AlvcI,  Hroggar will  sidlk and attack you once you
leave town.

"fj   Key to Alva,s  House                /,A,,,   Chest

©  Folion/s House

Falion            Agni

Falion  is a  Redguard.  While  his sisterJonna  is
accepted  by the  people of Morthal,  Falion  is
looked at with  fear and distrust.  Falion  has delved
deep  into the mysteries of Magicka  cmd  has
become a  master of the arts.  He has settled  in
Morthal  because he felt drawn fo the location and
wishes to  remain  relatively close to the College in
Winterhold.  He spends  his time  in  his workshop
and  is the only person  in the realm who  knows
how to cure vampirism.  The  house  is cluttered
and  filled  with  trinkets of both  superstition  and

genuine  implements of MclgiCka.  Peer around  his
residence  for the following:

§   Grafting:  Arcane Enchanter

i/v)   Trader  (Spells Vendor:  Falion)  [2/1 3]

",.;    Scrolls,  Books,  Misc

§   Trainer  (Coniuration:  Master):  Falion  [1/3]

<?   skill  Book  [Restoration]:  292O,  Rain,s  Hand,

v4  [A1/10]

¢   skill  Book  [Enchanting]:  Catalogue of Armor

Enchantments  [B1 /1 0]

()  chest

()   potions aplenty

© #::ke:a:nNdol:(Tj,s House

Jorgen            Lami

Jorgen and  Lami  live  in  this  small  house,  although
both are rarely ever home,  spencling  most of their
time at their respective work. The house  is  neat,
in order, features a variety of stored food, and
is  barely lived  in.  Find a  Skill  Book  hidden  atop
a tall cupboard and another tucked away in a
bucket that sits atop a  barrel.

(;i   Hilt of Mehrunes,  Razor

i?)   skill  Book lone-Handed]:  2920,  Morning

Star,  v1

i?,  chest [Locked:  Adept]

©  Lumber Mill (Murshdeep (amp)
This was once known as Marshdeep Camp before
being  settled  and  is now the only economy of
Morthal.  The sparse  (but healthy and  large)  trees
are processed  here. Jorgen  runs this with  Hroggar
and doesn,I care about what happened  in the fire.

(?   crafring:  Grindstone,  Tanning  Rack

giv [2.01] Meeko,s Shqc
Reloled Quests

Dungeon  Activity

Recommended Level: 6

Hqbitalion: Hunter (amp Servi(es

Follower: Meeko [5/47]

(ollectibles

Skill  Book  [Speech]:  A Dance  in  Fire,  v6  [B1/1O]

Loose gear

A dog  named Meeko  may approach you  as you travel the road  near this small,  remote cabin.  Follow
Meeko fo the nearby shack to find  his late master-the dog will then  join you as a  Follower. There,s  little
of interest in  the cabin  besides the dead  man and  his journal,  which  references  his faithful  pooch.

HOLD CAPITAL:  MORTHAL.   PRIMARY  LOCATIONS
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RE» [2.02] Chillwind Depths

Related Quests

Dungeon  Aclivily

Recommended  Level:  I 8

Dungeon:  Falmer Hive

Chaurus

Falmer

Frostbite Spider

;

Dangers

Spear Trap

(pressure  plate)

Colle(tibles

Skill  Book

[Lockpicking]:
Advances  in
Lockpicking

Chest(s)

Potions

Loose gear

Along  HiaalmclrCh/S West edge,  a dirt Path  follows
the river to a  small, watery cave.  Beware of

predatory animals on your way into the cave.

Exit to Skyrim

Fallen Adventurer (hamber
Just inside the cave,  a  slain adventurer lies on a
bedroll  near a  looted chest.  Swipe the nearby
otions before venturing  southwest toward  [2].

(:)   potions

j26

(rfe#:i  spider Nest

A nest of Frostbite Spiders have made quite a
home for themselves  here.  The first spider isjust
a decoy-watch out for the others to drop from
above  if you  rush  in too quickly.  Take the upper

path ta  reach  [3].

"ffirty-{  waterlogged passagewqy

Explore the north section of these water-filled

passages to loot a sunken chest.  Beware of
Falmer  in  the long,  southern  strai

goocl angle on you.

§  chest (Locked:  Apprentice)

y have a

#ngffiTB   Precarious Passage
Beware the pressure plate CIS you enter the
tunnel-stepping on  it causes long  spikes to stab
out from  the wall  in  lethal  fashion,  Avoicl  it,  or
sprint past after the spikes retract,  then  battle a
blend  of Falmer,  Frostbite  Spiclers,  and  Chaurus  in
the tunnel ahead.

"::'j   Danger!  Spear Trap  (pressure plate)

¬ffiQ)   (haurus Pen

Take either an  upper or lower path to reach this
wide chamber, where the Falmer are keeping a
few petChaurus  in  a  pen.  lfyou take the higher

pc]th,  you,ll  face a  powerful  Falmer and discover
some loose gear.  Out in the main chamber,  make
sure to  loot the two Chaurus-bone chests.

()   chests  (2)
"\t,   Loose Gear

=!-±  ¥`.leg. i;``:.``il   I,

s [¬i7I-LTM

(ffij  Throne Room
A mighty  Falmer sits on  a  stone throne  in this
final chamber.  Slay the monster to clear the cave,
then  loot the large chest in the back passage.
Follow the trail  back to the start and exit this dank
Cavern.

"?  chest

()  Apothecary,s Satchel

\;,   potion

§   Loose gear

RE»  [2.03]  Robber,s Gorge

Related Ouesls

Dungeon  Activity

Recommended  Level: 6

Dungeom:  Bandit Camp

Bandit

(ollectibles

Skill  Book  [Archery]:  The  Black Arrovy v2

Chest(s)

Potions

This  impressive bandit camp is a  perfect site
for an ambush. The bandits here call out to

passersby,  demanding that they pay a  "toll."
Either turn  back,  pay the toll,  or be ready to
fight.  lf you  battle the  bandits,  slay their chief
and then  loot his corpse to find a  key that unlocks
the trapdoor in  the chief's cabin and a chest that

you,ll  find  later.  Find  c]  Skill  Book  inside  the  cabin.
The trapdoor leads to Robbers, Cove.

I,`:)   skill  Book  [Archery]:  The  Black Arrow, v2

(?,   Key to  Robber,s Cove  (Bandit Chieft

(),  chest

Robbers, (ove
Unlock the trapdoor  in  the  bandit chief/s cabin
to enter this small,  watery cavern.  A journal on
the table tells the tale of this gang  and  mentions
a  hidden  chest outside.  Find  a  potion  on  the first
table and a  locked chest underwater,  along with
a couple of coin  purses.  Swim out to fresh air
when  you/ve finished  looting  the  place,  then  swim
south and  raid  the large cheston the island  in the
middle of the lake-the bandit chief's secret slash!

".:,   Area  ls  Locked                        ,::,i   Chest  (Locked:

(Adept)                                         Master)

(``.   chest (Locked:  Adept)       ,,;)   Potion

"    li.,_,J:     I.   ",   HOLD2   HAALMARCH
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elqled Quests

Other Factions:  Bards College
Quest:  Tending the Flames

Dungeon Activity

Recommended Level: 6

Dungeon: Drougr (rypt

Animal

Drougr

King  Olaf One-Eye

Svaknir

(rolling
Arcane  Enchanter

Dangers

Battering  Ram  Trap  (pressure  plate)

Flamethrower Trap  (pressure plate)

Swinging  Blade Trap

Spear Trap  (pressure  plate)

Nordic  Puzzle Door (Ruby
DrclgOn  Claw)

(Wolf,  Hawk,  Wolfl

Quest Items
King  Olaf/s Verse

(aIlectibIes

Dragon Claw:  Ruby Dragon
Claw [1/10]

Skill  Book  [Speech]:  The
Buying  Game

Special  Objects

Word Wall:  Whirlwind Sprint

[2/2]
Chests

Potions

Loose gear



S  svoknir,s Grove
As you enter this area,  pick an  Expert door lock to
access a  nook with a  locked chest.  Slay the mob
of Draugr that attack you  in the  main  chamber,
then  approach the chest in the south  nook.  Disarm
the hinge trigger or stand aside as you open  it to
avoid  the dart trap.  Back out in  the  main  room,

pull  the  south  wall  chain  to open  the central
stairwell,  then descend  to at last catch  up with
the apparition you,ve been  pursuing.  Collect the
book near Svaknir's corpse,  then  backtrack to  [7]
and  follow Svaknir's ghost through  the  previously
sealed door.

§   King  Olaf,s Verse

§s   Danger!  Dart Trap

§  chest
f;,  chest (Locked:  Master)

"£:S puzzle Door Possoge

Rotate the three rings of this  passage,s far door to
mimic the same sequence of symbols that appear
on  the Ruby Dragon  Claw you collected  back at

[1]  (Wolf,  Hawk,  Wolf).  Therl  activate the  keyhole
to insert the claw and open

®  The (ourl of The
Enter  King  Olaf/s

nemesis to  battle.  As I
by one,  help Svaknir I

e way forward.

aknir calls  his

ugr rise one
e undead.

When  King  C)laf rises to do hath im dawn
to fincllly free Svaknir from  this tomb.  Obtain  a
key off of Olaf's corpse, and stand near the south
wall to learn  a  new \^ford of Povver.

#  word wall: whirlwind sprint [2/2]

§  olaf,s Treasury Key

i  potions

®  oluf,s Treasury
Use the  key you found  on Olaf/s corpse to open
this  treasury,  then  loot the giant chest within.  Pull

the  nearby lever lo open the exit passage, which
leads  back to  [1].

i  chest

(;   potion

§   Loose gear

REife [2.05] Crabber's Shanty

728

usys  [2.06] OroTheim

Related Quests

Dungeon  Activity

Dungeon:  Bandit (amp

Bandit

(rqfTing

Grindstone

Tanning  Rack

Dangers

Bone Alarm Trap

(ollectibles

Skill  Book

lone-Handed] :
Mace  Etiquette

[Cl/lO]
Chest

Chest  (Locked:

Apprentice)

Potions

Loose gear

This  small  cave,  located  along  Hiaalmarch/s

southwest border,  serves as a  hideout for a  small

group of bandits.  Beware the  powerful  leader,
who  lurks toward  the cavern's  rear.  Slay  him  and
claim  plenty of loot from  his corpse and  from
the two chests  he guards  (one  is  hidden  beneath
the  stairs).  Dispatching  all  of the  bandits at this

location  ends their  raids against the giant of
Talking  Stone Camp  [2.07]  to the  south.

se;|2.07] Tqlkin9 Stone (amp

Dungeon:  Giant Camp

Giant

Mommoth

A massive bonfire at Hiaalmarchts southemmost
tip signcllS the Camp Of two towering  giants.
Mammoths roam the lower portion  of the hill,
shepherded by one giant, while the other can  be
found  near the campfire up

plenty of loot from their ch
and one in the coy
slay the brutes.

Dispatching  all of th

[2.06]  ends their raids a

You can claim
rle  in  the camp
fall-if you can

dits at Orotheim
the giants,

allowing  them to lead their mammoths to the

y stream  (which they do every few hours).
rows off the giant and  mammoths at the
of the  hill, giving you free access to that

chest,  or a good opportunity to take out the  lone
remaining  giclnt.

Tr-e  § _c¬l¬-- Sc==i:-.,  ','

s__Fry_iITfro

Related Ouesls

Side Quest:  Forbidden  Legend

Dungeon  Aclivily

Recommended  Level:  6

Dungeon: Drougr (rypt

Frostbite Spider

Draugr

Mikrul  Gauldurson

Quest Items

Daynas Valen's Journal

Daynas Valen,s Notes

Ivory Dragon Claw

Dangers

Bone Alarm  Trap

Flamethrower Trap  (pressure plate)

Oil  Lamp Trap

Oil  Pool Trap

Rockfall Trap

Spear Trap (pressure plates)

Puzzles

Nordic Pillars

Snake, Whale,  Hawk
Nordic puzzle Door llv(

Hawk, Hawk,  Dragon

DrclgOn Claw:  Ivory Dragon  C

Skill  Book lone-Handed]:  Fire and

[B1/lO]

Unique Item:  Gauldur Amulet Fragment

(Folgunthur)  [6/1  1 2]

Unique Weapon: Gauldur Blackbla

Special Objects

Word Wall:  Frost Breath  [1/3]

Chest(s)

Potions

Loose gear

On  a  hill  in  Hiaalmarch/s  northern  marshlands
lies the ominous entrance to the tomb  of MikruI
Gauldurson,  one of the three brothers sealed
away  in  ancient times.

Exterior
The abandoned campsite outside the ruins
hints at the fate that befell  DclynaS Valen,s
adventuring  party inside.  Find  his  journal  for some

background on the expedition,  then  loot the urns
near the tomb,s door.

(?,   Daynas Valen,s Journal

4,'TEJ^1S #F S!i'fR ,c\,a.,:  HOLD  2:  HJAALVARCH



Folgunfhur

fiffi  Door to Skyrim

ffitii!t  Trapped Ptissage
Beware the pressure plate in the very first

pcISSage-Stepping  On  it Causes spikes to  Stab Out
from the statues  just ahead.  Once you,re past the
trap,  don,t miss the  burial  urns  in  the  nearby wall.

i?   Danger!  Bone Alarm Traps,  Spear Traps

(pressure  plate)

Lfi  puzzle pillar (hamber
Daynas Valen,s adventurers already solved the

puzzle  in  this  room,  so there,s  little to do  here
during your first visit,  but you  can  return  after
obtaining  the  Ivory CIaw  in  [3].  Ignore the glyph

puzzle and  simply insert the claw into the keyhole
on the east wall to open a small  nook and expose
a  locked chest.

§   chest (Locked:  Apprentice)

§  Loose gear

*ffi   Dining Hull
Avoid a pressure plate and slay a few Draugr
on your way to this wide chamber. A gale shuts
behind you,  trapping you with  more undead.  Pull
the chain  near the gate to open  il if you/cl  like
to retreat.  Knock down the oil  lamps or cast a
ire spell to  ignite the rivers of oil with explosive

results.  Discove

Tom Daynas Valen,s

k near a corpse in a

lower a drawbridge.

?)i   Dangerl.  Flamelhrower Trap  (pressure plate),

Oil  Lamp Trap,  Oil  Pool Trap

i;i   Dragon Claw:  Ivory Clclw  [2/10]  (Daynas

Valen)

i)   skill  Book lone-Handed]:  Fire and  Darkness

[B1/1O]

§   Daynas Valen,s Notes  (Daynas Valen)

(t   Loose gear

aerfei  stairwell  I

Use extreme care when  entering  this stairwell,
which  leacls up to the dining  hall,s  second floor.
A trapdoor opens beneath your feet as you enter,
dunking you  into a watery pit. The water actually
spares you from falling onto lethal spikes-keep
well away from the spikes as you carefully loot
the sunken  corpses,  then swim onto the sidirs  (or

pull the chain and let the trapdoor lift you upi.
Loot the corpses near an  upstairs keyhole to at last

the Ivory Claw.  Insert the claw into the

keyhole lo lower the drawbridge ahead, which
leads toward several  Draugr and a passage to the
lower crypts.  Before entering the crypts,  return  to

[2] and use the Ivory aaw to access a treasure
nook.

fidiife  (rypt (orridors

Beware:  Numerous Draugr roam these tight
corridors,  and  pressure plates trigger lethal  traps.
Avoid the pressure  plate  in  the corridor
toward a  locked  chest,  and  manipulate
in  the  opposing  hall  until  all  four  p

risen.  Avoid a  rockslide as you  make
deeper into the crypts.

/j   Danger!  Rockfall Trap/  Spear Tr

plate)

"AJ   Chest (Locked:  Novice)

§  potions

¢   Loose gear

that leads

ffi;ffi  sfuirwell 2
You  must solve a  Nordic  Pillar  Puzzle here  in

orcler to advance to the lower crypts.  Ignore
the room's two levers and enter the northeast
chamber.  Note the order of the glyphs,  then
exit and  pull  either lever to access the northwest
chamber.  Rotate three glyph  pillars  here,  mirroring
the glyph  sequence in the preyious ch

(Hawk,  Hawk,  Dragon). Then
chain on  the far wall to a

®  spider Tun
Slay a few Froslbit
and beware a surprise ambush a
the puzzle door. The lights sudde

I  pc]ssage,
approach

Draugr emerge from the sarcophagi around

REffi   Door to Folgunthur (rypt

Folgunlhur (rypt
As you  pass through  this cavernous crypt,  Mikrul
Gauldurson,  a  powerful  undead warrior,  suddenly
rises  from  the central  sarcophagus.  Refer to  Side
Quest:  Forbidden  Legend for strategies on dealing
with  this  powerful  foe and  his vampiric  blade.
Once he falls,  loot him  and the corpses of his
thralls  before using  the Ivory Claw to open  the
far gates.  Follow the sound of chanting  to locate
a Word Wall and gain a  new Word of Power.
Loot a  massive chest as well  before proceeding
through the  nearby door and  returning  to the  main
level.

()  word wall:  Frost Breath  [l/3]

§   unique  Item:  Gauldur Amulet Fragment

(Folgunthur)  [6/1  1 2]

f;  unique weapon: Gauldur Blackblade

[6/80]
i:)   potions

§   Loose gear

Door lo Folgunthur Crypt

asuE§TS



ife [2.lO] Fort Snowhawk

Reloled Quests

Civil War Quest:  Liberation  of Skyrim

Civil \^/ar Quest: The Battle for Fort Snowhawk

Recommended  Level: 6

Hobilotion: Military  Fort

Mage
Skeleton

(mfting
Alchemy  Lab

Arcane  Enchanter  (2)

Grindstone

Dangers

Bear Traps

(ollectibles

Skill  Book  [Block]:  A  Dance  in  Fire,  v2  [A1/1O]

Chest(s)

Potions

Loose gear

This imposing  keep serves as a  point of
contention  between  the Stormcloaks and
lmperials  during  the  Civil  Wclr.  Until  then,  it,s

populated by a band of necromancers. You can
tackle this eroding stronghold  in a  number of
ways-storm the front gate,  slip in through the
hole in  the southeast wall,  or leap over any of
the crumbling  battlements.

Exterior
A host of necromancers and their skeletal
minions defend  the fort,s  outer grounds.  Scale
the  ramparts and clear out every foe to gain

plenty of loot from  their corpses.  There,s  little
else of value outside.

(\  Loose gear

I.i.e   I   C:¢.Ij>=.-,=1_I+     I

;

730

ife Fort Snowhqwk Keep
Enter the fort,s central  keep by any of three doors.  The ground-level door to the south  is the ecISieSt tO
locate.  Go upstairs to locate a few potions,  then  head downstairs to fincl  more,  along with a  locked
chest.  Work your way through the sleeping quarters to reach the library, where you can find several
crafting  stations,  a  Skill  Book,  and  a  key that unlocks the  Keep's central chamber.  Within, deal with
the leader of the necromancers,  then claim the chest in  his chamber and a  locked chest in  the nearby
bedroom.

()   Grafting:  Alchemy  Lab,  Arcane  Enchanter,

Grindstone

i?   skill  Book  [Block]:  A  Dance  in  Fire,  v2

[A1/1O]
"3   Fort Snowhawk Quarters Key

ffiB  Door to Skyrim

¢)  chest

(:i,   chest (Locked:  Apprentice)

§.  chest (Locked:  Adept)

(;   potions

giv&s  sleeping ouorters
Expect a couple of mages here, and a button on
the wall  next to the gate,  opening  it and allowing
access down  into the Cellars.  Check the steps up
on either side,  leading  to cl  lower and UPPer door

.;I   Loose Geclr

giv:eni  (ellors
Check the clamp side chamber with  a couple
of potions,  clnd an exit tO the lower Part Of the
central tower's spiral  sidirs, where you'll find
another foe.

\^J   Potions

SKYR]M

Expect a couple of foes  in this well-stocked
laboratory/ and an  important key on the table
along with a  note and a Skill  Book. There are
numerous books to peruse,  too.

";i,   Alchemy  Lab

(,`  Arcane Enchanter
",,,:?   Grindstone

f,  Fort Snowhawk Quarters Key

?:)   Necromancer,s Letter

§   Loose Gear

()   potions

¢)   skill  Book  [Block]:  A  Dance  in  Fire,  v2

[A1/1O]

©  (onnecting (orridor
This  leads from the Sleeping Quarters, with doors
to Locations #3  and #5,  to the  locked door (B).
There,s a few books here.

ffi  Bedroom
Unlock the chest [Apprentice]  here,  and  rummage
around  this small  bedroom  to find  a  Spell  Book
and  Key on the table.

I:,:,   Fort Snowhawk Quarters Key

i:,',.   chest  [Apprenlice]

(;\   Loose gear

£TLA,:. C,I SKf3'i,A    HOLD  2    HJAALMARCH
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ffiffi)  Locked Door lo Sacrificial (hamber
IExperl]

Use your Lockpicking/  or Fort Snowhawk Quarters
Key to open this door.

ae-:3   Socrificiol (hqmber
The remains of a  skeleton  lie on the coffin  here,
where the dead were experimented on.  Check
the chest and  loose gear in  here,  along with  more
books to read. Then  remove the door bar sa you
can  exit onto the staircase.

()  chest

()  Loose Gear

©  (entral Tower Spiral Sloirs
Enter via the nearby door,  and you,[l find the
wooden  door to the Sacrificial Chamber barred,
so  journey using  the route shown  here.  Expect
cI  COuPle Of foes On  these Stairs.  Head  up when

you,re ready to leave, as there,s an exit at the top.

\^,;   Danger!  Rune Traps

",;)   potion

§  Loose Gear

ffiso  Door to Skyrim

©  Door to Skyrim

Prison

Fight your way across the battlements to reach
the entrance to the prison tower in the  Keep,s
northern courtyard. The prison  is a small area
with  few guards.  Find  a chest in  the  nook  just
beyond the main entry staircase and another in
one of the holding cells. A passage in the back of
another cell leads to a secret exit, but beware the
bear traps as you jump down.

(?,i   Danger!  Beclr Traps

?:)   crafring: Arcane Enchanter

i:,,  chest (Locked:  Apprentice)

[2.I l] Brood {avem

Dungeon: Animal  Den       (ollettibles

Animal                                      chest

Chest (Locked:
Novice)

Potion

Ferocious  [Leveled  Predators]  guard this waterfall
cave. Make your way to Ike waterfall's top and
follow the stream  into the mountain to enter the
Brood Cavern.  Slay more [leveled  Predators]  inside
the cave and pass through an inter'lor waterfall to
locate a chest with an easy lock. Another chest lies
on dry land  near the body of a late hunter, who
recently became the animals,  prey.

ife [2.l2] Nonh and South Cold
Rock pass

Recommended Level: 8

Dungeon: Animal Den

Animal

This small,  frozen cave  runs  straight through
Hiaalmarch/s southern  mountains,  providing  a
convenient means of passage into Whiterun.
Unfortunately/  a vicious  Frost Troll  resides  here
that you  must either deal with or avoid.

ne> [2.1 3] Eldersblood Peak

Dungeon:  Dragon  Lair

Animal

Dragon  (after Main
Quest:  Dragon
Rising)

Special Obietls

Word Wall:  Disarm

[1/3]

A pack of ferocious  Frost Trolls guard  I
dragon  lair, which  is located atop the p
of Morthal.  lf you visit here after the dragons
have  returned,  most of the  Frost Trolls will  have
been  killed,  but you will  have a  much  bigger foe
to contend with.  Secure the silo,  then follow the
sound of chanting to locate a \^ford Wall that
bestows you with a new Word of Power.

REse [2.I 4] Wreck of the lcerumner

Related Quests

Side Quest;  Lights Out!

Recommended  Level: 6

Dungeon: Shipwreck

Blackblood Marauder

Deeia

TRA!N!NC                       THE  IP*VENTORY

(aIle(libles

Area ls Locked  (quest required)

Potions

Loose gear

This unique location exists only after you
extinguish the Solitude  Lighthouse as part of Side
Quest:  Lights Out!  Wthout the Lighthouse to guide
it,  the  /cerunrler,  an  Imperial  supply ship/  runs
aground on  the reefs in this area. There's nothing
of particular interest at this  site until  the shipwreck
OCCU rS.

Exterior
The ship,s clock  is full of plunder,  and  there
are potions stcIShed  in a  nearby rowboat-but
clnything you  take On  the Way  in  tO  meet Deeia  is
considered theft by the  marauders, who will turn
on you without hesitcltiOn'

i/;)   potions

a  Loose gear

The /ferumer (Interior)
The thieves  have  nearly finished  looting  the  ship,s
interior,  but there are still  a few valuables to be
found.  Make your way down to the cargo hold
and  speak with  Deeia,  who suddenly double-
crosses you.  Slay the villain and  inspect the note
she carries to advance your quest, then fight your
way back outside,  claiming any loot you  might
have left alone before.

fv)  Apothecary,s Satchel            (;,   Potions

§   satchels  (2)                                 (A/   Loose gear

ife [2.I 5] Abandoned Shot

Related Quests

Dark Brotherhood  Quest:  \^/ith  Friends Like
These._.

Hobitalion: Special

AIea  Quintus

Astrid

Fultheim  the  Fearless

Vasha
Area  ls  Locked

This remote,  ramshackle cabin  is used  by the
Dark Brotherhood for various purposes.  After

you complete the first Dark Brotherhood Quest,
Astrid brings you here, where you're faced with
a choice of killing one of three persons as  part
of the second  Dark Brotherhood Quest,  "With
Friends  Like These..."  Interrogate each of the three
captives,  then  slay any of them fo advance the

quest-the choice affects only Astrid/s remarks
after the deed  is done.

PRIMARY LOCATIONS
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Related Quests

Main Quest:  The Horn  ofJurgen Windcaller

Recommended  Level.. 6

Dungeon:  Bumdit (amp

Animal

Bandit

Draugr

Mage
Skeleton

(rotting
Arcane Enchanter

Dangers

Flamethrowers  (pressure  plates)

Oil  Lamp Trap

Oil  Pool  Trap

(ollectibles

Skill  Book  [Restoration]:  Mystery of Talara,  v2

[B1/10]

Special Obietls

Word Wall:  Become Ethereal  [1 /3]

Area  ls  Locked  (quest required)

Chest(s)

Potions

Loose gear

Mineable Ore  (Corundum,  Iron,  Silver)

\^/arlocks have turned the ruins  here  into a
temporary camp as they explore an ancient
temple-and pillage the
delve too deeply into Us

below. You can't
until you advance

to Main Quest.. The Way of the Voice, which
tasks you with obtaining a special  object from the
crypts,  depths.

Exterior

Warlock Necromancers have made camp outside.
lt,s best if you go for the necromancer first since
his reanimated followers will  drop once he,s taken
care of.  After you finish  off the necromancer
and  his  reanimated  bandits,  descend  into the
circular ruins and  loot a  chest before entering  the
nearby door.

(::;   chest          ,\   Loosegear

732
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ffiRE  Exit to Skyrim

ffiifei   Entry (dvern
Several reclnimated bandits and mages are
encountered  in  this first cavernous chamber.  Loot a
chest and swipe a few potions before proceeding
to  [2].  Note that the passage that leads to [2]
is blocked when you visit this  loccltiOn  Prior tO

starting  Main Quest: The Way of the Voice.

ti,,,  chest

::;   potions

(),  Loose gear

iffii  Drougr Possqges

Cut down the large number of undead  Draugr that
roam these passages.  Search the northern  side
rooms to locate a chest,  Skill  Book,  and  lots of
lootable  urns.

i?   skill  Book  [Restoration]:  Mystery of Talara,

v2  [B1/10]

(::)   chest

()   potions

LffiJ  secret passage
Descend  into this small side room and  swipe some
coins off a table,  and take the gear that,s  hidden
beneath  it.  Pull the nearby wall chain afterward to
reveal a  secret passage that leads to a  chest.

(::)   chest

i?   Loose gear

©fro  sorcophogi (hqmber
Slay more Draugr in this wide  burial chamber,
then  scale the southeast stairs to locate several

potions and a chest.

(i  chest

i?   potions

ffirm  Door to  U

(qvern Access

rtiv Depths

Navigate a twisting stairway as you clescend
into this  massive subterranean cavern.  lf you
own the Whirlwind Sprint Shout,  use it to safely
streak past some wide pressure  plates that trigger
flamethrowers when depressed-  Also,  if you  look
closely/ you will  see that some pressure plates are
decoys and don,t actually shoot fire.  Figuring  this
out will  help you  navigate the halls ahead.

(;.,   Danger!  Flamethrowers  (pressure  plates)

i?  Mineable Ore  (Iron)

tiffigri:  wqlkwoy (homber
Dispatch  a  few  Draugr in  this  sizeable  sicle
chamber.  Cross a walkway and  head downstairs
to raid  a chest in the east alcove,  then scale the
south stairs afterward and cross another walkway
on your way to [7].

§  chest
i:?   potions

lag;;  oily (avem

Draugr burst out from  sarcophagi  in this
Quickly knock down  the overhead  lam
the oil on  the ground  and  burn  them up`
handle on the wall  near the south  portcul
turn another handle on the wall  near the south
sarcophagus to expose a small Grafting  nook with
a chest.

(t   Danger!  Oil  Lamp Traps,  Oil  Pool Trap

(,,.   Grafting:  Arcane  Enchanter

()  chest

¬\   potions

i)   Loose gear

£ffEN   Huge (avern: West Balcony

Upon entering this massive cavern, you can
utilize your Whirlwind  Shout to  jump  across these
destroyed  bridges to discover a chest tucked
away behind  some rubble.  CIear the skeleton
archers from the west balcony afterward, and
locate a few potions  neclr the throne.  Descend the
north  sloping trail afterward to reach the cavern,s
bottom.

¬,   Danger!  Flamethrowers  (pressure  plates)

§  chest

i?   potions

¬®  Huge (qvern: Ground FIoor

Follow the sound  of chanting to locate a Word
Wall at the bottom of the cavern. Obtain a  new
Word of Power, then search behind the nearby
waterfall to  locate a  hidden chest that's guarded
by a  powerful  Draugr.  Backtrack out and explore
the cavern's opposite end  to discover a chest and
a few potions.

(v\;  word wall: word of power:  Become

Ethereal  [1/3]

t\  chests (2)

()   potions

\^j   Mineable Ore  (Corundum,  Silver)

Sgivifei   Huge (qvern:  East Balcony

Return  to the cavern,s west balcony and cross
the central  bridge to reach the opposite balcc
where a  series of portcullises block your progress.
The portcullises are controlled  by the  nearby

glowing  stones.  You  must use Whirlwind  Sprint
to dash  past the glowing  rocks and through the

portcullises before they close. The easiest way to
make  it through  the gclfeS  iS  tO  sprint Past all  the

stones,.  just after you  reach  the final  stone,  use
Whirwind  Sprint and  continue sprinting.

(:)   potion

ae  Fire Trap Possqge
Use your Whirlwind Sprint Shout again to blaze
through this dangerous passage-the entire floor
is macle of flamethrower traps!  A]tematively/
remember that some flamethrowers are decoys,
and  don't actually shoot flclmeS.  Look carefully at
the ground coloration to see which  is which.  Once

you,re past the traps,  beware of a Giant Frostbite
Spider that descends from the ceiling.  Cut your
way through the thick webs that follow so you
may advance.

/v\   D
ger!  Flamethrowers  (pressure plates)

illars rise from the surrouncling water as
this large,  quiet chamber.  Inspect the

tomb ofJurgen Windcaller to advance your qu
then enter the nearby door to locate a giant chest.
Navigate the tunnel  that follows fo find your way
back to the surface.

§  chest

ffiB  Door to ustengrtiv

ffiB  Door lo ustengrflv Depths

ifeife [2.1 7]  Hiqqlmqrch
STormcloqk (amp

Relqled Ouesls

Civil  War Quest:  Liberation  of Skyrim

Civil \^/ar Quest:  A  False  Front

Gvil \^/ar Quest:  The  Battle for Fort Snowhawk

Hqbitqtion: Military: Stormclook (amp

Arrald  Frozen-Heart

Stormcloak Soldier

Stormcloak Quartermaster  (Blacksmith)

Services

Trader  (Blacksmith):  Stormcloak Quartermaster

[3/33]
Weapons, Apparel, Misc

(rofring
Anvil

Grindstone  (2)

Workbench

Special Objects

Civil War:  Map of Skyrim

Chests  (2)

Loose gear

A small  detachment of Sformcloak Solcliers
has made camp along the northern edge
of Hiaalmarch-yet this site may exist on
during  the Civil War quest line.  Bclrter With

quclrtermaSter  if you  like,  and  inspect the  large
map  in one of the tents to potentially acquire new
map  information.

TRAiNiRI£                       THE  iral¥EitlTOR¥
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ife [2.I8] Mzinchalefl

Related Quests

Dark Brotherhood Quest:  Side Contract:
Maluril

Dungeon Activity

Recommemded Level:  I 6

Mz:inchaleff

Dungeon:  Dwqrven (ity

Animal

Bandit

Dwarven Centurion

Dwarven Sphere

Dwarven  Spider

Falmer

Underground  (onnection:

Blackreath [1 0.02]

(ollectibles

Skill  Book

[Archery] :  The
Black Arrow, v2

Unique Weapon:
Grimsever [7/8O]

Special Obiecls

Dwarven
Mechanism

Chest(s)

Potions

Loose gear

Surrounded  by rocks,  these  impr
dwarven ruins stand in the frozen

orthecISt Corner.  South of the
afar grants passage to
)house, where a dwarven

an  be activate
BlackrecICh  [1 0.O2];  know
Mzinchalefr-  However, you a

nt passage to

until you've navigated all of Mzinchaleft and

ire  I(-,=e= £c--c,ll:  `,',

sFTy_RTin

used  it to exit the Gatehouse, which  is the ruins,
fincll  area.

During a Miscellaneous Objective for Mioll
the Lioness, you can discover a  unique weapon
here at Mzinchaleft called  wGrimsever."  See the
Quests chapter for further details.

Exterior

Entering the ruins won't be easy,  for a  large group
of bandits has  make camp  here as they work al
ransacking the site.  Slay a  mob of brutes  in the
exterior area, and  locate a locked chest atop one
of the spircll-Path  towers.

t':)   chest  (Locked:  Adept)

".,;)   Loose gear

en  Door to Skyrim

rREJ  (ompfire Passage
A few bandits are huddled around  a campfire in
this first stretch  of passage.  Secure the  site,  loot a
chesl'to the south,  and  swipe a few potions from
the vicinity

",,,.A,)   chest                 .,.;,    potions

?giv:;  Frozen (dvern

Dispense with a couple of mages and loot another
chest in  this frosty cavern.

(,`,,.   chest

",:)   potions

(?   Loose gear

fiqseap+,  Treasure  Room  I

Pick a tricky door lock to enter this small chamber,
where a chest,  a  Skill  Book, and a few potions
cIWOit COlleCliOn.

/v`?   skill  Book  [Archery]:  The  Black Arrow,  v2

i/)  Area ls Locked  (Adept)

(:I)   chest

?)   potions

ies§"EN  Sphere (hqmber

Ancient,  yet still  functional,  Dwarven  Spheres

patrol this large chamber.  Allow them to engage
any roaming  bandits,  then dispatch the stragglers.
There,s  little else of interest here.

(`?®  spider (hqmber

Dangerous  Dwarven Spiders skitter about this
long  hall.  Pick an  Adept-level  gate to the  south  to
access a  uniquelooking dwarven chest.

(,:)  chest

®  steam pipe possqge
Disable several  Dwarven Spheres  in this chamber,
then  follow the thick pipes along  the  left wall to
locate an  elevated chest.

(,I;,   Chest

aJLA,,5 C;i `SKt'?,:,iv.i(  HOLD 2:  HJAALMARCH

-                               i                       .,



mbet
Manipulate the levers in this chamber until you
can access the southeast chamber, where you
may loot a chest and turn a valve.  This will allow

you fo advance to the Mzinchaleft Depths.

?/  chest

ffiEN  Elevator to Mzin(haleft Depths

ffiB  EIevalor to Mzinchulefr

®  Mzin(hqlefr Depths: South
The Mzinchalefr Depths are truly breclthtaking-an
entire dwarven  settlement built within a  massive
underground cavern.  Dangerous  Falmer and
Chaurus  lurk down  here,  and  more  Falmer will
emerge from  small  holes  high on the walls.  Find
one chest hidden  among  the southern  Chaurus
nest and another in  an  northern  nook,  deep
underwater.  Find two more sunken chests by
opening  the soulheasl underwater gate and
following the submerged  passage to a small
room.

(:)   chests  (4)             §\   Loose gear

irasfty  (onnecting Tunnel
After lulling  looting  the southern  exterior area,
enter the east building and slay a  few more
Falmer before following  a  long  tunnel  north'
Dispatch  additional  Falmer and  Chaurus along
the way/  and don,I miss the odd chest that,s
hidden  in  a  tent about halfway through.

(?  chest

®  Mzinchalefr Depths: North
The long connecting  tunnel deposits you  in a
northern  exterior area.  Find a chest in a  north
tent,  then  head up a winding  ramp to reach a

a with a  button that shines a light on a  nearby
e when pressed Pick a nearby Expert-level

ate to enter  [1 1],  then  head  baa
through the no
hesHhat sits n

thwest stairs a

te, and loot
entral fount

nique
(  Cln

swell  [12].  When
lS place, proceed up

reach the door to I
aleft Gatehouse.

Breaking  into this small er isn,t easy'  but

picking the  Expert-level lock lands you within easy
reach of two dwclrVen Chests.

(,A)   Area  ls Locked  (Expert)              §   Chest (2)

eyiis  Treasure Room 3
Pick a  locked door in  the southwest corner of [10]
to access a  small  room with a chest.

§,  Area  ls  Locked  (Adept)             §  Chest

ffiB  Door to Mzincholeft Gatehouse

Mzincholeft Gatehouse
A fearsome Dwarven Centurion guards this large
chamber, along with a lesser Dwarven S
Fight hard  to  survive this encounter.  Pull
to the northeast afterward to open a no
a chest, and open the southwest gate to a
a peculiar Dwarven Mechanism-activating this
wit ial  item opens a way into  Blc]ckreach.

When you,r
through the far west door and fake an
to the surface.  Pull a  lever outside to

the elevator gate.  Now you can
return to the Gatehouse in  the future.

§  chest              ,(;,   Loose gear

ife [2.I9] Greul Lift aI
RAzinchqlefT

Underground (onnection:  Blackreath [1 0.02]

MisceIIameous

Area  is  Locked

This  small  tower,  located  just south  of Mzinchaleft
itself,  doesn,t appear as a  Primary location on
the  iniJame map,  but it,S important enough tO be
considered  one.  Beyond the tower,s  locked gate
lies an elevator that transports you down  to the
legendclry Dwarven  city of Blackreach  [1 O.02],
but you  must pull  the  lever  inside the tower to
open  its gate.  This  makes this  a  one-way trip  until
after you've used this elevator to exit Blackreach

(the gate  remains unlocked afterward).

ne* [2.20] Movarlh's Lai

Related Quests

Side Quest:  Laid  to  Rest

Recommended  Level: 6

Dungeon: Vampire Lair

Animal

Movarth  (During  Laid  to  Rest)

Vampire

Vampire's Thrall

(rofting
Alchemy Lab

(ollectibles

oak  [lllusion

Armor:  Movarth's Boots  [8/I  1 2]

Potions aplenty

ust clear out this vampire lair during
of Side Quest:  Laid to Rest.

Entry Sfuirwell and Passa
Pick offa couple of dal
in  this first cavem,  then
Thralls  in the following  passages.

§   potion           §   Loosegear

Master Vampire,s hair
A powerful vampire lurks in  the heart of the cave,
along with  several  lesser vampires and thralls.
Loot this cavern to obtain several potions,  and
find a chest and alchemy lab in a  nook above
the wooden  ramp.  Venture  north  to snag  cI  Skill
Book and some unique  boots from  the vampires,
sleeping quarters  before proceeding  south.

()   crafring:  Alchemy Lab

§   skill  Book  [lllusion]:  2920,  Sun,s  Dawn,  v2

§   unique Item:  Movarth,s Boots  [8/1 1 2]

?,   potions aplenty

§  Loose gear

Exit Path

Slay a final thrall and  loot one last chest as you
make your way south, taking your leave of this
unholy den.

()chest           §,   potion            <)Loosegear

ife [2.2I] Hiqqlmqrch
(amp

Civil War Quest (when active,  depending on
who you  side with)

Hobilqtion: Military:  Imperial (amp

Imperial  Soldier

Imperial  Quartermaster (Blacksmith)

Servi(es

Trader  (Blacksmith) :  Imperial  Quartf

[4/33]
Weapons, Apparel, Misc

(mfling                          Special Obietls
Anvil                                  Civil War:  Map of Sky

Grindstone  (2)               Chests  (2)

Workbench                   Loose gear

A small  band of Imperial troops  have set up a
small  yet functional  encampment at this  site,  which
may appear only during the Civil War quest line.
The quartermaster offers you  blacke
and  inspecting the large map in on
can grant you new map data.

PRIMARY LOCATIONS
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ife [2.22] KiensTq9 Ruins

Dungeon: Special

Ghost

There must be somewhjng special about these
unassuming  ruins-and  there  is.  Visit this site
at night (between  8:00  p.m.  and 4:00 a.m.)  fo
witness a ghost materialize and  run off.  Pursue the
specter and you,ll  be  led  to a  small grave that,s
being  looted  by bandits-  Dispatch  the villains and
claim  their  plunder.

ife [2.23] SIonehills

Related Quests

Miscellaneous Objective:  Slow Shipments to
Bryling*  (Pactur)

Favor  (Activity):  Mining  Ore*  (Gestur
Rockbreaker)

Habitution: Town

Gestur Rockbreaker

Hiaalmarch Guard

Jesper

Pactur

Sorli  the  Builder

Sirgar

Swanhvir

Teeba-Ei

(rotting
Smelter

(ollectibles

Skill  Book  [Heavy Armor]:  Orsinium  and  the
Orcs  [Dl/1O]

Skill  Book  [Speech]:  292O,  Second Seed, v5

[Al/1O]

Potions

Loose gear

This  humble  mining  settlement has seen  its share
i hard times.  Its people have suffered greatly
lrouah the various wars of the last two decades.
ough  currently self-sufficient,  Stonehills  is  quite

poor and  runrdown.

hlE!E

Exterior

A few crafring stations can  be exploited  around
town.

/`)   Grafting:  smeller

Sorli,s House

This  humble abode houses several  potions,  plenty
of ore and ignots, and a chest. Oh, and there,s a
Skill  Book  on  the  mantel!

i?  skill  Book  [Speech]:  292O,  Second  Seed,

v5  [A1/1O]

+(;)   chest          ()   potions           ,^v?   Loosegear

Rockwollow Mine

Grog  a  pickaxe and  dig  into this  icy  mine's  rich
ore veins to collect some valuable Iron  Ore.  Any
ore you  mine can  be sold  to a  man  named Gestur
Rockbreaker for fast coin.  Speak with  a  man
named  Pactur to gain a  new Side Quest as well.
Nab the Skill  Book that lies  on the short table on
the wooden  loft.

()   skill  Book  [Heavy Armor]:  Orsinium  and  the

Orcs  [D1/10]

(,?   Loose gear

",I,)   Mineable  ore  (Iron)

REgiv  [2.24]  Labyrinlhian

Related Quests

Side Quest: M

College of Win
Magnus

Recommended Level: 24

Dragon  Priests*

I:  The  Staff of

Dungeon:  Dragon  Priest Lair

Draugr                                      Skeever

Dremora                                   Skeletal  Dragon

Enthrcllled Wizard                Skeleton

Estormo                                       Slaughterfish

Frost Troll                                  Spectral Warhound

Ghost Mages                         Troll

Ice Wraith                             Wsp
Morokei                                   Wispmother

(raffing                                  Dangers
Alchemy Lab                             Rune Trap  (floor)

Arcane Enchanter                Magic Caster Trap

(Frost)

Colletlibles

Dragon  Priest Mask..  Konahrik  [2/1 0]

Dragon  Priest Mask: Morokei  [3/1 O]

Dragon  Priest Mask:  Wooden Mask [3/10]

Skill  Book  [Coniuralion]:  Liminal  Bridges

[C1/10]
Unique  Item:  Ancient Helmet of the  Unburned

[9/1  12]

Tr¬   S: _,=e= S--_~_`,L=  1/

s_Try_-RTin

Unique Weapon:  Drainblood Batfleaxe [8/80]

Unique Weapon:  Drainheart Sword  [9/80]

Unique Weapon:  Drainspell  Bow [1 0/8O]

Unique Weapon:  Staff of Magnus  [1 1/8O]

Special Objects

Word Wall:  Dismaying  Shout [1/3]

Word Wall:  Slow Time  [1/3]

Chest(s)

Potions

Loose gear

This vast network of ruins lies  in  the  mountains
southeast of Morthal.  lt was said to have been
built by a  mage  named  Shalidor,  although  in  truth
its  history  is  much  longer than  this  implies.  Taken

together,  Labyrinthian  may well  be the largest
network  of  ruins  in  all  of Skyrim.

During  the end of College of Winterhold
Quest: The Staff of Magnus,  you will obtain  the
unique Staff of Magnus.

!`ffiffiS¬   (host  Nook  A

Though  intimidating  in  size,  Labyrinthian,s  exterior

ruins  are  Simple tO  navigate.  Slay a  Frost Troll

here and  raid a chest.

":)   chest

¬se+  (host Nook B
Scale some steps and  slaughter another Frost Troll
to secure a chest over here.

(.,:?   chest

aefaifei  (emrqI Dome

Duck into this central dome-shaped structure to
discover an  informative  note near a  skeleton_
Collec"he nearby Wooden Mag

you,ll  find yourself standing  in  a

ul it on-

lt's actually the same  room; you've simply
whisked  back to the past.  SIC
Dragon  Priest adversaries that
of dangerous dungeons throughout Skyrim to
obtain  special  Dragon Masks,  then  bring these
masks to this chamber clnd Place them Onto
their corresponding  busts.  Once all eight mag
have been  restored to the shrine,  an  immensely

powerful  Dragon Mask will  be yours.  This  is a
unique quest that will  never appear in your quest
log.  Remove the Wooden Mask to return  to the

present.

?',   Dragon  Priest Mask:  Konahrik  [2/1O]

()  Dragon  Priest Mask:  Wooden Mask  [4/10]

st|REEN}  sholidor/s Maze Entrance

You  may enter Shalidor,s Maze at any time-see
the "Shalidor,s Maze,,  section  at the end  of the
main  Labyrinthian  walkthrough.  Or simply  raid  the
chest near its entry door and continue exploring
these  exterior ruins.

".I:)   chest  (Locked:  Novice)

":..@t,   Lost Vdlkygg  Entrances

Two entrances to a  side area  named  Lost Valkygg

[2.24]  are found  in  Labyrinthian's  northeast
corner.  Use the  higher entrance to fully explore
this space.

i   -:  3:!r_t=`        HOLD2   HjAALMARCH
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ffiS  (eremonial Door
Progress through the College of Winterhold quest
line  until you  cICquire the College of Winterhold
Quest: The Staff of Magnus.  Then  make your
way up a series of steps that lead fo this strange
door.  Fit the Tore of Lclbyrinthian  Onto the door SO

you may enter and begin your exploration of this
massiye  place.

ffiffi  Door to Lobyrinthion (Interior)

GEi  Exit to Skyrim

®  Emry Chamber
Labyrinthian,s sizable entry chamber hints at the
magnitude of this epic dungeon, and the vast
number of skeletons hints at the danger that lies
ahead.  Proceed through the far door and wide
corridor thclt follows,  looting  Urns along the Way.

{\   potion

(§   Loose gear

©  skeletal Dragon (homber
A horde of skeletons guards this huge chamber,
and a  massive skeletal dragon  rises from the
room/s center as you enter.  Fortunately/ these
undead enemies are somewhat fragile,  though
the dragon,s attacks are fierce.  Loot a few urns
clfler the battle,  then  Proceed tO the far Staircase
to venture onward and downward, optionally
stopping to check the carved tablet here.

ffirm  Door to Lobyrinthian (husm

ffiB  Door to Lobyrinthion (Interior)

®  (hosm Entry
Before descending the Chasm,s entry steps,

iscover a chesHhat's tucked awcly near the
est wall. Go downstairs afterward and use

any fire-based attack to thaw the door that has
magically frozen

®5  Study

Tome that sits on a
ide you with the means

Dispatch  powerful  Draugr as you descend  some
narrow ramps,  then duck into the south side

passage to battle more undead on your way to a
room filled with crafting stations and valuables.
Don,I miss the Spell Tome:  Equilibrium,  a  unique

alteration spell that can  only be obtained  here.

(:)  crafring:  Alchemy Lab, Arcane Enchanter

i?   spell Tome:  Equilibrium

()  chest

()   Loose gear

ffiBi   Narrow Rtimp Cavern
Backtrack out from  [1 0]  and continue descending
the sloping  narrow ramps here,  slaying  a few
more deadly Draugr on your way to the
watery bottom.

Labyrinthian (Exterior)

®  pqssoge to
Take the north  passclge from the bottom of [1 1]
to locate the door that leads to the Labyrinthian
Thoroughfare.  Before heading through, venture
up the west passage toward  [13], d
at one pain"o scale

(ee#  west (hamber
Optionally visit this side area  to battle a  powerful
Draugr and  nab a  bit of loot- You may access
area  by taking the  high west passage at [1 1],
the low west passage from  [12I.

":)   potions

ffiB  Door to habyrinthian Thoroughfare

ffiB  Door to habyrinthion (hqsm



®  plunder passage
Slay a  skeleton  as you enter the thoroughfare,
then  unlock a  Novice-level  gate to access this side

passage, where treasure awaits.
"3   chests  (2)

®  Thoroughfare Access
Discover a chest tucked  awqy against the south
wclll  here,  and  beware Of a Vicious troll that lurks
in the  north  passage that leads  into the main
thoroughfare.

§  chest

©  Troll Den
Lowly skeletons roam the spacious thoroughfare,
while a  pair of dangerous trolls  lurk  in  this
side cavern, which you  may optionally access

crossing the thoroughfare's first elevated
riclge.  Best the trolls to secure the  blood-
3d treasure they guard.

(?  chest

©fa;  Thoroughfare
Throw a lever to gain entry to the main
horoughfare.  Loot a few urns and scale the west

steps to discover a chest on a ledge.

I,,;\  chest

/!   potion

Tf_a  S?_r.ue_-,S'crclis  i/

(   738J

®B  Wisp Stimctum
A trio of captivating wisps drift about a collection
of short stone headstones here, and a formidable
Wispmother soon  rises from the ground to attack.
A Wispmother in danger will  spawn duplicates
of herself-focus on  slaying the real enemy and
ending the fight so you  may loot the chest.  Use
any form of cold  spell
that follows so you  may pr

e burning door

stand back and beware: cl Ghostly Mage appears
and attacks you  relentlessly as you consider this
magical  barrier.

()  chest

®!  Trapdoor (hqmber
Dispatch  more foes as you loop around a winding

passage to reach this lower chamber-or bypass
the passage by opening a large trapdoor to drop
straight down to the lower chamber,  using a  pipe
to breclk your fall.  Loot a few urns here before

proceeding  through the nearby door that leads to
the  Labyrinthian  Tribune.

SKYRIM

ffiRE  Door to Labyrinthion Tribune

ffiRE  Door to Labyrinlhion Thoroughfare

©  Entry Pqssqge
Slay a couple of dclngerOuS  Draugr that patrol the
Tribune,s entry passage.  Loot a chest and claim
a  Spell Tome that can  help you  navigate the next
segment, which features several  rune traps.  lf

you,re no good with wards, you may do best to
sprint and  pray.  Remove the soul gem from the

pedestal to deactivate the first trap/  then  trigger
the rune trap on the floor with a  ranged attack
from  a safe distance.

(:j   Danger!  Rune Trap  (floor),  Magic Caster
Trap  (Frost)

i,Tif\5 t3F SK:f3;,I..,,i,:  HOLD  2:  HjAALMARCH
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REffl
Slay lowly Draugr as you descend this crumbling
tower in search of loot. There's Malachite Ore at
the bottom of the exterior pool, and
of hidden  loot in an  upperarea  off

§.  chests  (2)

®»  Locked 6qle hall
Unlock an Adept-level gate as you  move through
here to access a south treasure nook that contains
valuable geclr,  including  a unique  helmet.

§   unique Item.. Ancient Helmet of the

Unburned  [9/1 3]

§  potions

i  Loose gear

¬ifeBfa#  word wall (qvern
Beware the mighty Draugr who sleeps upon this
cavern's central throne.  Raid a chest that's tucked
away near the north wall before approaching the
nearby Word Wall to gain  new power.

§,  word wall:  slowTime [1/3]

§  chest

®  pillar pqssqge
Use the  large  pillars to  help you  slip through  this

passage,  avoiding  its undead sentries.

()   potion

©  Gmnd (overn
The  slclff you  Seek iS  housed  in  this Cavernous

chclmber.  Disturb nothing  and you are safe for
the moment.  Dive into the far pool to raid a chest,
then  make your way upstairs.  Two Enthralled
Wizards are channeling  their power to sustain
a shield around the  Dragon  Priest Morokei.
nferrupting these will  break the  shielcl,  bringing
he wrath of Morokei upon you.  Slay Morokei

afterward to obtai
the Staff of I
the cavern,s

precious  mask, along with
ale the steps cmd head for
ard,  looting a  lclrge Chest

©?  Exit Passage
Eslormo ambushes you as you make your way out
of Labyrinthian.  Slay him, then  loot a  nearby chest
before faking your leave of this forboding  place.

(i  chest

Exit to Skyrim

Shalidor,s Maze is a separate subsection a
Labyrinthian,  and you  may enter and fully explore
this curious  place at any time.  Collect all four
staves that hover in soft light at the entrance,  then
enter the maze and use the Staff of Magelight or
any ranged Alteration  spell you  may possess fo
activate the Alteration  Sigil so you  may advance_
Open special shutters to expose hidden valuables
as you navigate the linear maze.  Leave each
shutter open fo  mark your progress.

Activate the  next sigil,  again  by hitting  the
sigil with  a  ranged  spell  of its  matching  school,
to drop into a short network of underground

passages.  Simply go west and  lake a spiral
staircase back up to the surface.  You,re now
outside the maze again; loop around and enter
from the north this time.  Stop and obtain a  new
Word of Power from the wall nearby' then activate
the next sigil and open the  north gate.  Find your
way toward a  Skill  Book,  and then activate the
fourth and final Sigil to be Whisked away tO a
battle against a  Daedric warrior called a Dremora
and  its two Atronach  minions.

After slaying the Dremora,  liberate the
unique "Diadem of the Savant" from  its corpse
and  try leaping  from the  high  southern  ledges to
recICh the SnOvy wooden  PIatforms that run the
length of the cavern,s west wall.  Loop around the
wooden  ledge to eventually discover valuable

gear near a  skeleton.  Drop to the ground floor
afterward and approach the north Word Wall  if

you  haven't already claimed your new Word of
Power.

(\   skill  Book  [Coniuration]:

[C1/10]

(?

Liminal  B

Word Wall:  Dismaying  Shout [1/3]

t\   Diadem of the Savant

(i  Loose gear

ffiEi  Exit to Skyrim

geS

ffiiife!  smves and south Maze Entrance
Collect all four staves that hover in  soft light
here, then enter the maze and use the Staff
Magelight (or any ranged Alteration spell you
may possess) to activate the Alteration Sigil so

you may advance.  Open special shutters to
expose  hidden valuables as you  navigate the
linear maze.  Leave each  shutter open to mark

your Progress.

©  Destruction Sigil
Activate the next sigil  here,  again  by hitting the
sigil with  a  ranged  spell  of its  matching  school

(use the Staff of Firebolts  if you  like),  to drop
into a  short underground  passage.  Sim

orth Mflze
outside the maze again; loop
enter from the north this time.  St

:ybiinenaOnce,:a:o,:defiiups::nearby, then actiyate th-e  Ill
of Fear and open the north

Power from the wa
igil  with  th

(:)  word \^idlI:  Dismaying Shout [1/3]

REH#   skill  Book  Nook
Find your way toward a  Skill  Book that's found
in this small  nook,  lying  near a skeleton. You can
only reach  this  Skill  Book when  you  enter the
Maze from the north.

?   skill  Book  [Coniuration]:  Liminal  Bridges

[C1/1O]

®  Restoration SigiI
Again,  dart through the linear maze until you
find  andaclivate the fourth  and final  sigil with  the
Staff of Repulsion.  Fall  into the  pit and  step  into
the portal to be whisked away to a battle against
a  Daedric warrior called a  Dremora,  and  its two
Atronach  minions.  After slaying  the  Dremora,
liberate the unique ,,Diadem of the Savant,, from
its corpse.

()   Diadem of the Savant

giv:REaej   Long-Lost  Loot
After the  Dremora  battle,  try leaping from the
high southern  ledges to reach the snovy wooden

platforms that run the  length of the cavern's west
wall.  Loop around the wooden  ledge to eventually
discover valuable gear near a skeleton here.  Drop
to the ground floor afterward and take
of this  unusual  place.

i?  Diadem of the Savant

§   Loose gear
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[2.25] Lost Vulkygg

Level:  6

Dungeon: Draugr (rypt

Draugr

Cmfring

Alchemy Lab

Dangers
Bone Alarm Trap

Dart Trap  (pressure plate)

(ollectibles

Skill  Book  [Pickpocket]:

[A2/1 0]
Chest(s)

tone-Singer

Potions

Loose gear

These ancient ruins  lie at the nQrtheaSI COrner Of

Hiaalmarch/s massive ruin  network,  habyrinthian

l[2.23».  Lost Valkygg  is  unique in that it's  part
of Labyrinthian  but also considered a  separate
Primary Location that can  be explored at any
time.  Lost Valkygg features two entrclnCeS that
are easy to reach by navigating  Labyrinthian,s
exterior ruins.  Both entrances remain  unlocked al
all  times.

ffiRE  Exi"o Skyrim

Lasso  pressure plate possqge
Place three obiecls onto th
in  this  passage to  keep the
the way forward.  You'll return I
items  soon.

§   potion

S  Quiet (homber
Avoid  hanging  rattles and sneak through this
small  chamber to avoid  stirring  the  mighty Draugr
that rest on  the central  slab.  Loot a few urns on

your way to  [3].

§   Danger!  Bone AIarm Trap

Sarcophagi  Hall

st noise causes Draugr to burst out from
here.  Use an Alchemy Lab  if you like,

the south chamber and  pull a lever
cell.  Claim a  Skill  Book from

ear the skeleton_

a: Alchemy Lab

ket]:  Aevar Stone-Singer

hecary's Satchel

i,74fl   :

A deadly Draugr
cavern.  Before careful

pit to reach  [6], enter t

hest in  this

ing down the large
to

find another,  larger chest fhat's tucked
a sloping  portion of floor_

away near

The  Sj}der £'c=c,1:a  i/,

s_igivRTin

Dungeon: Dragon  Lair                  i2h;i6n]eOfAkatosh

Dragon  Lair  (afrerMain          wordwall:  Frost
Quest:  Dragon  Rising)              Breath  [2/3]

Wispmother

High  atop  Hiaalmarch's eastern  mountains,  just
east of the  ruins of Labyrinthian  [2.23],  stands a
remote  shrine.  Though  this  site  is clearly visible
from  the north, you  must either fight your way
through the exterior of Labyrinthian to get here or
approach from  the south to find a  narrow cliffside

path that leads up to the summit.  Prior to Main
Quest:  Dragon  Rising,  cl dangerous Wispmother

guards this sacred place,  where a  Shrine to
Akatosh can be found. Aften^/ard, a dragon

perches here.  Defeat the guardian, then claim
a  new Worcl of Power from the Word Wall that
dominates the overlook.



Lab near this ring of standing stones.  ln the center
of the ring  lies the sacrificial corpse of an  lmpericll
woman. After defeating the mage, you can search
the area  for ingredients and the following:

§  crafring: Alchemy Lab

¬,   skill  Book  [Alchemy]:  MannimclrCO,  King  of

Worrrrs

ife [2.B] Riverside Bandit tamp

Close to the Karth  River across from the
Stormcloak Camp are two bandits resting  by a
campfire. They attack on  sight (sneaking  past or
sing ranged attacks from the rocks above work
ell). Check the chest (Locked:  Novice) and find a

Skill  Book lying  nearby as you  loo

Riyer [ores

§  from  this

Related Ouesl: Main Quest: Diplomatic Immunity

This  Dragon Mound  is  initially sealed.  lt opens
during Main  Quest:  Diplomatic Immunity,  and
if you visit during  or after this point in  the Main

Quest, the mound will be open and emp

At the road  junction close to the southern of the
two small  bridges that lead to Dragon  Bridge
is a  lone wagon. The merchants have been
slaughtered.  A journal on the woman's  body
describes  her  misgivings.  Look more closely,
and you can find a clue to what killed them-the
Falmer arrows point toward  a  raid from the
denizens of nearby Chillwind  Depths  [2.02].

§.   Knapsack

ife [2.E] Adventurers, (qmpsile

On the edge of the river, at the base
dirt pathway that winds  up the  hill  to Chillwind
Depths,  lies this abandoned campsite.
still  lean against equipment crates.  A i
describes attacks on  the caravans in thi

(see also  [2.D])  and  a  plan  to  rout
responsible.  To discover the fate of I
adventurers, continue up the hill and delve  into
Chillwind  Depths  [2.02].

§  Adventurer,s Journal

¢   Loose gear

¢   Knapsack

BS [2.F] Sabre Cat Rock

adventurers are well advised fo keep away. Two
Sabre Cats may be more tha u can  handle,

Related Ouesl: Maim Quest: Diplomatic Immunity

This Dragon  Mound  is  initially sealed.  lt opens

when  Main  Quest:  Diplomatic  Immunity begins,
and  if you visit during  or after this  point in  the

Main Quest,  the resurrected dragon will  likely be
circling  overhead.  Face it here,  or lure it down
into Robber,s Gorge below to wreak havoc
clmOng  the  bandits.

negiv [2.H] Swamp Pond Massacre

rough campsite with  a  burned-out Fire and two

particularly  horrific corpses.  This could  be the
work of vampires. The nearby pond and tree
stumps  hold a wealth  of ingredients.  A Skill
rests  inside one of the  lingeri

S   skill  Book  [Restoration]:

[2.I] Smuggler,s Alcove

ffiUESIS



ife [2.J] Drqugr Burial Mound

Deep into the marshes,  northeast of Fort
Snowhawk,  is the familiar circular construction
of a  Draugr Burial Mound,  now exposed and
waterlogged.  Drop down or wade in,  and unlock
a  chest and  locate a  potion and  Skill  Book.

i/)   skill  Book  [Lockpicking]:  The  Locked  Room

hest  (Novice)

ife [2.K] Summoning Stones

Related Ouesl: Side OuesI:  Ri

A circle of stones in the marsh  north  of Morthal
are carved with  runes.  Some of the town,s
inhabitants  believe  that FcIIion  (a  wizard who  lives
in town)  comes  here at night but are too afraid to
find out why.

ife [2.L] Dead Mummolh

Along the riverside  path  near Dead Men,s  Respite
and close to the waterfall  that empties out into the
marshland to the' northeast,  a fearsome predator
has brought down a  mammoth, which  has yet
to  be picked clean.  Slay the beast and claim the
spoils  for yourself.

ife [2.M] Shrine of Kynarelh:
Hiqqlmqrch Hills

On the rough  path  leading  from the river,s edge
to Brood Cavern  is a  set of clnCient Steps  leading

tlEIB

to an old altar, where a  Shrine to  Kynareth  has
been erected.  Pray here  if you wish,  and  loot the
small  collection  of offerings.

§  shrine of Kynareth  [2/6]

se> [2.N] Collapsed Burial Ground

¥E=:=¥__-±=--
A  Nordic  burial  mound  has  slowly been  sinking
into the  mire.  lt has  been  ransacked  plenty of
times.  Gnarled and twisted trees and  plants grow
within the stones that have  remained  upright.
Among  the fallen  rubble  is a chest (Locked:
Novice).

(,,   chest (Novice)

ife [2.O] Black Arts
BuritlI Ground

Enter this snow-covered  burial  mound from the
open roof clnd deal With the Skeleton Who attacks

yCJN. ln one of the side cI
impaled by a da

powerful  Stclff of
search the rest of i

.

Skill  Book  [lllusio

Yes is a  necromoncer
table.  Claim the

ar his body/ then

RE [2.P] Drtigon Mound:
Labyrinlhian Peaks

Quest: Main Quest: Elder Knowledge
This  Dragon  Mound  is  initially sealed.  lt opens
during Main Quest:  Elder Knowledge,  and  if you
visit during  or after this  point in  the Main  Quest,
the mound will  be open and empty.

§  Mineable ore  (Moonstone)

-f+a  cL=e.S=-~|`1iS   ''

a_irj-iITin

giv [2.0] Ghost Barrow

While wandering  near Kienstag  Ruins,  close to
the road  (to the south)  or the pine forest, you  may
encounter a  ghostly figure at night.  lt moves  up
across the snow-covered forest floor to this barrow
and  disappears.  Attack the grave robbers here.
You  may not see it.  Open  the trapdoor  (Adept).
Inside  is  usually a  Silver  Necklace,  enchanted
Draugr sword,  and a shield.

()   Loose gear

BS [2.R] The Conjurer,s Caravan

Two bandits have ambushed a caravan and
slaughtered the magician,  and are dividing  the
spoils.  Slaughter them on sight,  before they do
the same to you. Check the wagon for a basket of
ingredients and the following:

?I   skill  Book  [Speech]:  A  Dance  in  Fire,  v6

(;   Apothecary Satchel  (2)

(,',)   potions aplenty

(.:A,;   Loose  gear

ffiae [2.S] Hamvir,s Summit
Humler's Camp

At the very southeastern corner of Hiaalmarch,  in
the rocky crags close to  Labyrinthian,  is a  remote
hunter,s camp with two foragers waiting  by the
campfire  (or on  a  hunt if no one  is  here).  This
location  offers spectacular views across Whiterun
to the south.

".I:)   Knapsack  (2)

iTLi.5 ¬;F SFi1<'3ii`,i.  HOLD  2:  HjAALMARCH
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Dawnguard Main Quest:  Prophet

Recommended Level:  I 2

Faction: Vampire  Lair or Dawnguord  Fortificulion

Dexion  Evicus

ae
Armored  Troll                  Death  Hound

Dawnguard                     Malkus

Dawnguard  Husky       Vampire

Vanik                                     Vampire's Thrall

(ollectibles

Unique  Item:  Weystone  Focus

Chest

Exterior

Just across the  bridge  from  Dragon  Bridge,  in  the
low foothills of Hiaalmarch  Hold,  is a  collection

I standing  stones marking  the entrance to
rebears/  Holdout. Aside from  butterflies to

there are no it i. The vertical
rior is sealed
nguarcl Main

©  (irculqr Lower Bailey
Expect combat with foes throughou"
circular campsite, with  stairs  leading  I
crenellations and a spiral set of ste

(west).

ffiEN  vampire Balconies and W
Sour(e

e toughest foes are guarding a
top of the bailey, which yo
iral stairs.  One carries a W

when plugged into the Weysto
ares the barrier.  Dexion

inside the barrier. The barrier area

Services

er                  Carriage  Driver

Spe(iol Area

Shrine of Akatosh

[HF1/3]

Shrine of Arkay

[HF1/3]

of Dibella

3]



b6ni:®hated  by ice fields and  glacial  deposits,  especially along  its  northern  shore,  the  pale  (named  for the  pallid Tundra  and  pigmentation  of its  Nord
inhabitants)  is one of the four oldest Holds  in  Skyrim.  The  harsh environment here makes  life a chore rather than  a  joy,  and the shape of the  Hold  has led some
to refer to it as "the old  boot."  Ragged  peaks,  snowcovered  ground,  and  little sunshine means  most of the Nords congregate al the city of Dawnstar,  a  popular

port and  mining  town.

ife Routes and
Possessing  fewer

The Pale lacks waterways,  save for Lake Yorgrim,  located  in the southeastern  part of the Hold.

roads an
Dunstad and  eventual
mountains that run  no
which  follow the

just east oF Anga's Mill,  this H

iumng,  unforgiving  mountains.

ays than  most other  Holds,  there  is still  a  reasonable  road  connecting  the  Pale to  Hiaalmarch,  which  continues  past Fort
east into Eastmarch  and Windhelm or south  below the snow line  into Whiterun  Hold.  This  Hold's perimeters are dominated  by

long the western edge,  and  the sea of Ghosts runs along the  northern coast.  To the east are the Winterhold Mountains,
then  east,  to the  partially frozen  Lake Yorgrim.  The  River Yorgrim  begins from  here,  merging  with the  mighty White River

oat easterly location.  The rest of the dwarven  ruins,  barrows,  and windswept catacombs are nestled behveen cross
ow the oftenelusive minor paths to find  some of these locations,  or venture off into the snow lo locate them all.

Services
Followers:  [2/47]

Houses for Sole:  [0/5]

Morrioge Prospe(ts:  [1/62]

Skill Trainers:  [l/50]

Alchemy:  [0/3]

Alteration:  [0/3]

Ar(hery:  [0/3]

Block:  [0/2]

(oniurotion:  [0/3]

Destruction:  [0/3]

Enchanting:  [0/2]

Heavy Armor:  [0/3]

Illusion:  [0/2]

Light Armor:  [0/3]

Lockpicking:   [0/2]

One.Handed:  [0/3]

Pickpocket:  [0/3]

Restoration:  [l/3]

Smithing:  [0/3]

Sneak:  [0/3]

eech:  [0/4]

lded:  [0/2]

[8/1 33]:

[0/3]

ldor [0/9]

General Goods  [0/i 9]

744

lmkeeper  [2/1 5]

Jeweler [0/2]

Special  [0/3]

Spell Vendor  [1/1 2]

Sfublemoster  [0/5]

Collectibles

larceny Targets:  [1 /7]

Skill  Books:  [1 6/1 80]

Alchemy:  [l/I O]

Alteration:  [0/1 0]

Archery:  [2/1 0]

Block:  [0/1 0]

Coniuration:  [T/1 0]

Destruction:  [3/l O]

Enchanting:   [1/1 0]

Heavy Armor:  [2/1 0]

Illusion:  [0/1 0]

Light Armor:  [0/1 0]

Lockpicking:  [l/I O]

One.Handed:  [0/1 0]

Pickpocket:  [1 /1 0]

Restoration:  [0/1 0]

Two-Handed:  [0/i O]

Treasure Maps..  [1/1 1]

Unique Items:  [1 6/1 1 2]

Unique Weapons:  [9/80]

Unusual Gems:  [0/24]

Special Obiefts
Shrines:  [6/69]

Standing Stones:  [1

The Lord  Stone

Word Walls:  [7/42]

Animal AIlegionce:  [0/3]

Aura Whisper:  [l/3]

Become Ethereol:  [0/3]

Disarm:  [l/3]

Dismaying Shout:  [0/3]

Unrelenting Force:  [0/iI

Whirlwind Sprint  [0/2]

Cwhing Sfufrons-The  Pole

Tr¬  Si53ee=Sc=1.lJD   ±r,

sIAiry_iFTin

Arcane  Enchanter

(ooking  Pot and

Dqwnsrdr  (The White  Hall)   [3

Downstor  (Rustleif's  House)   [3.00] Roldbthor  [3.32]

Fort Dunstod

Downstor  (Iron-Breaker  Mine)   [3.00]
Downstor  (Quicksilver

Dqwnstqr  (Windpeok  Inn)   [3.00] Hall  of the  Vigilant  [3.09]

haldbthof  [3

A.TLAS C;.F  Sf,V#.ij'¥.i;:  HOLD  3:  THE  PALE
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Total-35:  Hold Capital and  34  Hold  Locations

[3.00]  Hold  (opiful  (itv:  Downstor

Jorl:  Skold  the  Elder

[3.01]   High  Gore  Ruins

[3.02]  Wreck of the  Brinehommer

[3.03]  Pole  Imperial  Camp

[3.04]  Windward  Ruins

[3.05]  Downsfur Sonctuory

[3.06]  Nightcoller Temple

[3.07]  Red  Rood  Pass

[3.08]  Frostmere Crypt

[3.09]  Hall of the Vigilant

[3.1 0]  Fort Dunsthd

[3.1  l]  Shrine  of Mehrunes  Dogon

[3.12]  The  Lord  Stone

[3.1 4]  StonehilI  Bluff

[3.I 5]  Tower of Mzork

[3.I 6]   Loreius  Form

[3.I 7]   Blizzard  Rest

[3.1 8]  Weynon  Stones

[3.1 9]  Duskglow (revile

[3.20]  Silverdrift  Lair

[3.21]  Shrouded  Grove

[3.22]  Korvoniund

[3.23]  Tumble Arch  Pass

[3.24]  Sheorpoint

[3.25]   Nightgate  Inn

[3.26]   Blockreoch  Elevator

(Alftond)

[3.27]  Forsaken  Cove

Habitation:  Hold

(mfting
Al(hemy  Lob

Arcane  Enchanter

Blacksmith  Forge

aTindstone

Smelters  (2)

Tonnimg  Rack

Services
Trader  (Apothecary):  Frido  [4/1 4]

Trader  (Blacksmith):  Rustleif  [5/33]

Trader  (Blacksmith):  Seren  [6/33]

Trader  (Innkeeper):  Thoring  [4/1 8]

Trader  (Spells Vendor):  Modeno  [3/1 2]

Specitil  Objects

Civil War:  Mp of Skyrim

(ollectibles
Skill  Book  I(oniurotion]:  2920,  Heowh  Fire,  v9

[B2/1 0]

kill  Book  [Destru(tion]:  Response to Bero,s

eech  [D1/1 0]

Book  [Destru(tl'on]: The Art of War Magic

onting]:  (otologue  of Weapon

]:  The Wolf Queen,  v1

ing] :  (herim's Heart  [A1/1 0]

ineoble  ore  (lTOn,  Quicksilver)

'M74j|

[3.28]  Yorgrim  Overlook

[3.29]  Bronze Water Cove

[3.Sol  Pole  Stormclook (amp

[3.31]   lrkngthond

[3.32]  Roldbthor

[3.33]   BIG(kreoch  Elevator

(Roldbthor)

[3.34]  Ango's  Mill

Total- 1 7 Points of Interest

[3.A]  Horker Sfonding  Stones                                           [3

[3.B]  Sunken Treasures                                                        [3.

[3.C]   Bondit's  Hovel

[3.D]  Dragon  Mound:  Sea Shore  Foothills

[3.E]  Bomocle  Boot

[3.F]  Shoreline  Bandit Camp

[3.G]  Downstar  Frost Troll  Den

[3,H]  Shoreline  Lovers' Tent

[3.l]  A  Bloody  Troll

[3.M]  Dxpgon Mound:

[3.N]  Julionos,s  Fallen

[3.0]  Yorgrim  Forest Spider Trap

[3.P]  Woyword  Peak Summit

[3.Q]  Dragon Mound:  Yorgrim  Resurrecfl'on

[DG.Ol]  Dimhollow Crypt  (see  pose  770)

[DG.1 5]  Roldbthor  (Updated)  (see  page  766)

[DG.19]   Hall ilont (updated)  (see page  755)

Related Ouesls
Civil  War  Quest:  Reunifi(otion  of Skyrim

(ivil  War  Quest:  A  False  Front

Doedric  Quest:  Pieces  of the  Post

Doedri(  Quest:  Waking  Nightmare

Side  Quest:  Rise  in  the  East

Dork  Brotherhood  Quest:  Side  (ontroct:  Beitild

Miscellaneous  Objective..  Innkeeper  Rumors  (Windpeok  Inn)

Tfc,  g_f.e<£c_+3Ls  `Ji

sirJ_TFTNI

[HF.03]  Heliorchen

Hall  (see pose  772)

Miscellaneous Objective:  Salt of the Seos*  ((optoin  Leif Wqy[inder)

Favor  (Activity):  Mining  Ore*  (Beih'ld)

Favor  (Activity) :  Mining  Ore*  (Leigelf)

Favor  (Acfl'vity):  A  Drunk's  Drink*  (Karl)

Favor:  Role  Item  Hunt*  (Rustleif)

Favor:  Item  Retrieval  ((owe)*  (Frido)

Favor: Jobs for the Jorls*  (Jorl Skold the  Elder)

Thane  Quest:  Thane of The  Pole*



Skald the Elder, they stanci unbreakable and firm
troubles.  Residents of the city fight

he weather, the beasts, and raiders every day in
order to keep goods and ore flowing info and out
of their port and market.

aefro lmporlanI Areas of lmeresI

©  Main Thoroughfare
The main  road  (packed with snow and dirt)  is  in
twc) tiers,  with  the  structures  built around  the  irflet
to the Sea  of Ghosts. The  upper track houses the
main  structures, while the lower road connects
all  the  buildings owned  by  individuals.  East and
west of the  roadways are the two mines that help
bolster Dawnsfar,s economy.  To the  north,  farther
along  the shoreline,  is  the entrance to an  old,
abandoned  sanctuary.  Dominating  the town  is the
Nightcaller Temple,  perched and ever watching
over the rugged  rocks.

©  Northslflr Port (and the Sea Squtlll)
Caprdin Lief Wdyfinder

Located at the base of the cliffs under the
Nightcaller Temple,  these docks  host incoming
trade ships.  The vessel  currently docked  in  these
frigid waters is the Sea Squall.

Harlaug  (Ferryman)  [2/3]

are loyal to the Stormcloaks at
of the Civil War.

Skald has ruled Dawnstar since his father's death
on the battlefield 35 years ago.  He came into
his rule in  his teenage years and  has never really
lost the arrogance and sense of invincibility that
comes with that age.  He is quick fo  judge and
doesn't change his  mind once he has decided
something.

Jod lHousecarI]

Jod is Captain of the Da
his duty and  his loycll
served on a  shi

during  the Great War.  After seeing  the  horrors of
a  large war firsthand,  she moved to Dawnstar,
hoping lhal being a court mags in  a small  hold
would  be free of complication.  She refuses to fake
sides,  insisting  that her  job  is to  help the  people of
Dawnstar.  She will support whoever is  in  power.

Frorkmar Bclnner.Torn

¢The following residents of Dawnsfar arrive
to take control of the capital, once this
Hold  has fallen  during  the Civil  War.

Jorl Brina Merilis

Brina was once renowned throughout the  Legion
for  her leadership and  her tactical  ability.  She  is
a  stern woman who tolerates no foolishness from
those under her command.  She cloes have a warm
side  lhal sometimes shows through,  although  it is
rarely seen  since the start of the war.

Horik HcllfhC]nd  (Housecarl)

Horik  has served  with  Brina  nearly  his whole
life.  With  no command  ambitions of his own,
he is content to serve as  her bodyguard.  Horik
has  nothing  but respect and  admiration  for his
commander,  and  there are few things that would
shake  his  loyally to  her.

The White Hall  keep serves as  both  theJarl,s
residence and the place where  he holds{ourt.
The keep,s  main  feature  is the large cc
throne  room,  mead  hall,  and council c
dominates the largest portion of th
To the  right are the Jarl,s  Bedcham
Madena,  the Jarl,s advisor  (and exc
vendor),  resides on the upper floor,
his  manservant Bulfrek.  Madena,s  s
been  partly turned over lo the Storm
war room, with the blessing of Jarl
Skill  Book on  a  small  table

Eked  between a  barrel clnd
om  with  the training  dummy.

#   crafting:  Arcane  Enchanter

(Spells Vendor):  Madena  [3/I 2]
Scrolls,  Books,  Misc

#   skill  Book  [Destruction]:  The Art a

Magic  [E2/lO]

?   skill  Book  [Enchanting]:  Car

Weapon  Enchantments

§  civil war: Map of

§  chest

§   potions

§  chest (3)

§   potions aplenty

?  Loose gear

©  windpeok Inn

Alesan

Thoring

Karita

Srig  Salt-Plc]nk

Erandur

Windpeak Inn  is  Dawnstar,s only tavern and  is
run  by Thoring  and  his young  daughter Karita,
who  both  live  in  the  building.  Karifa serves as a
bard,  and  their servant Abelone  handles m
the  menial chores,  chopping wood or usi

grindstone  in  the  pen  outside.  CurrentI
is a  meeting  spot where anxious towns
as  Fruki  and  lrgnir the  miners)  gathert

Located  overlooking  the shoreline a
Rustleif has his smithy and  home set u
main  road.  Rustleif is a  reno
and  he 'ls often called
Jarl,s men.  His  Redguard wife,
and  is currently with  child.
comfortable but a  little spartan.

§  crafring:  Blacksmith  Forge, Tan

§   Trader  (BlcICkSmith):

(-)   Weapons,  App

'!   Trclder  (BIacksmith):  Seren  I

l)   Weapons, Apparel, and Mi

§  chest



©  Leigelf/s House
Leigelf Quicksilver

Because  Leigelf manages  Quicksilver Mine and
spends most of his time obsessing about his
work and  his wife,  his  living  arrangements are
somewhat sparse.

/v\  chest

©  Brim,s House
Brina  (a  respected  Legion  commander)  retired
fo Dawnstar and  has  been  living  here for
several years.  She shares  her dwelling with  her
bodyguard and friend  Horik.  Recently/ when the
Jarl of Dawnstor seceded from the Empire,  she
attempted  to talk sense into  him,  but to  no avail.
Inside,  their dwelling  is where they sleep  (in

separate  beds)  and collect (rather than consume)
a  large amount of wine.  Search the basket near

hest to discover a  hidden  Skill  Book.

§  skill  Book lone-Handed]: The  Importance
of Where

t\  chest (2)

The Momr and Pe

The olcl widow Frida runs her modest alchemy
shop from  this  building  on  the main  road.  A Skill
Book  is  kept behind  the counter.

§   Grafting:  Alchemy Lab

§,   Trader  (Apothecary)..  Frida  [3/1 2]
o   Potions,  Food,  Ingredients

¢,   skill  Book  I

v9  [B2/10]

(I   unique  Item:  Ring  of Pure Mixtures

§  chest (2)

¢   potions aplenty

:    7`48uth,

©  BeiTild/s House
Beirild Iron-Breaker

Beitild  Iron-Breaker  manages  Iron-Breaker

Mne.  She's  in  constant competition  with  Leigelf
Quicksilver,  the owner of Quicksilver Mine and
her former husband.  Beilild  lives  in  the  house she

used to share with  her husband.  She  refuses to do
much else  buttend  to her mine,  eat,  and  sleep.

§  chest

©  silus vesuius/s House (Locked:
Requires Key)

Silus Vesuius

Also known as the Museum of the Mythic  Dawn,
the  building  is dedicated  to the cull in  Dawnstar.
This  is  Silus,s vain  attempt to capture  some

attention  and  infamy for  his family,s  past deeds.
The  pride of the collection  is  his  impressive

assortment of Mythic  Dawn  memorabilia,  as
well  as a  piece of Mehrunes,  Razor that is  kept
in  a  secured  display case.  This  building  is  only

accessible once  Daedric Quest:  Pieces of the  Past
begins.

#  Mehrunes,  Razor Scabbard

§  Mythic  Dawn Commentaries  1,  2,  3,  4

#  Mysterium Xarxes  (Fragment,. cannot be

saved up enough gold to purchase

They sometimes board with GIG
take the other shifts to keep the

productive_

(;)  chest

This  mine  is locatecl  on the
the east.  Karl,  lrgnir,  Giak, and
This mine produces iron and has a
extracting steel from the  iron.  Uncl

(some might say, stern and overbe
Beitild,  the  mine  is  producing  a  large amount
ore and  is a  boon  to the local  economy.  Find a
Skill  Book resting  atop a  barrel  near the firepit.

()   crafring:  smelter

()   skill  Book  [Destruction]:  Response to  Bero,s

Speech  [D1/1O]

§   Mineable ore  (Iron)

©  Fruki,s House
Fruki

Land Northslrider

Fruki  and  Lond,  the  miners working  the
Quicksilver veins,  live  here  in  this  small  structure  in

which  Fruki was  raised.  They occasionally speak
with  Borgny and  Edith,  who take the other shifts
to  keep the  mine productive-when  Leigelf isn't
running  the operation  into the ground.

",?   chest

/                                                           -                                                                                                              ,'l,               I



negiv [3.Ol] High Gale Ruins Relflted Ouesls

Side Quest:  Masks of the
Dragon  Priests*

Dungeon  Quest:  A Scroll
for Anska

Recommended  Level:  24

Dungeon:  Dragon Priest hair

Anska

Draugr

Vokun

Don9ers

Dclrt Trap  (pressure

plates)
Spear Trap (pressure

plate)
Swinging  Spikes

(pressure  plates)

Quest Items
Sealed Scroll

High Gate ruins is an old  Draugr ruin  inhabited  by the Dragon  Priest Vokun,  wearer of the Iron Mask.
The plucky adventurer and powerful Fire Mage Anska has already begun making  her Way toward
Vokun,s  trecISure,  Where She  believes She Will  find  a  scroll  lying  her family,S  history tO Ysgramor,s.

fiB  Exit to Skyrim

GB  Door Wokun/s Throne Room

©  Anska Encounter
Loot a  few DrcIUgr corpses On yC)ur Way into this
small chamber, where you encounter a woman
named Anska. Speak with her to begin a new
Side Quest that takes place in these ruins.  Anska
then assists you  in clearing  this dreary place.

(oIIetlibles

Dragon  Priest Mask: Vokun

[5/1 O]
Skill  Book  [Desrruction]:  A

Hypothetical Treachery [A1 /1 O]

Special Objects

Word Wall:  Storm Call  [1/3]

Chest(s)

Potions aplenty

Loose gear

©  potion Room

©  sucrifi(iql (hamber
Slay a few Draugr in this large chamber,  then  raid
the far chest and surrounding  urns.  Heacl upstairs
and claim a  number of potions from  the balcony,
along with a Skill  Book that lies next to a  skeleton
ifl a dark corner.  Don,I miss looting another chest
at the balcony,s far end.

?j   skill  Book  [Destruction]:  A Hypothetical

Treachery [A1 /1 O]

"3   chest (2)

§  potions aplentyv

Slay a group of Draugr on the way to this next
chamber,  which  holds several  more potions.

?   potions aplenty              (:;,   Loose gear

©  stairwell (hamber
Sidestep a pressure plate trap in the passage that
leads to this chamber.  Look at the ceiling to find
the pattern  in which you  must pull this chamber,s
four leyers to open the central stairwell and
descend to the catacombs below.

§   Danger!  Swinging Spikes  (pressure plate)

()   potions

ffiB  Door lo High Gate Ruins (olocombs

__                    ._      i



ffiB  Door lo High Gale Ruins

©  Drougr Tunnels
Leap over a  pressure plate that lies directly in a
doorway in these passages-you'll be punctured
by arrows if you touch  it.  Open the chest along
the northernmost stretch without gemng too close;

you,ll  be  impaled by spears if you touch the
pressure plate on the ground  near the chest.

(?   Danger!  Dart Trap  (pressure plate),  Spear

Trap  (pressure plate)

?   chest        (vt   potions          (;)   Loosegear

Treasure Room
After  slclying  this  Cavern,S  resident  UnClead,  OPen
an Adept-level door to access a tiny closet with
a chest.  Removing the Soul Gem from the central

pedestal ccluSeS two CIdditiOnal  Drclugr tO emerge
from the coffins behind you.

i?  chest

?  Loose gear

7jov  ,

aeffiffi¬?  Tmpped  Passage
Avoid a  myriad of pressure plates  in this wide
corridor-each one triggers a lethal trap.

?   Danger!  Dart Trap  (pressure plates),  Spear
Trap  (pressure  plates)

()   potions

givaei  Lever (hamber
Slay a  lone Draugr  here,  then  pull  the  lever  in
the nearby alcove to open aonther small nook,
freeing a powerful  Draugr that quickly attacks.
Pull the lever in the other nook to open the way to
the throne  room. The central  lever can  be ignored.

#   potionsaplenly      §   Loosegear

ffiB  Door to Vokun,s Throne Room

Vokun/s Throme Room

The doors swing open as you enter this wide
chamber,  and a demonic apparition  ris'es from the
central sarcophagus.  lt's Vokun.  Slay the deadly
Dragon  Priest and  collect his  powerful  mask,  then
head to the back room to locate a \^/ord \^/all.

Trc   ¬),_de_-  t3Crc=cJs   `f/

s_itv_RTin

Open two chests along the upstairs balcony and
loot a  number of urns before claiming the scroll
that Anska seeks from the central table. Take the
upstairs passage back to the ruin's entrance and
return the scroll to Anska, who now awaits you

just outside.

(.jt   Dragon  Priest Mask:  Vokun  [5/1 0]

(A)  word wall..  storm call  [1/3]

(?  sealed scroll

()  chests  (2)

nefty [3.02] The Wreck of the
Brinehammer

Recommended  Level:  6

Dungeon: Shipwre(k

Mudcrab

(ollectibles

Skill  Book  [Archery]:  Father of the  Niben

[A1/1O]

Special Objects

Shrine of Kynareth  [3/6]

Chest(s)

A merchant vessel called the  Brl.nehammer has
crashed along  the Pale,s brutal  northern  shoreline.
Before heading  below deck,  enter the captclin,S

quarters, where a chest and the remains of the
captain await plundering.

/';,  Captain Slaughterfish/s Key (Captain

Slaughterfish)

('.,t   chest

Below D¬(k

Slay the odd Mudcrab as you scour the
Br/'nehammer,s belly-the only items of interest
are a chest near the vessel,s center and the
shrine that's nearby. There's no need to unlock
the  Novice-level door,. you can  simply circumvent
it.  Head down to the cargo hold aher looting
the chest. The north  door to the cargo hold  is
unlocked  as well.

tt)   shrineofKynareth  [3/6]        (:)  Chest

(argo Hold
Open  the hold's locked chest and collect the nearby
Skill  Book,  then dive underwater and find another
locked chest that,s sunken  beneath the ship.

":,    skill  Book  [Archery]:  Fc]ther of the  Niben

[A1/]O]

¬  chests  (Locked.. Adept)  (2)

ATL4,'S. ¬.i :*:''?fRii,i,,,  HOLD  3:  THE  PALE
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ife [3.03] Pale Imperial Camp

Related Quests

Civil War Quest:  Reunification  of Skyrim

Civil War Quest:  A False Front

Civil \^/ar Quest:  The  Battle for Fort Dunstad

Dungeon Activity

Hobilqtion: Military:  Imperial (amp

Imperial  Quartermaster  (Blacksmith)

Imperial  Soldier

Legate Constantius Tituleius

Services

Trader  (BIacksmith):  Imperial  Quartermaster

[7/33]
Weapons, Apparel, Misc

(rofting                      Special Obiecls

Anvil                              Civil  War:  Map of Skyrim

Grindstone                 Chest(s)

Workbench               Loose gear

This small  military camp stands against
the harshness of the Pale,s frozen  northern
wastelands. Trade with the quartermaster,  or use
his  many crafring worksfations.  Examine the  map
in the largest font to  potentially gain  new map
data.  Loot a few chests within the smaller tents if

you  like  before  setting  off.

RES. [3.04] Windward Ruins

Related Quests

Side Quest:  Kyne,s Sacred Trials

College of Wnterhold  Radiant Quest:
Destruction  Ritual  Spell

Recommended  Level:  5

Dungeon: Animal  Den

Animal

Chest  (Locked: Aclept)

A pair of lowly Skeevers guard this small
collection  of ruins.  Head  inside the small domed
structure and  utilize the pedestal  in the  back
to advance the Destruction  Ritual Spell   Quest.
Plunder the chest that,s tucked away among  rocks
in  the  ruins,  outer  ring.

[3.05] Dawnslqr Santluary

Reloled Quests

Dark Brotherhood Quest:  The Cure for
Madness

Dark Brotherhood Quest:  Where You  Hang
Your Enemy,s  Head...

Dark Brotherhood Quest:  Welcome to the
Brotherhood

Dark Brotherhood Quest:  Cicero,s Return*

Dark Brotherhood Quest: The Dark
Brotherhood  Forever.I

Dark Brotherhood Quest: The Torturer,s
Treasure:  Parts  I,  ll,  Ill,  lV*

Recommended  Level: 8

Dungeon: Special/Habitation: Special

Cicero

Sanctuary Guardian

Udefrykte  (Troll)

Follower: Cicero [6/47]

Follower:  Dark Brotherhood  Initiate  [7/47]

Dangers

Bear Traps

Oil  Pool Trap

Spear Trap  (proximity)

(olletlibles

Skill  Book  [Alterc)tion]:  Sithis

Skill  Book  [Archery]:  The Marksmanship  Lesson

[D1/1O]

Skill  Book lone  Handed]:  Fire and  Darkness

Skill  Book  [Sneak]:  Sacred  Witness

Unique  Item:Jester's  Boots  [1 O/1  1 2]

Unique  Item:Jester's  Clothes  [1  1/1  1 2]

Unique  Item:Jester's Gloves  [1 2/1  1 2]

Unique  Item:Jester's  Hat [1 3/1  1 2]

Unique  Item:Cicero'sBoots  [1 4/1  1 2]

Unique  Item:Cicero'sClothes  [1 5/I  1 2]

Unique  Item:Cicero'sGIoves  [1 6/I  I 2]

Unique  Item:Cicero'sHat  [17/l  1 2]

Unique  Item:Worn  Shrouded Armor  [1 8/1  1 2]

Unique  Item:Worn  Shrouded  Boots[19/1  I 2]

Unique  Item:Worn  Shrouded Cowl  [20/1 1 2]

Unique  Item:Worn  Shrouded  Gloves  [21/1  1 2]

Unique  Item:Tumblerbane Gloves[22/1  1 2]

Area  ls  Locked  (quest required)

Chest(s)

Potions

Loose gear

Explore the coastline north of Dawnstar to discover an ominous door built into the rock face.  This  is the
entrance to  DcIWnStar Sanctuary, which you cannot enter until you've advanced to  Dark Brotherhood
Quest: The Cure for Madness, during which you  must chase a wounded  person through this trap-filled

place.  The Dark Brotherhood eventually moves their hideout here after you complete their quest line'

PRIMARY LOCATIONS
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Gffi  Exit To Skyrim

ffi%  Training (bomber
Swipe a Sneak Skill  Book off a small table on

your way to this tall, circular chamber.  Before
maneuvering  past the stabbing  spears  (Whirlwind
Sprint may help),  knock down two  hanging  lamps
to ignite the oily floor below and singe a  pair of
Sanctuary Guardians. Get past the spears and
then  go downstairs to find  a  pair of Skill  Books'
Another book on  a  nearby shelf ccln  POtentially

grant you a new quest.
",/,)   Danger!  Oil  Pool Traps,  Spear Trap

(proximiry)

4,,   skill  Book  [Archery]:  The Marksmanship

Lesson  [D1/1O]

()  skill  Book lone Handed]:  Fire and  Darkness

!)   skill  Book  [Sneak]:  Sacred  Witness

(¥\   potions

i)   Loose gear

®  No A((ess
These rooms are blocked  by rubble until the  Dark
Brotherhood takes over the Dawnstar Sanctuary
and  removes the debris.

©  North Emry Hall
Moving through the training chamber lets you
explore the north  half of the sanctuary's entry
hall. This section of the sanctuary has given way
to the  ravages of time.  Collecta Skill  Book from

usife [3.06] Nighlcqller Temple

Related Quests

Daedric Quest:  Waking  Nightmare

Dungeon  Activity

Recommended  Level:  I 8

Dungeon:  Folmer Hive

Animal

Orcish  Invader

Thorek

Vaermina  Devotee

Veren  Duleri

Services
Follower:  Erandur  [8/47]

(mfring
Alchemy LclbS  (3)

Arcane Enchanter

Quest Items
The Dreamscape

Skull  of Corruption

Vaermina,s Torpor

ahEfl_

a  shelf near the circular stainediJlaSS Window
before proceeding  into the snovy tunnel on your
wcly tO  [4].

tt   skill  Book  [Alteration]:  Sithis

()   Loose gear

®  udefrykte,s Lair
Dodge bear traps as you  navigate the frigid
tunnel, which  leads to the den of an  ill-tempered
troll  named  Udefrykte.  Raid a chest on a  high
ledge here as you continue to the trail of blood
toward your quarry.

(;\  chest

®  (offin (orridors
Slay a  number of Sanctuary Guardians as you
navigate this  long  passage.  lf you're skilled
enough,  loot the large locked chest in the southern
nook as you go.

(:';   chest (Locked:  Master)

©  Torture (hqmber
Don't worry if you couldn't open that last chest-
this gruesome chamber contains another.  Unbar
the nearby door to find yourself back at [3], your
exploration of the Sanctuary complete.  During
Dark Brotherhood Quest: The Cure for Madness,

you  face Cicero here.

¢  chest

(ollectibles

Skill  Book  [Alchemy]:  Mannimaro,  King  of
Worms  [D1/10]

Unique Weapon:  Skull of Corruption  [l 2/8O]

Post-Dark Brotherhood Occupulion
The Dark Brotherhood  repurposes Dawnsidr
Sanctuary for their own base of operations after

you complete the entire  Dark Brotherhood quest
line.  Naturally/ the  place  is much different after
the Brotherhood  moves  in:

During  Dark Brotherhood: Where You H
Your Enemy,s  Head...,  you can  purchase Ne
Banners  (1 ,COO gold),  a  Poisoner's Nook (5,00O

gold), a Torture Chamber (5,OOO),  a  Secret
Entrance (5,000) that can be accessed from the
hills above the Sanctuary/  ancl a Master Bedroom

(3,000 gold)-  All are bought from  Delvin Mallory
of the Thieves Guild,  inside the  Ragged  Flagon  in
Rifren.

During  Dark Brotherhood:  Welcome to the
Brotherhood,  Nazir has an  initiate recruited For

YC}N.

()   Follower:  Dark Brotherhood  Initiate  [7/47]

During  Dark  Brotherhood:  Cicero,s  Return,*

you can elect to keep Cicero as a companion.

";)   Follower:  Cicero  [6/47]

During  Dark  Brotherhood:  The  Dark
Brotherhood  Forever!, you  receive assassination
orders from the Night Mother, who is also
ensconced  in these  new surroundings.

During  Dark Brotherhood:  The Torturer,s
Treasure:  Parts  I,  ll,  Ill,  IV,*  providing you've  had

the Torture Chamber installed,  you can torture
victims  until  they revecll the  location  of their
treasure.

Special Objects

Shrine of Marc]  [2/5]

Area  ls Locked  (quest required)

Chest(s)

Potions aplenty

Loose gear

Just southeast of the Pale,s capital city of Dawnslar,  the single tower of an ancient temple  rises up from
the frozen  rock.  You visit this temple with  Erandur as part of Daedric Quest:  \^/aking  Nightmare,  hoping
to solve the mystery of why Dawnstar's townsfolk have been suffering  nightmares.  Slay the beasts thclt

guard  the temple,s entrance,  then  head  inside.

Tr+a   5i _c1.e_..Scrc;i_s   ll/
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ffiRE  Exi"a Skyrim

irffi¢  shrine chamber
The templets entry chamber features a small
shrine that instantly cures you of all diseases when
touched. When you visit the temple as part of the
Waking  Nightmare,, quest,  Erandur will open the

wcly forward, allowing you tO explore beyond this
first room.

§  shrine of Mara [2/5]
(i  chest (Locked:  Novice)

aegiv   Inner sanctum
The Skull of Corruption  is located  here,  which
Erandur insists you  must destroy lo end the
townsfolk/s  nightmclreS.  Follow Erandur downstairs
and slay the Orcish Invaders that awaken and
attack.  A barrier halts your progress; follow
Erandur back upstairs and  into the  library.

§  skull  of corruption

®  Librqry
The  library  is  in  a  terrible state.  Cross a  fallen

pillar to  locate a  unique tome entitled  7lhe
Dreomstr/.de,  which  Erandur seeks.

§  The Dreamstride

®  Laboratory
Secure the  lab,  then  find  a  Skill  Book  near one
of its three Alchemy Lab stations.  Find  the  potion

you seek downstairs,  then  speak to  Erandur to
advance the quest.  Drink the potion to be whisked
away to a vision of the past-

§  crafring:  Alchemy Labs  (3)

§   skill  Book  [Alchemy]:  Mannimarco,  King  of

Worms  [D1/1O]

Vaermina,s Torpor

from the dream.

§  potions aplenty

§  Loose gear

S  Inner sonclum Revisited
You emerge from the Torpor,s effects back at the
inner sanctum. Somehow you,ve gotten past the
barriers. Take the Soul Gem that feeds them to
deactivale the obstacles so that Erandur may join

you.  Follow  Erandur to  [5].

ffias  passage lo sleeping ouorlers
Use an Arcane Encanter and loot a chest as you
navigate this passage.

(i  Grafting:  Arcane Enchanter

§  chest

§  potions

the dining  room  that follows.

§  chest

§  chest (Locked:  Adept)

§   potions

§   Loose gear

®  Imner Sanctum, Third Visit
At last,  you,ve reached the Skull of Corruption.
SIay the final  pair of priests  after their brief chat
with  Erandur,  then  loot a  large chest that's tucked
away near the Skull,s  platform as your partner
begins his  ritual.  A voice  urges you  to slay
Erandur before the ritual  is complete.  If you do,
the Skull  of Corruption,  an  incredibly powerful
and valuable staff, will  be yours.  Allowing
Erandur to complete  his  ritual destroys the Skull
and earns you  Erandur,s services GIS a  follower.

§  unique weapon:  skull of corruption

[1 2/8O]

§  chest

Hife [3.07] Red Rood Pass

Dungeon: Giam (amp

Giant

Mammoth

ln the  northern  section  of the  Pale,
main  road that runs between the eas
mountains,  a  giant has  made cam
attack this giant camp as you
occurs, allow the conflic"o plo
the weakened victor (usually the giant)  to cl(
some worthy plunder from the giant and the
surrounding corpses.

Related QLleSIs

Dungeon Quest: The Pale Lady

Recommended Level: 6

Dungeon: Bandit (amp

Bandit

Elsa  Blackthorn

Kyr

Ra,iirr

The Pale  Lady

(rofting
Grindstone

Quest Items

Eisa's  Log

Kyr's  Log

Rcl,iirr,s  Note

(ollectibles

Skill  Book  [Sneak]:  The  Red  Kitchen  R

Unique Weapon:  The  Pale Blade  [13/

Special  Objects

Word Wall:  Ice  Form  [1/3]

Chost(s)

Potions

Loose gear

Mineable ore:  Iron

y

n you approach these mount
named Elsa flees down

lnS,  a
"s,  pursuecl

several  bandits.  Help her fight Off the ruffians,
then speak with her fo begin a flew quest that
fakes place within  the  nec]rby ruins.

ffiRE  Exit to Skyrim

en  Guard Room
Slay a couple of bclndilS  in this entry
a  locked chest in the western nook.  P
chain  near the portcullis to open the

§  chest (Locked: Apprentice)

§   potions

?  Loose gear

©  (onnecting Tunnels
Claim a few valuables on your way
short passages.

§   potion

§  Loose gear



Frostmere Crypt

; ifngife  Grindstone Alcove
Grab a Skill  Book from a  shelf before picking

locked door to enter this small  nook, where a
afling  station and  some valuable gear is found.

§  Area  ls  Locked  (Adept)
"v^,   skill  Book  [Sneak]:  The  Red  Kitchen  Reader

[D1/10]

t\  crafring:  Grindstone

()   Loose gear

Tf_e   3_c:e=S'L.=CLS    ,V

|ffiB'gr  Upper Quarters
Search these small  bedchambers to loot a chest
and collect important quest-related documents.

?   Elsa/s Journal  (if you  didn,I take  it from
outside)

()   Kyr,s  Log

(;:   RcI,iirr,S  Note

()  chest
"§   potion

(3.   Lcose gear

©  Lever Overlook
Silence  more bandits,  then swipe a potion and
loot an  urn on your way to this overlook, where
a  Bandit Archer awaits.  Pull the nearby lever to
cause a drawbridge to fall, then head to [6] and
head  north across this new bridge.

"\:,,,   potion

©  Dmwbridge and Stairwell
Cross the drawbridge to enter this chamber from
the south,  then descend some stairs and slay a
Bandit Mage  in  the lower chamber.  Press onward
through  a winding  mining  tunnel,  looting  a  chest
and optionally mining some Iron  Ore on your way
to the crypt,s lower depths.

t^v)   chest

(?  Mneable ore:  Iron

";?   Loose gear

en  Door to Froslmere Depths

©  Door to Frostmere (rypt
/,JS  Shrouded Grove

A massive,  overgrown cavern  lies beneath the
Frostmere Crypt.  You find  Kyr  just inside-he,s
near death and gasps out a few final words
before expiring.  Continue deeper into the grove,
and you,Il  spot Ra,iirr rclcing  to the altclr.  The
wraithlike Form of the  Pale Lady emerges and
strikes him down  before turning  her wrath on you.

fffij  The Pole Blade
Claim the Pale Blade from  Ra,iirr,s corpse, then
deal with the Pale Lcldy.  Slay her or return the
sword to the stand on the central altar to seal  her
cIWay.  Either choice completes this quest-

(:?   unique weapon:  The Pale  BlcICle  [13/80]

{ffii';+  word wall
After defeating the  Pale Lady, go upstairs and
follow the sound of chanting to this location,
where a Word Wall bestows you with an new
Word of Power.  Scale more steps and open a
large chest near the exit door to the crypts.  Don't
leave  just yeti

(::,   word wall..  Ice Form  [1/3]

()  chest

@  (host Nook
Raid a  large locked chest that rests on a rise in
this corner of the cavern.  There,s also some gear
on a  nearby skeleton that,s  just to the left as you
step out into the grove  proper.

"f;,   chest (Locked:  Master)

t\   Loose gear

ffiB  Door to Frostmere (rypt

©  Door to Frostmere Depths

©  watery (bomber
Take a quick dive underwater and try to open
a chest for some loot before scaling this watery
chamber,s ramp.  Unbar the far door and go
through to return to the crypt,s entrance.

",.:,,,   chest (Locked:  Adept)

",,,,i,,.   Loose gear

'754
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ife [3.09] and [DG.I 9]
Hall of lhe Vigilant

Related Quests

Dungeon  Activity

Recommended  Level: 5

Dungeon: Special

Keeper Carcette  (Restoration Trainer)

Vigilant of Stendarr

Servi(es

Trainer (Restoration):  Keeper Carcette  [1 /3]

(rofring
Alchemy Labs  (2)

Tanning  Rack

(olleclibles

Skill  Book  [Heavy Armor]:  The  Knights of the
Nine  [E1/10]

Special Objects

Book: The Aefherium Wars

Chest(s)

Loose gear

Potions

Shrine of Stendarr [2/5]

Follow the main  road  south  from  Dawnstar,  and

you  may notice this small  meeting  hall,  located
to the right of the  road  (first picture).  This  lodge
is owned  by the Vigilants of Stendc]rr-a group
of monster hunters that specializes  in fighting
Daedra.  Speak to any of the Vigilants here to
have them cure you of any diseases or maladies

you  might be suffering, free of charge.  Keeper
Carcette runs the Hall and offers training  in the
Restoration  skill.

As soon as the Dawnguard Main Quest
begins,  visit this  location  for a  completely different
experience:  A recent and vicious  battle between
the Vigilams and a  band of vampires has left
the Hclll  in  burning  ruins,  almost beyond  repair.
Bodies are strewn  ever)M/here, and  none Of the
Vigilonts can  be found.  For this  reason,  avail

yourself of Keeper Carcette's training for as long
as you need to before the quest begins, or she

(and  the Skill  Book)  are  likely to perish.  However,
there,s a  new book among the debris: The
Aetherium Wars.  When  read, this  begins Side
Quest:  Lost to the Ages.

se* [3.I O] Fort Dunslad

Related Quests

Civil War Quest:  Reunification  of Skyrim

Civil \^/ar Quest: The  Battle for Fort Dunstad

Recommended  Level: 6

Habitation: Military Fort

Bandit or Civil \^/ar Soldiers

(rqfling
Alchemy Labs  (2)

Blacksmith  Forge

Grindstone

Workbench

Dangers

Bear Traps

Oil  Pool Traps

Wall  Trap  (lever)

(ollectibles

Skill  Book  [Heavy Armor]..  2920,  MidYear, V6

[A2/1 0]
Chest(s)

Potions aplenty

Loose gear

This   Imperial fort was constructed around I
Pale,s main  road  as a highly effective che
station and served as a  prison  for some of
worst criminals  in  Skyrim.  Unfortunately/  it,s been
overrun  by vicious bandits!  However, during the
Civil War quest line,  the bandits are banished
from  Fort Dunstad, and the place becomes a

point of contention  between the Stormcloaks and
lmperials.

Exterior
Secure the exterior compound and tavern before
broaching the keep, and snag a potion hidden
inside a bucket atop the southern  exterior
watchtower.

§  Grafting:  Blacksmith  Forge,  Workbench

(i  potion

)  Loose gear

Stumbling Sabre(ot (rfuvern)
A pair of bandits  lurk in  this  small  tavern,s
basement.  Clear out the place, then  raid the
basement chest.

(?  chest (Locked:  Apprentice)

Fort Dunsttid (Interior)
Breach the stronghold/s interior using either the
main door or the second-story trapdoor.  Inside,
wipe out a  host of bandits on the first floor,  and
optionally pull a  lever to release a caged Skeever.
Three more caged Skeevers are found upstairs,
but beware of bear traps on the floor.

(;,   Danger!  Bear

#  chest (hocked:  Novice)

\?  potion

(i  Loose gear

Commnder?s Quarters
"s small barracks is loaded with potions of
every sort, but a clangerous mags defends the

place.

i  crafring: Alchemy Lab

(?,   potions aplenty

Prison

Enter the prison  from the ground floor,  and spy
a  potion  That,s  mixed  in with the booze on the
wall.  A  large oil  spill  in  the following  hall gives

you an opportunity to set the corridor ablaze with
a fire-based attack.  Loot a chest and free some
Gaged Skeevers  in the  next room.  If you wish, you
can  use the Wall Trap there by pulling a  nearby
lever.  The chief of these villainous outlaws  lurks

upstairs, as does a ladder that leads up to a
large chest.

§   Danger!  Oil  Pool Trap, Wall Trap  (lever)

(!   Grafting:  Alchemy Lab,  Grindstone

§  skill  Book  [Heavy Armor]:  2920, MidYear,
V6  [A2/10]

§  chest (Locked:  Apprentice)

§   potions

()   Loose gear

ne> [3.I l] Shrine of Mehrunes
Dq9On

Related Quests

Daedric Quest:  Pieces of the Past

Dungeon: Special

Dremora

(ollectibles

Skill  Book  [Enchanting]:  Catalogue of Armor
Enchantments

Unique Weapon:  Mehrunes'  Razor  [1 4/1 8]

Area  ls Locked  (quest required)

Chests  (3)

Potion

Loose gear

High atop the frigid  peaks of the Pale,s western
mountains,  narrow stone stairs carved  into the
rock lead  up to an ancient shrine.  You  visit this
site during  Daedric Quest:  Pieces of the Past.
Decide whether you wish to slay Silus and
wield Mehrunes'  Razor,  a  unique and  powerful
weapon, or allow Silus to keep the blade and
be paid a  large sum of coin  in the process.  Fight
Dremora  both  inside and  in  this shrine,  providing
the Quest has  reached  its zenith.

PRIVARY LOCATIONS
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RED  [3.l2] The Lord Stone

ifegiv  [3.1 3] Volunruud

Recommended  Level: 6               Dungeon: Spe(ial              Special Obietls

Bandit                                      Standing  Stone:  The Lord

High atop the snovy mountains on the Pale's western edge,  a small crew of bandits guards a tranquil
shrine.  Lay waste to the ruffians,  then  inspect the  nearby stone to activate iT and gain a new sign
blessing. Those under the sign of the Lord are more resistant to both  physical and magical damage.  Note
that you  may have only one sign  blessing at a time,  so activating this Standing Stone will override any

previous Stones you  may have discovered.

Related Quests

Dark Brotherhood Quest:  The Silence Has  Been
Broken

Dark  Brotherhood Quest:  Hail  Sithis!

Dungeon Quest:  Silencecl Tongues

Recommended Level:  I 4

Dungeon: Drougr (rypl
Dragon  Priest

Draugr

Kvenel the Tongue

Skeleton

GB  Exit to Skyrim

©  Junction (hamber
Slay an  unsuspecting  skeleton as

you descend  into the central cavern,
optionally stopping to recld the book
near the foot of its throne. Three side

passage stretch off from this central
hub.  Scale the  north  steps to visit an
altar room,  and  inspect the Elder,s
Cairn  Door, which you cannot open
until  completing  the Side Quest that

plays out in  these  ruins.

©  sleeping Nook
Visit this southwest nook first to  loot a
chest and  urn.

¢  chest

©  weapon (hqmher A
Slay a  host of vile Draugr on your way to this far chamber,
and  head upward to where you find one of the two ceremonial
weapons you seek in an open tomb.  Claim a Skill  Book that
rests on a throne here as well.  As you exit,  beware the two
mighty Draugr that guclrd the Weapon.

/t)   skill  Book  lone-Handed]: Mace Etiquette

"!  unique weapon: ceremonial sword  [1 5/8O]

®  weapon (homber B
Dispatch many more undead and avoid dangerous traps
as you  head to this far room,  where the second ceremonial
weapon you're after is kept.  Bring  both weapons back to [2]
and scale the north steps once  more to at last open the Elder,s
Cairn  Door.

¢,   Danger!  Spear Trap  (pressure plate)

§  unique weapon: ceremonial Axe [16/8O]

ffiB  Door to Volunruud Elder,s (aim

Knevel,s (hamber

Dangers

Spear Trap  (pressure plates)

(ollectibles

Skill  Book lone-Hclnded]:  Mace Etiquette

Unique  Item: Jeweled Amulet [23/1 12]

Unique Weapon:  Ceremonial  Sword  [l 5/8O]

Unique Weapon:  Ceremonial Axe  [1 6/8O]

Unique Weapon:  Edui  [l7/80]

Unique Weapon:  Okin  [1 8/8O]

Special  Obiects

Word Wall: Aura Whisper [1/3]

Chest(s)

Potions

Loose gear

Standing  stones  mark these sunken  ruins,  which
lie at the far southwest reaches of the Pole.  This
small  Draugr crypt is the personal  mausoleum
of a legendary Nord named  Kvenel the Tongue
and  houses a pair of legendary weapons that he

possessed  in  life.  During  Dark Brotherhood Quest:
The Silerlce Has Been  Broken, Amclund Motierre
will give you a unique amulet here as well.

Exlerior
Loot a chest and burial  urn outside the ruins,  then
drop into the recessed area to raid another chest
and  urn  before heading  inside.

?  chests (2)

=r¬  Side.-£'c==l:`J  to.

sTry_-RTin

Battle some Draugr and a powerful undead chiefran called
Knevel the Tongue in this cavernous lair. After the  melee,
search  Knevers remains to obtain two unique weapons, and
follow the sound of chanting to locate an ancient \^/old Wall.
Go north and cross a  small  footbridge to reach a treasure-filled
alcove, then drop down to retrace your steps to the entrance.

(:)   unique weapon:  Edui  [1 7/8O]             (:)  Chests  (4)

:,;)  uniqueweapon:  okin  [18/80]           ,t^;  Potions

§  word wall: Aura Whisper                     ::?  Loose gear

ll/3]
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ife [3.I4]

Related Quests
Side Quest:  Repairing  the  Phial

Dungeon: Giant (amp

Giant

Quest Items

Mammoth Tusk Powder

Chest(s)

The massive bones of slain  mammoths decorate
this giant,s campsite,  which  is  nestled amongst the
Pale's  southwest mountains,  Slay the  mighty giant
if you  dare,  then  raid  his chestand  corpse for

plenty of treasure.  During  Side Quest:  The White
Phial,  you'll  find  some  needed  Mammoth Tusk
Powder here.

ffi> [3.I 5] Tower of Mzurk

nderground (omection.. BIockreofh [1 0.02]

(ollettibles
Area  ls Locked

Chest

Loose gear

This  small  tower,  located  just east of Stonehill  Bluff

[3.14],  doesn,I appear as a  Primary Location
on the ingame map,  but it's  important enough
to consider it one.  Beyond the tower's locked

gate lies an elevator that ferries you down to the
mythical  Dwarven city of

you  must pull  the lever

Blackreach
insid

gate,  making this a one-wa

Ilo.O2],  but
ewer to open  its
ntil after you,ve

used this elevator to exit BlackrecICh-therl the

gate remains  unlocked.

Side Quest:  Kyne,s Sacred Trials

Dark Brotherhood Quest:  Delayed  Burial

Habitatiom:  Ftlrm

Curwe

Vantus  Loreius

(aIleclibles

Unique  Item:  Cicero's  Boots  [14/1  I 2]

Unique  Item:  Cicero's Clothes  [15/1  12]

Unique  Item:  Cicero's Gloves  [16/1  12]

Unique  Item:  Cicero's  Hat  [17/1  12]

Chest

Potion

Loose gear

Speak to the owner of this quaint farm to obtain
Dark  Brotherhood  Quest:  Delayed  Burial,  which

plays out here.  However, you can only obtain
this quest prior to  joining  the  Dark Brotherhood.
You,ll  be rewarded  no matter how you choose to
resolve this quest,  but note that if you choose to
turn Cicero over to the guards,  or if you,re  unable
to convince  Loreius to fix  his cart,s  broken wheel,

you  will  find  Loreius and  his wife  murdered  when
you  return  here  later.  Pick a  Novice-level  lo
to  break  into the farmhouse  if you  Ilk
steal from a chest and swipe a  poti
floor within.

ife [3.1 7] Blizzard Res

PRIMARY LOCATIONS

Recommemded  Level:  I 8

Dungeon: Special

lee Wraith

Special  Objects

Shrine of Talos  [2/17]

Chest  (Locked:  Novice)

Loose gear

Near the  heart of the Pale,  just south of the  main
road,  a  small  collection  of stones  stands  in  the
scrubland. The broken gear found  here is largely
worthless,.  loot cl  locked Chest that'S tucked away
amongst the surrounding  stones instead.  You  may
also pray at the shrine at the base of the statue to
receive Talos,s  blessing.



ife [3.I9] Duskglow Crevice

This small  cave is  home to  several  vicious entities,
but valuc]ble trec]sure awaits the  bold.

®  Fqlmer Den

Related Quests

Side Quest:  Captured  Critters*

Dungeon Activity

Recommended  Level:  I 8

Dungeon:  Folmer  Hive

Animal

Bandit           (ollectibles

Falmer                 Captured  Critter:  Moth  in a Jar

[l/5]
Skill  Book  [Lockpicking]:  The

Wolf Queen, vl

Skill  Book  [Pickpocket]:

Purloined  Shadows  [C1/10]

Chest(s)

Potions

Loose gear

diRE   Exit to Skyrim

®  Tall (overn
Murder a  few lowly bandits on your way into this
first sizeable cavern,  and  slay a few Falmer here
to secure the area.  You can,I reach  the far ledge
at present,. watch your footing  as you descend to
the lower passage instead.

The vicious Falmer have erected a few tents
here-search one of them to discover an
odd-looking  chest.  Follow the north  passage to
locate an  angry Chaurus,  and  loot the body of its
latest victim.

¢  chest

®  FirepiT (qve
Don,t miss the chest in this  small  cavern-it,s
hidden  in  the shadows.

hqurus (humber
nother Chaurus on

7jiin \

your way to this large chamber, then scale some stairs and squash yet
he giant bugs.  Proceed westward to locate a large chest and several valuable potions, along

ir of Skill  Books and a  special Moth  in ajar that pertains to Side Quest:  Captured  Critters.
Gin on the wall  in the corner near the potion shelf lo open the downstairs portcullis, granting

to the cave,s entrance.

fired  critter:  Moth  in a Jar [1/5]                                  ()  Chest

kill  Book  [Lockpicking]:  The Wolf Queen,  vl                   f;,   Potions

Skill  Book  [Pickpocket]:  Purloined  Shadows

[C1/1O]

I_roe   S-i-`£`.. £c==u_`-.    .
.                   `

siry_RTin

()   Loose gear

RES [3.20] SilverdrifI Lair

Recommended  Level: 6

Dungeon:  Drougr (rypt

Bandit

Draugr

Dangers

Battering  Ram  Trap  (wall  chain)

Oil  Lamp Trap

Oil  Pool Trap

Swinging  Spikes  (pressure plates)

Spear Trap (pedestal  pressure plate)

(ollettibles

Skill  Book  [Pickpocket]:  Thief

Skill  Book  [Two-Handed]:  Words and
Philosophy

Spe(iol Obie(ts

Word Wall:  Disarm [2/3]

Chest(s)

Potions aplenty

Loose gear

These  Nordic ruins, which  lie along the sol
base of the Pale,s eastern  mountains,  have
become home to ruthless  bandits.  Dispatch a
exterior guards before investigating the Wins,
interior.

fiB  Exi"o Skyrim

nfry Chamber
Loch an urn and the corpses.of a few bandits in
this first chamber before delving down  into
Draugr-filled  passages ahead.  Don,I miss I
coin purse and piece of gear that,s tucks
behind some rubble in the passage as you make

your way to [2].

®  (emral (hamber
Collect a  number of potions from a fable and a
shelf as you  enter this  large,  centrcll Chamber.
Find  a  Skill  Book on  a  stone table atthe  room,s
east end  before heading downstairs to loot a
couple of chests and  turn  a  pairof handles  in
the oily western  nook to open  a  passage leading
toward  [3].

i?,   Danger!  Oil  Lamp Trap,  Oil  Pool Trap,

Swinging  Spikes  (pressure  plate)

(:)   skill  Book  ITwchanded]:  Words and

Philosophy

(;)  chest

(:,   chest  (Locked:  Apprentice)

":,:)   potions  aplenty

ATLAS  OF  SKYR!j'j!l,.  HOLD  3:  THE  PALE
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LffiS  Burial (bombers
Slay a few Draugr in
a  locked chest to claim

ssages, then open
of precious gear.

Turn the handles on the three stone pillars that
follow to open  small chambers filled with treasure
and  enemies.  Pass through the south chamber to
return  to  [2].

/\^?   chest

§  chest (Locked:  Master)

()   potions

§   Loose gear

©  portcullis Possuge
Explore the elevated walkways at [2]  to discover
a  handle on the central  stone  pillar.  This opens the
east portcullis,.  iump the dangerous pressure plate
at the walkway's end and beware the powerful
Draugr ahead.  When taking the valuable item
from the southern pedestal, stand on the nearby
rockshelf to avoid  being impaled by floor spikes.
Find a  Skill  Book lying  on  a  stone  mound  in  a

corner near a  brazier,  bedroll,  and chest that/s
resting  on  a  short shelf.  Pull  a wall  chain  to
the east to open the next portcullis-but keep
back to avoid the dangerous battering ram that
unexpectedly swings through.

§   Danger!  Battering  Ram Trap  (wall chain),
Swinging Spikes  (pressure plate),  Spear

Trap  (pedestal  pressure plate)
":)   skill  Book  [Pickpocket]:  Thief

§  chests  (2)

#   potions

§  Loose gear

®  word wall (homber
Navigate a series of passages to reach this large
chamber, where two mighty Draugr guard an
ancient Word Wall.  SIay the fI.ends and then
approach the Word Wall to leclrn a new Word
of Power. Take the west door back to the ruins,
entrance,  pillaging  a large chest and turning the
nearby handle on  the wall to open  the exit route.

3  word wall:  Disarm  [2/3]

ife [3.2l] Shrouded Grove

Dungeori: Spriggan Grove

Animal

Spriggan

Collectibles

Skill  Book  [Light Armor]:  Ice and  Chitin

Chest(s)

Battle a Spriggan and  its animal companion at
this grove before entering  the small  nearby cave.
Slay another Spriggan and dangerous animal
inside the cave, then open the half-buried chest to
claim  plenty of loot.

PRIMARY LOCATIONS
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ifese [3.22] Korvaniund

Reloled Quests

Civil \^/ar Quest: The Jagged Crown

Recommended  Level:  1 2

Dungeon: Draugr (rypt

Bandit (Prequest)

oldier  (Imperial or Stormcloak
depending on your allegiance)

Draugr

Dangers

Oil  Lamp Traps

Oil  Pool  Traps

Swinging  Blade Trap

Trapped Chest

Korvaniund I;ample

Puzzles

Nordic  Puzzle Door (Ebony Claw)

Quest Items

Jagged Crown

Collectibles

Dragon Claw:  Ebony CIaw  [3/1 0]

Skill  Book  [Light Armor]: Jornibret,s  Last  Dance

Unique Item: Jagged  Crown  [24/l 1 2]

Special  Objects

Word Wall: Slow Time [2/3]

Chest(sl

Potions

Loose gear

These  unusual,  crevicelike ruins are found  north  of the Pale's  southern  mountains.  You  can't
do much  here until you visit Korvaniund as a  part of Civil \^/ar Quest:  The Jagged  Crown.
A rockslide seals off much  of the ruins  until  then.

76nRAVI
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Defeat a few dangerous bandi
crevicelike exterior of these ancient rui
CMl \^/ar Quest: The Jagged C
will already be slain and replac
Imperial or Stormcloak

your clllegianCeJ  lf pc)ssible,  unlock a Master-level
gate at the far basin to access a chest and a few
coin purses.  Head through the upper door to enter
the Korvaniund Temple.

§  chest

ffiffi  Exi"a Skyrim

®  Emlry (hamber
Loot a chest in  this first small  chamber,  then  cross
the huge hall that follows.

§  chest

§  Loose gear

®  open-Air (bomber
The ceiling  has collapsed  here,  allowing fresh
air and  light lo  pour in.  Raid  the chest on  the
east balcony and  loot a  number of urns found at
the chamber,s  bottom,  then fake either the upper
or lower north  passage to reach  [3]  (taking the
upper passage gives you a tactical advantage).

§  chest (Locked:  Novice)

§   potion

§  Loose gear

®  oil Lump (bomber
Knock down this chamber's plentiful array of
hanging  lamps to ignite various  pools  of oil  on
the ground and  burn  up the enemy soldiers that

print strclight Past the SWinging  blades  in the
pclssage that leads to this small treasure room-
you can  just make it through  unscathed.  Pull a
lever in the room to deactivate the blades clnd
make your exit less stressful.

§   Danger!  Swinging  Blade Trap

§  chest

©  puzzle Door Passage
Collect the Ebony Claw from the grow

passage's peculiar door.  Inspect the E
in your inventory lo notice three symb
down  its  palm.  Rotclte the dOOr'S three ri
mimic the same sequence of symbols (\^fol

then inspect the central keyhole I

y Claw and open the way forward.

ragon Claw:  Ebony Claw [3/1 O]

th passage togo u
e chamber,s ele
est.  Pull  the  near

ortcullis,  gaining

Crypts-but bew
of Draugr I

ffiae  Tmpped Treasure Nook
Before rushing  off to the crypts/  take the
west passage to locate a dagger sitting on a

pedestal.  If you take the dagger off the pedestal,
a secret passage will open,  revealing a tunnel
to c)  room containing a  large chest.  Notice the
holes  in the floor and ensure you're not standing
near one when opening the chest-spikes shoot
up when you  lift its  lid.  (You  may also attempt to
disable the chest's trigger hinge.)

f)  Danger.I  Trapped Chest

a  potion

ffiB  Door to Korvamiund Crypts

Korvoniund (rypts
SIay the  mighty  Draugr that sleeps  upon  this

great chamber,s central throne, then  loot the
locked chest behind the throne and approach the
far Word Wall to gain a  new Word of Power.
You,re all done here. Take the southeast passage
to quickly find your way back to the temple,s
entrance.

§  word wall:  SlowTime [2/3]

#   chest (Locked:  Apprentice)

§   potion

ffiB  Door To Korvoniund (rypts

gife [3.23] Tumble Arch

Related Quests

Side Quest:  Masks of the Dragon  Priests*

Dungeom:  Dragon hair

Dragon  (after Main  Quest:  Dragon  Rising)

Krosis

(olletlibles
Dragon  Priest Mask:  Krosis  [6/1 O]

Special Objects

Word Wall:  Throw Voice  [l/1]

Chest (Locked:  Master)

Located  high atop the Pale,s southern  mountains,
Shearpoint is the  most formidable of all  the
Dragon  Lairs. This ancient Word Wall  is guarded
by a dragon and  by a terrifying  Dragon  Priest as

Civil War Quest:  Reunification

Civil \^/ar Quest: A False Front

Dark Brofhechood  Quest:  Reci

Miscellaneous Objective: lnnk

Habifution:  Inn

Balagog gro-Nolob

Fultheim

Hadring  (Innkeeper)

Services

Trader (Innkeeper):  Hadring  [5/15]

Food,  Room and Board

Quest Rumors

PRIMARY LOCATIONS



[3.27] Forsaken Cave 

Related Quests 
Side Quest: The White Phial 

Recommended Level: 6 

Dungeon: Draugr Crypt 
Curolmil 

Draugr 

Frost Troll 

Crafting 
Alchemy Lab 

Dangers 
Battering Ram Trap (pressure plate) 

Dart Trap (pressure plate) 

Rising Floor Trap 

Quest Items 
Cracked White Phial 

Collectibles 
Skill Book [Alchemy]: A Game at Dinner 

Skill Book [Block]: The Mirror 

Special Objects 
Word Wall: Marked for Death [1/3] 

Chest(s) 

Potions 

Loose gear 

ICU 

[3.26] Blackreach Elevator 
(Alftand) 

Special Objects 

Underground Connection: Blackreach [10.02] 

Collectibles 
Area Is Locked 

Quest Items 
Writ of Passage 

Collectibles 
Skill Book (Sneak]: The Legend of Krately 
House [BI/lO] 

Chests (2) 

Loose gear 

This old tavern is one of the few places where 
one can find a warm bed and frothy pint in the 
southern end of the Pale. The unscrupulous can 
steal from a few chests here if they wish. One 
particular Dark Brotherhood Quest leads you to 
this humble establishment, where you must kill 
an Orc named Balagog gro-Nolob and steal the 
important Writ of Passage that he possesses. 

This small tower, located high up on the hills 
north of Nightgate Inn [3.25], doesn't appear as 
a Primary Location on the in-game map, but it's 
important enough to be considered one. Beyond 
the tower's locked gate lies an elevator that 
transports you down to the legendary dwarven 
city of Blackreach [10.021, but you must pull 
the lever inside the tower to open its gate. This 
makes this a one-way trip until after you've used 
this elevator to exit Blackreach (the gate remains 
unlocked afterward). 

Just off the main road at the Pale's southeast end, 
a ferocious Frost Troll stomps about near the 
entrance to a huge, frozen cave. 

DJ [xii to Skyrim 

(Ø Troll Cavern 
Loot a satchel and chest as you enter this first 
frosty cavern, which is home to a pair of Frost 
Trolls and numerous gold-holding urns. Open an 
iron door and proceed to [2]. 

The eider .Scoi V 
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LtiS  Trapped Pussqge
Loot even  more urns and skirt a  pressure plate
in this hall to avoid being  perforated  by arrows.
Open a chest and beware the host of Draugr that
lurk  just ahead.

(?   Danger!  Dart Trap  (pressure plate)

(;i  chest

Lffii  Burial Halls
Loot a  number of burial urns  in these passages,
which are lined with the resting dead,  Spy a
Skill  Book lying  on a stone table,  and  unlock an
Adept-level door to access a  small  room with a
chest.

/)   skill  Book  [Block]: The Mirror

()  chest

()   Loose gear

©  (ollopsing (hamber
Slay more Draugr in this chamber,  and don,I miss
the chest that,s  hidden  in  the shadows among the
southeast rubble. Jump a  pressure plate  in the

passage that follows to avoid a trap,  and  proceed
into the crypts.

¢,   Danger!  Battering  Ram Trap  (pressure  plate)

()  chest

(.:,.,   potions

!`)   Loose gear

®  Door to Forsaken (rypt

ffiB  Door to Forsaken (uve

©  Junction (homber
Loot a few urns on your way into this fall,
mullitiered  chamber.  Slaughter all  Draugr
and  navigate the east passages to reach this
chamber,s second level. Open a chest up here
and then  proceed  north to  [6].

()  chest
",'J.   Potions

i;,  Loose gear

i;REi  Tmpped FIoor Room
Beware the center oF the floor in this small
chamber-stepping on it causes it to rise,
slamming you  into  lethal ceiling  spikes.  Unlock the
Expert-level west door to access a treasure nook,
then proceed through the other door to cut back
through  [5]  and eventually arrive at [7].

(?   Danger!  Rising  Floor

(;;  chest

©  (umlmiI,s (hamber
Cut down more undead and loot more urns on

your way to this chamber, where a  mighty Draugr
warrior awaits.  Sprint past the swinging  blades
and slay Curalmil,  then  scale the nearby steps to
reach a large chest and Word Wall.

§  word wclll: Marked for Death  [1/3]
/)  chest

grgiv   phial (hdmber
Make your way to this quiet chamber, which
opens after you  use Nurelion's Mixture.  Collect

the Cracked White Phial from the pedestal,  along
with  a  Skill  Book.  Return  to  [7]  and fake the exit

passage back to the cave,s entrance.

#  Grafting:  Alchemy Lab

¢  cracked white phial

(;   skill  Book [Alchemy]:  A Game at Dinner

§.  Apothecary,s Satchel

§   potions

ffiB  Door to Forsaken (five

ffiB  Door to Forsaken (rypt

ife [3.28] Yorgrim Overlook

Re(ommended  Level:  5

Dungeom: Special

Skeleton

Collectibles

Chest(s)

At the Pale,s southeast end,  a  shallow cave has
been carved  into the mountains that form the
border to Winterhold.  Slay a  few skeletons up
here,  then  see if you can  unlock an  Expert-level

gate and  claim the contents of a  large chest

aegiv  [3.29] Bronze Water

Related Quests
Thieves Guild  Quest:  Blindsighted

Dungeon Activity

Dungeon: Animal  Den

Animal

Underground (onnedion: lrknglhand [3.3l I

(oIIeclibles

Unique Weapon:  Nightingale Bow  [1 9/8O]

Along  the Pale's southeast border,  several
thick metcll  pipes protrude from the ground
near a widemouthed cave.  Enter the cave with
caution-a  pair of ferocious beasts lurk within.
You also visit this cave cluring  a  frantic esccIPe
from  lrkngthand  [3.31]  at the climax of Thieves
Guild Quest:  Blindsighfed.  When you  make good

your escape,  Karliah  rewards your success with a
un`lque bow.

TRAIN!NC5                        THE  INVENTORY

Related Quests

Civil War Quest (when active, depending  on
who you side with)

Habitation: Military: Stormclook (amp

Stormcloak Quartermaster  (BIacksmith)

Stormcloak Soldier

Services

Trader  (Blacksmith):  Stormcloak Quartermaster

[8/33]
Weapons, Apparel, Misc

(rofring

Anvil

Grindstone

Workbench

Special  Obiecls

Civil War:  Map of Skyrim

Chests  (2)

Loose gear

The Stormcloaks  have set up a  samll encampment
here,  but this site may appear only during the
Civil \^/ar quest line.  Feel free to trade with  the

quartermaster or improve your weapons at his
crafring  workstations.  Examine the map in  the
largest tent to potentially update your own.

PRIMARY LOCATIONS

THE  BESTIARY                        caLjESTS ATL&S OF  SKYRiM                        APPENDICES  AND  INDEX
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seS [3.3II Irknglhand

Recommended Level:  I 2

Related Quests

Thieves Guild Quest:  BIindsighted

Thieves Guild Additional  Quest:  Larceny
Targets*

Dungeon Activity

Dungeon: Dwarven (ity

Animal

Bandit

Dwarven Sphere

Dwarven  Spider

Dwarven  Centurion

Falmer

Mercer Frey

(rqfting
Alchemy Lab

Tanning  Rack

Tie  ¥id¬rS=`-cl:i  `+I

tlHEL SKYRIM

Dangers

Bear Traps

Bone Alarm Trap

Dwarven  Fire Pillar Trap  (proximity)

Dwarven Thresher (proximity)

Dwarven Thresher (lever)

FIclil  Trap  (door)

Flamethrower Trap  (proximity)

FIamethrower Trap (pressure  plates)

Spear Trap  (pressure plate)

underground (onneclion: Bronze Water (qve

[3.29]

Quest Items
Skeleton  Key

Right Eye of the  Falmer

(ollettibles

Larceny Target:  Left Eye of the  Falmer  [2/7]

Unique  Item:  Skeleton  Key  [25/1  1 2]

Area  ls  Locked  (quest required)

Chest(s)

Potions  aplenty

Loose gear

This massive dwarven city remains largely
sealed off until you venture here as part of
Thieves Guild  Quest:  Blindsighted.  Only the

exterior  ruins can  be explored  until  then.  Use
stealth whenever possible here.

4,TLi3 ,='!:  S¢¥P`i/4,   HOLD 3   THE  IAIE
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Bandits have established a
lrkngthand's exterior ruins- The front gate
sealed, so go west,  pillaging a chest and
some potions from a wooden table. G
scale the stone steps,  skirting  bear tra[
swiping some potions from a lean-to found at the
top.  Find a chest tucked away beneath another
wooden fable near some bedrolls, then avoid a

pressure plate trap  in the tunnel-like passage that
follows.  Pull the lever beyond the tunnel to open
lrkngthand/a front gate.  Scclle a Series Of narrow
wooclen stairs afterward to locate the bandits,
leader.  Loot two more chests that the chief guards.
Scale the following ramps to reach the high door
that leads to the lrkngthclnd Arcanex-these last
few ramps appear only when the "Blindsightecl"
cluesf is active.

§   Danger!  Bear Traps,  Spear Trap (pressure

plafe)

§  chests (2)

§  chest (Locked:  Apprentice)

§  chest (Locked: Adept)

()   potions

(A)   Loose gear

ffiB  Exit to Skyrim

©  Entry (hamber
Bandits  lay slain  near a  firepit  in  this  first

chamber-likely the work of your quarry/ Mercer
Frey.  Loot the large nearby chest if you,re able
to pick its tricky lock-an even  more challenging
dwarven chest sits nearby/ tucked away near the
middle of the west wall.  Beware of a  patrolling
Dwarven Sphere as you make your way to [2].

Pqssoge
up with  Karliah

pening  the door he
nd a  macewill co

trap,s  hinge.)  Unlock an  Expo

paces farther to claim a chestan
Cominue out onto a balcony
cavern and you can spot Mercer
Fcllmer. You cannot get to him yet,  so continue
down a sloping  passage.

§   Danger!  Flail Trap  (door)

§  chest

§  potion

®  (tivern A
Turn left as you enter this first massive cavern and
creep across a  pile of debris to locate a lever.
Pull the lever, then creep back the way you came
and  loot a grotesque chest that sits near a  Falmer
tent with several  potions.  Continue sneaking
around the balcony and,  if possible,  unlock an
Expert-level gate so you  may fire a  ballista down
at the dangerous Falmer below.  Raid a chest
at the balcony's other end and find the second
lever   there.  You  must pull  one of the  levers,  then
race to the other side to pull the other lever to
open the gate  below or the levers will  reset.  You
can tell  that the gate is open when the dwarven
lamps on either side are both  lit.  Make your way
downstairs,  looting the chest that's tucked away
near the steps.  Avoid the road that follows-it,s
trapped with  lethal spinning  blades.  Hop up and
navigate the earthen  ledges  instead,  finding a
chest stashed  near the  north wall.  Use stealth or

you will alert the Sphere Centurions  here.

Dwarven Centurion Qn the
Scale the east steps and cross a long walkway to
advance toward the cavern,s south end, where
more Falmer and a  nest of Frostbite Spiders
threaten you. Watch out for Bear Traps left by
Mercer along the way.  Lot)I the two chests near
the Falmer tents before proceeding  through the
door to the Slave Pens.

§  Danger!  Bear Traps

§  chest

ffiB  Door to lrkngthond Slave Pens

ffiEi  Door to lrkngthqnd Grand (overn

ffigiv   Emily ond Torture  Room
Ignore this area's locked gate-there's little of
interest behind  it.  Check the  south  rubble to
discover a chest,  then sneak down and  pull
the lever on the east balcony to slice up the
unsuspecting  Falmer below.  Go downstairs and
collect an array of potions from a table.  Search
an  unfortunate thief to discover  his last
which  hint at riches ahead.  Bewar

pressure plates in the passage thcll

§   Danger!  Bone Alarm Trap/  Dw

words,
the
dsto  [10].

Ven

Thresher  (lever),  Flamethrower  (pressure



ffiB  Door to lrknglhund Soncluory

lrknglhqnd Sanctuary
You finally catch  up with your quarry in the sanctuary.  Slay Mercer Frey in an  epic battle  (see Thieves Guild  Quest:  Blindsighted for complete strategies),  then
loot his body to obtain vast wealth,  including the priceless  Right Eye of the Falmer and the quest-related Skeleton  Key. The cavern soon begins to collapse and
fill with wc]ter.  Exploit the rising  tide to make your escape,  but the way will open  to you  only if you  possess the Skeleton Key.  You will eventually emerge in
Bronze Water Cave [3.29].

§   Right Eye of the  Falmer                 §   LarcenyTarget:  Left Eye of the Falmer [2/7]           §   Unique  Item:  Skeleton  Key [25/1 12]

ife [3.32] and
Rqldblhqr

[DG. I 5]                  Underground (omnection: BIockreath [l 0.02]

Related Quests

Dark Brotherhood Quest:  Mourning  Never
Comes

Side Quest:  Lost to the Ages

A Dungeon Activity ls Available

Hold: The  Pole

Recommended Level:  1 2

Dungeon: Dworven (itv

Alain  Dufont

Animal

Bandit

Dwarven Centurion

Dwarven Sphere

Dwarven  Spider

Falmer

Katria

(rqfting

Workbench  (3)

Dangers

Dwarven  Ballista Trap  (pressure plate)

Dwarven  Piston

Dwarven Thresher (proximity)

Dwarven Thresher (pressure plate)

Flamethrower

Flamethrower (buttons)

Oil  Pool Traps

i_7_66

=r-a  ¬:.ae=Sc_-~uis  '|,

siryiITin

(ollectibles

Chest(s)

Loose gear

Potions

Skill  Book  [Sneak]:  292O,  Lost Seed,  v8

[A1/10]

Unique Weapon: Aegisbane [20/8 1 I

These ancient dwarven  ruins, which  run through
the mountains at the Pale,s southeast tip/  have
been overrun  by treasure-seeking  bandits.

Raldbthar

fib  Exit fo Skyrim

©  Bandit Den
Ignore the passage that,s blocked  by active fire
spouts, and take a side passage to reach this
chamber, which the bandits have secured as a
base of operations.  Dispatch the villains and  loot
an odd-looking dwarven chest that,s tucked to one
side of the room,s entry doorway.

I,,I,',)   chest

()  crafling: workbench

(:;.   Loose gear

"@!  Trading (onsonium

lf possible,  pick a  locked gate in the hall that leads to this
chamber so you  may enter from an elevated  position;  then

pull a few levers to fire large siege weapons down at the
bandits below.  Eliminate all  bandits to discover a valuable
key on  one of their bodies.  lf you,re  running  quests for the
Dark Brotherhood,  ensure that you  kill Alain  Dufont in  this
room  as well.  Collect a  Skill  Book from the counter  in the
center of the room,  cmd  loot a chest that,s tucked  beneath the
northwest stairs.  Pass through the central gate and  raid the
odd-shaped dwarven chests on the other side.  lf possible,
unlock a Master-level gate fo claim even  more plunder.

/t\  chest [Locked:

Apprentice]

i:)   chests  (4)

()  crafring: workbench

I.::.   Danger!  Oil  Pool  Trap

(?   lrkngthand consortium

Key  (bandit)

ATLA,a C)I  SK'fRl,i.+i.  HOLD  3:  THE  IALE

I_                     `._..                  I+                -I                 I,.

(,)   Loose gear

;,,,   potions

()   skill  Book  [Sneak]:

292O,  Lost Seed, v8

[A1/1O]

",,'/  unique weapon:

Aegisbane  [2O/8 1 I



®  oily Floor (hqmber
Formidable  Dwarven Spheres emerge from  smclll
holes  in  this  second  chamber's walls.  Look to
ignite the  room,s oil  slicks to  help defeat these
foes.  Secure the chamber and  pillage the chest
near the  northwest wall.  Find a coin  purse tucked
away near the southeast wall as well.

(3?   chest [Locked:  Apprentice]

/)   Danger!  Oil  Pool Traps

©  Thresher Hqllwfly
Carefully time the  movement of the spinning
blades as you scale this sloping  passage, and
keep close to the walls to avoid  being  sliced to
ribbons.

\t   Danger!  Dwarven Thresher (proximity)

Pipeworks
earch the wall  near the stairs here to finc] a

well-hidden dwarven chest.  Find two more
chests upstairs in the cubicles-one  is long and
rectangular and features a difficult lock.  Beware
of Dwarven  Spiders that emerge from  holes in the

as you  head for the far lift that ferries you to
thor,s Deep Market.

i:,  chest [Locked: Master]

()  chests  [Locked:  Novice]  (2)

i;  crafting: workbench

§   Danger!  Dwarven  Piston
()   Danger!  Flamethrower

(;,i   Dangerl,  Oil  Pool Trap

()   Loose gear

G3  Door To Deep Market

ffiB  Door to Roldbthqr

©  Deep Market Entry
Carefully move  past the spinning  blade that
emerges from the ground as you descend this first
sloping  passage.  Raicl a chest that's tucked away
in a corner at the bottom.

(')   chest [Locked:  Novice]

i?   Dangerl.  Dwarven Thresher (proximity)

®  Fountain Square
Beware:  vicious  Falmer lurk  in this  massive
cavern.  Free a couple of Skeevers from a holding

pen as you enter,  then flee-they may attack their
captors for you.  Loot an odd-looking  Falmer chest
in  the west tent,  then  scale the  north  steps c]nd
raid a  locked dwarven chest.  Slay a  powerful
Falmer on the high central  balcony-believe  it
or not, you can circle around the Falmer tents
up  here to locate a chest that,s cleverly hidden
behind them.  Cross a ramp afterward to locate
another Falmer chest and a  button.  Press the
button to lower a drawbridge that grants you
access to the room,s southern and western  ledges.
Loop around and take the west passage to [8].

\^,  chests (2)

§  chest [Locked:  Apprentice]

¢  Loose gear

§  potion

®  Trapped Possoge
Dodge pressure plate traps as you navigate I

passage,  slaying the odd Dwarven Automaton
as you go.  loot a  dwarven chest that's curiously
affixed to the east wall.  lf you  have Whirlwind
Sprint, you can walk up the diagonal  pipes
room, then sprint across to the Gagedarea you

just walked under to find another hidden chest.

t)  chest (2)

/)   Danger!  Dwarven  Ballisfa Trap (pressure

plate)

§   Danger!  Swinging  Blade Trap

plate)

Ure

®  Button Puzzle Pqssqge
Four buttons are lined up  in a  row in this passage.
Simply press the third button  from the left to
open the way forward. Pressing any other
cc]uses lethal flamelhrowers to  jet out ham I
surrounding walls.

nger!  Flamethrower (buttons)

®  Jammed Gear (homber
Battle several fierce  Falmer  in  this sizeable
chamber.  lf you are feeling  tough,  unlock the
small trading  post to battle the Chaurus and
obtain the treasure lock in the cage.  Find  a chest
at the chamber,s west end  and another within a
Falmer tent that features an  Expert-level  locked

gate. A third chest sits near another tent to the
north.  Remove obstructions from four gears
around the room to restore power to the central
button-search underwater to find one of the
blocked gears.  Press the  button  to lower the far
drawbridge and  unlecISh a fearsome Dwarven
Centurion!  Loot the rectangular chest across the
drawbridge after defeating the Centurion.

§  chests (4)

§,   potion

©  Mechanism (hamber
lf you are on  Side Quest:  Lost to the Ages, Katria
appears as you enter this chamber and helps y
fend off a swarm of dwarven automatons.  Raid
the chest that lies among this final room's north
rubble,  along with the locked chest that's affixed
to the west wall;  then grab the Glowing Crystal

hard  in the northern  part of this chamber,  lf

you,ve previously been to Blackreach  [1 0.02],
you can  use the central  mechanism here to return
to the dwarves, subterranean city.  Otherwise,
the nearby lift will take you  back out to Skyrim.
Loot one last dwarven chest CIS you descend the
outdoor steps that lead  back to Raldbthar,a main
entrance.

i?  Aetherium Shard [3/4]

§  chest

§  chest (outdoors)

()  chest [Locked: Adepl]

a  Loose gear

¢   potion

GB  Exi"a Skyrim

ffiB  Elevolor to Blotkreoch

PRIMARY LOCATIONS
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ife [3.33] Mckreach Elevator
(Rqldblhar)

Underground Connection:  Blackreach [l 0.02]

(aIlottibIes
Area  ls  Lockecl

This small tower,  located  near the base of the
mountain  ruins of Rc]ldbthar  [3.32],  doesn'l

appear as a  Primary Location on the ini]ame
map,  but it's important enough to be considered
one.  Beyond the tower,s locked gate lies an
elevator that zips you down to the rumored
dwarVen city of Blackreach  ilo.O2],  but you
must pull  the  lever  inside the Tower to open  its

gate.  This  makes  it a
you,ve used this elevator

nsport until  after
lackreach.  (The

gate  remains unlocked afterward.)

ife [3.34] Angq's Mill

Related Ouesls

Dark Brotherhood Quest:  Side Contract:
Ennodius  Papius

Favor  (Activity):  Chopping Wood*  (Aeri)

Favor:  Special  Delivery*  (Aeri)

Hqbitotion:  Lumber Mill           (rafting

Aeri  (Marriage                             Grindstone
Prospect)

Kodrir

Leifur

Services

Marriage Prospect:  Aeri  [7/62]

"   (olle(tibles

Skill  Book  [Speech]:                 Chest(s)

Biography of the                       potions
Wolf Queen Loose gear

At the Pale,s southern end, a quiet lumbe
along the River Yorgrim,  erected
road and n

Exlerior
Take advantage of th
around  the mill.

f)  Grafting:  Grindstone

along the main

Aeri,s House

Break into this  smclll Cabin tO loot a  Chest and

swipe a few potions, among other items of
interest.

f)   Area  ls  Locked                      ,Av\   potions

(Novice)                                  (?   Loose gear
(\?  chest

(ommon House
pick the lock of the common  house's door to break
in  and  plunder a  few chests.  A Skill  Book rests on
the end table by the bed.

§  Area  ls Locked  (Novice)

(,?   skill  Book [Speech]:  Biography of the Wolf

Queen

(;)   chests  (2)

()   potion

¬,   Loose gear

the  resurrected  drclgOn  Will  likely Still

area.  Engage!

[3.E] Bqrnqcle Bo

I.,tit.Tt   a

irnroot
me to

anything  of value  (aside from a ch
at the water,s edge). The  place is
Horkers.

ife [3.B] Sunken Treasures

e Sea of Ghosts,  north
e west of the Wreck of the Br/.nehclmmer,
iny flat islands.  Face due  north  on  the

(western)  one, and  swim until you  reach a
en chest  (Expert).  Beware of Slaughterfish!

Chest (Expert)

76_8_`j

hearth,  but the building  itself is  ruined and the
contents picked clean  aside from a chest w'lth a
clusting  of snow on  it.

a  chest

Related Ouesl: Main Quest: EIder Knowledge

This  Dragon  Mound  is  initially sealed.  lt opens

during Main Quest:  Elder Knowledge,  and  if you
visit during  or after this point in  the Main  Quest,

Tr,e  Sxa3¬-. j3PL---C,L=  `+/

s_Try_RTin

Southwest from the \^/reck of the
along the shore of the Sea of Ghosts,  is cl smal
upturned fishing  boat.  Now home to Mudcrabs,
clear them out,  and take the Fine  Boots and
Nordic  Barnacle Clusters  if you wish.  But the  real

prize  is the  book.

()   skill  Book  [Alteration]:  Daughter of the

Niben

§,   scimitar

A-A.TL,4S OF  S{¥R!iiv\    HOLD  3:  THE  IALE
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ife [3.F] Shoreline Bq

On  the northern  shoreline side of a  low rocky
buttress north of the eastwest path and  northwest
of Windward  Ruins is a small fish-drying camp
where three bandits are resting.  Beware of
bowmen here, and find a skill Book resting atop
a barrel

§   skill  Book  [Destruction]:  A Hypothetical

Treachery

(v?   chest

ne> [3.G] Duwnslqr Frost
Troll Den

Follow the shoreline from Dawnstar Sanctuary
to the east,  passing  Horkers,  and step  into an
animal-skin tent with two bedrolls,  some empty
wine bottles, an Amulet of Mara, and a scattering
of Red Mountain  Flowers. The lovers who erected
this lent are nowhere to be seen.

Quest: The Great Skyrim Treasure Hunt*
Approach this upper peak northward from
Volunruud.  Search  the forested slopes for a
bloodied  male Wood  Elf corpse.  Follow the trail
of blood  upward,  pcISSing a  long  bow,  into an
area of rugged rocks, where another wood  Elf
corpse  lies_

i  TreasureMapVl  [1/1  1]

§   Loose gear

ife [3J] Border (omer: Roadside
Shrine of Mqrq

Visit it easily if you  head  northeast from the path
that takes you  up and  into  Labyrinthian.

§  shrine ofMara  [3/5]

Related Quests

Side Quest:  Kyne,s Sacred Trials

West of Loreius Farm,  on the fringe of whiterun
Hold,  lies a Mammoth Graveyard, where

generations of these creatures have come to
die.  Giant stones and  bone ornaments flank
the entrance to this sacred  site.  A more recent
corpse is being picked over by poachers when

you arrive.  lf you are sent here for Kyne's Sacred
Trials,  you will  face the Mammoth  Guardian  Spirit
in this desolate place.

ifese [3.L] Ice Shard Wild
Animal Den



ife [3.N] Julianos,s Fallen

ip,a+
E

A half-buried  skeleton  is easy to  miss,  lying  on
a  precarious abutment north of Shearpoint,
overlooking  the  Lake Yorgrim  basin  below.  This
follower ofJulianos was carrying  a  small  shrine,
which  is also embedded  in the ground.

§   shrine ofJulianos  [2/5]

uegiv [3.O] Yorgrim Forest
Spider Trap

northeast of Tumble Arch  Pass are the remains
of a section of dwarven masonry.  Embedded
into this stone  is a chest.  Approach, and around
six Frostbite Spiders ambush you from the trees
aboveI

§  chest

uegiv [3.P] NIyward Peak Summit

Above the tower to  Blackreach  and  Forsaken
Cave, you  may be able to make out a tattered
flag.  lf you  manage to clamber up to the top,
there,s some equipment and an  excellent view
across the Yorgrim  basin.

§  satchel

t)  Loose gear

'-  770
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gife [3.Q] Dragon Mound: Yorgrim Resurrection
Reloled Guest: Main Quest: Elder Knowledge

Related OuesI: Mnin Quest: AIduin's Ban

This Dragon Mound  is  initially
during Main Quest:  Elder Knowledge,
learn thclt you  need  an  Elder Scroll.  After thi

point,  but before you learn the Dragonrend
Alduin will appear here and  resurrect the dragon
viinturuth.  Alduin cannot be harmed;  he  resurrects
his  brethren  and  flies  off.  But slay Viinturulh  clnd

claim  his power for your own.

RE>S [DG.OlI DimhoIIow Crypt

Related Quests

Dawnguard  Main  Quest: Awakening

Dawnguard  Main  Quest:  Bloodline

Recommended  Level:  I 0

Fuclion.. Vampire hair

Death  Hound

(rofling
Arcane Enchanter

Puzzle

Ceremonial Crypt

Miscellaneous

Area  is  lockecl

Chest

Loose Gear

Potions

Exterior
The entrance to Dimhollow Crypt lies on a  lonely,
snowbound path that winds west and south up the
mountclin from  the  Hall  of the Vigilant,  in  the  Pale.

You can also get there  by trekking down  from the
Lord  Stone.

SKYRIM

ggiv Dimhollow (rypt

ffiRE  Exit to Skyrim

rREREj%!   Entrance Groflo
A short tunnel  opens  up  into this grotto with  a
stream at its base.  lf Dawnguard Main Quest:
Awakening  is active,  a group of vampires are
speaking  about the death of Vigilant Tolan.
Expect combat with yampires, a thrall,  and  Death
Hound. Then  head  south  fo the small stone tower
and activate the chain  inside to open the main
entrance gate to the northeast_

If Dawnguard Main Quest.. Awakening hash,
been started, only wolves are here, and a rockfa

prevents you  from  progressing farther.

?  vigilant Tolan  (Deceased)
!.,,i  chest

::;,   potions

fj  loose Gear

¬7ifeifegr`   Waterlogged Burial (homb¬r

After winding down a connecting stone corridor,
expect four skeletons and a vampire to attack

you  here.  To exit,  pull the lever next to the
the western wall.  Note the chest in the sou
COrner.

(,,?  chest

erHi2  Drougr (otocombs
Expect combat between  Draugr and a vampire,

plus a  Death  Hound. The chamber has four
portcullis gates  leading  to corridors.  Three of the
gates lead to a  narrow dead end and a Draugr
fight,  a chest [Master],  and a  potion  pedestal.
The final,  northwest gate has a  passage leading
deeper into the crypt.

§,  Arcane Enchanter
",.3,   chest [Master]

"(::)    potions

¬ffS  wqlerlogged (avern
Among the water and  Namira,s Rot mushrooms
are a vampire and  around four skeletons. To the
south  is Location #6 at the top of the waterfall.

i?LA`.S, CiF  5{'vT\L,i.'t:  HOLD  3:  THE  PALE
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Dimhollow crypt

ffiRE   upper Drougr (oto(ombs
There clre two Vampire  incursions  here,. the Second
vampire is accompanied by two  Death  Hounds.
There are numerous dead  Frostbite Spiders,  urns
to check, and a chest in one of the small dead¬nd
corridors to the southwest.

"(:)   chest

fiS  (qvern Gore

A strong  vampire  is  usuc]lly finishing  off a Giclnt

Frostbite Spider  in  this chamber.  Use the  lever to
open  the gate,  and  rush the door to Dimhollow
Cavern  if the fight is  unappeclling.

ffiB)  Door to Dimhollow (avern

us> Dimhollow (qvern

ffigl  Door to Dimhollow (rypt

@  Lokil,s Col(any
Although you  may expect something to happen
if you take the scroll from the pedestal,  nothing
does.  Open the gate with the lever on the left.
Gaze across the gloom at the central stone island,
then  descend  clnd  fight a Vampire  named  Lokil
clnd  his brethren  near a  rock Platform.  The corpse
they were talking about is that ofa Vigilant of
Stendarr named Adalvald.  Claim  his book,  and
check the chest tucked away in a corner behind
the steps.

(;,  chest

i:I;   Adalvald,s Journal

erffi3  (eremonioI Crypt
This circular stone island  is actually an  elaborate
sarcophagus. fo open,  solve the following  puzzle:

Puzzle Solution: Follow the single line of flames
back from the circle,  and find the  brazier it passes
through.  Push the brazier to the outer base it
slides onto, channeling  the fire around.  This  leads
to another brazier to shift,. continue to follow
the fire around,  channeling  it onward  using  the
braziers  (there are five  in  total  to push  or pull,.  the
fire won't move if you  shove the  brazier the wrong
way).  After the final  brazier slots into place,  a
monolith  is revealed.  A Mysterious Woman,  who
wc]s  sealed  in  this crypt,  falls out of it.

?,   Follower:  Serana  [DG1/1 3]

©  Gargoyle Ambush
This bridge and earthen slope allow exit from the
circular crypt but is guarded by two ferocious

gargayles.  Under the slope is a conjurer with a
coin  purse to check.  On the upper balcony behind
the gargoyles, above the graves,  is a chest-

\^/,,  chest

ffi»  stepped (rypt (homber
Head along the tunnel and  up the steps to pull
a  lever,  stirring a couple of Draugr and  some
skeletons;  then  raise the exit gate to the  north.
Check the table on the lower floor to the south  for
the following:

SECONDARY LOCATIONS      ADDITIONAL LOCATIONS
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®  so[rificiql pit and Word Wall
The Nordic royals of yore sacrificed those who
displeased  them  in  this  large  pit.  Expect combat
with around  four dangerous Draugr and skeletons
here.  Then check the entire stepped area for
Deathbell flowers and Malachite Ore.  Peek
behind the Word Wall for coins and  two leveled
weapons,  and  loot the lclrge chest.  Or simply flee
to the  northern exit if combat becomes tricky.

§  Malachite Ore Vein
/v\  chest

§  word of power:  Drain Vitality

ffiB  Exi"o Skyrim
Pull  the chain  on the right to exit into Skyrim.  Now
that the  portcullis  is  up/  you  can  enter Dimhollow
Cavern from this entrance as well.

ife ffias [H[.03] Heliurchen Hall

Related Quests

Hearthfire Task:  Adoption

Hearthfire Task:  Build Your Own  House

Thane Task:  Thane of Hiaalmarch

Servi(es

Carriage  Driver

Spe[iol Area

Shrine of Akatosh  [HF2/3]

Shrine of Arkay [HF2/3]

Shrine of Dibella  [HF2/3]

Shrine ofJulianos  [HF2/3]

Shrine of Kynareth  [HF2/3]

Shrine of Mara  [HF2/3]

Shrine of Stendarr  [HF2/3]

Shrine of Talos  [HF2/3]

Shrine of Zenithar  [HF2/3]

(rofling
Alchemy Lab

Anvil  or Blacksmith  Forge

Arcane Enchanter

Carpenter's Workbench

Cooking  Pot or Spit

Drafting Table

Grinclstone

Oven
Smelter

Tanning  Rack

Wood Chopping  Block

Workbench

Miscellaneous

Area  is locked

Chest

Loose gear

Potions Aplenty

A superb slice of land on the edge of the  Pale,
away from the  most blistering of blizzards, this
sits on firm tundra and offers exceptional views
of Loreius  Farm,  DrclgOnSreaCh,  and  the Throat of
the World  in  the far distance.  Although there,s a

giant camp nearby,  they,ve been quiet recently.
The structure shown  in  the picture  is  simply one
example of the properly you could construct
here,  after finishing  your Thane Task. This  is the
only  buildable dwelling with  a  mill, which  allows

you to grind the flour required for most baking
recipes.

",:)   Follower:  Gregor (Housecarl)  [DG2/3]

772
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The northeastern coast of the Sea of Ghosts around the city of Winterhold  is by far the lecISt POPulated area Of Skyrim,  and the same can  be said for the entire
Hold.  lt has no towns or villages other than the capital, and  many adventurers perish  in the glacial fields that surround the city  winterhold  boasts a vast stretch
of sharp and  rugged cocIStline,  and even the mouth Of the White River,  but it is otherwise devoid of flowing water.  Instead, the vast majority of the Hold  is
either encased  in  snow or ice or part of the vast and trecICherOuS Mount Anthor range,  interspersed with strange or ancient burial  sites,  including the ominous
Saarlhal-

ife» Routes qnd PqThwqys
There  is  but a  single main  road from Winterhold and  its college of mages, which connects to the  Pale.  With  no  rivers,  the only other pathways are the minor

goat and  hunting trails that weave through the mountains.  These are recommended  routes when first exploring such a vast and foreboding w.llderness. The
entire north and western  part of the  Hold  is rugged coastline,. don't forget your explorations can take you well  into the Sea of Ghosts.  To the west is Fort
Fellhammer,  c] good  marker since  it is close to the border of the Pale.  Should you  refrain from  using the main  road,  the \^/a)^^/ard  Pass  is another option,  as the

path  it connects to weaves through the Mount Anthor range and takes in  many locations.  Otherwise,  the edges of this  Hold are less  rocky and  more glacial and
feature a variety of lonely and  lost barrows,  including one said to  be the tomb of the legendary warrior and founder of the Companions, Ysgramor.

Servi(es

Followers:  [4/47]

Houses for Sole:  [0/5]

Morrioge Prospeds:  [2/62]

Skill Trainers:  [6/50]

Alchemy:  [0/3]

Alteration:  [l/3]

Archery:  [0/3]

Block:  [0/2]

Coniurofion:  [1 /3]

Desfrodion:  [1/3]

Enchanting:  [1/2]

Heavy Armor:  [0/3]

Illusion:  [1/2]

light Armor:  [0/3]

Lo(kpicking:  [0/2]

One-Handed:  [0/3]

Pickpo(ket:  [0/3]

Restomfion:  [1/3]

Smithing..  [0/3]

Sneak:  [0/3]

Speech:  [0/4]

Two-Handed:  [0/2]

Trodels  [1 3/1 33]:

Apothecary  [0/1 2]

Bartender  [0/5]

Blacksmith  [2/33]

Corrioge  Driver  [0/5]

Fence  [l/1 0]

Ferryman  [0/3]

Flelther  [0/3]

Food Vendor  [0/9]

6eneTOl Goods  [2/I 9]

Innkeeper  [0/I 5]

Jeweler  [0/2]

Special  [2/3]

Spell Vendor  [5/1 2]

Stoblemoster [0/5]

Collectibles

Captured Critters:  [1 /5]

Dragon  Claws:  [1/10]

Dragon  Priest Masks:  [0/1 0]

Let(eny Targets:  [1/F]

Skill Books:  [1 2/I 80]

Alchemy:  [1/1 0]

Alterofl'on:  [2/i O]

Archery:  [0/I O]

Block:  [2/1 0]

Coniuration:  [0/I O]

Desfrucfion:   [1/I O]

Enchanting:  [l/1 0]

Heavy Armor:  [0/I O]

Illusion:  [0/1 0]

Hght Armor..  [0/1 0]

Lo(kpicking:  [2/1 0]

One-handed:  [0/1 0]

Pickpocket:  [0/1 0]

Restoration:  [2/1 0]

Smithing:  [0/1 0]

Sneak:  [1/10]

Speech:  [0/lO]

Two-Handed:  [0/i O]

Treasure Mops:  [2/1 1]

Unique  Items:  [1 5/1 12]

Unique Weapons:  [6/80]

Unusual Gems:  [3/24]

Special  Objects

Shrines:  [6/69]

Akotosh:  [0/6]

Arkay:  [2/1 2]

Dibella:   [1/8]

Julionos:  [0/5]

Kynoreth:  [0/6]

Moro:  [0/5]

Stendorr:  [0/5]

To[os..  [3/1 7]

Zenithor:  [0/5]

Standing Stones:  [2/l 3]

The Serpent Stone

The Tower Stone

Word Walls..  [5/42]

Animal Allegiance:   [l/3]

Aura Whisper:  [0/3]

Become  Ethereol:  [1/3]

Disarm:  [1/3]

Dismying Shout  [0/3]

Elemental  Fury:  [0/3]

Fire Breath:  [0/2]

Frost Breath:  [0/3]

I(e Form:  [2/3]

Kyne's Peace:  [0/3]

Marked for Death:  [0/3]

Slow Time:  [0/3]

Storm Colt:  [0/3]

Throw Voice:  [0/1 I

Unrelenting Force:  [0/1 I

Whirlwind Sprint  [0/2]
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[4.00]  Hold  Copirol  City: Winterhold

[4.00]  College o"nterhold

Jorl:  Korir

[4.01]  Helo's  Folly

[4.02]  Yngvild

[4.03]  The Tower Stone

[4.04]  Winterhold  Imperial  Camp

[4.05]  Hob/s  Foil  Cove

[4.06]  Frosfflow Lighthouse

[4.07]  Drinshode  Refuge

[4.08]  Fort Fellhommer

[4.09]  Snowpoint Bea(on

[4.1 0]  Pilgrim's Tren(h

[4.1 1]  Ysgromor's Tomb

[4.1 2]  Saorthol

[4.1 3]  Alftond

[4.1 4]  Wayward  Pass

[4.I 5]  lronbind Borrow

[4.1 6]  Mount Anther

[4.I 7]  SigMess Pit

[4.I 8]  Shrine of Azure

[4.1 9]  Fort Kostov

[4.20]  Sepfl'mus Signus's Outpost

[4.21]  Skytemple  Ruins

[4.22]  Wreck of the  Pride of Tel Vos

[4.23]  The Serpent Stone

[4.24]  Bleakcoast Cave

[4.25]  Whistling Mine

[4.26]  Journeymon's  Nook

[4.27]  Sfl'llborn  Cove

[4.28]  SnoWeil Sonrfum

[4.29]  Winterhold  Storm(looks (amp

[4.Sol  Yngol  Borrow

[4.31]  Wreck of the Winter War

[4.B]  Hunter,s Overlook:  fellhommer Wastes                 [4.P]  Hunter,s Com

[4.C]  Wolf Den:  Fellhommer Wastes                                   [4.0]  Howl  of the  Ha

[4.D]  Yisro,s  Beochside  Combustion

[4.E]  The  Iceberg  Explorer

[4-F]  Shrine  of Tolos:  Winrferhold  Glaciers

[4.G]  Frozen  Mammoth

[4.H]  Wet Bones

[4.l]  Dwarven Monument:  Mount Anthor Summit

[4.J]  Shrine of Tolos:  See of Ghosts

[4.K]  Shrine of Thlos:  llos.Tei's  hast Stand

[4.L]  Altar  of Xrib

[4.M]  The  Chill

[4.N]  Trapped for Eternity

idEmz

[4.R]  Hunters,  Camp:  Sea Shore of Ghosts

[4.S]  Hunter's  Lost Stand: Sea  Shore of Ghosts

[4.T]  lll¬otten  Gains:  Sea Shore of Ghosts

[4.u]  Fishermon's (amp:  Sloughfehish  Boy

[4.V]  Avolonche  Pass

[4.W]  Shrine of Array:  Windhelm Hills

Related Quests

Daedric Quest:  The  Black Star

College of Winterhold Quest:  First Lessons

Thieves Guild Quest:  Hard Answers

Miscellaneous Objective:
Frozen  Hearth)

Miscellaneo

or  (Activity):  A

live:  Finding

er Rumors

runk's  Drink*  (Ranmir)

or: A Good Talking To*  (Haran)

avor:  A Little  Light Thievery*  (Malur

Favor: Jobs for the Jarls*  uarl  Korir)

Thane Quest: Thclne Of Winterhold  Hold*

(The

Hobimtion: Hold Capital (Minor)

Services

Trader  (General  Store Vendor):  BirncI  [3/1 9]

Spetiol Obietls

Civil War:  Map of Skyrim

(ollectibles

Dragon Claw:  Coral  Dragon  Claw  [4/1O]

Skill  Book  [Alteration]:  Breathing Water [A1 /1 O]

Skill  Book  [Destruction]:  Mystery of Talara,  v3

[C2/1 0]
Skill  Book  [Restoration]..  The  Exodus  [Dl /1O]

Unique  Item:  The  Black Star  [26/1  12]

Unique Weapon:  Nightingale Blade

Unique Weapon:  Staff of Arcane Au

[22/8O]

Capital: Winterho!ci



ife hole: city Overview
Once a great capital rivaling
Solituc]e in power and  importance,
Winterhold  is now little more than

a shell of its former self.  Eighty years ago,  a
seemingly neverending series of storms lashec] out
at the northern coast of Skyrim,  eventually causing
most of the city to plummet into the Sea of Ghosts,
an event now known as the Great Collapse.
Strclngely| the College of Winferhold was
unaffected,  remaining firm on a  now freestanding
spire of rock. Many inhabifanfs of Winterhold,
both mages and magic-fearing Nords, were
forced fo abandon the city and those who
remainec] still eye the College with suspicion.

Since thclt time, the population of Winterhold
has continued to dwindle.  Other than the
College,  only a  handful  of buildings still  stand.

%)A/hat remains of the fown's economy is based
dicorf#d serving the needs of the college. As such,
Winlerhold has become something of a haven
for mages in Skyrim,  a safe refuge from distrustful
Nords.

pe Important Are

©  Main Thorough
A single, snow{overe
the dilapidated and co

®f lnleresI

Winterhold,  leading to the Winterhold Bridge and
the domain of mages.

©  Ruins of the (otatlysm
Four of the lown's mclin  Structures lie abandoned
and rotting into the snovy ground. There are no
items to snag of any worth.

The following  leaders of Winterholcl
are loyal to the Stormcloaks at the
start of the Civil War.

Jarl Korir

Whatever optimism  might have  lived  in  Korir,s
heart was beaten down by decades of hearing
how much  better things  used to be before the
Great Collapse.  Knowing  nothing  else,  he carries

udges of his ancestors while refusing to
his home, so he,s done everything he

ersevere.  He'Il  maintain the traditions of
ers  if it kills  him,  and  he fails to realize
it,6 having  on  his son.

i what it was supposed to be. The
e should've grown  up in doesn't

and  has turned  info a  bitter, cynical
the future for her son  looks bleak.

orir may stop short of assigning  blame,
has no problem  pointing cl finger al those
ble for her family's  plight:  the mages of

rhold.  Refusing  to accept any responsibility

\   776

for her situation,  she,s  placed  all  the  blame
squarely on the shoulders of the College and
spends every day cursing  its existence.

Assur

Assur is confused  by the  reaction  he gels when
he repeats what his parents  have always told
him:  mages can,I be trusted,  and  anyone who
uses  magic is dangerous-  He's  been taught that
warlocks and witches are even worse than elves,
and  no one but a  Nord  is a friend to Winterhold.

Malur Selolh

A slouch  with  few marketable  skills,  Melur
has landed  himself in what he  perceives as a
wonderful  position.  Korir  is convinced  that he,s
in  cahoots with the  mages of the College of
Winterhold  and therefore expects little of Malur
in  the way of servant,s duties.  Malur has done
nothing  to  dissuade  this  misunderstanding;  in  fcICt,

he,s cultivating  it to get away with as little work as

possible.  Naturally,  he  survives  if the  balance of
power shifts to the  lmperials.

Kai Wet-Pommel

®The following  residents arrive to take
control  of Winterhold,  should  this  Hold  fall
during  the Civil  War.

Jorl Kraldar

Kraldar is,  by all accounts, what may well  be the
last in  a  long  line  of nobility  in  Winterhold,  due
to the cataclysm.  He understands that while the
College may seem a  bit of an eyesore to the rest
of the province,  being  on good terms with the
Arch-Mage  is  in Winterhold/s  best interest.  Ever
the optimist,  he firmly believes that Winterhold

will be restored  to greatness someday/  and often
regclleS  his Housecarl with  his dreams  for the
future.  He,s less chatty with  Malur Seloth.

Thoniolf (Ho

One of the bui
repurposed as the J
original  home of the
Collapse.  Korir rules i
though currently ther
that actually fakes
separated from th
and socia
lefr need  I

Stormcloaks to plan thei

remains
hysicc]lly

room.  ln the downstairs bedroom,  a Skill  Book
has been stashed in a woven basket that sits atop
a barrel.

!)   skill  Book  [Enchanting]:  Twin  Secrets

()  civil war: Map of Skyrim

()  chest

()   potions aplenty

§,  Loose gear

Tr.e  gldef,*#ci-#jia  tlj

s_ITyTRTini

Dagur                    Nelacar

Haran                    Angwe

Eirid

The only profitable  business  left in Wnterhold,
the Inn  serves as the sole place petitioners to
the College may stay.  As such,  Dagur has put
aside any personal feelings he may have toward
wizards and does  his best to look on the bright

Ranmir                      Birna

Birna,s family has  lived  there for generations
beyond count,  and  no amount of natural disaster
or weird  magic is going to drive  her out now.



Her family's house is also a smell
variety of items.  She'll even  part
claw if the price is right.

#  Trader (General Store Vendor)..  Birna

[3/1 9]
i-)   Potions,  Fcod,  Misc

§  Dragon Claw: Coral Dragon Claw [4/10]

#  skill  Book  [Destruction]: Mystery of Talara,
v3  [C3/1O]

§  potions aplenty

§  Loosegear One of the last few holdouts,
to give up and  move away from Winterhold.

I a  hidden Skill  Book.

¢  skill  Book [Alteration]:  Breathing VIidfer

[A1/1O]

§  chest

Related Quests

Main  Quest:  Elder Knowledge

Daedric  Quest:  The  Black Star

Daedric Quest:  Discerning the Transmundane

Side Quest:  Forbidden  Legend

College oF Winterhold  Quest:  First Lessons

College of Winterhold Quest:  Under Saarthal

College of Wnterhold Quest:  Hitting the Books

College of Winterhold Quest:  Good  Intentions

College of Winterhold Quest:  Revealing the
Unseen

ege of Wnferhold Quest: Containment

eat:  The Staff of

st: The Eye of

iant Ques

erhold  Radicm
Alembic*

College of
Balance*

hold  Radiant Quest:  Out of

College of Winterhold Radiant Quest: An
Enchanted Journey*

College of Winterhold  Radiant Quest:
Restocking  Soul Gems*

College of Winterhold  Radiant Quest: Valuable
Book Procurement*

College of Winterhold  Radiant Quest:
Shalidor,s  lnsights

College of Winterhold  Radiant Quest: The
Atronach  Forge*

College oF Winterhold
Alembic*

College of Wnterhold
Forgotten Names*

Radic]nt Quest:  Tolfdir,s

nt Quest:

College of Wnterhold Radiant Ques
Aftershock*

College of Winterhold  Radiant Quest:  Rogue
Wizard

College of Winterhold  Radiant Quest: Arniel,a
Endeavor

College of Winterhold  Radiant Quest:
Apprentice:  Brelyna,s  Practice

College of Winterhold  Radiant Quest:
Apprentice: J'ZclrgO'S  Experiment

College of Winterhold  Radiant Quest:
Apprentice:  Onmund's  Request

College of Winterhold  Radiant Quest:
Destruction  Ritual  Spell

College of Winterhold  Radiant Quest:  illusion
Ritual  Spell

College of Winterhold  Radiant Quest:
Coniuration  Ritual  Spell

College of Winterhold  Radiant Quest:
Restoration  Ritual  Spell

College of Winterhold  Radiant Quest:
Alteration  Ritual  Spell

Thieves Guild  Radiant Quest:  No St
Unturned

Miscellaneous Objective:  Lost Ap
Borvir*  (Phinis  Gestor)

Miscellaneous Objective:  Lost Ap
llas-tei*  (Phinis Gestor)

Miscellaneous Objective:
Rundi*  (Phinis  Gestor)

Miscellaneous Objective:  Lost A
Yisra*  (Phinis Gestor)

Habimtion: Special

Crqfling

Alchemy Labs  (3)

Arcane Enchanters  (2)

Services

Follower:  Brelyna Maryon  [9/4

Follower: J'Zargo [1 0/47]

Follower:  Onmund  [1  1/4

Marriage Prospect:  Brel

Marriage Prospect: Ohm

Trader  (Fence):  Enthir  [2

r (General Store Ven

er  (Special):  Enthir  [1

(Spell Vendor):
Spell Vendor):

Trainer  (Phinis Gestor:  Expert):  Conjuration

[2/3]
Trainer  (Faralda:  Expert):  Destruction  [2/3]

Trainer  (Sergius Turrianus..  Expert):  Enchanting

[1/2]
Trainer  (Drevis  Neloren:  Master):  Illusion  [1 /2]

Trainer  (Colette Marence:  Expert) :  Restoration

[2/3]

(ollectibles

Skill  Book  [Alchemy]:  De  Rerum  Dirennis

[B2/l O]
Unique Item:  Arch-Mage's Robes [27/1 1 2]

Unique  Item:  Mage's  Circlet  [28/1 12]

Unique  Item:  Savos Aren's Amulet [29/1 12]

Unique  Item:  Mystic Tuning  Gloves  [30/1  1 2]

Unusual Gem:  [5/24]

Chest

Potions aplenty

(allege lnhabiltinl

Sovos Aren (Arch-Mage)

Unique  Item  Arch-Mage's Robes  [27/1 I 2]

Unique  Item:  Mage's Circlet [28/1 12

Amono (Thalmor Adviser)

Mirobelle Ervine (Master-Wizard)

Unique Item:  Savos Aren's Amulet [2

Enthir (Scholar)

Trader:  Fence  [2/I 1]  (during Thieves
Quests only)

Tracler: General Store Vendor [4/1 9

Trader:  Special  [1/3]

Tolfdir (Wizard)

Trader:  Spell Venclor  [4/i 3]

Weapons,  Scrolls,  Books, Misc

Trainer:  Altercltion:  Master [2/3]



Phinis Gestor (Wizard)

Trader:  Spell Vendor  [5/1 3]

Scrolls,  Books,  Misc

Trainer:  Coniuration:  Expert [2/3]

Foraldti (Wizard)

Trader:  Spell Vendor  [6/13]

Weapons,  Scrolls,  Books,  Misc

Trainer:  Destruction:  Expert  [2/3]

Sergius Turrianus (Wizard)

Trainer:  Enchanting:  Expert [1 /2]

Drevis Neloren (Wizard)

Trader:  Spell Vendor  [8/1 3]

Weapons,  Scrolls,  Boc)ks,  Misc

Trainer:  Illusion:  Master  [1/2]

Unique  Item:  Mystic Tuning  Gloves  [30/1  1 2]

(oleil6 Murence (Scholar)

Trader:  Spell Vendor [9/I 3]

Scrolls,  Books,  Misc

Trainer:  Restoration:  Expert  [2/3]

Arniel  Game  (Scholar)

Nirya  (Stholor)

Urog gro-Shub (Lorekeeper)

Trader:  Special  [2/3]

Brelyno Maryon (Student)
Follower [9/47]

Marriage Prospect [8/62]

J'Zargo (Studem)
Follower [1 O/47]

Onmund  (Student)

Follower  [1  1/47]

Marriage Prospect [9/62]

Augur of Dunlqin
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fffiEN}a  Winterhold  Bridge
Many of the townsfolk  in  Winterhold  think this
bridge  is being  held  up by magic alone,  and
they are correct,  Faralda waits to greet (or halt)
anyone thinking  of entering  the College,  forcing
them to  prove they have an  aptitude for magic.
Ignore her,  and the gates into the College  remain
closed to you.  Fall from the bridge,  and expect
a  long  death  plummet.  Walk on  the shores of the
Sea  of Ghosts  below,  and you,ll find the  remains
of fallen  masonry and stones,  but only Clams,
Nordic  Barnacles,  and  Slaughterfish  Eggs to
collect.

S  MGin (OUrtyOrd

RE]
Dominated  by a  statue of the first
Arch-Mage of the College,  this  is the  hub
of the facility,  offering  access  back out to

the bridge and  into the three Halls and one of the
trapdoors  into the  murky depths of the Midden.
The exterior windows offer exceptional views of
the coastline.

Tr_a   3 ,`^{e_. Si.._-c-Ls   ''/

s FTyTFTnd

igivgr3   Hall of Attoinmenl

This is fo the west of the Courtyard and  is where
the students and some of the te

join the College, the first room

rest.  lf you

where you can sleep. There are tiro floors and
door up onto the roof where you can a
other main  parts of the College, wh
accessed from ground  level as well.

!.,  chest (2)

®  Hall of (ountenance
The senior members of the College have a  home
here,  which  is a tower laid out in the same
fashion  as the  Hall  of AItainment.  Check the  upper
floor and the  roof access. There are many staffs
here,  but stealing  them  isn,I wise.  The  ingredients

(and  Soul Gems)  on display near the Alchemy
Lab  (and Arcane Enchanter)  can  be used without

penalty/  so seek them out if you,re looking for a
particularly rare  item  (or gem)  to craft.  Also  note
the trapdoor entrance to the Midden at the base
of the spiral steps.

Crafling:  Alchemy Lab,  Arcane  Enchanter

(:)   Tolfdir,s Alembic

(i  chest

\^/   potions aplenty

()   Loose gear

®  Hall of The Elements
The College,s grand central chamber is where
students practice their magic and senior members
discuss important matters. You attend your first
lesson  in magic here.  Ancano usually mooches
around these parts. This is a  major location
the College of Winterhold Quests.  The entranc
is flanked by two doors, each leading to
level  of the  main fewer.

rt"qge,s Quorlers
You car"each the Arch-Mage,s Quart
Hall of the Elements or the Arcanaeu
the chambers of Savos Aren, where h
some of his time. The circular chambe
with  ingredients for  mixing ancl  featun

garden  lit by magical  floc]ting  lights.  These aren't
yours to take,  unless youwish to incur the wrath
of the College elders (or can manage it wit
being  seen!) or you,re  patient enough  to
the College quest line,  at which  point the chamber
becomes yours.

§  crafring:  Alchemy Lab, Arcane Enchanter
"(;   unusual Gem:  [5/24]

LENS  The Arcqnqeum
You can  reach  the Arcanaeum from the Hall of the
Elements or the  roof parapets.  This  is the  home to
Urag grcLShub the  Lorekeeper and  his extensive
collection of tomes  (although  he,s always on the
lookout for more  research  materials).  The Ysmir
Collective,  a selection of rare books,  is on display,
and  many books are scattered about.  lf you want
to read, you,ve come to the right place.  The
Investigator,s Chest has  rings to be used  in the
Midden, as part of College of Winterhold  Radiant
Quest:  Forgotten  Names.

/,?.,   Investigator,s  chest

i`...TL,j\S ¬,F  Si'yfE!,fy,i,:  HOLD 4:  WINTERHOLD  HOLD



ife The midden
The Midden, a hidden underbelly where ancient a

(and mostly forgotten aboutl isnl a place where College members usually go.

ffiEN  hadder to Main Courtyard

en%  semitirculor chamber

ffiS  Torture (humber Tower
Some rotting  rugs lie at the bottom of the wooden
steps, overlooked by two clamped skeletons.
There are four exits to choose from  here.

ffiB  Hugmven/s (orridor
Pass the deer skull altar to reach this exit door.

®  wet Bones and Blood
An  unpleasant sacrifice was made here.

®  snow (qtatombs

®  summoning (hqmber

le magic has been pr

iolxartgoefiil:ThTsolsilhgec#rloeni:!It Y.irt:ea:nodff:::ndgin           ®  Torture (hqmber Tower (Wqterfqll)
the quest of that nclme.

eeife   Ancient Altar

This  provides access to the Midden  Dclrk.

ffiRE   Door lo Midden  Dark

ife The RAidden Dqrk

ffiB  Door to Midden



ifeis [4.01] Helq's Folly
Related Ouesls

Dark Brotherhood Quest:  Side Contract:
Deekus

Recommended  Level: 6

Dungeon: Shipwreck

Deekus

Chest (Locked:  Novice)

Chest  (Locked:  Apprentice)

A freasureLSeeker named  Deekus
a shipwreck along \Mnterhold|s
coastline.  One of the Dark Brotherhoodfs
marks this Argonian as a target.  Deekus has amas
a hoard of precious gemstones and baubles.  Steal
these valuclbleS tO gain  a  Small  fortune,  if you dare_
Hop aboard the remnants of the nearby ship and clive
underwater to discover a locked chest and additional

gemstones aboard  the ship,s sunken  half.

ife> [4.02] Yngvild

Yngvild

Related Quests

Side Quest:  No Stone  Unlurned

Miscellaneous Objective:  Toying  with  the
Dead*

Recommended  Level: 8

Dungeon: Wurlock  Lair

Aroundil

Draugr

Yngvild  Ghost

(ollectibles

Skill  Book  [Alteration]:  Reality & Other
Falsehoods  [Cl/lO]

Unusual Gem:  [6/24]

Chest(s)

Potions

fiB  Exit to Skyrim

®  Entry (avern
Swipe a few potions in this first cavern,  then
a  powerful  Draugr on your way to [2].

",;)   potions

?fuffi!  urn (overn
Defeat a deadly Yngvild Ghost and
insighrful  journal  on your way I
where several urns  beg  looting

TfllI (flvem
Kill  more ghosts and  more mighty

your way to this tall cavem, then des
bottom, where a chest awaits.

i\^;  chest

rTgrife`s   passage To Throne Room
Slay another ghost and scan another two
on your way to the Yngvild Throne Room_

(?   potions

Tr_a  alide.. £'cJ.=CilS  \.I

siZTy|ITM

ffiB  Door lo Yngvild Throne Room

ffiB  Door to Yngvild

fffiD  Throne Room
A powerful  mage  named Arondil  sits on a throne
in  this wide cavern.  Slay him  and  collecta  key
from  his corpse.  Snatch  the  Skill  Book that rests on
a  nearby table as well.

(:)   skill  Book  [Alteration]:  Reality & Other

Falsehoods  [C1 /1 0]

:,A;.,   Arondil's  Key  (Arondil)

alTL,±S Cf.3..:''fF;i?i.i.  HOLD  4:  WINTERHOLD  HOLD
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S  Arondirs &uuriers
Raicl the giant chest in Arondil,a private chamber,
and  collect the  Unusual Gem from the fable fo

gain a new Miscellaneous Obieclive.

§  unusual Gem:  [6/24]

i?  chest

i?  pofons
§  chest (Locked:  Apprentice)

ffigiv [4.03] The Tower Stone
Recommended  Level: 6

Special  Objects:

Standing  Stone:  The Tower Stone  [4/1 3]

Ancient stones stand atop this glacial spire on Winterhold's frozen  northwest coastline.  Inspect the central
Standing Stone to accept a  new sign  blessing. Those under the sign of the Tower can automatically open
one Expert-level or lower lock once per day.  Note that you can  have only one sign  blessing at a time,  so
activclting  this  Standing  Stone will  override your current sign  blessing  (if any).

negiv [4.04] Winlerhold Imperial (amp

Related Quests

Civil War Quest:  Reunification of Skyrim

Civil War Quest..  Rescue from  Fort Kastav

Habilalion: Military: Imperial (amp

Imperial  Quartermaster  (Blacksmith)

Legate Sevan Telendas

Services

Trader  (Blacksmith):  Imperial  Quartermaster

[9/33]
Weapons, Apparel, Misc

Grindstone

Workbench

Special Objects

Civil War:  Map of Skyrim

Chests  (2)

Potions

Loose gear

The lmperials  have made camp  in the frigid
northwest mountains of \^/interhold.  Note that this
Imperial campsite may only exist when you,re

playing through the Civil War quest line. Trade
with the quartermaster if you  like,  or use his bevy
of Grafting  stations.  Inspect the fablctop map in the
largest tent to  potentially gain  new mc[p data.  Loot
a  few chests  before moving on.

Recommended Level: 8

Warlock Lair

MQge
Skeleton

(rotting
Alchemy Lab

Arcclne Enchanter

This frigid  cave  lies  in

northwest Winterhold
and has been overrun by

powerful mages.

(aIIetlibles
Skill  Book  [Enchanting]:  Enchanter,s  Primer

[D1/1O]

Skill  Book  [Restoralion]:  The  Exodus

Unusual Gem:  [7/24]

Chest(s)

Potions

Loose gear

PRIMARY LOCATIONS

ATLAS SF See



ffiRE  Exit to Skyrim

S  Moge,s (overn
Slay a  skeleton on your way to this small cavern,
where a mage defends several  potions and a
chest.

§  chest

§   potions

®  Bridge (hqmber
Avoid falling from  this chamber,s wooden  rope
bridge-it,s a  long way down.  Instead, visit the
bottom of this chamber by venturing down  the
north  passage  just before you  reach  [3].  Collect

the Skill  Book from  the table  here,  along with  the
Unusual Gem that sits on  the  nearby cupboard-
the latter begins a Side Quest.

(:)   Grafting:  Alchemy  Lab

()   skill  Book  [Restoration]:  The  Exodus

()   unusual Gem:  [7/24]
I::?   potions

®±   Head Mqge,s Lair
A powerful  spellcaster  lurks  in  this wide chamber.
Raid the  place after slaying the mage,  collecting a
Skill  Book from atop an Arcane  Enchanter before

pulling a wall chain to open the way forward.
Steal  Soul  Gems from  the  pedestals  in  the

passage that follows to deactivate the dangerous
frost spout.

"i  Grafting: Arcane Enchanter

(;,   Skill  Book  [Enchanting]:

[Dl/1O]

(?  chest (Locked: Apprentice)

(?  Apothecary,s Satchel

(;)   potions

#ds;ffi  Moge,s Study

Several  learned spellweavers guclrd this final
cavern-slay them all to secure a  large chest, then
drop off the west cliff to return to the cave's first
chamber.

",\^)   chest           ,,,`^,?.   potion

`` Ear [4.06] Froslflow Lighthouse

irosiflow Abyss

Dangers

Falmer Claw Trap  (trip wire)

Collettibles

Captured Critter:  Torchbug  in a Jar  [2/5]

Skill  Book  [Restoration]:  Mystery of Talara,  v2

[B2/1 0]
Chest(s)

Potions

Loose gear

This tall watchtower stands atop Wnterhold/s
northwest mountains,  within  clear sight of the
Hold,s  northern  coast.

ExterioI
Pick the  Novice dc)or lock lo open  the  small
storage shed that's attached to the lighthouse.  A
few potions are found within.

(:)   potions

(:)   Loose gear

Tf[e  5iider Sc.-Sis  'f

s-itiJ-iITin

('v)   Loose gear

Froslflow Lighthouse (Interior)

Enter the tower to discover a  butchered  person.
Search the corpse to gain a new Dungeon Quest
and obtain an  informative journal.  A Torchbug  in
a Jar rests atop the mantel-this pertains to Side
Quest:  Captured Crilters.  ln the  northern  room,

you find  Sudi,sJournal  on the desk,  Mani,s  Letter
in the knapsack under the bed,  and  a Skill  Book.
ln  the  room  cldiC]Cent,  you  find  the  journal  Of

Ramati,  the dead woman you  just found.  Piecing
together the story from these  journals will  lead you
to find  Mani,s Cellar Key/  hidden  in an  urn on  the
mantel above the fireplace.  Ramafi,s Journal also
mentions a  promise to cremate  her husband  in
the  lighthouse fire  in  the event of his death  (this  is
important later).

Take the key and use il to reach the cellar
where you can clear out a cluster of Chaurus
loot a  locked chest.  Venture through the lar
in the basement,s southeast wall to procee
Frostflow Abyss.

('.?   Captured  Critter:  Torchbug  in  a

"`j.,   Skill  Book  [Resforation]:  Mystery a

v2  [B2/10]

(3t   chest  (Locked:  Adept)

ff  Mani,s Cellar Key

(;  Mani,s Letter

#   Ramati,s Journal

§   sudi,s Journal

§  potions

§  Loose gear

ffiB  path to Frostflow Lighthouse

©  Fqlmer Den
Exterminate a Chaurus,  Falmer,  and  Frostbite
Spiders as you  head to this chamber.  Carefully
trigger a trip wire from a safe distance to disable
the  Falmer CIaw Trap as well.  Dispatch  all  Falmer
here,  then  search  the tents to find two chests.
Locate a third chest along the  passage to  [2].

(:)   Danger!    Falmer Claw Trap  (trip wire)

(:)   chest  (Locked:  Novice)

I,:',i   chest  (Locked:  Apprentice)

ATL,a.`S GF  SK'fRL,i,i.  HOLD  4:  WINTERHOLD  HOLD
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ifTJgr  (htiurus Nest
Slay countless Chaurus on your way ro this final
cavern, where a monstrous Chaurus lurks+he
source of the murders  back in the lighthouse.
Defeat the fiend to  purify this place and  complete
the Miscellaneous Objective you acquirecl vyhen

you first entered  the lighthouse.  Collect the key

ife [4.07] Driflshqde Refuge

Related Quests

The Companions Quest:  Purity of Revenge

Re(ommended  Level:  6

Dungeons: Vampire Lair

Silver  Hand

(rofting
Anvil

Grindstone

Workbench

Dangers

Swinging Wall Trap  (pressure plate)

olleclibles

[Block]:  Warrior [E1 /1 0l
The Rear Guard

anded]:  292O, Moming Star, v1

¬se  sleeping ouqrTers

Pick a  locked  door to enter this small  sleeping
area,  then slay the groggy guard and  plunder
the place.

§  Area  ls  Locked  (Adept)

¢  chest

§  potions

ffiffi  cellar Attess
Dispatch  more Silver Hand  in this far chamber
and  pillage a chest before pulling the wall  lever to
open  a  passage that leads to the cellar.

()  chest

§   potions

ffiB  Door to Drifrshdde (ellor

fo be a small barracks, the Drifrshade
features a sizeable tunnel  network that's filled

with  ruthless ruffians known as the Silver Hand-hated
enemies of the Companions. You  must fight your way
through this area  during Conpanions Quest:  Purity of
Revenge.

ffiB  Door lo Skyrim

®  Great Hall
Eliminate severeal Silver Hand and swipe c] few minor
valuables on your way to this chamber, where a chest
awaits pillaging  in a  r[ook downstairs.

§  chest (Locked:  Adept)

#   potions

i)   Loose gear

ffiffi  Door to Driflshqde Refuge

®?  Barrel-Lined Possoge
As you enter the cellar,  search for a chest that,s
tucked away in a dark corner among  barrels.
Jump a  pressure plate trap in this area,  and don,t
bother  picking  the  locked  holding  cell-the  slain
werewolf within  has  nothing  of value.

§   Danger!  Swinging Wall Trap  (pressure  plate)

§  chest

§  potions

§  Loose gear

®  Distillery
Dispatch  several  Silver  Hand  ruffians  here,  then
collect the Skill  Book on  the far shelf.

"\\/   skill  Book  [Light Armor]:  The  Rear Guard

§   potions

PRIVARY  LOCATIONS
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®  Holding (ells
Enter this snovy cavern,  which features two

giant holding cells,  one of which contains  a  live
werewolf.  Free the creature if you dare,  but be
ready for a challenging  battle.

®  (ellor Hearth
Check behind the large fireplace here to find
some potions and  a coin  purse. Then  head
through the nearby door to  return to the Refuge.

i?,   potions

j'i'4v

ffirm  Door to Drifrshade Refuge

ffiB  Door to Drifrshade (ellar

FTREffij  (rofring Station
Lay waste to the final crew of Silver Hancl  bandits
here,  then  locate two Skill  Books and  loot a  large
chest before unbarring  the far door and  making

your way back outside.

(:'!   crclfting:  Anvil,  Grindstone,  Workbench

i:;.   skill  Book  [Block]:  Warrior [El/10]

":),   skill  Book lone-Handed]:  2920,  Morning

Star,  v1

(:)   chest

Tr.a   g_de_- gCrC,L±   `'

s_iry|ITM

[*s.  [4.08] Fort Fellhqmmer

Recommended  Level: 6

Dungeons: Bandit (amp

Bandit

(rofting
Smelter

(ollectibles

Skill  Book  [Heavy Armor]:  Orsinium  and the
Orcs
Chest(s)

Potions

Loose gear

Mineable ore  (Iron)

This bandit-ridden  keep stands at the west base of
\^/interhold,s western  mountc]ins.

Garrison

SIay the  bandit chief inside the  small  garrison  and
loot the  large chest for valuables.

(:)  chest

\',.   Potions

(;l,   Loose gear

Mines

A skilled  hand  is required  to  pick the  lock to this
fort's  interior mines, where more bandits lurk
and  iron can  be harvested  in clbundanCe.  More
importantly/  a  Skill  Book  rests

\'!   Area  ls  Locked  (Expert)

on the farta

"'/,   Skill  Book  [Heavy Armor]:  Orsinium and

the Orcs

§  Mineable ore  (Iron)

ife» [4.09] Snowpoinl Beqcon

Recommended  Level: 5

Dungeon:  Bandit (amp

Bandit

(olletlible

Chest (Locked:  Novice)

Bandits  have overrun this small tower,  which
stands atop Winterhold/s west mountains.  The
chief awclitS  uP top.  Loot his  body after the
slaughter for plenty of plunder.

±rLa,S ¬:.F  §{yP.lf'1,   HOLD 4   WINTERHOLD  HOLD
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nded  Level: 6

Duflgeon: Shipwre(k

Special Obiecls

Chests  (2)

ife [4.1 II Ysgrqmor's Tomb

ships that have wrecked against the ice and surlk. The largest
ship/ which features a topsic]e cabin, still carries l`^ro chests within
herhull.

Related Quests

The Companions Quest:  Glory of the Dead

Recommended  Level: 6

Dungeon: Draugr (rypt

Animal

Companion Ghost

Kodlak Whitemane

Kodlak's Wolf Spirit

(olle(libles

Skill  Book  ITwo-Handed]:  The  Legendary City
of Sancre Tor

Unique  Item:  Shield  of Ysgramor  [31/1  1 2]

Special Obietls

Word Wall: Animal Allegiance  [1/3]

Ar:a  ls Locked  (quest required)

Chest(s)

Pot'lons

Loose gear

This  remote  burial ground  holds  special
significance to the Companions; you visit here
during their ,,Glory of the  Deadw quest.  The area
remains  largely sealed off until you acquire that

quest.

®  sqrcophugi chamber B
Many more Companion Ghosts ambush you

-expect a challenging battle.  Raid the

s southeast chest after things sende down,
and find a potion in a nearby sarcophagus.
Shred through thick cobwebs and snatch
another potion on your way info a  small  room
filled with  ravenous Frostbite Spiders.

QUESTS



ffiae  shrine (hamber
Pull a  handle to open the  passage that leads  into
this chamber, where another host of Companion
Ghosts descend  upon you.  Claim a  Skill  Book and

potion  from  the central table  before scaling  the
north  stairs to  [7].

§   skill  Book  [Two-Handed]:  The  Legendary

City of Sancre Tor

i?   potion

©  Burial Chamber
Speclk With  Kodlak,s  spirit  in  this  large  room,

then examine the nearby Flame of the Harbinger
to toss  in  one of the Glenmoril  \^/itch  Heads

you obtained earlier in the Companions quest
line.  Slay  Kodlak,s Wolf Spirit when  it emerges,
then  speak with  Kodlak again  to complete your

quest.  Raid the chamber's  large  northeast chest
on your way upstairs,  claiming  a  unique shield
from within.  You,ll  soon  find  your way back to the
tomb,s entry chamber.

(;   unique  Item:  shield  ofysgramor  [3l/1  12]

()  chest

§   Loose gear

ffiB  Exi"a Skyrim

Exterior World Wall
Upon  returning to  [l], take the
exit out to Skyrim via the west cloo
view for a moment before sprinting  up
steps to discover a Word Wall.

'')  Worcl Wall:  Animal Allegiance  [1/3]

[4.I 2] SaarlhaI

Related Ouesls

College of Winterhold Quest:  Under Saarthal

Side Quest:  Forbidden  Legend

Recommended Level:  6

Dungeon: Drougr (rypt

Arniel Game

Draugr

Jyrik Gauldurson

Nerien

(rotting
Alchemy Lab

Dangers

Dart Trap  (pressure  plates)

Rune Traps  (floor)

Puzzles

Nordic  Pillars  I

Nordic  Pillars  ll

Quest Items

Enchanted  Rings  (3)

Saarthal Amulet

(ollectibles

Skill  Book  ITwo-Handed]:  The  Legendary
c]ncre Tor

nique  Item:  Enchanted  Ring  [32/1  1 2]

nique  Item:  Gauldur Amulet Fragment
Saarthal)  [33/1  1 2]

Item:  Saarthal Amulet [34/i 12]

Weapon:  Staff ofJyrik Gauldurson

Tr_a  3,_,jer ,Sc=eJ:a  `I/

Jqu8J_

Special Obiecls

Word Wall:  Ice Form  [2/3]

Area  ls Lockecl  (quest required)

Cnest(s)

Potions

Loose gear

This snovy excavation  site lies just southwest of
Wnterhold/s capital and serves as the setting  for
the College of Winterhold,s second quest.

Exterior
Loot a chest ancl several  urns  before speaking
with Tolfdir at the excavation site as part of
College of Winterhold Quest:  Under Saarthcll.
Tolfdir unlocks the  nearby door and  urges you
keep pace as he heads inside.

(.-;i   chest

SKYR]M

fiB  Exit to Skyrim

®  (host Ledge
Chat up your colleclgUeS aS you  follow Tolfdir
deep  into the excavation site.  While navigating
the  high,  narrow walkways here,  boldly leap over
to this  north  ledge and  loot a  chest.

",v^,.   chest

"3   Loose gear

ATLAS 3F 3R:'t''R!,ti:  HOLD 4..  WINTERHOLD HOLD
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ffiee  AmieI Game,s SIudy
Follow Tolfdir all the way to Arniel Game,s
then speak with Amiel to advance the quest.

your map and compass to locate four magical
artifacts scattered about the nearby area-three
small enchanted rings found on the ground and
one amulet that hangs from a wall.  Removing the
clmulet SPringS a  trap.  Speak with llolfdir,  then

put on the amulet and  strike the wall where you
recovered the clmulet with any spell to destroy it/

gaining your freedom.

§   unique  Item:  Enchantecl  Ring  [32/1  1 2]

§   unique Item:  saarthal Amulet [33/1 I 2]

SaarthaI Excavation

S  (offin (homber
You become trapped  in this chamber when you
enter and are forced to battle a swarm of Draugr.
Slay them with  haste,  then  pull  the far wall
chains to open the way forward; this seals off the

passage from which you came.  Tolfdir remains
here to study/.  head through the west door to
brave the heclrt of Saarthal.

ffiRE   Door to Soorlhal

REREi   Door to Saarlhal  Excavation

S  Dmugr Passages
Sneak through these dark corridors,  or risk
awakening several  powerful  Draugr. Venture
upstairs to loot a few urns and go through an  iron
door on your way to  [6].

®  Trapped Pqssoge A
Beware of a  rune trap that,s  been cast on the

ground  in  this  hall.  Detonate  it with  a  ranged
attack from afar to safely advance. Avoid a

pressure  plate  next,  which  lies  just in  front of a
tantalizing  chest.  SIay or sneak past a few more
deadly Draugr on your way to  [7].

"?   Danger!  Rune Trap

(floor),  Da

(pressure

®  Great Hall
Kill or avoid a deadly Draugr in this cavernous
chamber, opening the far door to access a
chest on your way to [9].  Beware of more rune
traps that lie on the floor just beyond the chest.
Detonate them  both with  ranged clttaCkS from a
safe distance.

§   Danger!  Rune Traps  (floor)

§  chest

®  More Nordi( Pillars
Solve another simple puzzle here by spinning
the four  pillars so that their facing  glyphs  match
those that make up the mouths of the neclrby
stone heads  (Snake, Whale,  Hawk,  Whale).  This
is somewhat tricky/  because rotating one pillar
may also cause others lo spin  in sync.  One of
the pillars can  be spun  independently-save this
one for last as you focus on correctly aligning the
other three.

enueffiB  Trapped  passage B
Tolfdir catches  up to you as you enter this

passage. Avoid the pressure plate on the floor
as you swipe gear,  potions, and  loot ums here.
Collect the Skill  Book that rests atop the Alchemy
Lab before entering  the final cavern.

¢   Danger!  Dart Trap  (pressure plate)

§   crafring:  Alchemy Lab
')  skill  Book ITwo-Handed]: The Legendary

Sancre Tor

§   potions

§   Loose gear

(hqmber
e orb that churns with

waits you  in this chamber,  alon
Draugr named Jyrik Gauldursa
harm Jyrik  until Tolfdir begins to

sterious energy
a deadly

rain the energy
from the orb. you must then vary your attacks
fo counter the Draugrs defensive magics.  Raid
the chamber after the fight,  then promise Tolfdir
that you'll  hurry back to the College I
Arch-Mage of your discoyery.

§   unique  Item:  Gauldur Amulet Fr



ife [4.I3] AIIIand

Related Ouesls

Main  Quest:  Elder Knowledge

Daedric Quest:  Discerning the Transmundane

Dungeon  Activity

Recommended  Level:  I 6

Dungeon: Drmrven (ity
Animal

Dwarven Centurion

Dwarven Sphere

Dwarven Spider

Falmer

J,darr

Sulla Trebatius

Umana

(mfling
Alchemy Lab

Blacksmith  Forge

Tanning  Rack

Workbench

Dangers

Bone Alarm Trap

Dwarven  Piston Traps

Dwarven Thresher Trap  (pressure plates)

Falmer Claw Trap  (trip wire)

Flomethrowers

FIamethrowers  (button)

Oil  Pool Traps

Spear Trap  (pressure plates)

Swinging Wall Trap  (pressure plate)

Underground (onnection:  BIockreoch [1 0.02]

(ollectibles

Skill  Book  [Lockpicking]:  The  Locked  Room

[D2/1 O]
Unique  Item: large of the Blooded  [35/1 12]

Special Objects

Dwarven Mechanism

Chest(s)

Potions

Loose gear

This collection of Dwarven  ruins has  been
exposed  by the splitting  of a  mcISSiVe glacier  in
the mountains southwest of Winterhold,s capital.
Navigating a ruined tower grants passage up to a
high excavation  site.

788v-

Exterior (Lower Glacier)

Slay the odd animal as you  sprint south along
the base of the glacier,s wide fissure.  Enter the
ruined tower at the fissure,s far end to navigate
an  interior passage that leads you  high atop the

glacier.

ffiB  Exit to Skyrim

asffi  (host Nook A
Sneak through the ruined tower,  or you  risk
alerting  Dwarven  Spiders and Spheres that

quickly emerge from  small  portals  in  the walls.
Find a chest here, and push a button to open
the  nearby gate.  This also cICtiVateS Several
flamethrowers near the gate, which you must
sprint through.  Read the nearby book to learn
the  Lesser VI/clrd  Spell, Which Can  help  reduce the
flamethrowers,  harmful effect-

(:`,\   Danger!  Flamethrowers (

(,;  Chest (Locked: Apprentice)

t\   potion

§,  Loose gear

©  Trapped Stairwell
Beware of pressure plates in this passage as you
head  upstairs.  lf Dwarven Spheres sense your

presence, try using these traps against them  by
looping  around and  pressing the buttons on the
other side of the thin  metal gate.

t',   Danger!  Spear TrcIP  (Pressure Plates)

rlffi^j  (best Nook B
If possible,  unlock a challenging  chest here to
claim worthy loot-

"'\J:,   chest  (Locked:  Expert)

nggrfffistS,,i   storage
Swipe some potions from the metal  shelves here,
and  unlock another chest that sits on the ground.
Make your wc]y up a spiral  stairwell and exit the
tower.

':,i,   chest (Locked:  Adept)

(:i)   potions

Tf<   S:_ci`e=£c=el:a  ~'/

s_icy_RTin

ffiB  Exit to Skyrim

Exterior (Upper GIocier)

Head south  after passing through the ruined
tower,  scaling  a  snovy hill.  Sprint east to finally
locate the Alfrand excavation site.  Search some
openflir cabins here to discoyer a chest and
an  informative  journal,  then descend a  series of
wooden  planks to discover a cave that leads into
Alftand,s glacial  ruins.

\t,  chest

ffi5)  Exit to Skyrim

¬giv(,i   Glq(ioI Ruins,  Entry Possog¬

Thumb through Sulla,s Journal,  which  lies on a
barrel  in the Glacial  Ruins' first passage, for a bit
more  insight into the expedition.  Raid a  nearby
chest for plunder as well. As you pass
off section by a dwarven fewer, you

glimpse of a deranged Khaiiit searching the ruins
and  muttering  to  himself.

(i  chest

i¬apgr;  workstqtion

Trek through the frigid  passages that lead  to this
work area.  Inspect a book on the table here to
learn  more about the ill-fated excavation effort,
and  loot a chest that lies  in the nearby snow.  You
can,I open the nearby gate for now, so continue
following  the snaking  passage as it doubles back
on  itself.  Be wary as  Dwarven Spiders start to pop
out of hiding.

()   chest (Locked:  Novice)

()  Loose gear

@i  (host Nook (
Find a chest and  potion tucked away in this
snovy corner,  c]Iong with c] coin  purse and
Apothecary,s Satchel.

"::,/   chest

";`,.   Apothecary,s  ScllChel

ATLA.S Of S!i¥Ri'i,.it:  HOLD 4:  WINTERHOLD  HOLD
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find a  pack, several potions,  and an  imsighrful  ioumal
afrerwclrd.

§  I,zhar,s Pack

i  potions

#  Loose gear

®  oily thomber
Flip through yet another journal as you enter this
sizable chamber.  Beware of Dwarven Spheres that
emerge from  portals in the room,s center.  Ignite the
oily floor to burn  Them  up.  Ride a trio of vertical
dwarven  piston  traps in  the room,s northwest corner
to  recICh  loot On  a  high  ledge

§   Danger!  Oil  Pool Traps

()   chests  (2)

§   potions

§us  Forge
Exploit this chamber,s oily floor as well  to  help you
defeat its  Dwarven Spiders.  Use a crafting  station
here and  unlock the  Novice-level  northwest gate to
raid a small treasure nook.

§   Grafting:  Blacksmith  Forge

§  chest (Locked:  Apprentice)

§  chest (Locked: Adept)

©  Trapped (host (orridor
Avoid the pressure plate that lies  in front of this

passage,s tantalizing chest, and  loot another chest
that lies among the nearby north  rubble.  Collect a
few potions as you explore the passage,s southern
alcoves, and pick an Apprentice-level gate to

s a small  room with yet another chest. Several
can be seen working through  here,

U are Vcr

9], entering at a  high balcony.
Loop around the room,  jumping  or slipping  past rows
of dangerous dwarven  piston traps that threaten
to knock you down.  Destroy a few more Dwarven
Spiclers on your way to the door that leads to the
Animonculory.

i.i,i   Danger!  Dwarven  Piston Traps

ffiRE   Door to Alftand Animonculory

ffiB   Door lo Alftamd Glacial Ruins

ffiRE#   Animonculory Entr
Raid two chests  in  this first
dark and  mclde Of bone

§  chests (2)

S  (onnecling (orridor
st,  explore this wicle corridor,s lo

one of them

the remains of another mem
along with  his personal  journal. Loot a  locke

Alfiand Animonculory



chest before backtracking out and  heading  upstairs
to discover another chest and  some potions in  the
oily passage above.  Avoid the pressure plates on
the slope that follows-they trigger a  lethal trap.

§   Danger!  Oil  Pool Trap,  Dwarven Thresher
Trap  (pressure  plates)

§  chest

§   chest (Locked:  Adept)

§   potions

ffiffi#  Grand (overn
Pull  a  lever to open  the way into this tall  chamber,
then  follow the first elevated walkway to its end to
discover a chest and a  few potions among debris.
Descend  the central winding  ramp/ and  pick an
Apprentice-level  door to visit  [1 5]  before  making
a  long drop down to a  bloodstained  platform,
where the body of another excavation team

her lies pierced with  arrows on the rubble.

patch  Dwarven  Spiders and avoid  pistons
as you continue to descend the winding  ramp,
sprinting  past a flamethrower when  it momentarily
deactivates to  reach the door to  [l 6].

¢   Danger!  Flamethrower Trap/  Dwarven  Piston

Traps

§   chest (Locked:  Novice)

§   potions

®  Tretisure Room
Unlock a gate to visit this chamber and  raid a
chest.  Unlock an  Expert-level gate here to access a
second chest with even  more plunder.

§   Area  ls Locked  (Apprentice)

§   skill  Book  [Lockpicking]:  The  Locked  Room

[D2/1 O]

§  chests  (2)

§  chest (Locked:  Master)

§   potions

®  Folmer Den
Vicious  Falmer have erected tents in th
chambers.  Slay the foul creatures,  see
exploit oil  spills when  possible.  Some  ingredients
and an alchemy workbench can  be found  in
a corner,  as well as some  ingots and dwarven
scrap on  the shelves.  The second  room contains a
blacksmith forge,  as well as an armor workbench.
Shelves to the left of the stairs can  be used to sneak

past the Falmer and  traps  here or to provide a
good  sniping  position.

()   Danger!  Bone Alarm Trap/  Flamethrower

Trap'  Oil  Pool Trap

§   crafring:  Alchemy  Lab,  Blacksmith  Forge,
Workbench

Torture Room
Falmer have turned the tools of their dwarven
lures to their own uses, and the body of yet
ther excavation team  member lies on a  torture

I  If you,ve had  enough adventuring/  ride the
west elevator back to the start of the Glacial

s (behind the barredoff clrea you found
efore).  You  can  quickly return to this  point later

you,re ready lo delve deeper into Alftand,
rough the southeast door to return  to  [14]  and
a winding  ramp down to the Grclnd  CcIVern,S

bottom.

§  crafring:  Tanning  Rack

i/   790_

®  Grand (uvern Revisited
Slaughter a  host of Falmer and  Frostbite Spiders
at the Grand Cavern's bottom,  then  pass through
a door and avoid a trap  in the short hall that
leads to the cavernous Alftand Cathedral.

(;,)   Dc]nger!  Falmer Claw Trap  (pressure  plate)

ffiB  Door lo Alfrqnd (qthedrol

ffiRE   Door to AIftond  Glacial  Ruins

ffirm   Door to Alftqnd Animonculory

Alftand (athedrol
Dodge a  few pressure plates as  in the cathedral,s
entry  passage.  lf you're  lucky'  the  patrolling
Falmer may trigger them  for you.  Open a  door
and  slay or sneak past more  Falmer in the
cavernous chamber.  Loot three grotesque chests
in  and  around  the surrounding  Falmer tents,  then
scale the east stone steps to find  two dwarven
chests, along with a  lever that opens the west

gate.  Loot another two dwarven chests beyond the
gate as you  head  upstairs,  then defeat a  mighty
Dwarven  Centurion  to obtain  a  useful  key.  Raid
one final dwarven chest at the top of the stairs
before opening  a gate and confronting the final
two  members of the expedition.

Slay the remaining  expedition  members
while they are busy attacking each  other,  then
either use the  nearby Dwarven Mechanism to visit
Blackreach  Ilo.02],  or use the  key you found  on
the Centurion to open  the nearby gate and take
an elevator back up to the surface.  Don't forget
to fake the Tclrge Of the  Blooded off of Umana,s
corpse.  This  unique shield  causes  bleeding
damage to enemies when you  bash them with  it.

?/   Danger!  Swinging Wall Trap  (pressure

Tr.c  £i':``e--,Sc=cis  `|,
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ae% [4.I4] Wayward Pass

Recommended  Level: 5

Dungeon: Special

Special  Objects:

Shrine of Arkay  [3/1 2]

Loose gear

This smooth  trail  cuts through  Winterhold's  harsh
central  mountains,  making  it the easiest means of
traveling  between this Hold and the southern  end
of the  Pale.  As a  bonus, touch  the shrine located
halfway through  this serene pass to instantly cure
any diseases you  might have.

Has [4.I 5] lronbind Barrow

Recommended Level: 6

Dungeon: Dmugr (rypt
Animal

Deem-Ja

Draugr

Salma

Warlord Gathrik

Dongers

Spear Trap (pedestal)

Spear Trap (pressure plate)

(olleclibles

Unique Weapon:  Steel Battleaxe of Fiery Souls

[24/80]

Spetiol  Objects

Word Wall:  Become Ethereal  [2/3]

Chest(s)

Potions

Loose gear

Near the heart of Winterhold,  two adventurers
stand  just outside a  cave.  Listen  to their discussion
to learn  that treasure lies within, Approach the

pair afterward and speak to Salma.  Tell  her
that you,re "going  inside" to entice her and  her

partner Beem-Ja to rush  into the cave ahead
of you,  thereby acting as partners to help you
clear this dangerous area.  Hurry inside after
them.  AIternatively/  just barge  in  and  they,ll  do
the same.

a,JIJi,f, !3F Sri'fR!,i,,,:  HOLD 4:  WINTERHOLD  HOLD



fiffi  Exi"o Skyrim

$  6ionT Spider,s Lair
Slay a couple of Frostbite Spiders on your wcly tO
this first cavern,  where a Giant Frostbite Spider
lurks.  Work together with Salma and  BeemJa to
bring the brute down.

S  Tomb (hqmber
Stairs  lead  up to an  ancient tomb,  but the door is
sealed tight.  Raid  a chest in the  nearby east nook,
then  locate a  handle in the west nook, which
opens the tomb.

()  chest

®  Tomb Entry
Beware:  a  mighty Draugr ambushes you  in the
tomb/s small  entry chamber.  Slay the fiend,  then
snag some nearby potions and open the chest in
the west nook.

§  chest

§   potions

§   Loose gear

§   potions

®?  pedesttil passage
Backpedal the  moment you tclke the  item Off the

pedestal here-removing the loot corses spears
to stab up from the surrouncling ground, yet also
opens the way forward. There is cllSO a Chain
hidden  in the ceiling arch  nearby/ allowing you
fo open the way forward without fear of poinly
retribution.

§   Danger!  Spear Trap  (pedestal)

§  Loose gear

®  Golhrik,s (bomber
A mighty Draugr warlord  named Gathrik awaits

you  in  this final  chamber.  Once this ancient horror
is dispatched,  Deem-Ja  will  reveal  his true colors
and  must be putdown.  Find a  unique axe affixed
to the back of the throne, and approach the far
Word Wall after slaying the traitorous villain
to acquire a new Word of Power.  Loot a large
nearby chest as well before dropping down to
the lower ground and  pulling a chain to open  the
exit passage.

§  unique weapon:  steel  Baftleaxe of Fiery
Souls [24/80]

i/  word wall: Become Ethereal [2/3]

\t  chest

§   potions

/)  Loose gear

Exit to lronbind Overlook



ife [4.I 7] Sightless Pit                 ffiB

Recommended Level:  I 8

Dungeon: Falmer Hive

Animal

Falmer

Dwarven Thresher Trap  (proximity)

Spear Trap (pressure plate)

(oIIectibles

Skill  Book  [Pickpockel]:  Aevar Stone-Singer

Chest(s)

Drop  into this dark hole if you dare-you'll  land
in a  large, frozen cave, which leads to a rare
Falmer temple.

ffiRE   Exit lo Skyrim

Grab a Skill Book that,s found near a campsite
on your way to this passage, where you must
sidestep a  pressure plate to avoid  being  impaled
by spears, Slay the Falmer that emerges from the
hole  in the wall  ahead_

(3   Danger!  Spear Trap (pressure plate)

i  skill  Book [Pickpocket]: Aevar Stone-Singer

&ife  vertigo (hqmber
Avoid vertigo as you carefully traverse this tall
disorienting  chamber.  Drop from One
outcropping  to the  next to break up your desc
Slay a few Falmerand a Chaurus as you ne
bottom,  then carefully maneuver past the spin
blade trap  by seeking  shelter in the side nooks.

¢   Danger!  Dwarven Thresher Trap (proximity)

®  polh to the Temple
Slc)y a  few more  Falmer in this winding  passage,
and  don,t miss looting the odd-looking chest on

your way to the Temple of Xrib.

i)  chest

7`9i  h

Slay Falmer and Chaurus  until you  reach this vast
cavern, where a  massive temple has been built.
Check in  and around  the Falmer tents to discover
several chests.

()   chests  (4)

ffiTgr  connecting  ptith
Take this passage to reach  [6],  looting a chest that
rests on the railing along  the way.

(i  chest

Tr_a  5:_c`e_. £c=cLS  `J'
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ife [4.I8] Shrine of Azu

Daedric Quest: The Black Star

Dungeon: Special

Aranea  lenith  (Follower)

Servi[es

Follower: Aranea  lenith  [1 2/47]

(olletlibles

Unique Item:  Azura's Star [36/1 I 2]

Loose gear

This awesome statue to the goddess Azura towers
high atop Winterhold's snowcapped  northeast

peaks.  Scale the icy stone steps and speak with
Aranea  lenith,  who  prays at the statue,s base,  to
obtain a  new Side Quest.  Return  here  later and

give Azura,s Star to Aranea to speak with the
goddess Azura, who asks you to enter her Star
[10.O1]  and  purge Malyn  Varen,s soul  from  the
sacred object.

lf you choose to complete  "The Black Star,,

quest with Aranea,s  help/  she,ll  become available
as a Follower afterward.

ife» [4.1 9] Fort Koslav

Civil War Quest:  Reunificc]tion  of Skyrim

Civil \^idr Quest:  Rescue from  Fort KastcIV

Recommended Level: 6

Habitation: Military Fort

Mags
Skeleton

(rofting
Alchemy Lab

Collettibles

Skill  Book [Block]:  W

Chest(s)

Potions

Loose gear

/10]

This forboding fortress is a point of a

interior circa.

Exterior
Slay a few lowly skeletons ancl two
to secure the outer compound.  This is the most
dangerous area of the fort, so take care in how

you approach the battle.

§  crafring:  Alchemy Lab

Prison

Find a chest in the southeast corner of the prison,s
north  entry chamber,  along with a few potions.
A dangerous mage  lurks  in  the southem  holding
cells. There,s  no need to open any of the cells,
unless you,re simply after  lockpicking  prcICtiCe.

"?  chest

§   potions

¢   Loose gear

(uplqin,s Outirters
two chests,  no enemies,  and a Skill  Book. What

good fortune!

¬,   skill  Book  [Block]:  Warrior  [E2/lO]

¢  chests  (2)

§  Apothecary,s Satchel

aegiv [4.20] Seplimus Signus,s
OulposI

i:i;:_::-i i:-:T:L-     `_-_\

-.*

Recommended Level: 6

Dungeon: Special

Draugr

Skeleton

(olletlibles
Skill  Book  [lllusion]:  Before the Ages of Man

Chest (Locked:  Apprentice)

Potions

Loose gear

On one of Winterhold,s frozen  northern  isles,
slay skeletons as you fight your way up a snovy

path that leads to some long-forgotten  ruins.  Pick
a  Novicelevel door to access a small room with
a  large,  locked chest and Skill  Book-but beware
the powerful  Draugr that bursts from a  nearby
coffin  to ambush  you.

ife> [4.22] Wreck of The P»'de of
I;eI Vos

Main Quest:  Elder Knowledge

Daedric Quest:  Discerning  the Transmundane

Habilalion: Special

Sepfimus Signus

Quest Items

Attunement Sphere

Blank Lexicon

ColIetlibles

Unique Item:  Oghma  ln

This small,  coo

S  IT away.

man named

PRIMARY LOCATIONS

Banclit

(rofling
Tanning  Rack

Quest Items
Lymdrenn Tenvanni's Journal

Waterlogged Chest
Chests  (2)

Chest (Locked:  Novice)

A number of seasoned bandits have mcld
near a shipwreck along Winterhold's north
coastline.  The bandits carry plenty of plume
Raid the chest at their camp for even
loot,  along with the two chests found wit
wrecked ship. The journal that you find is
item that Brand-Shei  in  Riffen  has been searc
for-proof of his childhood.  Return  it to  him for
reward.

ATLAS C}F



ife [4.23] The Serpent Stone

Reloled Quests

Civil War Quest: Joining  the Stormcloaks

Re(ommended Level: 6

Dungeon: Spetiol

lee Wraith

5peci.al Obiecls

Standing  Stone: The Serpent Stone  [5/1 3]

Brave Wnlerhold/s  icy northeast waters to
discover a group of unique standing  stones atop
a  large glacier.  Slay a  pesky lee Wraith  here,
then  examine the central  Stoflcling  Stone to
accept a  new sign blessing. Once per day/ those
under the sign  of the Serpent can use a  ranged

paralyzing  poison against opponents.  Note that
you can  have only one sign  blessing at a time,  so
activating this Standing  Stone will override your
current sign  blessing  (if any).

negiv [4.24] BIeqktoqst (owe

Related Quests

Side Quest:  Kyne,s Sacred Trials

Dungeon: Animal  Den

Animal

Loose gear

Descend  into this  relatively small  ice cave,  where
a  pair of Frost Trolls  lurk.  Several  smaller caverns
sprout from  the main one.  Loot the corpses of
less{apable adventurers  in the side caverns to
the east and west, which are also guarded by
Frost Trolls.

;794t

ife [4.25] Whistling Mine

Related Quests

Favor  (Activity):  Mining  Ore'  (Thorgar)

Recommended  Level:  8

Habitation:  Mime

Miners

(rofting
Smelter

(ollectibles

Skill  Book  [Smithing]:  Heavy Armor  Forging

Loose gear

Mineable ore  (Iron)

This small,  icy cave contains  raw veins of iron  ore
that anyone with  a  pickaxe is free to  mine.  Find
a  Skill  Book sitting  atop a  barrel  in  the campsite
Cavern.

ffi» [4.26] Joumeyman's Nook

Miscellaneous Obi
Borvir*

Recommended Level: 6

Dungeon: Bandit (amp
Bandit

Cmftina

Alchemy Lab

ColIeclibles

Skill  Book  [Alch

Skyrim

=f`e  5+cia-- SL-fJJiiS  ''

s-icy__RTin

ist's Guide to

Treasure Mclp  ll  [2/1  1]

Uniclue Weapon:  Borvir's Dagger [25/80]

Knapsack

Potions

Loose gear

This small  igloo  lies among  the  snovy hills north
of Snow Veil Sanctum  [4.28]

bandit-await you wit
of Borvir here, one of the

The warmth of

the College of Winterhold and
also deceased Rundi. A unique dagger
nearby' and lhere's a Treasure Map
knapsack. After you,ve heclrd Phinis Gestor
mention them  in one of his addresses to the
College,  you can  bring  back proof of his demise.
A Skill  Book is also founcl  here;  it rests atop a
snowy crate inside the ruin.

ife [4.27] SIillborn Cave

Recommended  Level:  1 8

Dungeon:  Folmer Hive

Animal

Falmer

Dangers

Swinging  Wall  Trap  (trip wire]

(oIIe(tibles

Skill  Book  [Coniuration]:  The Warri

Chest(s)

This  Falmer-filled cave is founcl  in

southern  mountains,  a goocl  hike we
Veil Sanctum  [4.28].  No quests

particular Falmer den,  but treasure
await you within.

ffiE!  Exi"a Skyrim

ifengfrogifegr   North Folmer (qvem

Slay a grotesque Chaurus on your way to
cavern, where a chest is found in a norther
nook.

§  chest

®  side (overn A
Dispatch another Chaurus and  loot another chest
in  this  small  side  cavern.

i/J   Chest

©  south Folmer (overn
Beware the  powerful  Falmer on  patrol  here,  and
the dangerous trip wire that,s stretched  near the
tunnel  that leads to  [4].  After passing  the trip wire,
turn  right and  search a dark corner to discover a
Skill  Book that lies  near a  skeleton.

()   Danger!  Swinging \^/all Trap  (trip wire)

(:),   skill  Book  [Coniuration]:  The Warrior,s

Charge

A.TLAS OF SKYtRlt`¥t:  HOLD 4:  WINTERHOLD  HOLD

``                                                                                                                                                                           ,_
{,-,    T'),?



S*  Ffllmer Nest
Falmer emerge from  holes  in the walls
area.  Slaughter the fiends before looting the chest
they sought fo guard.

#  chest (Locked:  Novice)

®  (htlurus hair
Cut down a few more Chaurus in this final
cavern, and  raid the chest that's found on the high

ground.

(i  chest

ffiB  Exi"a Skyrim

Bear Traps

Dart Trap  (wclll chain)

Oil  Lamp Traps

Oil Lamp Traps  (pedestal  pressure plate)

Oil  Lamp Traps  (trip wires)

Oil Pool Traps

Swinging Wall Trap  (wall  chain)

(olletlibles

Larceny Target: Model  Ship  [3/7]

Skill  Book  [Light Armor]:  Ice  and  Chitin

Skill  Book [Sneak]:  Three Thieves  [E1/i O]

Special Objects

Word Wall:  Disarm [3/3]
Area  ls Locked  (quest required)

Chesl(a)

Potions

LQQSe gear

wall  chain  to  raise a  portcullis and QCCeS

potions.

§  chest

©  swinging wall Trap (ham
Pull a wall  chain to open this chamb
and  immediately run toward the p

pulling  the chclin,.  otherwise you,

PRIMARY LOCATIONS

iNG                      THE  iN¥E

S  Drougr Halls
Continue to sneak through these pass
wclking  Several  more Draugr.  Should
awaken,  look to knock down hangin
ignite the oily floor.  Do this easily by t

is,          eitherofthetwotripwiresshetcheda
corridor.  Loot a chest here before pulling

k            chain to raise a  portcullis and advance.



Snow Veil Sanctum

o®  Hanging Rattle (hamber

Avoid the hanging  rattles  in this chamber-they
can alert nearby undead.  Claim a valuable
Skill  Book and  nab  some  potions  before  pulling
another wall chain to advance.

§   Danger!  Bone Alarm Trap

()   skill  Book [Sneak]: Three Thieves  [E1/10]

¢   potions

®  Drougr Den
A hoard of fearsome undead lurk in this  lclrge
cavern.  let Mercer Frey take the lecld  in  battle.
Scale the south wooden stairs and take the
southeast passage to [8]  before heacling up the
west stone stclirS fo reach an elevated WCIlkWay
that leads to the Snow Veil Sanctum.

®  Model Ship Chamber
Take a southwest pessage from [7] to reach this
oily overlook, where a  unique Model Ship sits
atop a  pedestal.  Stand back and knock down the
hanging  lamps from a safe range to burn  up the
oil  before taking the Model  Ship; oth
lambs Will  fall when  you fake the  its

I

be  interestec]  in  buying  this  unique  i.
return  to the Thieves Guild.

v^   Danger!  Oil  Lamp Traps  (pedestal  pressure

plate),  Oil  Pool Trap

\?   Larceny Target:  Model  Ship  [3/7]

§   potions

¢   Loose gear

ffiRE   Door to Snow Veil Sonclum

REE!  Door to SnoWeiI (otacombs

ffiae  sanctum Entry Passage
Sneak through  the Sanctum's first twisting

ssage,  or risk stirring  a  legion of bloodthirsty
over low-hanging  rattles to reach a
as you go. When you  reach the far

pull  the  nearby wall  chain  to raise  it,
r from a slew of arrows that fly out

age beyond. This  is a  result of the
acked against the portcullis tumbling

nearby pressure plate.  Quickly dart into
after the arrows stop flying and  pull

er wall chain to close the portcullis again,
thereby cutting off any Draugr that might be  in

pursuit.

fS   Danger!  Bone

chamber knocks
of vicious Draugr.

m Trap,  Dart Trap

to  increase your Light Armor skill and follow the
sound of chanting to locate a Word Wall that

grants cl new Word of Power. Scale the central
stairs to raid a giant chest before pulling the wall
chain  near the east portcullis and advancing.

()   skill  Book  [Light Armor]:  lee and  Chitin

¢  word wall: Disarm [3/3]

§  chest

ffi  puzzle Doc
Don't worry that y the claw that
unlocks the Nordic Puzzle Door in this  hall-
Mercer Frey kindly opens the door for you!

ffira,:,  Inner Sanctum
The plot thickens when you enter this room,  but
we won,I reveal any story-based spoilers here.
When you,re ready,  proceecl through the far door
to quickly exit out to  Skyrim.

ffiB  Exit to Skyrim

{    796
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Related Quests

Civil War Quest (when active,  depending  on
who you  side with)

Habitation: Mililory: Stormclook (amp

Stormcloak Quartermaster  (Blacksmith)

Stormcloak Soldier

Services

Trader (Blacksmith):  Stormcloak Quartermaster

Ilo/33]
Weapons, Apparel, Misc

(rolling
Alchemy Lab

Anvil

Grindstone

Workbench

A,TEAS OF  Sf``f'P`!f.j,:  HOLD 4:  WINTERHOLD  HOLD
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ifeis [4.Sol Yngol Borrow

Related Ouesls

Dungeon Quest: Ashore in a Sea of Ghosts*

Recommended Level: 6

Dungeon: Dmugr (rypt

Draugr

Dangers

Swinging Wall Trap  (pressure plate)

Puzzles

Nordic  Puzzle Door

(Coral  Dragon Claw)
Nordic  Pillars

(ollettibles

Dragon Claw:  Coral
Dragon Claw [4/10]

Unique  Item:  Helm of
Yngol  [38/1  12]

Chest(sl

Loose gear

ffiB  Exi"a Skyrim

illflr Puzzle (hamber
Loot a few Draugr corpses on the way to this first
chamber, then  inspect the dead scholar,s remains
to discover a  book that provides a clue on how to
solve the room,s puzzle.  Spin the glyph  pillars to
create the pattern described  in the scholar,s  book.
The lone south  pillar should  be a Whale, while the
other two north  pillars should  be a Snake and a
Hc]wk,. then  pull the central  lever to open the way
forward.  Collect the Coral Dragon Claw from
a pedestcll  lust beyond the gate,  unless you,Ve
already acquired  it from Winterhold.

()   Dragon Claw:  Coral  Dragon  Claw  [4/I O]

®  wqlery pqssoge
Take a dip  in the frigid water here to locate a
sunken  chest and  burial  urn.

i/;  chest

©  Treasure Nook
Unlock c]  metal gate here to access a  nook full of

goodies.

"tt,.   Area  ls  Locked  (Adept)

/,?  chest

(?   Loose gear

ffgr  Nordic Puzzle Door

Yngc)I,s  Barrow lies  hidden within  an  ice cave at Winterhold,s
southeast corner.  This  plcICe  iS  haunted  by SPeCtreS Of Old  and  iS
scarcely remembered as the namesake of the Sea of Ghosts.

Jump the pressure plate in  a  narrow tunnel and
loot a chest on your way to this unusucll door
Examine the Coral  Dragon Claw and notice the
sequence of glyphs etched  into the  piece.  Rotate
the door,s  rings to  imitate the claw,s pattern

(Snake,  Wolf, Moth), then  insert the claw into th
door,s central keyhole to open the way forward.

()   Danger!  Swinging Wall Trap  (pressure plate)

/)  chest

@,)  Drougr Chamber
Put to rest the ancient Shade of Yngol  lust beyond
the puzzle door, then loot a large chest and
retrieve Yngol,s Helm from the throne neclrby,
raising  the  portcullis and  allowing  a  quick exit
from  the  ruin.

§  chest

f,   unique  Item:  Helm ofYngol  [38/1  12]

ffiB  Exi"a Skyrim

T!iAiN!NG                        THE  !NVEr,-jTOR`f

eeS [4.3I] Wreck of The
Winter War

Recommended  Level:  6

Dungeon: Shipwreck

Bandits

(olleclibles

Skill  Book  [Lockpicking]:  Surfeit of Thieves

[C1/1O]

Chest  (Locked:  Expert)

An old ship named the  \^//'nter War has crashed
among the unyielding glaciers of Winterhold/s
eastern coast. A crew of salty bandits have made
this shipwreck their home.  Kill  them  all,  then
locclte  CI  locked  Chest Within  the Ship  anal  collect

the  nearby Skill  Book.

PRIVARY LOCATIONS
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ife [4.A] Shrine of Dibella:
Wqlching Dqwnslqr

Visible from the main  road  heading  south away
from  Dawnstclr  in the  Pale,  this  rocky abutment
has a carved  platform  upon which the writhing
and  sensual  form  of Dibella  is visible.  This shrine
marks the edge of this  Hold.  Upon  the Shrine  is a
Skill  Book.

§   skill  Book  [lllusion]:  Incident c]t  Necrom

§,   shrine of Dibella  [2/8]

B [4.B] Hunter,s Overlook:
Fellhqmmer Wqsles

North and a  little west of Fort Fellhammer,  around
the steep mountain crags,  is a  small campfire with
two hunters on an exposed overlook above the
Shrine of Dibella.  This offers excellent views of
Dawnstar and the Nightcaller Temple.

tj  crafring:  Tanning  Rack

RE» [4.C] Wolf Den: Fellhammer
Wqsles

n the forestecl floor below the windswept snow
flurries  just northwest of Fort Fellhammer  is a
rocky alcove where wolves prowl.  Defeat the wild
animals guarding  this den,  and  inspect the bandit
corpse within.  There's  little else  but fallen  prey
and bones here.

+I_a   =\.=e_-Sc_-,``L_i     J

sitij_-RTM

us» [4.D] Yisrq,s Beqchside
ComblJSliOn

Relqled Quests

Miscellaneous Objective:  Lost Apprentices..
Yisra*

South  of the  island  on  which  Yngvild  is  located  is
a section of blasted  beach.  It appears a College
apprentice named Yisra  has misfired  her FIame
Cloak.  This  is one of the  missing  Apprentices
that Phinis Gestor of the College of Winterhold  is
looking  for.  Listen  to  him talk about this,  then  bring

back proof of Yisra's demise,.  search  her crispy
corpse for a  necklace.

()   unique  Item:  yisra's  Necklace  [39/1  1 2]

§  spell Tome:  Flame Cloak

H» [4.E] The Iceberg Explorer

Just north of the Tower
accessible by clambering up from the north,  a
half-buried skeleton  lies encased in this  iceberg,

just off the coast of the Sect of Ghosts. The flclg the
longrdead explorer was carrying  still flutters near
a  Chest and  Skill  Book.

§,   skill  Book  [Heavy Armor]: The Knights of

the  Nine

§  chest

ife [4.F] Shrine of "los:
Winlerhold ¬lqciers

Half buried  in  the  snow that blasts  up the glacial
valleys  is a  Shrine to Halos.  A small  number of
offerings  (mainly equipment)  is  left here.  Follow
the ground,  heading east from  Hob,s  Fall Cave,
along the coast.

(:)   skill  Book  rrwc+Handed]:  Words and

Philosophy

".:',.   shrine of Talos  [3/l7]

(:)   Loose gear

ife [4.G] Frozen Mammoth

Encased  in  ice,  too cold to rot, are the remains
of an ancient frozen  mammoth.  Adventurers have
used this frozen  beast as target practice,  enclbling

you to collect a few arrows and weapons. M
mammoth  bones are on top of this glacier.

"\:\   Loose gear

ife [4.H] Wet Bones

On top of the glacier,  just west of Saarthal,  is an
easily overlooked cluster of rocks  near half-buried
skeletons  (human  and  deer).  They lie  next to
a dwarven chest.  Expect a choice item or two
from  il.

(:)  chest

£TLA,S OF  SK?/RL'\.A,:  HOLD 4:  WINTERHOLD  HOLD
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At the top of Mount Anthor (accessed via some
treacherous climbing from  Mount Anthor  [4. 1 6])
is a  small dwarven  monument.  Little  is  known
about this.  Bewclre Of Ice Wraiths guarding the
spectacular view south.

()  chest (2)

¬,   Mineable ore  (Quicksilver)

ife [4.J] Shrine of rfulos:
Sea of Ghosts

ne» [4.L] Allqr of Xrib

Perched  atop  Sightless  Pit is an  ancient sacrificial
altar,  with  piles of bones  indicating  how well  used
this location once was.  Among the bones are a
Skill  Book and various offerings.  But disturb them
at your peril,.  touching anything  here will awaken
the skeleton  on the altar and will  resurrect two
more from the pile of bones behind you for a
surprise ambush.

§   skill  Book  [Coniuration]:  The  Doors of

Oblivion

§  Loose gear

pe [4.m] The Chill

seashore almost clue east of Winterhold, are two
brittle skeletons,  both  long clead.  A triggered  Bear
Trap  is the clue to how they came to  rest here
forever.

§  Apothecary,s Satchel

ifeae [4.0] Rundi,s Mislqke

Miscellaneous Objective:  Lost Apprentices:
Rundi*

Atop a glacier (approach  il from the west
onto  il)  is a  summoning  circle with  three R
traps that explode with  frost damage as
near them.  The body ofa  mage  named Runcli  is



segiv [4.Q] Haul of lhe Horkers

the windsweptDown on the ground close to
beach,  in the glacial canyon,  are two vicious
Horkers. They valiantly guard a bloodied  pile of
bones,  close to a  locked chest.

§  chest (Locked:  Novice)

ffiife [4.R] Hunters, (amp: Sea
Shore of Ghosts

return, two hunters have departed their camp in
search for Horkers. They,ve already hauled  in
one and cut it up for meat and tusks.  Search the
campsite for the following  (you can  ride the horse
without penalty).

§   skill  Book  [Lighl Armor]:  Rislav the  Righteous

§  Horse

?j   Knapsack

ife» [4.S] Hunter,s LqsI stand:
Sea Shore of GIlosls

Side Quest: The Great Skyrim Treasure  Hunl*

The hunters from the camp close to the shore have
felled their final  Horker,. they both  lie dead,  run

)h  by more Horkers than they could cope
Kill  any  remaining  Horkers,  and  search  the

rpse; there,s some equipment and a
ap to find.

Treasure Map VIIl  [3/1  1]

H_a  a/ldef A3Qc=c,i=  +,

ne".T] Ill-Gollen Gains: Sea
Shore ol Ghosts

ln  the glacial  field  just east of Snow Veil  Sanctum

is a shallow fissure with  a dead  Horker and
usually a Wild Animal guarding  a couple of
crates and a  locked treasure chest.  Pry open
the chest to see what longrdead  smugglers  have
left you.

§  chest (Adept)

Has [4.U] Fisherman,s Camp:
Slaughlerfish Bay

Northwest of the Wreck of the Winter War, on the
muddy shore  just before the glacial  line,  is a  small
fisherman,s camp. Aside from  chopping wood,

you can take whatever mead  remains in  this

SKYRIM

ln a  high mountain  pass between Mount Anthor
and snow veil Sanctum, a caravan of refugees
and their cart have been wiped out by an
avalanche.  pick through the debris for any loose
loot before  moving on.  lf you,ve entered this  pass
from the eastern side,  be careful,  or you  might
face the  same fate....

()   Loose Gear

RE [4.W] Shrine oI Arkay:
Windhelm Hills

All;i,S C,F  Si{'c:.''R!;A,,i,  HOLD  4:  WINTERHOLD  HOLD
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Over 6OO years ago,  historians described the  Reach as the  most cosmopolitan of Skyrim,s Holds.  Others stated  wthe Reach could  be mistaken for one of the

petty kingdoms of High  Rock,.  it is full  of Bretons,  Redguards,  Cyrodiils,  elves of all  stripes,  and even  a  few misplaced  Khaiiit.,, Topographically/  it tclkeS  UP the
entire western edge of Skyrim and  is arguclbly the most difficult to traverse and easiest to lose your way in. The towering crags,  the sheer number of locations,
and the ferociousness of its Forsworn  inhabitants  (friendly hamlets are few and  far between)  mean  that many fail to stop and  marvel at the Hold's rugged  beauty
andnumerousruins.

ife Routes and Pqthwqys
The  Druadach  Mountains  rise to the west of this  Hold,  cradling  Markarth  and  other settlements within  its  peaks,  crags,  and  foothills.  The  Karth  River and  its
tributaries are the waterways you can track as you familiarize yourself with the geography;  pause every so often to explore the bisecting  pathways from the
main  road,  which  loops  in  from  Whiterun  Hold  to the east and  circles  bcICk again.  Then  rejoin  the  road,  until you  can  muster the stomach  to venture  into the
scrubland and  rocky ravines,  ready to stumble upon  a  Forsworn camp...or worse!  Karthwasten and Old  Hroldan  provide some degree of safety,  and the
Blades hideout known  as Sky Haven Temple is another beacon of tranquility surrounded  by hard terrain  and  harder adversaries.  Fort Sungard anc]  Broken
Tower Redoubt are b6th fortifications to explore,  and two ore strongholds  (Mor Khazgur and  Dushnikh Yal)  are also here for you to find. To the northeast is
Hiaalmarch,  but the majority of the Reach  borders Whiterun;  once you  step into the flat Tundra  plains,  you  know you,ve left the Reach.

Servites

Follower:  [7/47]

Houses for Sale:  [1/5]

Morrioge Prospects:  [1 6/62]

Skill Trainers:  [6/50]

Al(hemy:  [0/3]

Alteration:  [0/3]

Archery:  [0/3]

Block:  [l/2]

Coniumtion..  [0/3]

Destru(tion:  [0/3]

Enchanting:  [0/2]

Heavy Armor.  [1/3]

Illusion:  [0/2]

Light Armor:  [0/3]

Lo(kpicking:  [0/2]

One.Handed:  [l/3]

Pickpo(ket:  [0/3]

Restoration:  [0/3]

Smithing:  [1/3]

Sneak:  [l/3]

Speech:  [1/4]

Two.Handed:  [0/2]

Traders  [1 9/1 33]:

Apothe«ry  [3/1 2]

Borfender  [0/5]

Blacksmith  [5/33]

Corrioge  Driver  [1/5]

Fence  [2/10]

Ferryman  [0/3]

Fletcher  [0/3]

Food Vendor  [1/9]

General  Goods  [l/l9]

Innkeeper  [2/1 5]

Jeweler  [1/2]

Special  [1/3]

Spell Vendor  [1/1 2]

Sfublemoster  [1 /5]

Collectibles

Captured  (ritters:  [1/5]

Dragon  (lows:  [1/1 0]

Dragon  Priest Masks:  [2/1 0]

Larceny Targets:  [1 /7]

Skill  Books:  [24/i 80]

Mhemy:  [l/10]

Alteration:  [2/i O]

Archery:  [0/1 0]

Block:  [1/lO]

Coniurofion:  [2/1 0]

Destruction:  [0/1 0]

Enchonfing:  [0/1 0]

Heavy Armor:  [2/1 0]

Illusion:  [2/lO]

light Arm:  [3/I O]

Lockpicking:  [1 /1 0]

One-Handed:  [1/I O]

Pickpocket:  [1/1 0]

Restorofion:  [1/1 0]

Smithing:  [2/1 0]

Sneak:  [1/lot

Speech:  [2/1 0]

Two-Handed:  [2/1 0]

Treasure Mops:  [0/i l]

Unique  Items:  [17/1 12]

Unique Weapons:  [1 2/80]

Unusual Gems:  [3/24]

Spe(iol Obiecls

Shrines:  [1 2/69]

Akotosh:  [1/6]

Arkoy:  [2/1 2]

Dibello:  [3/8]

Julionos:  [1/5]

Kymreth:  [1/6]

Moro:  [l/5]

Stendorr:  [0/5]

Talo5:  [2/1 7]

Zenithor:  [l/5]

Standing  Stones:  [1/1 3]

The Lover Stone

Word Walls:  [6/42]

Animl Allegiance:  [0/3]

Aura Whisper:  [1/3]

TOPOGRAPHICAL OVERVIEW  '   AVAILABLE  SERVICES,  CRAFTING,  AND COLIECTIBLES

TRAIN!r{i5                        THE  !rJVENTC)RY                        THE  BESTIARY                        asuESTS

Becone Ethereol:  [l/3]

Disarm:  [0/3]

Dismaying  Shout:  [1/3]

Elemenlol  Fury:  [1/3]

Fire Breath:  [0/2]

Frost Breath:  [0/3]

Ice Form:  [0/3]

Kyne's Peace:  [1/3]

Moked for Death:  [0/3]

Slow Time:  [1/3]

Storm Call:  [0/3]

ThroWoice:  [0/1 I

Unrelenting  Force..  [0/I I

Whirlwind Spn'nr.  [0/2]

EJELuu-
Dushnikh  Yol  (Exterior)   [5,38]

Dushnikh  Yol  (Exterior)   [5.38]

nikh Yol  (Exterior)   [5.38]

nikh  Yol  (Exterior)   [5.38]

Ail_AS Or  SKYftiRA                        APPENDICES  AND  INDEX
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ldial-49:  Hold Capital,  Understone Keep, and

[5.00]  Hold Copihal  City: Morkewh

[5.00]  Understone Keep

Jarl:  lgmund

[5.01]  Mop  Khozgur

[5.02]  Deepwood Redoubt

[5.03]  Hog's End

[5.04]  Deep  Folk  Crossing

[5.05]  Bruco's Leap Redoubt

[5.06]  Bthardomz

[5.07]  Druodoch  Redoubt

[5.08]  Drogontooth Crater

[5.09]  Hormugstohl

[5.1 0]  Reach Stormloqk (amp

[5.1 1]  Lior's  Retreat

[5.I 2]  Cliffside  Retreat

[5.1 3]  Dragon  Bridge  Overlook

[5,1 4]  Rognvold

[5.15]  Reach  Imperial  Camp

[5.1 6]  Shrine of Peryite

[5. 1 7]  Kowhwosten

[5.1 8]  Broken Tower Redoubt

[5.i 9]  M8rhawh Stables

[5.20]  Solvius Farm

[5.21]  Left Hand Mine

[5.22]  Kolskeggr Mine

[5.23]  The  Lover Stone

[5.24]  Blind  Cliff  Cove

[5.25]  Four Skull  Lookout

[5.26]  Red  Eqgle  Redoubt

[5.27]  Sundered Towers

[5.28]  Rebel,s Coim

[5.29]  Korthspire Coma

[5.Sol  Karthspire

[5.31]  Sky  Haven Temple

[5.32]  Soliund's Sinkhole

ld  Locations

[5,33]  Bleokwind  Bluff

[5.34]  Old  Hroldon

[5.35]  Hog  Rock Redoubt

[5.36]   Dead  Crone  Rock

[5.37]  Purewoter Run

[5.38]  Dushnikh  Yol

[5.39]  Reachwater Rock

[5.40]  Reqchwind  Eyrie

[5.41]  Reochcliff Cove

[5.42]  Valthume

[5.43]  Gloomreach

[5.44]  Lost Volley Redoubt

[5.45]  Bord's  Leap  Summit

[546]  (radle Stone Tower

[5.47]  Fort Sungord

[5.0]  Dworven  Rubble: fro

rBgOn Mound:  Reachwnrd  Pass

[5.a  Dwarven Arch:  Hormugsfuhl  Falls

[5.D]  The Incautious Bather

[5.E]  A Bondit's Book

[5.F]  Dworven  Rubble:  Kowh River Confluence

[5,G]  Forswom Camp:  Bthordomz Outskirts

[5,H]  The  Bloodied  Bandit

[5.l]  Dragon Mound:  Ragnvlld Vole

[5J]  Dworven  Ruins:  Leir of the Wispmother

[5.K]  Sabre  Cot Ravine

[5.u  Totem to the  Dragon

[5.M]  The  Exposed  Miner

[5.N]  Hogroven  (amp:  Ragnvold  i(res

[5.P]  Shrine of Zenithor:

[5,Q]  Brush  Strongbox:

[5.R]  Lost Treasure:  Purewoter Run

[5.S]  Forsworn Camp:  Reochwater River

[5.T]  Dragon  Mound:  K8whSPire  Bluffs

[5.U]  R¬a(hmni Altar:  Red Eagle Redoubt

[5.VI  Lovers'  camp

[5.W]  River Rapids Treasure (host

[5.X]  Reochwind  Burial  Mound

[5.Y]  Forswom (amp: 6loo"eoch  Pothwoy

[5.Z]  Shrine  of  Dibello..  Bridge  ot Old  Hroldon

[5.AA]  Juniper Tree  Ruins

[5.AB]  Cradle  Stong  Crag

Related Quests

(ivil  War  Quest:  Liberation  of

Skyrim

Civil  War Quest:  Compelling  Tribute

Doedric Quest..  The  House  of

HoTrOrS

Doedri(  Quest:  Prelude:  Hunger  in

the  Holl*

Doedrit Quest: The Taste of Death

Dock Brotherhood  Quest:  Breoching

Security

Dark  Brotherhood Quest:  Recipe

for  Disflster

Thieves Guild Quest:  Hold Answers

Thieves Guild  Radiant Quest:  No

Stone Untumed  (x2)

Thieves Guild Rqdiqnt Quest:

Larceny Torgets*

Thieves Guild  City Influence Quest

Silver h'ning

Dungeon  Quest: The  Lost

Expedm'on

Dungeon Activity  (Understone

Keep)

Dungeon Activity  (Abandoned

House)

Miscellaneous  Obje(tine:  Innkeeper

Rumors  (Silver.Blood  Inn)

Miscellaneous  Obiecfl've:

Calcelmo's  Ring*  (Keroh)

Miscellaneous  Objective:  Dibellfl's

Shrine*  (Lisbet)

Mis{elloneous Objective: The

StewBrd'S Pofion*  (Bothelo)

Miscelleneous Objective: The hast

Scflbbord*  (6horzo  gpo-Bagel)

Mis(elloneous Obiechve:  Thumph

vcr Tolos*  (Ondelemor)

celloneoos 8biective: The Heart

Fovar  (Adivity) : A Drunk/s  Drink*

([o5nOth)

Fovor  (A(tivity) : A  Drunk's  Drink*

(Degoine)

Fovor  (Activity) : The  Gift of

Chority*  (Degoime)

Favor: A Good Talking To*

(Omluog)

Fovor:  Sparring  Pormers*

((osnoch)

Favor:  Jobs for the  Jorls*  (Jorl

lgmund:  1)

Fovor: Jobs for the Jorls*  (Jorl

lgmund:  2)

Thane Quest: Thane of The Reoch*

Habitation: Hold Capital (Muior)

(mfling

Alchemy Labs  (3)

Anvils  (2)

Ar«ne  Enchanters  (3)

Blacksmith  Forges  (2)

Grindstones  (2)

Smelfer

Tanning  ROCKS  (2)

Workbenches  (4)

Services

Follower:  Cosnoch  [1 3/47]

Follower:  Vorsfug  [1 4/47]

Follower..  Argis the  Bulwark

[1 5/47]

Trader  (Spell  Vendor):

(olcelmo  [9/1 2]

Trainer  (Enchanting:  Master) :

Homol  [2/2]

House for  Sole:  Vlindrel  Hall  [2/5]        Tminer  (Smithing:I                              t     ^l
Journeymon):  Ghorzo  [1/3]

Mqrrioge  Prospect:  Cosnoch

[l 0/62]

Morrioge  Prospe(I  Vorstog

[1 1/62]

Morrioge  Prospe(I  Argis the

Bulwark  [l 2/62]

Marriage  Prospect  Anwen

[1 3/62]

Morrioge  Prospect  Orlo  [1 4/62]

MoITiOge  Prospect  Senna  [1 5/62]

Marriage  Prospect:  Omluog

[1 6/62]

Trainer  (Sneak:

Trader  (Fence

Trader  (General Store Vendor) :
Mo"iage Prospect Muiri  [1 7/62]        #;;;; i;du:Avr;Tj)I2v5rIWV.

#:-IiioO;:lP[rlO:P/e6Ct;]Gholzo                      I;;bdeefr I(7G;n2e5Tl store vendor):

Mo"iog@  Prospect:  Moth gIO-Bogol         froder  (Innkeeper): Klgppr
rln  /£®1

[6/1 8]

Trader  (Innkeeper):  Keemvo

[7/i 8]

Trader  (W¬o

Trader  (Fen(e):  Endon  [3/10

Larceny Target:  Dwemer

Puzzle (ube  [4/7]

Skill  Book  [Al(hemy]:

Herhal'lst,s  Guide to Skyrim

[C1/1 0]

Skill  Book  [Alterotion]..

Daughter of the Niben

[B1/1 0]

Skill  Book  [Alfemfion] :

Sithis  [D1/i O]

Skill  Book  [Coniurofion] :

The  Wqrrior's  Charge

[E1/lO]

Skill  Book  [Heavy Armor]:

Chimorvamidium  [B1 /1 0]

Skill  Book  [lllusion]:  2920,

Sun's  Down,  v2  [A1/10]

Skill  Book  [Illusion]:

Mystery of Thlora,  Port 4

[D1/1 0]

Skill  Book  [b'ght Armor]:

I(e  and  Chin'n  [A1/10]

Skill  Book  [Lockpi(king]:

Proper Lock Design

[Bl/I O]

Skill Book  lone.Honded] :

The  Importance of Where

[El/1 0]

Skill  Book  [Restorotl'on] :

2920,  Roin's  Hand, v4

[A2/1 0]

Skill  Book  [Speech] :  A

Donce in  Fire, V7  [C1/10]

Unique  Item: Armor of the Old

Gods  [42/1 1 2]

Unique  Item:  Boots of the  Old

s  [43/1 12]

Item:  GBUntlets Of the

Old Gods[44/1 1 2]

Unique  Item:  Helmet of the

Old  Gods  [45/1 12]

unique Item:  Silver.B]ood

Farfuly  Ring

[47/1 12]

Unique  Item: Ogm

ofTolos  [48/i 12

Unique Item:  Roerek's

Inscribed Amulet of

[49/1 I 2]

Unique Weapon:  Rusty

[50/80]

Unique Weapon:  Moc¬ of

Molog Col  [28/80]

Unique Weapon:  Shiv

[29/80]
llnique Weapon: Spider Control

Rod  [30/80]

Unusual Gem:  [8/2

unusual Gem:  [9/

Chest(s)

Poti'ons oplenfy

Loose gear
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negiv lmporlanl Areas oI Interest

©  (ity 6qtes
The only way to enter Markarth  (until you,ve
visited  Understone Keep and can  Fast-Travel
there)  is to step through the giant dwarven doors_
However, you can use the rocks to the north or the

r to the south,  and  sneak into the guardhouse
either of these side entrances. There are

e covered battlements from which the guards
ss the Reach and two watchtowers,

rms the side of the stables.

§  Loose gear

above the market,  Highside  is where the most

prominent members of the city  (besides the Jarl
and  his advisors)  live and  work,  mingling  with
the lower classes who stagger around the canal
streets during  letout time Qt the Silver_Blood  Inn.

The  Side= &fc=ci:-a  `j,/

Fry_iT_in

©  Mrketpltice
Endon                   Adara

Kerah                     Hogni  Red-Arm

An  open-air market near the city gate,  the
Marketplace is where you,ll watch  a  brazen
Forsworn  named Weylin  attack one of the street
traders  (Margaret),  meet Eltrys,  and  begin  Side
Quest:  The Forsworn Conspiracy.  One of the
stalls has several  necklaces to steal.  Search
Margaret,s corpse for the key to her room  inside
the  Silver-Blood  Inn.

i  Trader  Ueweler):  Kerah  [1/2]
I:)  Trader (Food Vendor):  Hogni  Red-Arm  [4/9]

()   unique  Item:  calcelmo,s  Ring  [41/1  12].

(:)   Key to Margaret,s  Room

i?   Loose gear

AILAS (3.F S3¬'fF.i(i't:  HOLD 5:  THE  REACH

I                                                                                                                                                                I                         I                                             -,,



©  Amleif and Sons Trading (ompony

Lisbet                    lmedhnain               Cosnach

Another of the ancient Markarth trading  houses,
this dwelling adjacent to the  market functions as
the general  store for Markarth.  Currently run  by
the widow Lisbet, the trading company has Fallen
on  hard times due to the Forsworn situation.

()   Follower:  Cosnach  [13/47]

()  Marriage  Prospect:  Cosnach  [1 O/62]

§  Trader (General Store Vendor):  Lisbet [5/1 9]

^v   skill  Book  [Speech]:  A Dance  in  Fire,  v7

[C1/10]

(,?   Business  Ledger

"?)  strongbox  [Adept]

()  chest

©  silver-BIood Inn

Kleppr                Hroki  and  Hreinn

Frabbi               Ogmund

The Silver-Blood  Inn  is a  relatively successful
establishment considering the problems Markarth
is facing and  is perhaps the most welcoming oF
Markarrh/s social dwellings.  lt is comprised of a
central bar and  roaring fire, with  rentable rooms
on either side.  Hire Vorslag to aid you  in your
adventures here,  learn eloquence from Ogmund,
and  beckon  Kleppr to ask him for the latest rumor
around town c]nd  beyond.  His wife,  Frabbi,  is
a  little more crabby.  Search the  rooms for loose

gear,(a few coins, and books. Cominue Side
Quest:  The Forsworn  Conspiracy by searching
the only rented  room that is  locked  (Adept), which
belonged to the deceased Margaret. There,s a

journal  in the end table that helps your progress.

§   Follower: Vorstag  [1 4/47]
/,)   Marriage Prospect: Vorstag  [1 1 /62]

"i  Trader  (Innkeeper):  Kleppr  [5/1 5]

c,   Room for the night,  food

i  Trainer (Speech:  Expert): Ogmund the Skald

[2/4]
¢  Margaret,s Journal

¢   Business  Ledger

§  strongbox (Apprentice)

§  Loose gear

©  Abandoned House
(Locked:  Requires Key)

Vigilant Tyranus

This dwemng  is currently empty.  lt was the scene
of a gruesome murder,  and there,s rumors of it
being  haunted.  ln order to explore this location
and the PaSSageWayS that run deep  into the
long-forgotten and  unspeakable chambers,
Daedric Quest:  House of Horrors must be active.

fv\  unique weapon:  Rusty Mace  [27/80]

§  unique weapon: Mace of Molag Bal

[28/80]
"v^   chest  (2)

§,.   potions

l!t   Loose gear

©  The Treasury House
Thonar Silver-Blood

Betrid

Rhiada

lldene clnd  Donnel

This  is an  impressive  building  befitting  one of
Markarth/s most important families,  who take
charge of the  Reach  should  it fall  into Stormcloaks
hands  (Thongvor will  move to Undersfone Keep
with  Reburrus and Yngvar,  while Thonar,  Betrid,
Kolgrim,  and  the  servants will  remain  in Treasury
House).  This  family  mansion  of the  Silver-Blood

clan  is the  most elaborate dwelling  in Markarth
and also functions as a  bank.  lt is where a
frightening  Forsworn  insurrection  is  mounted
during Side Quest.. The  Forsworn Conspiracy.
Inside,  a  Skill  Book rests on  a  stone shelf at the
foot of the stairs.  Behind  the counter is cl  locked

gate  (Expert),  behind which are some ingots and
a safe. The rooms to the southeast are where the
servants sleep. The locked door (Apprentice)  fo
the northwest leads to Thonar,s private chambers.

¢  shadowmark:  ,,Loot,,

§   skill  Book  [Archery]:  Vernaccus and  Bourlor

§  unusual Gem:  [8/24]

§   safe  (Expert)

A   Loose gear

©  Endon,s House
This is a  small  but wellappointed  house where
Endon and  Kerah work as silversmiths, along
with their daughter Adara.  One of them sells their
wares in the market during the day. The shop
contains a  number of fine necklaces to steal.

(i  Grafting:  Anvil, Workbench,  Cooking Pot

()   Display Cases  (Adept)  (2)

§  chest

©  ogmund,s House
A smaller but comfortable  house where Ogmund
lives.  He follows the ancient teachings of a
Nord skald,. he plays in the Silver-Blood  Inn and
announces the news of lhe day in the market.

§  chest

§  Loose gear

©  Nepos,s House
Nepos the Nose

Uaile and Morven

Tynan

Nepos administers Gdhna Mine and the
smelter.  He's rather wealthy,  for a  native,  and
is collaborating with  both  the Silver-Bloods
and Madanach  in  Side Quest:  The Forsworn
Conspiracy.  His home consists of a  large fireplace
and a  large feasting  room with two tables. To the
rear of the properly are the bedrooms.

§   skill  Book  [lllusion]:  Mystery ofTalara,  Part

4  [Dl/1O]

(?   Display Case  (Apprentice)

()  chest
(:)   potions

(:)   Loose gear

© ffias [HF.04] Vlindrel HqII (Mqrkqrth)

Related Ouesls

Hearthfire Task:  Adoption

Thane Task:  Thane of The  Reach

(mfling                                Miscellameous

Alchemy Lab                       Area  is locked

Arcane Enchanter            Chest

Cooking  Pot                       Loose gear

Potions aplenty

Should you  become the Thane of the Reach  (by
completing  Favors for the citizens and Jarl), you
can  purchase this abode from JarI Thongvor,s
Steward,  Reburrus Quinlilius.  Consult the Thane
Quests for  more  information. This  is a  cliff house
in the upper part of the city.  The Vlindrels were a
Colovian  merchant family.  During  the  Reachmen
Rebellion,  the Markarth Vlindrels were driven out,
and their former mansion  has stood empty ever
since.  Should you wish to purchase the children,s
bedroom,  it replaces the Alchemy Laboratory.

§   Follower:  Argis the Bulwark  (Housecarl)

[1 5/47]

()   House for Sale [2/5]

()  Markarth Thief Caches  [1/3]

(i   Marriage Prospect: Argis the Bulwark

[1 2/62]

\?  Marriage Prospect:  Argis the Bulwark

[1 2/62]
"3,   Follower:  Lydia  (Housecarl)  [22/47]

¬,  Marriage Prospect:  Lydia  [29/62]

Purchase Price: 8,000 gold

Jorl: Jarl lgmund or Jorl Thoflgvar Silverfish

HOLD CAPITAL:  MARKARTH
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Steward: Rqerek or Reburrus Ouintillius

Avoiloble De(orolions

Alchemy Laboratory  (1 ,OOO gold)

Bedroom  (8OO gold)

Children's Bedroom  (70O gold)

Enchanting  Laboratory  (1 ,OOO gold)

Entrance  Hall  (500 gold)

Living  room  (9OO  gold)

Total cost:  1 2,900 gold

ife The (rq9

©  shrine ofTalos
This  is a  relatively grand  chapel.  During  Imperial

control,  it will  be deserted  and  //closed,w  but even
the Thalmor know not to desecrate this place for
fear of fueling  the  rebellion.  The shrine functions

again  if the Stormcloaks seize control.  Eltrys
usually hides out here.

t,3   shrine of Talos  [6/17]

ife Riverside

©  (idhna Mine

This  is  the  centrcll  SPur Of  rock that Splits  the

city  into  north  (Highside)  clnd  south  (Riverside)

sections.

©  6uord Tower
This dwarven tower atop the central  rock spur is
now used as a barracks and lookout tower for the
soldiers who patrol the city.  Hecld down the SPiral
steps to the trainI'ng  room  and Sleeping quarters.

(,:)   skill  Book  Ill.ght Armor]..  Ice and  Chitin

[A1/1O]

(i   skill  Book  lone-Handed]: The Importance of
Where [El/lO]

",,A,`   Loose  gear

©  Temple of Dibella
Hamal              Orla and Anwen                Senna

The other main structure atop the Crag  is the
ancient Temple of Dibella.  There  is a  Shrine of
Dibella where you can get a  Blessing  Sybil,s
Antechamber:  where the High  Priestess sleeps.
An  Inner Sanctum  (Locked:  Expert)  is where only
women are allowed to go.  A small  number of

priestesses wander the temple grounds.  Inside
the Sanctum,  more priestesses pray and  seek
sensual  contemplation,  including  Hamal,  who  is
an exceptional enchantress.  Aside from  books

(including  a  Skill  Book on  a  shelf),  ingredients,
and a variety of trinkets,  the following offerings
are to be found. The door atthe far end of the
Inner Sanctum  leads to an altar, where Dibella,s
fetish  is prayed to and offerings are made.

i?  Marriage Prospect: Anwen  [1 3/62]

(';,  Marriage Prospect:  Orla  [1 4/62]

!,  Marriage Prospect:  Senna [15/62]
/:?  Trainer  (Enchanting:  Master):  Hamal  [2/2]

§   skill  Book  [lllusion]:  2920,  Sun,s  Dawn,  v2

[A1/1O]

",tt,   shrine of Dibella  [3/8]

§  chest
.,;i)   potions

i?   Loose gear

/    806

This section of Markarth encompasses the area
along  the  river,  near the  smelter,  on  the south
side of the central  spur.  Reachmen  laborers
of Markarth  live  here,.  mainly they work  in  the
smelter but are also maids and  servants  in other

pclrtS Of the City.  There,s a  slight feeling  of despair
cloaking  the alreadyLdirly air.

© © smelts"nd Smeller
Overseer,s House

Mulush  gro-Shugurz

The smelter is  by the  river,  for all your  ingot-
creation  needs.  Above the smelter,  by some
half-hidden steps at the waterfall,  is the locked
entrance to Mulush,s dwelling.

#,  Grafting:  Anvil,  Smelter            ¢   Knapsack

i,)  chest                                               ¬?   Loose gear

©  The Stotks find Rucking (age
For those who are unwilling or unable lo work in
Gdhna Mine to pay for their crimes, Markarlh
has another solution.  The Stocks and  Ducking
Cage stands right outside the entrance to the
mine,  a reminder of the fc)te of any criminals who
don,I work or who talk back to their overseers.
This can  result in  humiliation  or declth.  Fortunately,

you don,I suffer either; you,re put to work in the
mines  if you commit a crime in  the Reach!

©  The Warrens
Degaine                   Eltrys                      Weylin

Hathrasil                  Garvey                 Drysfon

Omluag                    Cairine

Most of the poor in Markarth live  in the Warrens,
an old crypt with  runrdown chambers for the

poorest of the city,s residents.  Aside from the
chambers that have suffered a cave-in,  all six
rooms are locked  (Novice), and good  practice for

your Lockpicking  skill.  Only Weylin,s  room  has
anything  more than  a few pieces of food  in  it,.
there is a chest inside with a  Note important for
Side Quest: The Forsworn  Conspiracy.

¬)  Marriage  Prospect:  Omluag  [l6/62]
"'3,   Trainer  (Sneak:  Expert):  Garvey  [1/3]

"/:;   weylin,s  Note

(^v\   chest

Tr¬   3J,f{Jie -£C.-,-lLs   ''/

siryTTin

Urzoga gra-Shugurz           Odvan

Madanach                             Uraccen

Braig                                                Borkul

Duach                                          Grisvar the  Unlucky

This  silver mine  (C/.dhnc] means  ,,silver,,  I,n  the

Reach dialect)  is the primary source of Markarth/s
wealth.  lt is also a  prison  where criminals work
off their sentences.  Many of the prisoners here
are Forsworn,  imprisoned for life after the Nords
recaptured the city. The  mine is owned and
operated by the powerful  Silver-Blood clan.

ffiB  Door to Mqrkorth

©  Entrance Shaft
Urzoga gra-Shugurz and  her Silver-Blood Guards

patrol  this area,  which  is usually off-limits to
visitors.  The  main  mine to the south  has already
been excavated and  is sealecl off.

ffiieLife   Holding (eII  (Locked: Adept)

This  is where you collect your belongings and
evidence should you try to escape.

(i   skill  Book  [Lockpick]:  Proper Lock Design

[B1/10]

?.   Evidence Chest

()  unique weapon: shiv [29/80]

",,':;.   prisoner  Belongings Chest

"(:;i   Apothecary,s Satchel

",,A;   potions  aplenty

\:;)   Loose gear

ffi#;   Early Extavotions and Bqrmcks
Urzoga's guards sleep here and use a couple of

pull chains to open and close the  mine entrance.

ffi®G,,i   Mine Entrance (Locked:  Requires Key)

Two connecting gates are opened by Urzogo
when  she ferries prisoners to and fro. You
normally appear inside the  prison  only after
committing  crime or concluding  Side Quest:  The
Forsworn Conspiracy.

©  (qmpfire
The  large hub  room  has exits outofthe  mine,  to
the two tunnel areas.  The entrance to Madanach/s
Quarters are guarded  by Borkul the  Beast and a
moping  man  named  Uraccen who usually sits by
the  fire.

©,,  south Tunnel
Mining  occurs  in  these  parts.

",'.'.,   silver ore vein  (2)

ATL£,a OF  S)f`'F,!it£,   HOLD  5   THE  REACH
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Ghorza gra-Bagol
Tacitus  Sallustius

This overlooks Riverside,  but the  Blacksmith  and
her apprentice are well-respected  members of
the Understone Keep's staff and  provide the Jarl
with  the  best steel  in  the  Reach.

§   crafring:  Blacksmith  Forge,  Grindstone,

Tanning  Rack,  Workbench

i:?   Trader  (Blacksmith):  Ghorza  [1  1/33]

©  Hall of the Dead [Locked: Adept]
Brother Verulus

The  Hall  of the  Dead  is  in  a  side cavern
accessed via  Darkside or Understone Keep

(both doors are  locked), where the dead  are
buried  in  crypts and  mausoleums are carved
into the cave walls.  Brother Verulus  is the  priest
of Arkay who oversees the Hall  of the  Dead.

i)   potions



sits  upon  theMournful Throne,  a  relic and  seclt Of

powerfamous for centuries across the  Reach.

Raerek (Steward)

lgmund/s Steward and successor manages the
household,  serves as the treasurer,  and commands
the palace guard.

§   unique  Item:  Raerek,s  Inscribed Amulet of

TcllOS  [48/1  12]

Faleen (Housecarl)

She is completely loyal and very competent.  She
was lgmund's father's Housecarl and  managed
to escape from the ambush with the gravely
wounded  lgmund,  although  she blames  herself
for not being able lodo more. As a  result,  she is
almost paranoid  about lgmund's  security and  will
rarely allow him out of her sight.

Legate Emmonuel Admand

The following  residents of Markarth arrive
to take control  once this  Hold  has fallen
during  the Civil  War.

Thongvor Silver-Blood

Thongvor  is the  head  of th
who controls the  maiori
More  involved  in  politic
Thongvor leaves the bu
fahlily to  his  brother Th

Reburrus Quimilius

er-Blood  family,

arth's wealth
ic,s  rebellion,

ations of the

Reburrus Quintilius is the steward to Thongvor.
His family has served as the chief financial
and  political aclvisors to the Silver-Blood family
for generations, and  Reburrus has disTillecl the
wisdom of the generations to a fine art.

Yngvar (HousecarI)

The huge housecarl  ro the Silver-Blood
Yngvar has a  reputati
is completely loyal
loves  his  job.  He
beat someone to a

fomily,

or cheerful  brulalily.
ilver-Blood clan  and

arly loves  il when  he can

p.  But he  is also surprisingly
cultured,.  he attended the Bard/s College as a

youth,  until  he  found  better employment using  his
other talents.

The following  citizens are staff
Keep:

CcllCelmO (Court wizard)

Calcelmo  is here in  order to study the Dwemer
ruins  in  and  around  the city.  He views  his duties

as the castle mage as a distraction from  his main
scholarly  interest.  He  is completely uninterested

(and  mainly unaware)  of politics.  He  has  been
quite  put out by the  Forsworn  situation,  which  has
prevented  him  from  doing  his  usual wide-ranging
travels.  He  is  secretly  in  love with  Faleen,
although  he  has  never told anyone else or done
anything  about it.

er  (Spell Vendor):  Calcelmo  [9/1 2]

assistant clnd  nephew.
n enthused  by his uncle,s plans to

lerous Dwemer Ruins and  prefers
studying  spells and  enchantir]g.

lcelmo,s secret love for
a anything  about it

n  scclreS Aicantar, and the thought
around the laboratory more makes

Tr.e  3:de_~ Scrci:s  `v/

808wJ

Anton  is  a genuine  Breton  from  High  Rock
in  a  city of Reachmen,  a  fact that constantly
annoys him  (because everyone assumes he,s a
Reachman).  He  is  particularly bigoted  toward
Reachmen.  He  is an  excellent cook,  though,  which
is why theJarl  continues to tolerate  him.

Rondach and Voodo

Moth gro-Bagol

?   Trader  (Blacksmith):  Moth  gro-BagoI

[1 2/33]

Understone  Keep (Interior)

Understone Keep is a
into the western w
chambers (and wo
museum.  The sheer size a

structure,  now usecl  as the city,s cc]stle.  Built by the
the Castle Wizard,  Calcelmo,  has recently uncovered additional

round  monstrosities) c]nd  a wealth  of artifacts that he  keeps in  his
lace and ability to-be well guarded  negates some of the instability the

Throne
doors, Thongvor Silver-Blood  is having a  heated discussion with

Brother Verulus about the worship of the oullawed deity, Talos. At this  huge  intersection  of stone and
fire,  head right to the  Dwemer Museum,  or move up to meet theJarl, who  is guarded  by both Markarth
Guards and Thalmor Soldiers. Jclrl  lgmund  sits on  the Mournful Throne,  usually with  his Steward  and
Housecarl  by him.  Outside,  on the upper top of the stairs where Ondolemar and  his guards like to stride
about,  are h^/a stone tables.  The one to the right (northwest)  houses cI  Skill  Book.

§   skill  Book [Alteration]:  Daughter of the  Niben  [B1/lO]

S  (orridor to Nchuand-Zel
Head  left to Nchuand-Zel,a entrance_

Sl¬YRINI



Aicantar can  be found, dedicating their lives to
researching this mighty dwaryen  stronghold of
historic significance. When you emerge from the
entrance cavem close to the throne room, you
are greetecl by a rushing  riyer, varic)us curvecl

passageways, and circular towers (one with seats
to sit on and gaze down at the rushing wafer), as
well  as an entrance fo the  Hall of the Dead.  Of
more significance  is the entrance to Nchuancl-Zel
itself.  Enter here,  either before speclking  to
Calcelmo  (Locked: Adept)  or after acquiring the
key and  agreeing to slay a  large spider for him

(Miscellaneous  Objective:  Neutralizing  Nimhe*).

§   crafring: Alchemy Lab, Arcane Enchanter

ffiRE   Door lo  N(huqnd-Zel  Excqvqtion Site

ffiB  Doorlo Hall of the Dead

ffiB  Door to Dwemer Museum [Adept]

©  Kit(hens
To the left (south)  of the throne room are the
kitchens. The two hounds around  here are large
but friendly.  Inside,  you  usually find Voada and
Rondach and the short_tempered Anton Virane.

expected,'there's a massive amount of food

Understone Keep:  Dwemer Museum



erstone Keep: tolcelmo's Lqborutory

This area  is the  main  living  and  research  quarters
for Calcelmo and Aicantar,  although they
spend  most of their time  in  the  Keep,
the  Nchuand-Zel  Entrance.  M
locked  unless you,re on
Hard Answers,.  see that quest for
walkthrough  of quest events  in this space.  Th
laboratory is divided  into a  number of chambers.

ffiEN   Door lo Dwemer Museum

®  Entry Room
The  Entry  Room  has oil  on  the floor,  a dart
trap/  and a gate you can,I normally open to the
southeast.

(AI   Danger!  Dart Trap,  Oil  Pool Trap

§   unique \^leapon:  spider control Rod

[3O/8O]  (quest only)

Throne (homber
Chamber consists of a  main  room with
ne and guard.  Dwarven  junk (or is it

s scattered around, along
ctivate. You cannot

rone door without a key, which
ind  during Thieves Guild  Quest:  Hard

[emo/s Bedroom

:M~8lo~v:

preparation ar

#  Danger!
Thresher

Ven Ballista  Tr

Swinging Wall Trap

ue Room,  whose exit is flanked
by two Dwarven Spheres. There clre two side
chambers here; take advantage of the guard,s

patrol to slip through the door when  he steps
away from  it.

Trc  ¥^dne.-£c=c±_3  i/

si¬_y_iITin

ffiRE   Barred  Door

ffiB  Door to Morktirlh Wizards, Balcony

Morkorlh Wizords'  Balcony (Exterior)
The great balcony atop the keep connects
Calcelmo,s laboratory to his tower,  a  separate
structure off the  main  body of the Keep.  There,s a

great view of the city from  here.  One section of
the balcony wall has broken away, exposing a

path  around  the CliffSide that ends  in  a Waterfall.
lfyou were in a  hurry' you  might just be able to

jump from  here.

ATLA,f± f3f 5;*¥Ri,i.A:  HOLD 5: THE  REACH
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The tower  (accessible only during Thieves Guild
Quest:  Hard  Answers)  has a  lower-level  entry hall,
an  upper-level office,  and a  massive stone relic
containing  a text in  Dwemer and  Falmer on the
same granite slab!

ffiHi  Door to Mqrkqrth Wizqrds, Balcony
(Locked:  Requires Key)

Dungeom:  Dwqrven (ity

Animal

Dwarven  Centurion

Dwarven  Sphere

Dwarven  Spider

Falmer

Nimhe

Dangers

Flamethrower Traps

Rune Traps

Spear Trap

vest Items
Alethius,s  Notes

Krag's Journal

Stromm's  Diary

Eri,s Notes

Staubin's Diary

(olleclibles

Skill  Book  [Alteration]:  Sithis  I

Area  ls  Locked  (Adept)

Chest(s)

Potions

s Dwemer
left (west)  to

discovered.



Nchutind-Zel

ffiB  Door lo Nchuqnd-Zel Excuvqtion Site

®  upper NIlkway (Upper Level)
After a short corridor ramp down,  this opens  up
into a  single,  dramatic and  gigc]ntic chamber.  This
Upper Walkway has a couple of Falmer to face,
and the southern tower has ramps down and a
walkway across to the  Nchuand-Zel  Quarters.
Find  a  Skill  Book resting  on  an  ornate  bench  as

you  gO.

§   skill  Book  [Alteration]:  Sithis  [D1/10]

/,

: Tifeere  is  ev  r®eity  iealge  [20]?itevfr

yeti  eesm  ereiusesi!y  iasmp  ffimdi  Climb  ®m

if  y®as  wish?®  ®%ap!®r®  !frois  exr®di  im  Eh®  ©pp®si?©

aliFe¬fi®ffi.

ffiffi  Door to Nchuand-ZeI Ouorlers
(Upper Level)

®  Lower Wulkwoy
Below the upper walkwa
to a  middle section,
of the structure,  whic

®  south eats (
Areti;  Locked:

#  chest

ramps down
in to the base

®£  (p#Tqo]#ougi!dj#GioOuO:a ATeq)

§   potions  (underwater)

ffiffi  Door from Nchuand-Zel Quarters
(Lower Level)

This  leads from the Quarters to an  otherwise-
inaccessible  ledge.

()  chest

ffiB  Door to Nchuqnd-Zel Armory
(NIterlogged Ground Area)

` ngI2 _w,



Stairwell.  When
a ascending set of
Rune Traps a"he fop.

I down the corridor, passing
and check the dea

3#   Danger!  Rune Traps

§  Loose gear

S stromm
Search the corpse, and check the nearby
stone table for his diary.

§  stromm,s Diary

®  For Eastern Living Areas
This collection  of small  rooms and  a  corridor
are accessed after turning  east at the steps with
the  Fire  Rune Traps.  Pass the  pistons to  reach  a
variety of dining,  sleeping, and  storage rooms.

§   Loose gear

®  western (hombers
These  lower chambers are filled With  Falmer foes.
They lead you to the  Door to  Nchuand-Zel and a
deadend area with dwarven barrels and a chest.

§  chest

Door lo Nchuand-Eel

exRE   Door to  Nchuond-ZeI

(Waterlogged Ground  Level)

:   ©  stone (orridors (uppeMnd Lower)
:    These wind through to the center of the Armory.
::    Take the upper romped corridors to the right

":    turn  (east)  and  to an  exildoor leading  back  into
":     Nchuand-Zel  [H].  Tclke the  upper Path  and  turn

:     right (west),  heading  down  pasta Wall  Fire and
;:    wall  spear Trap  (check the floor for a trigger and

®  Armory Hull and Eri
Statues of dwarven  mechanical  monsters stand
frozen  in time at the top of these steps.  A dead
Falmer and the remains of Eri the adventurer are
also here.  Close by are three gates,  one of which
is  unlocked;  behind  it is a  chest surrounded  by

previously a

you haven't killed y
whence you came.

i?  chest           -   §



ife [5.01] Mar Khqzgur

Related Quests

Side Quest: The  Forgemaster,s Fingers

Favor  (Activity):  Mining  Ore*  (Shuftharz)

Sparring  Partners*  (Larak)

nded Level: 6

Habitation:  Orc Stronghold

Bagrak

Borgakh  the Steel  He
Prospect)

Chief Larak  (Trainer:

Ghamorz

Gul

Olur

ramph  (Apothecary Vendor)

ftharz

er, Marriage

Servi[es
Follower:  Borgakh lhe Steel Heart [l 6/47]

Marriage Prospect:  Borgakh the Steel Heart

[2O/62]
Trader (Apothecary Yen :  Sharamph  [7/14]

Potions,  Food,  Ingredients

Trainer  (Block:  Master):  Chief Larak  [1 /2]

(rofting
Alchemy  Lab

Blacksmith  Forge

Grindstone

Smelter

(ollectibles

Skill  Book  [Smithing]:  The Armorer,s  Challenge

[E1/10]

Chest(s)

Potions

Loose gear

"5~CSalS.'a  a.J<l A+:  Xrs  '6r6  Sr;.5S,  a a  «'X I, es.OI9  C'  arf;::/

:   8`l4`

This  Orc stronghold  stands  at the  Reach/s  far
northwest tip/  on  the edge of Skyrim.  The Ores
here are  mislrusrful,  but the first guard  that spots

you will call out and offer you a Side Quest,
which  can  help you  curry favor with  the Orcs.  If

you  like,  test your fistfighting  aptitude  in  a  friendly
wager against the chief.

Exterior

Even  if the Ores are giving  you  the cold  shoulder,

you  can  still  explore their stronghold  and  make
use of several  crafting  stations.  Grab a  Skill  Book
off a  shelf near the  Blacksmith  forge.

§   crafring:  Alchemy Lab,  Blacksmith  Forge,

Grindstone,  Smelter

#   skill  Book  [Smithing]:  The Armorer,s

Challenge  [E1/10]

(:)   chest

§  Apothecary,s Satchel

()   potions

Lqrqk/s  Longhouse

The Orc chief,s longhouse holds some worthy loot,
but you  risk angering  the  Orcs  if you  break inside.

fj  Area  ls  Locked  (Novice)

¢   chests  (2)

¢f   potions

i}  loose gear

Tr_e  Eiide= £c=ci:a  'v

s_itiTRTfro

Related  Quests

Dark Brotherhood  Quest:  The  Feeble  Fortune*

Recommended  Level:  1 4

Dungeon:  Forsworn  Redoubt

Forsworn

(rqfting
Alchemy Lab

Arcane  Enchanter

Anvil

Blacksmith  Forge

Grindstone

Workbench

potions from the nearby altar and  lean-to before
heading  inside.

§,   potions

\4   Loose gear



Interior

ffiRE  Door to Skyrim

fasFgi  Trapped Pussflges: Port I
Beware the Hinge Trigger when
opening the first chest that you
discover in  a  recessed alcove.  Long
spears will stab out from the wall
beneath the chest if you set off the
trap.  Disarm  it or stand to one side to
safely claim your treasure.

§  Trapped Chest

®  Room of Doom
A small  chclmber lies  beyond  the swinging  blades.
Beware the many Rune Traps on the floor here.
Summon  a  Familiar to set off the traps and absorb
the damage, or draw out the Forswom Shaman in
the far room and  kill  her with  her own traps. Take
the key from the Shaman,s corpse,  then  unlock the
nearby iron door to advance.

§   Danger!  Rune Traps  (floor)

i)  crafring:  Arcane Enchanter

i?   Deepwood  Redoubt Key (Forsworn)

§   potions

ffiRE   Iron  Door [Mtister]

©  Exit Pqssuge
Hop over a pressure plate to avoid a nasty trap as

you  enter the passage beyond the iron  door.  The
Bone Alarm traps can give away your location to
nearby Forsworn,  if any remain.  Proceed through
the far door to head into Deepwood Vale.

§   Danger!  Bone Alarm  Trap/  Swingin



giv  D¬epwood vole Entrance
Deepwood Redoubt leads out into a secret vale
nestled in the mountains,  where a  much  larger
ruin  awaits.

S  vale Rqmports
Forsworn archers patrol the ramparts.  The
ramparts lead  to Hag's End  ([5.03]),  the towering
structure on the vale,s east side.

seffiS  waterfall
River Chclnnel - Look for a  chest amid  the  rapids
here.

5us  Tent
There,s also a  Skill  Book  in  the tent with  the
Alchemy Lab,.  one of many  in  this  makeshift
Forsworn  cclmp.

The Towering  Edifice:  Hqg's  End

Make your way east toward Hag,s End  (see
the  next location  in  this Atlas for the  interior
information),  slaying  the  Fo

the treasure they guard.  S
Radiant Quest:  The  Feeble
strategies on assaulfing

§   crafring:  Alchemy hah,

om and claiming
k Brotherhood
e for some
able fortress.

Blacksmith

Forge, Grindstone, VIforkbench

(3  skill  Book [Sneak]:  Sacred Wtness  [Cl/10]

§  chests  l2)

i?  chest (Locked:  Apprentice)

?   potions

§  Loose gear

ffiffi  Door to Hog,s End

ffiRE  Door lo Hag,s End

ffiREJ  Deepwood Vole Summit
You exit out onto the  upper level of Hag's End
after navigating the  interior of it, and overlook
Deepwood Vale below.  Face the Hagraven and
her summoned  minions for a final time and  cut
them down.  Then claim the unique dagger from
the corpse on  the altar and the large chest neclrby.

6t   unique weapon:  Bloodthorn  [31/80]

¢  chest

®  Hidden (host ATop Woterfoll
lf you  have the Whirlwind  Sprint Shout  (or are

good at rock climbing),  head to the upper level of
the Vale from which the waterfall descends.  There,

you can find one more chestand a  unique pair
of boots.

i  unique Item:  predator,a Grace [54/1 1 2]

(;i   chest (Locked:  Expert)

>\u

`:8J:6vvv ,

ae"5.03] Hag's End
Related Quests

Dark  Brotherhood  Quest:  The  Feeble  Fortune*

Dungeon Activity

Recommended  Level:  1 4

Dungeon:  Hograven  Nest

Animal

Hagraven

Witch

(rotting
Alchemy  Lab

Arcane  Enchanter

Dangers

Battering  Ram Trap  (pressure  plate)

Dart Trap

FIamethrower Trap

Rune Trap

Oil  Lamp Trap

Oil  Pool Trap

The ruins of Deepwood  Redoubt [5.02]  protect
the tower of Hag,s End,  home to the formidable
HagrcIVen that,S revered  by this band Of Forsworn.
You must brave Deepwood Redoubt in order
to reach  Deepwood Vale and challenge the
Hagraven of Hag,s End.

j   ffiB  Door to Deepwood Vale

Tr.e  Ei_de_-£c=c'Ls  '/

s_iryTRTfro

(ollectibIes

Skill  Book  [lllusion]:  Mystery of Talara,  Part

Unique  Item:  Ancient Shrouded Armor

[5O/I l2]
Unique  Item:  Ancient Shrouded  Boots

[51/112]

Unique  Item:  Ancient Shrouded  Cowl

[52/1  12]
Unique  Item:  Ancient Shrouded  Gloves

[52/1  12]

Unique  Item:  Predator's Grace  [53/1  1 2]

Unique Weapon:  Bloodthorn  [3 1 /80]

Special Obiecls

Word Wall:  Slow Time  [3/3]

Chest(s)

Potions

Loose gear

ngREffiRE:I   Dining  Room and Side (bombers
Slay vicious witches and  battle the Hagraven  in
the first few chclmberS.

§  crafring:  Alchemy Lab

§   potions

i)   Loose gear



follows. Collect a  Skill Book before pu
nearby lever fo lower a drawbridge.

§  skill  Book [lllusion]:  Mystery of Talclra,  Part 4

§   potion

®  Assassin,s AIcove
lf you,ve come here for Dark Brotherhood Quest:
The Feeble Fortune, you can open this secret
alcove  by pulling  a  handle on  the wall  behind
the throne  in  the Throne  Room  [3]  (it doesn't exist

unless you're on  the quest).  Inside,  take the Ancient
Shrouded Armor from the body of the fallen
assassin,  and  claim  the  loot in  the  large chest.

§   unique  Item:  Ancient Shrouded  Armor

[50/1  12]

¢   unique  Item:  Ancient Shrouded  Boots

[51/1  12]

(;   unique Item: Ancient Shrouded Cowl

[52/1  12]

§   unique Item: Ancient Shrouded Gloves

[53/1  12]

Deepwood Vale Summit
You exit out onto the upper level of Hag,s End,
overlooking Deepwood Vale below. Face the
Hagraven and  her summoned  minions for a final
time and  cut them down.  Then claim  the  unique
dagger from the corpse on the clltar and the large
chest nearby.

§  unique weapon:  Bloodthorn  [31/8O]

§  chest

Deepwood Vale  holds one final secret.  lf you
have the Whirlwind Sprint Shout (or are good at
rock climbing)/  head to the upper level of the Vale
from which the waterfall descends.  There, you can
find one more chest and a  unique pair of boots.

§   unique Item:  predator,s Grace [54/1 12]

§   chest (Locked:  Expert)

ffi» [5.04] and S [DC.I4]
Deep Folk (rossing

Recommended  Level:  I 4

Dungeon: Forsworn Redoubt

Forsworn

(rqfting
Tanning  Rack

Dangers

Bear Trap

(ollectibles

Skill  Book  [Enchanting]:  A

Chest(s)

Potions

Loose gear

This small  Forsworn camp lies near a ca
side of which  lurks a  powerful
radicate the vicious brigands

Book from a shelf
'er a  large chest,

n  the ground  bet



[5.06] Bthardamz 

Related Quests 
Doedric Quest: The Only Cure 

Recommended level: 16 

Bthordamz Workshop 

Pick an Adept-level gate in this 
to access a potion and chest. 

Chest 

Potion 

0 Storage 

0 Public Square 
Kill or avoid a group of Afflicted on your way to this cavernous area, where many more Afflicted are 
gathered. Scale some stairs to locate a chest on the north balcony, then pull the nearby lever to lower the 
far south gate. Sprint up a winding ramp on your way to [5]. 

Chest 

ET 

Dungeon: Dworven City 
Afflicted 

Dwarven Sphere 

Dwarven Spider 

Orchendor 

Dangers 
Dwarven Thresher (pressure plate/levers) 

Swinging Blade Trap (lever) 

Collectibles 
Skill Book [Speech]: Biography of the Wolf 
Queen 

Unique Item: Spellbreaker [55/112] 

Chests 

Potions 

Loose gear 

Mineable ore (Gold, Quicksilver) 

This massive dwarven city stands among the 
Reach's western mountains and serves as the main 
adventuring site for a Daedric Quest. 

Exterior 
Navigate the city's sprawling yet simple exterior, 
descending a long set of stairs and pulling 
the farther of two levers to open the way into 
the Bthardamz Upper District. The other lever 
activates a dangerous trap and is best left alone. 
Continue exploring the exterior ruins before 
heading inside, venturing upstairs to discover a 
pair of chests tucked away near the first tower 
at the top. Backtrack down and enter the Upper 
District to begin your exploration of the city's 
interior. 

l Danger! Dwarven Thresher (lever) 

Q Chests (2) 

I 
0 Exit to Skyrim 

O Entry Chamber 
Find a bit of plunder atop the tables in the Upper 
District's first room. 

Chest 

Potion 

Loose gear 

0 Two Routes 
Pick a Novice-level gate to slip through this 
passage without incident. If you can't pick the 
lock, you must navigate an Afflicted-filled sleeping 
area in order to circumvent the gate instead. 

Potion 

818 	 S KY RIM 	 ATLASOFSKYH 



Bthardamz Lower District

©  Treasure (hamber
Sneak as you  make for this room's far chest;
otherwise you  risk alerting a  pair of Dwarven
Spheres  here.

§  chest

ffiffi         ®  spinning BlqdeSlope

Avoid a pressure plate as you descend a ramp
here, which  leads to the door to the Bthardamz
Workshop.

§   Danger!  Dwarven Thresher (pressure plate/
lever)

§   potion



er District Access

At last, you,ve reached the Upper District,s
southern end.  Before scaling the first set of stone
stairs,  leap up the  rocks to the  right (south)
and  keep going to reach a rooftop, where you
discover a hidden chest. Go back down and
return to the stairs-again,  don,t climb them.
Explore the north alley to find another chest,
then scale the stairs and open a door to visit a
dwelling.

§  chests

®  Bthordomz Dwelling
Make a quick stop here to raid a chest that,s

guarded by a few Afflicted.  lf possible,  unlock an
Apprenticelevel gate to access another chest and
a  Skill  Book.  lf you  don,t alert the Afflicted  here,

you can  overhear one of them explaining  how she
to leave this place.

Skill  Book  [Speech]:  Biography of the Wolf

Queen

§  chests  (2)

©  stairs and Bqlconi
Explore this  network of
thoroughly to locate a
on a  rocky ledge an
a tower,s high  balcon
ramps to reach the lal

walkways
uable Gold Ore

d away near
ale some

proceed through the south door to the Bthardamz
er  Distrl.cf.

??  Mineable ore (Gold)

ffiRE  Door lo Bthtirdamz Lower District

ffiRE  Door lo Bthardumz Upper District

ffifty   Lower  Dislricl Emry
Open  cm  unlocked gate  in  the  Lower District,s first
area to raid a chest before sneaking through the

passage that follows to avoid alerting
Spiders.

§  chest

®  Amphitheater
Pull the lever on the balcony as you  enter this
wide cavern to slice up the unwary Afflicted
below.  Eliminate any stragglers so you  mcly safely
descend and  raid the central chest.

§   Danger!  Dwarven  Thresher (lever)

¢  chest

©  Grand (uvem
A river rushes through  the  middle of this  massiv
cavem, where a network of stairs clnd

ect several towers.  Stealth tactics help
void the patrolling Afflicted and various

rven sentries.  Raid a wooden chest in a
room, then head upstairs and check

rth tower lo find a small clwarven
ear cI  Skeleton.  Backtrack

stairs to reach walkways that
ardamz Study.

ger!  Swinging  Blade Trap  (pressure

fJ  Chests  (2)

Minable ore

::sT:a:©:::

©  Bthordomz Study
Open a gate  in  the Study,s first room to locate a
chest,  then avoid a  pressure plate  before scaling
a  long  ramp.  Beware of the Sphere Centurion that
comes out of the  pipe at the ramp,s top.  Open
another gate at the top and  pillage a chest.  Head
through the door that follows to exit back out lo
the Grand Cavern,s  highest walkways.

§   Danger!  Dwarven Thresher  (pressure plate)

§   chests  (2)

©  Grand (avern Revisited
(Upper Wolkwqys)

Before crossing  the first sloping  walkway,  turn
right and cross the nearby east roof to discover
a  hidden chest.  Cross the sloping walkway
afterward and open the east gate to loot another
chest in a small  room.  Venture west afterward
and  scale the winding  ramps to find a  third chest
affixed to the northwest wall-this one's guarded
by several Afflicted.  Either clear them  out or
forgo the chest and  loop around,  taking the long
southern  passage to the  Bthardamz Arcanex.

¢  chests  (3)

ffiEi  Door to Bthordqmz Arconex

ffiRE   Door to Blhurdqmz Lower  District

fgr§i  Arcanex Grand (uvern

point, you'll certainly
this huge,  sunlit caw
here, or risk alertin
and Spheres. Seal
tower, then cross a curved
chest that lies  just east oF
the stairs ancl check to the east a
a Quicksilver Ore yein,  but
the formidable Dwarven Cf
Dwarven Spiders that lurk in the south
Ignore the south passage's ballisfae-you can/i
interact with  them.

§  chest

§   Mineable ore  (Quicksilver)

®  orchendor showdown
Do your best to avoid the patrolling  Dwarven
Spheres on your way to this final chamber, where

you must slay a powerful mage named Orchendor
as  part of Daedric Quest: The Only Cure.  Obtain
a useful key from Orchendor,s corpse after the
deed  is done and  use it to quickly exit Blhardamz
via the upstairs elevator.

§   Key to Bthardamz Elevator (Orchendor)

ffiB  Exit to Skyrim

seS  [5.07]  D"adach  Redoubt               Dungeon: Forsworn Redoubt
Forsworn

Special Obietts

Reachmen,a Re

Anvil                              Shrine of Ar

Forge                          Chest

Grindsfone                Chest (Locks

fonntng  Rack            Potions

(alletlibles

each  Find a la
the east ramp. A
he will  return  here.  His  F

hostile at other locations

Loose gear

Skill  Book  [light Armor]:

Forswom have fortifie their position within a  shallow
erg-for this is one of the lclrger Forsworn redoubts in

a, and donl miss the smaller,  locked chest that,s
One Escapes Cidhna Mine,  if Madanach survives i

will  keep the Forsworn from attacking you,  though they will  still be
Book rests on a shelf near a cage`

Ih  {rqler           Dungeon:DrogonLoir
Dragon  (after Main
Quest:  Dragon
Rising)

Forsworn

Hagraven

(rqflinI
Arcane Enchanter

Special Obiecls

Word Wall:  Elemental
Fury  [2/3]

Chest

Chest (Locked:  Expert)

Potions

ln the Reach/s northern  mountains,  the Forsworn
have made a campsite next to a collapsed fewer-

unless a dragon has roosted  here,  in which case,  only the mighty beast must be contended with.  Slay
the dragon and  loot the giant chest.  You,ll also gain a  new Word of Power, as the chest sits right near a
Word Wall.  Enter the ruined tower afterward here to pillage some potions, and loot the upstairs chest if

your Lockpicking  skill  is high  enough.

The  8+der,Sc=cJs  `''
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Dungeon Activity

Recommended Level: 8

Dungeon: Worlotk Lair

Adventurer

Animal

Kornalus

(rofling

Alchemy Lab

Arcane  Enchanter

Puzzles

Lever Puzzle

(ollectibles

Skill  Book  [Alchemy]:  A Game at Dinner

Special Objects

Shrine ofJulianos  [3/5]            Potions aplenty

Chest(s)                                             Loose gear

Exterior

*        ****    **

ffias   Kornalus's Quarters
Loot the giant chest in the small  room  beyo
to claim valuable treasure. Touch  the pyr
shaped  shrine fo instantly cure any disea
may have.

§  shrineofJulianos[3/5]         i   P

§  chest

diffi  Giant Spider (qvern
This cavern's two Giant Frostbite Spi
only massive,  but they/ve also been  e
Kornalus to make them eyen  more formidab

§  Loose gear

PRIVARY LOCATIONS

!AR¥                       QLjESTS



ffi» [5.1 0] Reach Srormcloqk
(qmp

Related Quests

Civil War Quest:  Liberation of Skyrim

Civil War Quest:  Compelling Tribute

Civil War Quest: The Battle for Fort Sungard

Habitation:

ottir

Military: Stormcloak (amp

Red_Shoal

Stormcloak Quartermaster (Blacksmith)

Stormcloak Soldier

Services

Trader  (Blacksmith) :  Stormcloak Quartermaster

[1 3/33]
Weapons, Apparel, Misc

(rotting
AIchemy Lab

Anvil

Grindstone

Workbench

Special Objects

Civil War:  Map of Skyrim Chests  (2)

Potions

Loose gear

The Sons of Skyrim  have erected a camp  in the
Reach's eastern  mountains.  Use the array of
crafring  stations here,  and  inspect the tabletop
map  in  the largest tent to potentially gain  new
map data.  lf your stealth  skills are  sharp/  loot a
few chests before moving on.

ne> [5.I I] Liar,s Relreqr

Related Quests               Recommended  Level:  1 8

Dungeon Activity

UngeOn: (oIIettibles

Skill  Book  [Speech]:

Biography of the
Wolf Queen

Unique Weapon:  The
Longhammer [32/80]

Chest(s)

Potions

Loose gear

This  medium-sized  cave,  which  is situated within

the  RecICh/S  eastern  mountains,  iS  being  used  aS

a  bar and gambling  hall  by bandits.  However,
the bandits have recently found themselves faced
with an overwhelming adversary-Falmer have
invaded the cave!

Dining  Hall

Sneak into the cave,s first chamber to watch a
few bandits  battle against several  Falmer.  SIay
the victors afterward, and  beware of many more
Falmer that emerge from the room,s  northern
entrances.  Claim a  few potions from  behind the
bar.

¢   potions

()   Loose gear

SIeeping Quarters
Find a few potions and  some loose gear in the
various  rooms that connect off the dining  hall.
Find a  locked chest in the northwest room  and

pick the Novice-level southwest door to free a
powerful  bandit and obtain even  more wealth.
A Skill  Book sits atop a  high  stone shelf near the
locked  chest.

¢   skill  Book  [Speech]..  Biography of the Wolf

Queen

()  chest

§  chest (Locked:  Adept)

()   potions

(;)   Loose gear

Spider Tunnels

Slay a  ravenous  Frostbite Spider in the webbed

passages that follow,  and find a  locked chest in
a Falmer tent.  Beware of additional  spiders that
may descend from the ceiling/ as well as the
Falmer archer who stands in an elevated  position
as you exit the tunnel.  Loot the chest on the
Falmer's perch.

()  chest

t\  chest (Locked:

(;)   potions

thtiurus Den
Slay some poorly equipped  bandit prisoners
on your way to the cave,s large, final chclmber,
where a  massive Chaurus lurks.  Loot a chest here,
collect the longhammer from  near the bar owner,s
splayed body, then backtrack outside. Beware: a
handful of powerful  bandits will ambush you  back
in  the dining  hall,  thinking  that you,re to blame for
their hideout's deslruction!

(?   unique weapon: The Longhammer [32/80]

§  chest

t\  Loose gear

Trc,  ii.i..i... Sc:.``,iL<  `'/
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[5.I 2] CIilfside Relreal

Recommended Level: 8

Hqbitqlion:  Hunter Camp

Hunter

(rotting
Tanning  Rack

(ollectibles

Skill  Book  [Archery]:  The Marksmanship  Lesson

A lone  hunter makes  his  home at this  humble
shack,  which  stands  on  the  Reach,s eastern  cliffs.
A Skill  Book  is the  main  attraction  here.

ife [5.I 3] Dragon Bridge
Oyerlook

Recommended Level: 8

Dungeon:  Forsworn  Redoubt

Forsworn

Chest (Locked:  Novice)

Potion

Loose gear

This Forsworn campsite overlooks Haafingar,s
infamous  Dragon  Bridge  [1.1 7].  Slay the
dangerous  ruffians and then  plunder their
valuables.



Dungeon:  Dragon Priest Lair

Draugr

Guardian Saerek

Guardicln Torsten

Otar the Mad

(rofting
Arcane  Enchanter

Dangers

Dart Trap  (pressure plates)

Flamethrowers  (iron  door)

Oil  Lamp Traps

Oil  Pool  Traps

Swinging  Blade Trap

Trapped Chest

Quest Items

Saerek's Skull  Key

Torsten's  Skull Key

the reach/s western
unfains, on the edge of Skyrim.  Dispatch a

w Draugr as you scale the massive stone steps
ar lead  into the temple.  Before you enter, check

to the left (southwest)  of the main entrance; the
narrow side hides a dead bandilwith  some loot.

Ragnvald Crypts



®  offering (hqmber

ceremonial stone torch  burners,  and chest)  has
a  further tunnel that,s  narrower still.  This winds
along to the large hub chamber 6f Otar.

§,,   potion

§  chest

©  Tomb of Otor
This sprawling chamber has exits to both side
catclcombs  (the Crypts and Canal), and  Draugr
both on the walkways and the stone ground
below (some are stancling  below Oil  Lamps you
can smash).  Check this area  for some scattered

potions and two chests.  Continue west to a
strange and ornate sarcophagus with two odd
slots  in  them.  Return with  two  Skulls  (one from

atacomb),  insert them  into the slots, and
en  the sarcophagus,  summoning the  mighty

Dragon  Priest Otar!

§   Danger!  Oil  Lamp Traps,  Oil  Pool Traps

chests (a locked one

ffiB  Door from  Rtignvuld Crypts (upper)
This has a door bar b(
only access  it from  the

you  exit'

ffiB   Door to Rognvqld (ofluI (I(

ffiRE  Door from  Rqgnvald (onfll

Kill any foes,  then watch  out of the trapped chest
that tempts you;  open  it from as far away as

possible to avoid  being  impaled  by spears.  Then
head to the walkways above this room to reach
the final  chamber,  temporarily  ignoring  the  upper
tunnel and steps to the west, which  lead you  back
into the Temple,  after you face Saerek.

§   Danger!  Trapped chest

(v\   chest

S   skill  Book  (Restoration):  Mystery of

Talara, v2

®  Guqrdion Sqerek,s Tomb
This two-storey chamber  has  Draugr lo  slay first,
before you  inspect and  lake the strange skull on
the pedestal  in  front of you.  Then  take it,  and face
the fearsome Guardian  Saerek in combat!

§   Danger!  Oil  Lamp Trap'  Oil  Pool Trap

§  saerek,s skull  Key

§  chest

ffiEN   Door to  Rqgnvold Temple

Interior (Rqgnvald (qnol)

ffiB  Door to Rognvqld Temple

®  North (anal (homber
Search  northwest to discover a  chest. Then  pull
a southeast lever to lower a drawbridge ahead,
but before you cross,  open the nearby iron  door
from as far away as possible (or unlock the Trap
Trigger  [Expert]):  a fire trap activates when the
door opens`

This  has a door bar behind  it,  meaning you can
only access  it from  the Canal  area,  the first time

you  exit.

Interior (Rognvqld  (rypts)

ffiRE  Door to Ragnvald Temple

6uord (hqmber
Draugr as you descend into this

take the right (west)  passage
age,s traps.

Dart Trap  (Pressure Plates)

r aS you Progress.

ay his  brethren
to face at a time.
chest, take the

§  Torsten,s Skull  Key

ack to the

plate at the
nasty trap.

r),  Swinging

ffiB  Door to Ragnvold Temple

i,u8i4~_:

Tf_a  3.i,lil_, £C=a=>  t

siry_--RTin

Civil War Quest (when active,  depending on
who you  side with)

Habitation: Military:  Imperial (amp

Imperial  Quartermaster  (Blacksmith)

Imperial  Soldier

Services

Trader  (Blacksmith) :  Imperial Quartermaster

[l4/33]
Weapons, Apparel, Misc

(rolling
Alchemy Lab

Anvil

Grindstone

Workbench

Special Obie(ts

Civil War:  Map of Skyrim Chests (2

Potions

Loose gear

erected a s

n the sfat
Use the arra

the fablefo
aln  rleW map

chests before moving on

Related Quests

Daedric Quest: The Only Cure

Re(ommended  Level:  1 2

Dungeon: Special                  (ollectibles

Kesh  the Clean                        Skill  Book  [Speech]..

crqfring                                         [Eh2e/BIUoy]ing  Game

Alchemy Lab

This quaint shrine is perched  high atop the
Reach/s northern  mountains.  Speak with the lone
individucll  here,  an  alchemist named  Kesh,  to
begin a  Daedric Quest if you are Level  lO or
higher.  A Skill  Book sits on  the fable  near the
Alchemy Lab.



Reloled Quests

Temple Quest:  The Heart of Dibella

Miscellaneous Objective:  Sauranach/s Mine!:
Helping Atar*  (Afar or Ainelhach)

Miscellaneous Objective:  SaurclnaCh/S Mine! :
Helping  Ainethach*  (Afar or Ainethach)

Habitation: Town

Ainethach  (Marriage Prospect)

Afar

Belchimac

Enmon

Lash  gra-Dushnikh

Mend
Ragnar

(rofling
Grindstone

Smelters  (2)

Services

Marriage Prospect:  Ainethach  [2 I /62]

(olleclibles

Chest(s)

Potions

Loose gear

Mineclble Ore  (Silver)

nunity lies  in the  Reach/s
visiHhis village during
search of an important

When you first arrive at Karthwosten,
a verbal dispute betwe
soldiers and a  man name

e Silver-Blood
nethach, who owns

®  Karthwaslen Hall
"s small area sports a chest and so
coin,  making  it worth  breaking  into.

i,  Area  ls  Locked  (Novice)

i  chest

ffiS  Enmon/s House
Pillage this humble abode for several potions and
a chest.

®  Miner,s Borrocks
Break into the barracks to raid

"!  Area  ls  Locked

t)A   chests  (2)

§  Loose gear

Fenn,s Gulch Mine

This small  silver mine  has  been  largely mined out,
but there,s a  bit of ore to be found  in the  northern
nook.



ife [5.I8] Broken Tower Redoubt

Related Ouesls

Temple Quest: The Heart of Dibella

Recommended Level:  I 4

Dungeon:  Forsworn  Redoubt

Forsworn

(rqftina
Grindstone

Dangers

Rockfall Trap  (tripwire)

Rune Trap  (floor)

Swinging \^/all Trap  (pressure plate)

(olleclibles

Skill  Book  [Block]:  The Mirror  [Dl/10]

Skill  Book  [Coniuration]:  Liminal  Bridges

Special Objects

Shrine of Dibella  [4/8]

Chest(s)

Potions aplenty

Loose gear

This battered fortress stands  in a valley between
the  Reach/s  rocky eastern  hills.  While Temple
Quest: The Heart of Dibella  is active, a  band of
Forsworn will  be guarding  an  important child
here, whom you  must free.

Great Hall

Unlock the first chamber,s Adept-level  nor
door to access a stockroom with a ches
through the upstairs door and  sidestep a

plate trap in the corridor on your way to the next
room.

(A)   Danger!  Swinging  Wall Trap  (pressure plate)

()  chest

t\/   potions

Tower A
Unlock the chest within this circular chamber and
swipe  several  potions off shelves.  Claim  a  Skill
Book from a table in the sleeping area  before

pening the east door and  navigating a long
passage to another tower.

(,?   skill  Book  [Block]:  The  Mirror  [D1/1O]

i  chest (Locked:  Novice)

i,i  potions

ore Forsworn  in the second tower, and
re of a tripwire that,s stretched  across the

stairs as you  make your ascent.  Loot a chest
on the second level and then continue upstairs.

.826j

Exit through the door at the top to access the fort,s
upper ramparts.

"\?   chest

I,,,:)   potions

Exterior Rtimports

Exit the  keep via cmy of its  northern  doors  to
visit the exterior ramparts, where more Forsworn
await. Access the  highest ramparts by exiling
through  the upstairs door in Tower B,  then cut
across and enter the top of Tower A.

v^  Grafting:  Grindstone

¢   potion

I,,?   Loose gear

Tower A (Top  Level)

Beware:  a  powerful  Forsworn  mage lurks at the
top of this tower, and the center of the room
features a dangerous rune trap.  Keep away
from the  room,s center as you  battle the mage.
The key you find on  his corpse opens the nearby
holding  cell, where the child you seek as part of
The  Heart of Dibella"  quest is  imprisoned.  Claim

the Skill  Book on the nearby table and touch the
shrine near the altar to banish  any diseases you
might have.

()   Danger!  Rune Trap  (floor)

()   skill  Book  [Coniuration]:  Liminal  Bridges

()   shrine of Dibella  [4/8]

§   Broken Tower Prison  Key (Forsworn  mage)

(::i   chest

(?   potions aplenty

ffigiv [5.I 9] Mqrkarrh STqbles

Favor:  Special  Delivery*  (Banning)

Habitation: Farm

Banning  (Special)

Cedran  (Stables)

Kibell  (Carriage!

Servi|es
Follower: Vigilance  [1 7/47]

Trader (Carriage):  Ki

Trader (Stables):  Ce

Trader (Stablemasters):

Stop by these fine stables to buy a steed or

purchase a carriage ride to any Hold,s capital.
For 5OO gold,  you  may also buy a  trusty war
dog  named Vigilance fo serve as your Follower -
speak with Banning  for assistance.

Tre   i¬_f.L^er ^t:J¬_-:.,I:.,;   A,,

sirJ-~RTM

ifep [5.20] Salvius Farm

Related Quests

Miscellaneous Objective:  Letter to Leonitus*

(Rogatus  Salvius)

Favor  (Activity):  Harvesting  Crops*  (Vigdis

Salvius)

Hqbitqtion:  Farm

Rogatus  Salvius

Vigdis  Salvius

(olle(tibles

Area  ls  Locked  [Novice]

Chest

This  small  farm  stands  just outside of Markarth/s
front gate.  Speak with the farm,s owner,  Rogatus
Salvius,  to gain a  new Side Quest.  Break into the
farmhouse and  raid  it for valuables  if you dare.

giv [5.2I] Left Hand NIine

Related Quests

Favor (Activity):  Mining  Ore*  (Skaggi
Scar-Face!

Habitution: Mine

Adeber
Daighre

Erith

Gal grchShargakh  (Marriage Prospect)

Pavo Attius  (Marriage Prospect)

Skaggi  Scclr-Face

Sosia  Tremellia

Torom  (dog)

Willem

Crqfring

Smelter

Services

Marriage Prospect:  Gclt gro-Shargakh  [22/62]

Marriage Prospect:  Pavo Attius  [23/62]

(ollectibles

Chest(s)

Loose gear

Mineable ore  (Iron)

i.?L£! C,,F  S'{'7,?:!fi,i+  HOLD  5:  THE  REACH
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This  bu§tli ing community is lot
outside of Markarth's gates.  lt's busi
normal due to an influx of miners who
from the nearby Kolskeggr Mine [5.22
has been overrun by Forsworn raiders.

ExleriaI
Chat with the villagers outside,  including  the
mine,s owner, Skaggi Scar-Face, to acquire a Side
Quest invelying  another mine to the north. Skaggi
will also purchase Iron Ore for a fair price.

§  crafring:  smelter

Miner,s Bflrrotks
lf you like,  raid a chest in the miner's barracks to
claim some illi]o«en loot.

§  chest

Daighre,s House

These  humble miners don,I have much,  butyou
can  steal what little they,ve got.

¢;  chest

Skqggi/s House

The  mine,s owner  ism,ta  rich woman,  butyou  can
break  into  her house and  steal  her life savings  if

you  like.

()   Area  ls  Locked  (Novice)

§  chest

Left Hand Mine

There,s plenty of iron to be claimed from  this
mine,s thick ore veins.

a  Loose gear

§  Mineable ore  (iron)

llaneous Objective:  Kolskeggr Cleclr

Dungeon: Forswom Redoubt

Forsworn

(rofling

Smelter                 Loose gear

Potions                 Mineable ore (Gold)

This vclluable mining  site has been overrun  by
Forsworn-its former workers have fled to the
nearby Left Hand Mine  [5.21].  Pick the easy
door lock to break into the cabin  if you

you,Il find pickaxes within.  Go up the
enter the mine,  slclying the  remainin
there lo secure it and its rich supply a

e. Once the Forsworn are n
ho fled to Left Hand Mine will  return  here

Recommended  Level: 6

Dungeon: SpetioI

Special Obie(ls

standing st:ne: The Lover [6/1 3]

A small collection of ancient stones stands atop
the  mountains northeast of Markarth.  Inspect the
central Standing  Stone to receive a  new sign
blessing. Those under the sign of the Lover can
master all  skills  15  percent faster.  Note that you
may only have one sign  blessing at a time,  so
activating  this Standing Stone will override your
current sign  blessing  (if any).

ife [5.24] Blind Cliff Cave

Related Ouesls

Dungeon Quest:  Melka and  Petra

Recommended Level:  14

ngeon:  Hogroven  Nest

Forsworn

Melka

Cmftina
AIchemy Lab

Dangers

Oil  Lamp TrcIPS

Oil  Pool Traps

Puzzles

Handle Puzzle

(olIeclibles

Skill  Book  [lllusion]:  Mystery

Skill  Book  [Light Armor]:  The

Unique Weapon:  Eye of Mel

tower, check aroun
chest,  along with a
the tower,s top door to retum outside,  near a
of twin exterior towers.

#   skill  Book  [Light Armor]:  The  Refugees

[E2/1 0]

§   Danger!  Oil  Lamp Traps,  Oil  Pool Trap

§  chest

Pall

Blind Cliff Towers

Head to the top of the first exterior tower,  slaying
a few more Forsworn  and  looting a chest along
the way. Cross the elevated walkway to reach the
neighboring tower,  looting a chest as you enter.
Proceed  into the bastion.

§  chests (2)

^v,   potion

Blind (lift Bastion

You encounter a  caged  Hagraven  named Melkcl
in the bastion,s entry passage.  Speak to Melka
to gain  a  new Side Quest,  then  pull the neclrby
chain to free Melka, who will guide you  from
this point forward.  Melka can  hold  her own  in
most fights,  but she is  not invincible. Just ahead,
turn the  middle of three  handles to safely raise
a  portcullis. Just beyond,  allow Melha to
a  hidden  lever,  then  pull  it to deactivale I
swinging  blades  in  the  next corridor. Just
Melka,s alchemy parlor, you  may spy a hanclle

#  crafring:  Alche

S   skill  Book  [Illusion

Part 4

§   unique wecIPO

§  chests (2)

§   potions

¢  Loose gear

ry of Talara,

ye of Melka [33/8O]

ire [5.25] Four Skull Loo

Related Quests

College of Winterhold  Radiant Quest:
Destruction  Ritual  Spell

PRIMARY LOCATIONS

¥                     GLjE3TS



Recommended Level: 8        (olleclibles

DunBgaenOdiT"andit (qmP             fohoessel(sg)ear

Bandits  have taken  over this small  stone  ruin,
located  in the  heart of the Reach.  Clear out the
villains,  then  loot the chest they,re guarding.  The
specicll  Pedestal  here  iS  used  during  a  College of
Winterhold Quest.

nefty [5.26] Red Eagle Redoubt

Related Quests

Side Quest:  Repairing  the Phial

Dungeon Quest:  The Legend of Red  Eagle

Recommended  Level:  14

Dungeon:  Forsworn  Redoubt

Forswom

(rtifling
Alchemy Lab

BIacksmith Forge

Tanning  Rack

Workbench

Dangers

Dart Trap

Oil  Lamp Trap

Oil  Pool Trap

Rockfall  Trap

Quest Items

Red  Eaglets  Fury

(ollectibles

Skill  Book  [Alteration]:  Reality & Other

Falsehoods

Unique Weapon:  Red  Eaglets Fury [34/8O]

Chest(s)

Potions

Loose gear

Red  Eagle Redoubt is perched on the precipice of
the Tundra  Plateau,  just as the  land  plummets  into
the depths of the Reach.  Millennia of erosion  have

but destroyed the immense Nordic temple that
e stood here,  but a few remnants of its stairs
foundatiorls remain. The Forsworn have built

camp here, taking advantage af the
ral defenses and commanding view

The leader c)i this clan wields Red
an anciem blade that seals

Ower Area)
e

Red  Eagle Ascent

This winding  cave  leads  up to  Red  Eagle
Redoubl's  upper  half.  Avoid  the oil  pool  (or shoot
down  the oil  lamp above to  ignite  it),  then  look
for a few potions  next to a  large  brazier and a
locked chest hidden  behind some vines  nearby.
As you climb the first set of stairs,  watch  out for
the rockfall and dart traps.  A second chest can
be found beneath the wooden stairs that lead up
to the exit.

§   Danger!  DartTrap'  Oil  Pool Trap'  Oil  Lamp

Trap,  Rockfall Trap

(::)   chest

§   chest (Locked: Adept)

§   potions

Exterior (Ascent Area)

As you emerge from the  Red  Eagle Ascent cave,
travel  south to find  a  lone chest sitting  near a
small yet unique statue that catches the eye  [5.U].
Return to the cave exit entrance and  scale cl  long
flight of stone steps to reach a sizable Forsworn
campon  the  hill  above.  Find  a  Skill  Bookin  a

tent up  here,  along with  a  few crafring  stations.
Slay the  mighty Forsworn  leader to find  a  special
key on  his corpse,  along  with  Red  Eagle,s  Fury,
a  unique sword.  When you  have finished  in  the
camp/  use the key to open  the nearby iron door
and enter the Sundered Towers  [5.27].  Pull a wall
chain to lower the drawbridge and  pillage the
neighboring  tower as well.

3   Grafting:  Alchemy Lab,  Blacksmith  Forge,

Tanning  Rack,  Workbench

/i\   skill  Book  [AIteration]:  Reality & Other

Falsehoods

()  unique \^/eapon:  Red  Eaglets Fury [34/80]

(Forsworn leader)

Side Quest:  Repairing the Phial

guards near the entrance and claim a
)ns and a coin  purse before continuing

into the nearby cave.

i    828   ::

Th.e  i(i-,ird¬=- Scrcifs  ff

SKYR]M

rswom Redoubt

Area  ls Locked  (Barred)

Chest (Locked:  Novice)

Potions

Loose gear

Related Quests

Dungeon Quest: The Legend of Red  Eagle

Recommended Level:  I 4

Dungeon: Drougr (rypt

Red  Eagle

Skeleton

(ollectibles

Unique \^leapon:  Red Eagle/s

Area  ls  Locked  (RecI  Eclgle,S  Fur

Chest

Potion

Loose gear

A common sword imbedded in a
arks the entrance to this seclu

the legendary blade called
by slaughtering the Forsworn
Red Eagle Redoubt [5.26], tr
into the pedestal  in the main chamber
secret passage.  Enter the tomb of Red Ea

powerful Draugr Warrior who raises skele
to aid  him.  Lay Red Eagle to rest ancl  loo
remains-cllOng With a giant CheSLto a

your quest ancl amass plenty of plunder.  On
way out,  reclaim Red Eclgle'S sward,  Which  h
been transfigured into an even more pow
blade-Recl Eagle,s Bane.

ife [5.29] Karlhspire (amp

Related Quests

Main  Quest:  Alduin's \^/all

Main Quest: The Throat of the World

Recommended Level..  I 4

ATLA,S.3F SK¥rj,i.,A,:  HOLD 5: THE  REACH
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Dungeon: Forsworfl Redoubt

Dragon

Forsworn

Colleclibles

Grindstone

Tanning Rack

Workbench

Skill  Book  [Block]..  A Dance  in  Fire,  v2

Chest

Apothecary's Satchels  (2)

Potion

Loose gear

This sprawling  Forsworn  encampment 1'les just
outside of Karthspire  [5.3O]. This dangerous
camp must be brayed in order to reach Karthspire
and explore Sky Haven Temple [5.31] as part of
the Main Quest.  Search the lower walkways and
tents thoroughly to discover a Skill  Book.  Make

your way up to a  high platform, where a chest
and a  number of crafring stations are found. You
also obtclin a  Dragon,s Soul  here during the Main
Quest. Scale the west rocks afterward to locate a
large cave entrance that leads into Karthspire.

E» [5.Sol Karlhspire

Related Quests

Main  Quest:  AIduin's \^/all

Recommended  Level:  1 4

ngeon: Forsworn Redoubt

Forsworn

Pressure Plates

Unclerground Connection:  Sky Haven Temple

[5.31]

Chests  l2)

Potions

Loose gear

located due east of Markarth,  Karthspire is a
cave that you must navigate to reach Sky Haven
Temple  [5.3l]  during  the Main Quest.  Battle more
Forsworn to secure the interior,  finding a chest
and several  potions  in the entry encampment.
During the Main Quest,  Esbern  helps you solve a
simple puzzle in the cavern that follows:  spin the
three pillars so that they each show the symbol
of the Dragonborn, which  resembles a circle.
Cross the drawbridge that lowers and proceed to
a  room filled with  pressure plates-step only on
the path of Dragonborn tiles fo safely recICh a far
wall chain that deactivates the trap.  Proceed Lo
the final chamber afterward to raid a large chest
and locate the entrance to the Sk
Esbern  helps you open.

5.3I] Sky Haven

Main  Quest:  Alduin's \^/all

Main  Quest:  The Throat of the World

Main Quest:  Paarthurnax

Main  Quest:  Epilogue

Main Quest:  Elder Knowledge

Other  Factions:  The  Blades Quest:  Rebuilding
the Blades*

Other Factions: The Blades Quest:  Dragon
Hunting *

Other Factions:  The Blades Quest:
Dragonslayer,s  Blessing*

Oiner Factions.. The Blades Quest:  Dragon
Research*

Habitation: Special

Delphine  (the Blades)

Esbern  (the  Blades)

Underground (onneclion:  Kqrthspire [5.30]

Collectibles

Skill  Book  lone-Handed]:  Mace Etiquette

Unique \^/eapon:  Dragonbane [36/80]

Spetiol Objects

Alduin,s Wall                              Chest

Area ls Locked  (quest             Loos
requirecl)                                          Lots  o,

This sacred sanctum  lies east of Mar
cannot be entered  until you  progress

uest:  AIduin's \^/all.  Inspect the central  mural
with  Esbern to complete that quest and begin
new one.  Search the west alcove to find a chest
and Skill Book,  then  head upstairs and search
northwest sleeping area to discover a whopping
seven  more chests.  Explore the armory to find a
unique weapon  lyinh on the table.  Exit through
any of the northeast doors to reach an exterior
courtyard that offers breathtaking views,  along
wl'th quick access to the world  map's Fast-frovel
option.  Far below the upper exterior courlyord
is the Karth River, and an abandoned rowboat
containing scattered gems,  an
and a strongbox.

BIades Occupation

The Blades  repurpose the S
their base of operations during the

Main Quest:
with the B

good standin
a Delphine

ou,re able

est:  Rebuilding  the

p to three of your
Followers  (or Hirelings)  and  have Delphine

Hit versus dragons for five days.

During  Other Factions Quest:  Dragon
Research,  bring  back any Dragon Scales or
Dragon Bones to Esbern and  he concocts
Esbern's Potion,  imbuing you with a  10 percent
damage reduction from dragon attacks.

ife [5.32] Soliund,s Sinkhole

Related Quests

Miscellaneous Objective:  Mclking  lt Hole
Again*  (Perth)

Recommended  Level: 6

Dungeon:  Drougr (rypt

Draugr

Perth  (Marriage  Prospect)

(rolling
Smelter

Services

Marriage Prospect:  Perth  [24/62]

lrt Trap  (lever)

ear Trap  (pressure plates)

Skill  Book  [Light Armor]: Jomibret,s Last Dance

Chest(s)

Potions

Loose gear

Located  in the heart of the Reach, this old
has recently been  invaded by Draugr a
since stopped working.

Exterior
Outside the mine, a  man  named  Perlh explclinS
that the miners dug too deeply and accidently
unearthed a  Draugr-filled tomb. This gains you a
Side Quest that you can satisfy by clearing out the
undead within  the  mine.

§  crafring:  smelter

Miner,s House
Breaking  into the  miner,s  house  puts you within
easy reach of two chests and a few potions.

§  Area  ls Locked  (Novice)

¢  chests (2)

¢   potions

PRIMARY IOCATIONS
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Soliund's Sinkhole (Interior)

These sizeable  mines have been filled with
undecld ever since the  miners accidentally
tunneled  into a  forgotten  crypt.  Turn  left at the
first junction and  slay the  Draugr at the dead
end, where a Skill  Book sits atop a fable on the
overlook.  Then  backtrack and go right,  dropping
down a  giant hole and slaughtering a  host of

powerful  Draugr in the chamber below.

S   skill  Book  [Light Armor]: Jornibret,s  Last

Dance

I,i   potion

§  Loose gear

Drtiugr Tunnels

Wipe out undead  on your way through the tunnels
that follow,  but don,I touch the lever you soon
locate-you,ll only spring a  nasty trap.  Instead,

pull two hidden  levers that are affixed to the
nearby walls to open the way forward. Scale
some winding steps afterward and sidestep a
couple of pressure plates upstairs.  After passing
the second  pressure plate,  climb more steps and
search the dark west nook to discover an ornate
chest.  Slay a  mighty Draugr in the large chamber
that follows,  then  raid a  large chest before
following  an elevated  passage back to the  mine,s
entranee.

¢  Danger!  Spear Trap  (pressure plates),  Dart
Trap  (lever)

§  chests (2)
ti   potions

§  Loose gear

ife [5.33] Bleakwind Bluff

Dungeon:  Hqgrqven  Nest

Forsworn

Hagraven

(ollectibles

Skill  Book  [Two-Handed]:  King  [B2/10]

Chest

Scale the crumbling  stone  steps that encircle this
fallen tower, which  protrudes from the Reach/s
eastern  hills.  Slay powerful  Forsworn and
Hagraven as you  make your way up to the tower,
where a large chest and  Skill  Book are found.

E» [5.34] Old Hroldqn

Reloled Quests

Miscellaneous Objective:  The Ghost of Old
Hroldan*  (Eydis/Ghost of Old  Hrolden)

Hobitotion:  Inn

Eydis  (Innkeeper)

Leonitus  Salvius

Skull

Services

Trader  (Innkeeper):  Eydis  [7/1 5]

(olletlibles

Skill  Book  rrwo-Handed]:  Battle of Sancre Tor

[A1/1O]

Chest

Chests  (Locked:  Novice)  (2)

Nestled cIIong the west bank of the Reach/s
eastern  hills,  this small  inn  offers  room  and  board
to weary travelers.  Speak to the innkeeper to  buy
a meal or renta room, and search the place to
loot a  number of chests and discover a  Skill  Book
on a  nightstand.

RE» [5.35] Hag Rock Redoubt

Daedric Quest:  Pieces of the Past

Recommended Level:  l4

Dungeon:  Forsworn  Redoubt

Forsworn

(roffi"g
Alchemy Lab

AnviI

Tanning  Rack

Workbench

(olledibles

Dangers

Rockfoll Trap  (tripwire)

Skill  Book  [Sneak]:

292O,  Last Seed, v8

Chest(s)

Potions aplenty

Loose gear

Located along the Reach/s southwest edge, this
large collection  of mountainous  ruins  has  been
exploited  by the Forsworn and  fortified  into a
military encampment.  You  must pass through  Hag
Rock Redoubt in order to reach  Dead Crone Rock

[5'36]  as part of Daedric Quest:  Pieces of the Past.

Tr_e  9i.±e_-£.T~-|S  1/

sITV_-_ITM

Exterior
Scale the exterior tower,  looting a chest and
slaying a Forsworn on your way ta the top_
Cross the narrow aqueduct and dispatch more
Forsworn,  raiding a dome-shapedoutdoor shack
to obtain several potions and sack ano
Beware the tripwire that,s stretched acr
steps of the east ruins,  and  keep going  up to
eventually reach  Dead Crone Rock  [5.36].

i?   Danger!  Rockfall Trap  (tripwire)

i?   Grafting:  AIchemy Lab,  Anvil,  Tanning  Rack,

Workbench

()  chests  (2)

(3  chest (Locked:  Adept)

"!  Apothecary,s Satchels  (2)

^v   potions aplenty

hog  Rock  Redoubt Ruin
Enter the west structure via  any of its three
entrances to explore a  small  network of interior
ruins.  Lay waste to more Forsworn  here tis you

plunder even  more loot.  Search the shelves of the
cupboard  near the holding  cells to find the key
that unlocks them.  Downstairs,  find  a  Skill  Book on

a table that,s covered with  potions,  along with a
chest that,s tucked away in a dark southeast nook.

?v)   skill  Book  [Sneak]:  2920,  Last Seed,  v8

(?)   Hag  Rock  RuinJail  Key

(;,  chest
";;,   chest  (Locked:  Adept)

(:;   potions

",.:,   Loose gear

ae» [5.36] Dead Crone Rock

Related Quests

Daedric Quest:  Pieces of the Past

Thieves Guild  Radiant Quest:  No Stone
Unturned

Recommended  Level:  1 4

Dungeon:  Hogrqven  Nest

Drascua

Forsworn

(rofring
Arcane  Enchanter

Dangers

Flamethrowers  (floor)

Quest Items

Pommel  Stone of Mehrunes,  Razor

(ollectibles

Skill  Book  [Alchemy]:  A Game at Dinner

Unusual Gem:  Ilo/24]

.,4TLj1,,S, CF  3:{YRlivA,:  HOLD  5:  THE  REACH
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Special Obietls

Word Wall:  Dismaying Shout [2/3]

Chest(s)

Potions

Loose gear

To reach this remote Forsworn  outpost, which  lies
at the southwest corner of the Reach,  one must
first deal with  leagues of bloodthirsty Forsworn  in
the surrounding  Hag  Rock  Redoubt  [5.35].

Dead  Crone Rock (Interior)

Loot a chest in  the first pcISSage,  then  Slay

Forsworn and  snatch  up potions on your way into
a large cavern, where a large spiral staircase
leads  upstairs.  Visit the west dining  room  to find
another chest,  more potions, and an Arcane
Enchanter.  Sprint down the following  passage
to avoid  being burned by flamethrowers on  the
floor.  Find  a  Skill  Book in  the  next room  and

pull  the nearby lever to  raise a  portcullis  bc]ck
in a  previous chamber.  Backtrack and take the
southem stairs up to a  door that leads outside.

()   Danger!  Flamethrowers  (floor)

"t`/   crafring:  Arcane  Enchanter

()   skill  Book  [AIchemy]:  A Game at Dinner

(i?,   chests  (2)

(/   potions

Exterior

Climb the exterior steps to find  another chest,
then  keep going up to face a powerful Hagraven
named  Drascua on  the hill.  Slay the fiend and
obtain a  key from  its corpse,  along with  a

quest-related  item. Then  loot a giant chest before
approaching the nearby Word Wall to gain a
new Word of Power.  Collect the Unusual Gem
from the fable to potentially gain a  new Side
Quest as well.  Go back inside afterward and
return  to the spiral  stairwell  chamber.  Unlock the

southeast door with Drascua's key and head back
outside to locate a third exterior chest.

/i  pommel  stone of Mehrunes'  Razor (Drascua)

/,;)   unusual Gem:  Stone of Barenziah  [1 O/24]

".:I)  word wall:  Dismaying Shout [2/3]

",;^i   Dead  Crane  Rock  Key (Drascua)

(j  chests  (2)

i;   potions

ife [5.37] Purewaler Run

Animal                                                Chests  (2)

Follow a  stream  into this watery cave,  and swim

quickly to the bottom of the deep water to loot a
pair of dwarven chests before you're chewed up
by aggressive Slaughterfish.

Related Quests

Side Quest:  The  Forgemaster,s  Fingers

Side Quest:  Captured Crilters*

Miscellaneous Obiectjve:  The Sword  of
Gharol*  (Gharol)

Favor  (Activity):  Mining  Ore*  (Gharol)

Favor:  Sparring  Partners*  (Burguk)

Recommended Level: 6

Habitation: Orc Stronghold

Arab
Chief Burguk

Dulug

Ghak

GharoI  (BlcICkSmith)

Ghorbash the Iron  Hand  (Follower,  Marriage
Prospect)

Mahk

Murbul  (Apothecary)

Nagrub

Oglub

Umurn

Servi(es

Follower:  Ghorbash the Iron  Hand  [1 8/47]

Marriage Prospect:  Ghorbash the Iron Hand

[25/62]
Trader (Apothecary).. Murbul  [8/1 4]

Potions,  Food,  Ingredients

Trader  (Blacksmith):  Gharol  [1 5/33]

Weapons, Apparel, Misc

Trainer  (Heclvy Armor:  Expert):  Gharol  [1/3]

Trainer  (One-Handed:  Master):  Burguk  [1 /3]

Croflimg

Alchemy Labs  (2)

Blacksmith  Forge

Grinclsfone

Smelter

Tanning  Racks  (2)

Workbench

CoIIeclibles

Capturecl Critter:  Dragonfly in a Jar [3/5]

Skill  Book  [Heavy Armor]:  Orsinium and the
Orcs  [D2/1 O]

Chest(s)

Potions

Loose gear

Mineable ore  (Orichc]lcum)

The Reach boasts two Ore strongholds-this
one lies  far to the south,  on  the  high  cliffs of the
southern Reach.  As always, the Ores will  loathe

your presence  if you,re an outsider,  but you can
gain their acceptance by completing a Side Quest
that just about any of the local Ores will  bestow
during  conversation_

Exterior
Use any of the crafting  stclliOnS OUtSide.  Check
behind the chief/s Longhouse to find a chest under
some stc]irs.  The  blacksmith,  Gharol, will  buy any
ore you collect from the neclrby mine at a fair

price.  Test your fisrfighting  prowess in  a friendly
wager against the chief if you like.

()  crafring: Alchemy lab/  Blacksmith Forge,

Grindstone,  Smelter,  Tanning  Racks  (2),

Workbench
t.?)   chest (Locked:  Apprentice)

§,   potions
",/i   Loose gear

Burguk/s Lomghouse

lf you dare,  enter the Orc chief/s Longhouse
and  plunder the  place.  Unlock the  Novice-level
trapdoor to enter the cellar and claim a  Skill
Book,  along with a  Dragonfly in a Jar that

pertains to Side Quest:  Captured Critters.  Loop
around  the cellar,s circuillike tunnel to  locate an
Alchemy Lab and a  locked chest that,s hidden
beneath the stairs.

§  Area  ls Locked  (Novice)

"^v,   crafring:  AIchemy  Lab

^v  captured critter:  Dragonfly in a Jar [3/5]

§,   skill  Book  [Heavy Armor]:  Orsinium and  the

Orcs  [D2/1O]

()  chests  (2)

()   chest  (Locked:  Apprentice)

(?  Apothecary,s Satchel

()   potions

()   Loose gear

Dushnikh Mine

Grab a  pickaxe and collect Orichalcum Ore from
the mine. There,s a chest ancl a couple of potions
here as well.

S  chest              i:)  Loose gear

§   potions           §  Mineableore  (Orichalcum)

ffiS [5.39] Reathwaler Rock

Related Ouesls

Side Quest:  Forbidden  Legend

Dungeon Activity

Recommemded  Level:  I 5

Dungeon: Draugr (rypt
Gauldur

Jyrik Gauldurson

MikruI  Gauldurson

Sigdis Gauldurson

PRIMARY LOCATIONS
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Puzzles

Nordic  Puzzle Door (Emerald)

Nordic  Puzzle  Door (Ivory)

(olletlibles

Dragon Claw:  Emerald  Dragon Claw  [5/8]

Unique  Item:  Gauldur Amulet [56/1  1 2]

Chest(s)

Potion

Loose gear

Follow the main  road east out of Markarth and

you,ll eventually reach a  bridge.  Look up to
spy this waterfall cave,  which  is perched on
a  high cliff,  hidden  beneath a  spray of water.
Reachwater Rock is the long-forgotten tomb of the
Arch-Mage Gauldur,  a  powerful First Era wizard.
Visit this site after you,ve obtained  all  three
Gouldur Amulet Fragments to reforge the Gauldur
Amulet.

Reqchwoter (avern
First,  dive underwater to locate worthy geclr and a
locked chest.  A second chest is perched on a  high
ledge on the room's east side,. to  reach  it,  stand
by the  Puzzle  Door clnd  Use the Whirlwind  Sprint
Shout.  Then  climb the cemrcll SPire and  COlleCt the

Emerald  Dragon CIaw from the cavern,s pedestal.
Inspect the claw closely to notice three markings
on  it.  Approach  the neclrby Puzzle door and
rotate its three rings to match the symbols on the
claw:  Bear, Whale,  Snake.  Examine the door,s
central keyhole to insert the claw and open the
way forward.

"^v,   Dragon Claw:  Emerald  Dragon Claw

[5/1 0]

()  chest

\^;   c'hest  (Locked:  Adept)
/\)   Loose gear

Sealed  Passage
Continue down the sealed passage as the doors
open ahead of you  until you  reach another Puzzle
Door. This one requires the Ivory Claw from
Folgunthur  [2.O8]  to solve.  lf you  have the claw,
inspect it to find the symbol sequence as you did
before,  then  mimic the same  pattern on the door:
Hawk,  Hawk,  Dragon.  Insert the Ivory Claw to
open the way forward.  Loot a few urns and grab
a  potion on your way to the final cavern.

(\   potion

Amulet (homber
Approach the altar and  place the three Gauldur
Amulet Fragments onto the pedestals to battle the
three Gauldurson  Brothers once more and  receive
the reforged Gauldur Amulet as a reward  (see
Side Quest:  Forbidden  Legend  for tips).  You'll find

a secret nook has opened as you backtrack out of
the chamber.  Raid  the  large chest within.

^v  unique Armor: Gauldur Amulet [55/"2]

§  chest
()  Loose gear

Tr.a  S!_,Lie-qu ScL~-n=`;   ''

ife [5.40] Reachwind Eyrie
Recommended  Level: 8

Dungeon: Special

(ollectibles

Skill  Book  [Heavy Armor]:  Chimarvamic]ium

Chest (Locked:  Apprentice)

Chest (Locked:  Expert)

Loose gear

This striking  dwarven  lower  is visible for  miles,  standing  tall among  the  Reach,s  rocky south-central  hills.
The tower is free of danger and contains a  number of valuables.  Stop by and  have a  look. The view from
the balcony is spectacular.

RED [5.4I] Reqchcliff (qve

Related Quests

Daedric Quest: The Taste of Death

Recommended  Level:  6

Dungeon: Drougr Crypt

Draugr

Services                                           Dangers

Follower:  lola  [1 9/47]            Trapped Chest

Colleclibles

Skill  Book  [Coniuralion]: The  Doors of Oblivion

[D1/10]

Unique Item:  Ring of Ncfmira  [57/1  1 2]

Area  ls Lockecl

Chest(s)

Potions

Loose gear

Stone  ruins line the path that leads to this sizable
cave, where restless undead dwell. You cannot
fully explore this  site  until you visit it as  part of

Daedric Quest: The Taste of Death, during whi'ch

you can obtain a  unique  ring.  Complete the quest,
and  lola will offer to join you  as a  Follower.

tip  Exi"a Skyrim

©  Entry Passages
Slay cl  handful Of mighty Draugr as you  navigate
these winding  passages.

©  Jun(lion
Loolan  urn and grab a potion and some gear
in these burial  passages.  Beware of waking the
resting dead.

(::   potion                  \/,i)   Loose  gear

SKYRIM ftTL1-,S.3`F  '*`fRif,1   HOLD 5   THE  REACH
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ffiEife  wolkway (hamber
Go south  from  [2]  to explore this chamber,s upper
walkways and discover a trapped chest. Open
the chest from the side or from  behind to avoid
begin punctured by arrows.

(;,   Danger!  Trapped  Chest

ffiS> [5.42] VIIlhume

ffi#  (heckpoint (bomber
Slay the Draugr that emerges from a standing
sarcophagus  in  this smalt room, then loot another
chest and find  a  Skill  Book on a shelf.  lfyou,re
not playing  Daedric Quest:  The Taste of Death,
then this  is as far as you can  go.  Proceed  to  [5]
otherwise.

f;\   skill  Book  [Coniuration]:  The  Doors of

Oblivion  [D1/1 O]

(?  chest           ,,::.,.   potions           (,"oosegear

Valfhume

a
Feflsting Hall

trio of rugged  Draugr fo secure this final

chamber, then search around to ac

plunder.  lf you've slaughtered all  D
point, then your quest advances when these last
three fall.  Backtrack out of the room and take the
west passage, which  is now open,  to quickly exit
out to  Skyrim.

¢.  chest               (i   potion

tis  Exit to Skyrim

Related Quests

Side Quest:  Masks of the Dragon  Priests*

Dungeon  Quest:  Evil  in Waiting

Recommended  Level:  24

Dungeon:  Dragon  Priest Lair         (rofling

Animal                                                         Alchemy  Lab

Draugr

Hevnoraak

Valdar

Dqngers

Battering  Ram Trap  (pressure  plate)

Dart Trap  (lever)

Oil  Lamp Traps

Oil  Pool Trap

Swinging  Blade Trap  (pressure  plate)

Swinging  Wall Trap  (pressure  plate)

This large network of burial chambers  lies at the Reach/s
southeast end.  Braying this ancient tomb can  earn you cl

precious Dragon  Priest Mask, among  other valuable  prizes.

Puzzles

Nordic  Puzzle  Door  (Iron  Claw)

Quest Items
Opaque Vessels  (3)

Collectibles

Dragon Claw:  Iron Claw [6/1O]

Dragon  Priest Mask:  Hevnoraak  [8/1 0]

Skill  Book  [Restoralion]:  Withershins

Unique Weapon:  Hevnoraak's Staff [37/8O]

Spe(iql Obie(ts

Word Wall: Aura Whisper [2/3]

Chest(s)

Potions aplenty

Loose gear

PRIMARY LOCATIONS
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Vestibule

The vestibule serves as the ruins'  entrance.  Speak
with a ghost named Valdar here to learn that an
ancient evil  named  Hevnoraak  is  stirring within
the depths of this place and gain a  new Side
Quest.  Proceed  info Valthume afterward.

ffiB  Door Westibule

®  Throne Room
This cavernous chamber is completely void of
loot.  Beware the pressure plate trap in the south

passage on your way to [2].

(\   Danger!  Battering  Ram Trap  (pressure  plate)

©  Tmpdoor (bomber
Beware the large trapdoor in the center of this
wide chamber.  lt will  open  as you  battle powerful
Draugr here,  potentially dropping you  into an
underground  passage filled with  Frostbite  Spiders.
Secure the room and  loot a chest, then  return
upstairs and  make a couple of daring  jumps
along a  narrow balcony to reach the ledge
where  Hevnoraak/s specter is spectating.  Ignore
Hevnoraak/s specter and  loot a  second chest in
the  nearby  nook.  lf you  fall  into the central  pit,
slay a  Draugr and search  its  remains to find a  key
that,ll  help you escape.

i/,\  valthume cellar Key (Draugr)

¢  chests  (2)

i?  Apothecary,s Satchel

(/j  Loose gear

®  Embalming (hombers
Explore these small side rooms to discover a Skill
Book on a  table'

i?   Danger!  Oil  Lamp Traps

§   skill  Book  [Restoration]:  Withershins

§   Knapsack

t\)   Loose gear

©  Trapped Passages
Beware the oil  that runs through  this SSage.
Knock down a  hanging  lamp from  a  safe range
to burn away the  potential  hazard. Then  simply
sidestep pressure plates as you advance. When

you  reach  a dead end,  turn a  small  handle on
the nearby wall to open  passages to the east
and west.

§   Danger!  Oil  Lamp Traps,  Oil  Pool Trap/  Dart

Trap  (pressure plates)

®  vessel (bomber 1
Dispatch a  powerful  Draugr in this small chamber,
then claim the Opaque Vessel  he leaves behind.

§  opaque vessel [1/3]

Two-Tier Chumber
Dispatch  more Draugr here,  then optionally pick

e Adept-level  south door to access a  room filled
w?th  potions and c]  chest.  lf you  like,  follow the
lower northeast passage to obtain more plunder

your way to [7]  before taking the lower east
clssage to reach the Valthume Catacombs.

§  chest
"!   potions aplenty

H±EI

©  Treasure Run
Turn  the handle on the wall  here to open a secret

passage that leads to a small chamber with an
Alchemy Lab and a chest.

".,;)   Grafting:  Alchemy  Lab

i:;,  chest

(^J   Potions

i,?   Loose gear

ffiE)  Door to Volthume (otacombs

ffiB  Door to Vulthume

®  spider Lair
Beware:  a Giant Frostbite Spider descends from
the Catacombs'  first wide chamber,  along with
several of her young.  Slay these dangerous
creatures from your elevated vantage,  then  raid
the nearby chest and  urns  before opening  the far

portcullis  (pull  the  nearby chain)  and  advancing.

§  chest

©  Burial Possoges
Slay Draugr and sidestep a  pressure  plate trap in
these undead-filled  passages.

(A/   Danger!  Swinging  Blade Trap  (pressure

plate)

®  vessel (hamber 2
Pull  a wall  chain  to gain  entry to this  small
chamber,  then exploit the  hanging  lamps to help

you  slay a  powerful  Draugr Knight.  Collect the
second of three vessels from the room,s altar
aflerward.

()   Area  ls  Locked  (wall  chain)

()   Danger!  Oil  Lamp Traps

()  Opaque Vessel

burial chamber, w
await.  Secure the
to advance.

[2/3]

?,   Dclnger!  Swinging \^/all Trap  (pressure plate)

©  sarcophagi Chamber
Find  plenty of urns and  a chest to  loot in  this  large
sarcophagi_filled chamber.

¢,  chest

LENi!  Iron (low Pqssage
Eradicate a few Frostbite Spiders in this chamber,
then quickly retreat after collecting the Iron Claw
from this passage,s central  pedestcll,. fire soon
spews forth from the  surrounc]ing  statues.  Inspect
the Iron Claw carefully in your inventory,  and
notice  its three  special  markings.  Mimic this same
sequence of patterns  (Dragon,  Hawk,  Wolf)  on the
nearby Puzzle  Door  by spinning  its three  rings.
Inspect the central  keyhole afterward to  insert the
Iron Claw clnd open the Way forward.

(,)   Draqgon Claw:  Iron Claw  [6/1O]

Tr.e   5L,JL¢._+ £_-_-i}J:S   t/
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©.  vessel (bomber 3
Dispatch  a swarm  of mighty Draugr in this
chamber,  then collect the final vessel from the
central  pedestal.  Follow the sound of chanting
afterward to locate a Worcl Wall and gain a  new
Word of Power.  Loot the nearby chest befor
taking the passage back to  [1l  Follow Vat
instructions to complete  his quest,  slayir\g  I
Dragon  Priest Hevnoraak and obtaining his
unique  mask.

§  opaque vessel  [3/3]
",:)   Dragon  Priest Mask:  Hevnoraak  [8/1O]

§,  unique weapon:  Hevnoraak,s Staff [37/80]
",,:)  word wall: Aura Whisper [2/3]

()  chest

se> [5.43] GIoomreach

Recommended Level:  1 8

Dungeon:  Falmer Hive

Animal

Falmer

(mfling
Smelter

Dtlngers

Swinging  Wall Trap  (tripwire)

(olletribles

Skill Book  [Restoration]:  Withershins

Chest(s)

Loose gear

This widemouthed cave is found at the Reach/a
southeast edge and  is home to dangerous Falmer.
lf you're in the area,  brave this relatively short
cave for a  bit of sport and  plunder.

Gloomreach (tivern
Slay a  handful  of Falmer and Chaurus  inside the
cavern as you work your way around  in clockwise
fashion.  About halfway through,  spy a  Skill  Book
resting atop a  barrel  near some scaffolding.
Unlock a  pair of Adept-level cages  in the southern
chamber to free a few caged critters,  but beware:
The vicious Saber Cat may attack you.  Find  a
chest in  a  Falmer tent before taking the upper

passage to reach the Gloomreach  Hive,  looting
another chest along the way.

":,,';   Crafling:  Smelter

(,`)   Skill  Book  [Restoration]:  Withershins

(,A,)   chests  (2)

i:/\   Loose gear

"'.?L£?.3F  SK`yjR,Ayl   HOLD  5   THE  REACH
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fand back
stretched across the

Related Ouesls

Dungeon  Activity

Recommended  Level:  I 4

Dungeon:  Forsworn  Redoubt

Forsworn

(rofting
Blacksmith  Forge

Grindstone

Workbench

Dungeon Quest:  Leap Before You Look*

Dungeon:  Htigraven Nest

Forsworn

Hagraven

(allectibles

Chest

Apothecary's Satchel

Loose gear

Scale the ruin-covered  hills of the  Lost Valley
Redoubt [5.44],  slaying  Forsworn on your way to
the top of this serene waterfall, which  lies at the
Reach's south  end.  Enjoy the view from the top
of the waterfall,  and leap off to land safely in the

pool  below.  This  is  best accomplished  by using
Whirlwind  Sprint to clear the waterfall and  land
safely in the water or by using  Become Elhereal

just before jumping off to ensure you  take  no
damage. After making a splash, you encounter
the ghost of an  impressed  bard, who increases

your  Speech  skill!

pe [5.46] (rqdle Stone

Reloled Quests

Civil War Quest:  Liberation  of Skyrim

Civil War Quest: The Battle for Fort Sungard

Recommended  Level:  6

Habiltition: Military Fort

Forsworn

(rotting
Anvil

Workbench
Forge

(ollectibles

Skill  Book  [Pickpocket]:  Wulfmare,s Guide to
Better Thieving  [E1/10]

Skill  Book  [Smithing]:  Last Scabbard  of Akrash

[C1/1O]



ffirm  Fort Sungord Muster
Bust into the  muster to  raid  numerous  chests.
A Skill  Book sits  on  a  small  table  in  the

Weapons  room.

()   skill  Book  [Smithing]:  Last Scabbard  of

Akrash  [C1/1 O]

"!   chests  (3)

i:)   Loose gear

ffiB  Fort SungGrd Shrine
This  small  room  holds a  shrine and  some
common  foodstuffs.  The shrine changes
depending on who controls the fort.

()   shrine of Akatosh  [3/6]  (only during
Imperial  occupation)

S   shrine of Kynareth  [4/6]  (only during

orsworn occupation)

§   shrine ofTalos  [7/17]  (only during

Stormcloak occupation)

ffiEN   Fort Sungord Annex
This three-story structure features two chests
on  its  bottom  floor.  There,s  nothing  in  the
middle floor's  holding  cell,  butyou  can  get
some  good  lockpicking  practice.  Exit via
the ground floor door to access Gin exterior
Grafting  area.

()   chests(2)          \1?   potion          ¬i   Loosegear

ffiffi  Fort Sungtlrd Tower
Loot the chest on the tower,s entry level,  then go
upstairs to fincl  a  bit more  loot on  its  upper floor.
Head all the way downstairs afterward and exit
via the basement door to go outside,  close to the
stronghold,s  oubliette.

v\   chest                     f§   potions

§   Knapsack             i,v\   Loose gear

Fort Sungard

ffiffi   Fort Sungqrd Oubliette
The oubliette stands outside of the  fort's walls,  just to the east-  There's  little of interest
but if you  survive the fall  into the  pit (the Become Ethereal  Shout helps),  a  Skill  Book will  be yours`
the key found nearby gate ancl make your way out to fresh

Guid6 to                (:)   Fort Sungard Jail  Key

/v?   Loose gear

ife [5.A] Dwqryen Rubble:
Druqdq{h

LEE

us;:grth [5.B]  Dragon Moun
Reqchwqter pass

This  Dragon  Mound  is  initially sealed.  lt opens
during Main Quest:  Elder Knowledge, and  if you
visit cluring or after this  point in  the Main  Quest,
the  resurrected  drclgon will  likely be in  the area.
Attack!

The  3+¬ie:- jar,CrL`JJ:S   'fd

s_-Try__RTin

§;3;s> [5.C]  Dwarven Arch:
HqrmugsTqhI Falls

A strange and  possibly ceremonial arch  hewn
from stone  by ancient dwarves stands close to the
waterfall  near to  Harmugstahl.  Claim  a  Skill  Book
from  the edge of the stone altar.

?   skill  Book  [Restoration]:  Wthershins

i?L&,S ,3F  SKYi3l,i+,Ar  HOLD 5:  THE  REACH
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ifeis [5.D] The Incautious Bather

While traversing the path west of Dragontooth
Crater,  head  southwest at the path  junction to
reach a  small  pond with a  half-naked corpse.
Forsworn arrows are sticking out of her back.
Reacl the careless woman,s  journal,  and take her
valuables  if you wish.

"?  Journal              ,\;,   Satchel

ife [5.E] A Bandil's Book

On  the rocky and treacherous cliff paths between
Harmugslahl and the confluence of the  Karth
River  is  a  dead  bandit.  Kill  any  nearby critters,
and check the Skill  Book by the corpse.  Note the
Silver Ore Vein  nearby if mining  is  how you  make
a  living.

§   skill  Book  [Destruction]:  Horror of Castle Xyr

";,  Mineable ore  (Silver)

EN;,;  [5.F] Dwarvem Rubble: Karlh
River ConfI

On Karth  River's eastern  bank,  among
the juniper bushes and  iusl west of the Reach
Stormcloak Camp is a  scattered  pile of dwarven
stones.  Among them  is a  small dwarven chest to

pilfer from.

(:)   chest

"t,i,   Mineable  ore  (Iron)

gr?ife [5.G] Forsworn Camp:
BIhqrdqmz Outskirts

A small two-tent Forsworn Camp has been
recently attacked  by a  Frost Troll,  which  is still
roaming  this  site.  The actual  location  is around  the
southern  rocks from  Bthardamz.  One of the tents
houses  a  Skill  Book.

?)   craftI.ng:  Tanning  Rack

§   skill  Book  [Destruction]:  The Art of War

Magic

§  chest
"?   Loose gear

ife [5.H] The Bloodied Bqndil

On the rocky outcrops halfway between
Bthardamz and  Ragnvald is a dead
slumped over the chest he was valia
Expect a wild animal attack as you o
locked chest and  search the corpse.

§  chest(Locked:Novice)          ,"

grg» [5.I] Dmgon Mound:
Ragnvqld vole

This  Dragon Mound remains sealed.  lt opens
during Main  Quest:  Elder Knowledge,  and if you
return during or after this point in the Main Quest,
the mound will  be open and a dragon will  likely
still  be in  this area.  Attack!

fa;ife¢?,  [5.J]  Dwqrven  I
The Wispmother

Just southwest of the crest of the mountain where
the Shrine to  Peryite stands  is a  tiny temple
structure and  fallen  outer ruins.  lt is  home to a
vicious Wispmother.  Slay or flee  if you wish,.  this
location  has  no further  items of note.

ife [5.K] Sabre (al Ravine

ln  the steep crags  south  of the  Shrine of Peryite
is a ravine where a Sabre Cat has been brought
down  by arrows.  There,s loose gear along the
ravine,  and  a skeleton of a  previous feast the
Sabre Cat enjoyed.

?   Knapsack                (3;   Loose gear

ife [5.L] Totem lo lhe Dmgon

the shrine to Peryite are the remains of a Wood
Elf.  There  is  blood  ever)AVhere,  and  the body iS
slumped against a  writhing  stone column,  likely a
totem to dragon worshippers of old.  Among the
offerings  is a  diamond!

()  chest               /ti   Loose gear

PRIMARY LOCATIONS      SECONDARY LOCATIONS
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gfty [5.M] The Exposed Miner

Head east, away from Broken Tower Redoubt.
Once the mountainous terrain drops along your
left (northern)  side,  head  down the first ravine you
see. Close lo a trio of pine trees are the skeletal
remains of a  miner.

§  Mineable ore  (Corundum)

ife> [5.N] Hq9rqVen (amp:
Rqgnvqld Scree

Once you reach Ragnvald, take the winding

path south,  unless you  pass the snow line,  and
enter a  small  Hagraven Camp.  Bloodied goat
appendages are strewn about, but the place is
empty...until you enter the tent and the Hagraven
returns!

()  chest

ae> [5.O] D-rven Rubble:
Salvius Farm Trail

Take the goat trail  north  from  Salvius  Farm  to
discover these sections of dwarven  rubble.  Note
that there may be a World  Encounter occurring
here as you arrive.  Among  the ancient stones
undera  small  bush  is a chestto open.

§  chest

flE]t      3

E» [5.P] Shrine of Zenilhar: Four
Skull Lookout

West of Four Skull  Lookout,  over the  rise of the
hill,  is a  narrow stone  balcony leading  to a  small
Shrine to Zenithar.  A few offerings are available,
but the  main  reason  to visit is the  blessing you
receive.  Fall  off here,  and you,re  likely to die.

(,  shrine of zenithar [2/5]

ue> [5.O] B"sh Strongbox:
Riverside

Close to the chiming  Nirnroot,  just  northeast of the
long  protruding  rocks  in  the  river,  the  bank rises
slightly/ and a collection of dead  brush  makes a
less_than{ompetent hiding  spot for a  smclll dagger
and strongbox.

/?  strongbox ept)            §   Loose gear

5.R] Lost Treasure:
PurewqTer

just east of where the two waterfalls  meet but
before the last waterfall cascades down toward
the bridge,  is a  long-forgotten treasure chest.

",,,)   chest

H.¬  £!1de-Sc.-,_.1:S   i+

s_Try_iITin

aeS [5.S] Forsworn (amp:

Follow the road west past Reachwater Rock
until you  see this small  Forsworn  Camp on  the
hill  to the  south.  As you  approach,  two soldiers

(lmperials or Stormcloaks,  depending on who
controls the  Reach)  attack the camp. Join  in  the
assault,  and they,ll  thank you  for the  help.  Then
loot the four tents and  corpses,  finding  a  Skill
Book  in  a wooden  bucket in one of the tents

"fj)   skill  Book  [Block]:  Death  Blow of Abernanit

('\   chest

()   satchel

",::.   Loose gear

pe [5.T] Dragon Mound:
Kqrthspire BIuffs

Related Ouesl: Main OuesI: Alduim's Wull

This Dragon Mound  ,ls initially sealed.  lt ope
during  Main Quest:  Alduin's Wall.  lf you visit
during or after this point in the Main Quest,
the  resurrected  dragon will  likely be circling
overhead.  Challenge it on the high  bluff near the
mound, or lure to attack the nearby Forsworn
camp at Karthspire Redoubt.

ffigiv  [5.U]  Reachman's AIlar: Red
hole Redoubt

Among the rocks and  scrub southeast (and
downhill)  of Red  Eagle  Redoubt is c]  clifftop

promontory with the  ruined  remains of an old
altclr c]nd a  throne,  along  With  a  Chest and  bird/S
nest.

i;i  chest

A.TLaS.¬,,f  5fi'?'LE.'ji,'L  HOLD 5:  THE  REACH
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Lovers, {qm

Two corpses lie  in this remote camp/  having  been
sclvctged  by a  wild  animal.  Kill  the  bec]st,  then
search  Koran,s body for a  journal.  lt seems she
was eloping with  her lover, Talvur.  The journal
h'lnts al a treasure  nearby;  search  the tree stump
behind the tent for a knapsack and some items.

lfyou  leave the camp and  return  later, you'll
find  that someone else  (perhaps  Karan's father?)
has passed this way: The camp has been cleaned
up/  the bodies buried,  and a  Shrine to Mara  has
been erected to commemorate their love'

()  shrine of Mara  [4/5]             ()   Knapsack

")  Apothecary,s Satchel              §   Loose gear

negiv [5.W]  River Rapids Treasure
{hesl

Follow the path  south  from  Dushnikh Yal as  it
curves around to the east,  and  heacl  left at the

junction  to  the  hilltop/  int
mound has been dug. Aft
outstretched skeletal arms a

(i  chest

h  an  ancientburial

ottom are a few

Journey along the winding  path from the main
road  by the river,  toward Gloomreclch,  and you'll
encounter a  small cliffside  Forsworn  camp with
two foes to defeat or sneak past.

ffigiv [5.Z] Shrine of Dibella: Bridge
tlr Old Hroldqn

lf you follow the dirt trail through Ike southernmost

part of the  Reach,  you can  find  this  small  ruin
perched  near the edge of the bluff.  Pick through
the rubble to find a chest and Skill  Book.  \^/eather

permitting,  there's a great view from the edge of
the cliff-just watch your step.

§   skill  Book  [Enchanting]:  Enchanter,s  Primer

§  chest

ife [5.AB] Cradle Stone (rag

Notable  lnhabitonls

Knight-Palaclin  Gelebor

Prelate  Sidanyis

Special Area

Shrine ofAuriel  [1/  2]

(rofring
Alchemy Lab

Dtingers

Bone Trap

Boulder Trap

Claw Trap

Dart Trap

Spear Trap

Undergroumd

To Forgotten Vale

Miscellaneous

Area  is locke

Chest

Loose gear

Potions

SECONDARY LOCATIONS      ADDITIONAL LOCATIONS
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Exterior
An  unassuming crag  in  the  Reach  is actually the gateway to a vast network of uncharted
caverns and  mountain  land  in  the  northern  climbs of the  Reach  and  Haafingar  Hold.  The
cave  is south of Mor Khazgur and  north  of Druadach  Redoubt.

DarkfalI Cave

Interior:  Dqrkfoll  (ove

ffiffi   Exit To Skyrim

®  vATerfall Pool
Aside from  the  rushing water,  this  place  is quiet.
Continue  to  navigate the curving  tumels  past this
water feature.

ffiae  Hidden  Exit
This small  alcove  has a  Frostbite Spider.
Approach from the south  (as you exit this cave
system once the quest is over,  although  il can  be
opened prior to the quest), and you can  remove
a  hidden  stone wall,  allowing quick access back
out to Skyrim.

erife  River Ride
Cross the  rickety bridge,  optionally mining  the
Moonstone if you wish.  There aren,t any more
tunnels  here,  except the one the  river  is  racing
through.  Take a deep breath  (although you  can
surface easily)  and  ride the two tunnels  into the
lower depths of the cave.

ffiS  subterrqneom spider Lair
You  land on  some  rocks with a couple of Frostbite
Spiders  following  you  downstream.  Tackle all the
spiders as you work your way down  this cavern.
Engage  the Giant Frostbite Spider in  its eastern
alcove  (watch  for the gap  in  the  natural  bridge!)
before  ransacking  its  lair.

"?   chest

®#3  (rossroods Cflmp
A dead  Breton  lies here  (along with a  note on
her  inability to deal  peaceably with  trolls)  near

small  makeshift camp.  Scour it for  items,  then
sess your situation.  lf you,re  running  low on

ies, you ccln take the ascending  Path  that
to the Upper Ledge Cave ancl eventually
to the  Hidden  Exit  (Location  B).  Or you  can
on and take the descending tunnel deeper

the caves. There,s also a secret cave door
here,  just behind  the wooden  planks leaning  up

I the wall.  Use Clairvoyance to  reveal  it,.  it
own to the Great Chantry of Auri-El.

§   chest                                         ,;l`)   Loose gear

?i   Darkfall  Cave  Note             .,(1)   potions

`840    i

rasife  upper Ledge (qve

lf you  take the tunnel that ascends to the west
from  Location 4  (step over the trip wire or face
boulders  in your back), you  end  up  in a circular
cave with  ledges that lead  back up to the Hidden
Exit  (Location  B).  This  is used  to exit the cave  (as

Two trolls are lolloping around  this large cavern
with shallow water pools,  near a
Stay in the eastern  section and deal
They are guarding  a  rather bloody chest.

(;,  chest

!arife#s   Great (hontry of AuH.-El

lf Dawnguard Main  Quest:  Touching  the Sky is not
active,  this area  is empty,  and you  have no choice
but to exit via  the narrow tunnel  here, which  leads
back to the Crossroads Camp  (Location 4), after
dispatching  some additional trolls  roaming  this
area.  lf you are on  the quest, you  meet Knight-
Paladin Gelebor here. Gelebor prepares you for
the Pilgrim,s Path  to five Wayshrines and raises
the Portal lo Darkfall  Passage.  Dip the ewer into
the water before proceeding, and fake advantage
of the blessing  before you  leave.

(::,   Quest  ltem:  Initiate,s  Ewer

"`:,   shrine  ofAuriel  [1/  2]

ffiB  portal to Dorkfqll  Possoge

Interior:  Dorkfall  Pqssqge

ffiB  porlol lo Dorkftill (owe

H_e  3__d.e_. jgcrc.,!is  'f

sTry_iITin

!iasas}  Fqlmer Passage

Odd,  luminous fungus plants recede as you
down  this tunnel.  Watch for Falmer and C
Hunter attacks as you  go.

stus`:.  skeleton/i Grotto

This  is a small grotto with  a  low
the skeleton  here,  but the red
with fine swimming

water ism,I thclt Shallow,.  dive
lo a  hiclden cave  (Location  lO)I

@y,,-.   Hidden (owe
Swim east and up from  Location 9,  into a small
dead¬nd cave where a longrdead Snow Elf lies.
Inspect the  note on  this corpse  if you wish.

f)   Loose gear               \/,)   Potions

S  Trap Tunnel
This winding  tunnel  has  a  trip wire to avoid.

(?   chest                 i:,,..   Danger!  Claw Trap

ngckgas;is   Fqlmer (amp (Lower)
You are  now in the central  part of this cave
system, where the Falmer have built two makeshift
camps  (the other  is directly above this one).  Use
the waterfall  to  judge your position.  This  large,
low{eilinged cave  has a few huts to check
for items and  more  Falmer (along  with  their
disgusting  pets)  to deal  with.  Exit the camp by
heading around  the waterfall  and  moving  north
through a connecting cave to a second  Falmer
Camp  (Location  14).

\,)   chest                  ,3?   potions
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Around the corner to the west of the Falmer Camp
is a  larger villclge with  more huts to search  and
Falmer to fight.  Beware of the chest illuminated
by Gleamblossom;  deactivate the trap trigger
or brace yourself for two claws.  Pass a  strange
skeletal totem as you  leave.  Step over the bone
trap as you  navigate around the large blue crystal
deposits.

§  chest (2)                                    §  Loose gear

?)   Danger!  Bone Trap                  §   Polioms

i?   Danger!  Claw Trap  (2)

®  Ftilmer (amp (Upper)
The passage wraps around to a second cam
directly above the first. This area  is dominate

givgr  Dead-End (hamber
Watch  for the trip wire and Claw Trap.  Enter this
small cave to face a Chaurus  Hunter. Also watch
for spear traps when you try to open the chest;
remove the trip wire beforehand.

rigivi!   DorkfolI  6rotTo:  Vista

The  impressive view over this expansive cavern
also reveals the location of the first Wayshrine,  to
the west.

ffingri   Dtirkfqll Grotto: Long Sloping  Path
Among  the Vale Deer are Poison  Blooms to avoid,
or harvest if you,re quick and grab them  before
they activate.  Continue down to the wclter,S edge.

§   Danger!  Poison  Bloom

ffiS:   Dqrkfall Grotto: Vole Sabre (ot (qve
Among the  rocks  is a  small cave with a  predator
to slay.  A pile of bones in one corner has a  Soul
Gem to gather.

§  soul Gem

eeES  ®  Dqrkfqll Grollo: Narrow Path
Take the  narrow raised  path  of natural  bridges
up from the water,  around past a Vale Sabre Cat
shallow cave,  and finally to the Wayshrine.

ffiB  woTerfoll from  DorkfoII 6ro»o
(Upper)

The cascading waterfall from the roof of this
cavern  is actually an exit from  Forgotten Vale
Location  [FV2.D], \^/aterfall  to Darkfall Gro
You  can,I access  it from  here.



ife igr [DG.13] Arkn9Ihqmz

Puzzle

Tonal  Lock

(ollectibles

Unique Weapon: Zephyr [DG6/7]

MiscelItineeus

Chest

Loose gear

Exterior
Arkngthamz is a  hidden  DwclrVen  ruin  located
in the Reach,  just south of the Ore Stronghold
Dushnikh Yal  and a short romp south of
Reachwind  Eyrie.  As you  approach  its ancient
exterior steps, you feel a  slight vibration,  an
earthquake from down  below.  Push  open the
imposing  Dwarven doors and  enter this ancient
city.

Gffi  Exit lo Skyrim

ap?gr   Fallen Pillo"nd Stream
Cross a  fast-flowing  streclm  Via  a  fallen  Pillar  here.
The remains of a  Dwarven  Spider are at one end
of the  stream.

®  crqnd (dvern (East)
A massive earthquake sundered this room
recently/  caused  by Katria,s failure to solve a
Tonal  Lock,  creating a  huge chasm down the
center.  This side of the cavern  is now home to a

ghost named  Katria, who approaches you shortly
after you enter.

Kfltritl,s Remains

ill-fc]ted  fall  ended  here.  Inspect her
remains for her journal and a few small

i/   Katria,s Journal

_~8~4u!:  ,

asi  Grand Cdven (
The river al the bottom of the cavern  is fast-flowing

(and can be dropped into once your adventuring
here is over) and has several corpses scattered
arounc!  its banks  (two automaton,  two Falmer).
Check the ledge to the right of the waterfall  for
a chest.

¬j  chest

®  I:i:evden(lh:umnbneerl a

Inspect the Falmer corpses and check under
the walkway for a  rare Dynamo Core. Watch
for Dwarven  Spiders as you  progress  into the
waterlogged  room.  Climb the pipe to continue on,
or stay and check underwater for a chest.

()  chest

=r_a   S.t1:i.=  art=.i;+l}lS,   t,^!

s -tli¥-Yin-fatRE

tiREffiife   Kinelit Resonqlors: Machine Room

The first gate opens as the  Kinetic Resonator on
the other side is struck by blasts of steam from a
broken  pipe.  Step  into the  machine room.  Strike
the second resonator (with any weapon) to open
the second gate.  Then  ready yourself for Falmer in
the  next corridor.

®  6rond (qvern (West)
A small  Falmer camp  has been  constructed on
this  side of the cavern.  Remember to check the  hut
and  the  ledge to the north  for a chest.

(:)   chest  (2)

.j`Tl,£l:, t')F'  f`:''ycR'tf.`,i,,  HOLD  5 :  THE  REACH
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urus TunHel

qnd
Take care as you progress up the
rumbling continues.  Before you cross The first
bridge, edge to a small ledge ancl c
cross the bridge.  Expect three Falmer
Remember to double back across the fallen  pillar
bridge to a ledge on the opposite side of the
chasm with some  Falmer fencing.

Barred Chamber umd Inlet Slreflm

Tunnel

Inspect the sealed door to your left (south)  ancl
observe that there is a chest behind  it,  To reach
it,  heacl west to the cliff edge and drop down
to the riverbank,. then turn south and trek up an
inlet stream  tunnel.  This  leads to the  half-fallen
rear of the chamber behind the door and a fallen
Dwarven Centurion at the foot of the waterfall.
Expect Dwarven Sphere combat before the chest.
Use the ground  lever to open the door from the
chamber.

§  chest

®  whterfoll Grotto
Pockmarked with  Falmer nest holes,  attack the
foes  (Falmer and a Chaurus)  here. There are
two  secretareas  (Locations  14  and  15)  on  the
opposite side of the waterfall.

®  Folmer (amp
Slay the  Falmer in  Ibis small  camp'  and  journey
southwest to reach the  next location,  or head
north to continue toward your goal.

t tunnel,  expect Cha

WfllerfoII Gro

the Chaurus Tun
leading to the top of the
for cf Falmer dropping  onto this precarious perch.
check the Tiny ledge to the left (north)  for a chest.
Then  (carefully)  turn  right (south),  drop down the

grotto wall to a lower ledge and to a second,
lower stream.  Inspect this  secret tunnel  for a chest.
Then  drop  into the grotto water in  search of one
more secret,  an  underwater passclge tO the West.
Dive into the pool at the base of the falls and
search  for this tunnel  leading  into  a  thin,  secret
cavern with  another chest, close to the skeletcll
remains of a warrior.

§  chest(3)       §  Loosegear       §   Lotso,Gold

S  zephyr/s Glade
Sitting  on  the edge of a  log  over a  ncISly drop

(where  Katria  fell  from)  is the ghost,s trusty bow`
Carefully reach  for it before making your way up
the  c`liffs  here.

§  unique weapon: zephyr [DG6/7]

ffiae  Tonal Lock (homber
A spectacular summit with dwarven arches to
descend through,  and a flat lower area  littered
with  dwarven arrows and  skeletal  remains  (at
least eight corpses are  here,  some of whom  have

gear to grab).

The second clue is on the corpse of the only
nan-skeletal advemurer lying  on the ground
near your feel.  Search him for a scrap of

paper,  which correctly lists the second and the
third  resonator.  Now take careful aim..-

The correct order to strike the resonators  is
as follows:  lower row,  left (directly above the  left
door). Then  lower row,  right (directly above the
right door). Then  upper row,  left (of the dwarven
head).  Then  upper row,  right  (of the dwclrVen
head).  Then,  finally/  lower  row,  middle  (below the
dwarven head).

Beyond the puzzle  is the treasure room with  an
Aetherium Shard  (called Glowing Crystal Shard
if you  haven,I received this quest yet) a
and other items.  Don,I forget to find the



livhii5run  Hold,  named for the fortress city in  the eastern  part of its vast Tundra  plain,  is the  most centrally located  of the  nine  Holds.  Roads are  numerous and
well  maintained,  and visibility across the  plains  is excellent.  This  Hold  is  relatively flat,  surrounded  by the  mountains of the  Reach  to the west,  Hiaalmarch and
the pale to the  north,  and  Falkreath to the south.  However, Whiterun,s southeastern corner is dominated  by the gigantic and soaring Throat of the World-the
highest mountain  in  all  of Tamriel.  lt is  here that  many climb the 7,000 steps to  High  Hrothgar,  home to the  mysterious  and  reclusive Greybeards.

ife Routes and
Whilerun  is certainly on
of Rorikstead and  up towclrd

ays
ost well-tracked  Holds, with  main  roads and  excellent access west to the  Reach,  with  a  border road  north through  the town
on  Bridge.  The Tundra  plains have a  number of odd  barrows and giant camps to  investigate,  and the center is dominated  by

Fort Greymoor.  The  road  here allows you  to travel  north,  up through  the  mountains  to  reach  the dreaded  Labyrinthian  in  HiclalmarCh.  Farther east is Whiterun
and the roaring White River ancl town  of Riverwood  on  the southern  border with  Falkreath.  Another road  stretches  north  from  here,  into the wilds of the Pale.
There's yet another  road  that skirts the  northern  foothills  of the Throat of the World,  following  White  River valley  into  Eastmarch.  And  although the first of
the 7,000 steps that pilgrims take to reach the summit of the Throat of the World  begins  in  lvarstead  (in  the  Rift),  the actual  mountain  lies within Whiterun,s
domain.  However,  only those possessing a Thu'um  (Shout)  powerful enough to  impress the Greybeards of High  Hrolhgar will  be allowed fo finish the journey to
thesummit.

Services

Followers:  [1 4/47]

Houses for Sale:  [i/5]

Morrioge  Prospects:  [l 3/62]

Skill  Trainers:   [8/50]

Alchemy:  [1/3]

Alteration:  [0/3]

Archery:  [2/3]

Block:   [l/2]

(oniuration:  [0/3]

Destruction:  [0/3]

Enchanting:  [0/2]

Heavy Armor:  [l/3]

Illusion:   [0/2]

Light Armor:  [0/3]

Lockpicking:  [0/2]

One.Handed:  [2/3]

Pickpocket:  [0/3]

Restoration:  [1 /3]

Smithing:  [1/3]

Sneak:  [0/3]

Speech:  [0/4]

Two-Handed:  [1/2]

Traders  [22/1 33] :

Apothe(dry  [1/1 2]

Bartender  [1/5]

BIocksmith  [6/33]

Corrioge  Driver  [1/5]

Fen(e  [1/10]

Ferryman  [0/3]

Fletcher  [1/3]

Food Vendor  [3/9]

General Goods  [3/i 9]

Innkeeper  [3/I 5]

Jeweler  [0/2]

Spe(iol  [0/3]

Spell Vendor  [1/1 2]

Stoblemster  [1/5]

)`~844    I

Colleclibles

Archery:  [2/1 0]

Block:  [1/1 0]

Coniurotion:  [l /1 0]                      Trecsur

Destruction:  [1 /1 0]                       Uniqu

Enchom'ng:  [2/1 0]                      Unique Ws

Heavy Armor:  [1/1 0]                   Unusual £(

Illusion:  [2/I O]

SpefioI Obietls

Shrines:  [1 0/69]                                            Aura

I                                         Aketosh:

Ju!ianos:  [1 /5]

Kynereth:  [1/6]

Mora:  [0/5]

Stendorr:  [1/5]

Tolos:  [3/1 7]

Zenithar:  [2/5]

Srdnding Stones:  [l/1 3]

The  Rifuol Stone

Word Walls:  [2/42]

Animal Allegiance:  [0/3]

Frost Breath:  [0

Ice Form:  [0/3]

Kyne,s

Slow Time:  [0/3]

Storm Coil:  [0/3]

ThroWoice:  [0/1]

Unrelenting  force:  [0/1]

Whirlwind Sprint:  [0/2]

(RAFTING  STATIONS:  WHITERUN

Riverwood  (S!seping Giant

Arcane  Enchanter                         i  Whiterun  (Drogonsreoch)   [6.00]
Riverwood  (Sleeping  Giant Inn)   [6.27]   (qfter

Main  Quest:  The  Horn  of Jurgen  Windcoller)

Riverwood  (Exterior)   [6

(ooking  Pot and  Spit Whiterun  (Wormoiden's)   [6.00]

Whiterun  (Wormoiden's)   [6.00]

Riverwood  (Exterior)   [6.27]   (offer Main

Before the  Storm)

Riverwood  (Exterior)  [6

hiterun  (Warmaiden,s)   [6

Wood  Chopping  Block Whiterun  (Belethor's  General  Goods)   [6.00]

Ire  §>dsul£c.=c.1,  I/

siryiITin

Riverwood  (Exterior)   I

Riverwood  (Exterior)   [6.27]

Riverwood  (I





Total-40:  Hold Capital,  Dragonsreach,  and  38  Hold  LoccltiOnS

[6.00]  Hold  Capitol  City..  Whiterun

[6.00]  Drogonsreoch

Jorl:  Bolgruuf the  Greater

[6.01]  Lund's  Hut

[6.02]  Roriksteod

[6.03]  Serpent's  Bluff Redoubt

[6.04]  Whiterun  Imperial  Camp

[6.05]  Swindler,s  Den

[6.06]  Giukar's Monument

[6.07]  Broken  Fong  (owe

[6.08]  Sleeping Tree Camp

[6.09]  Rannveig's Fast

[6.1 0]  Drelos,  Cothge

[6.I 1 I  Gleenspring  Hollow

[6.1 2]  Dustman's  Cairn

.`        [6.13]   Homvir'sRest
3^: u:[6j4',]   Redoron,s  Retreat

[6.1 5]  Fort  Greymoor

[6.1 6]  Silent Moons  Camp

[6.17]  Halted  Stream  (amp

[6.1 8]   Bleokwind  Basin

[6.1 9]  Western  wet(htower

[6.20]  Whiterun  Stables

[6.21]  Pelogio  Form

[6.22]  Honningbrew Meodery

[6.23]  Chillfurrow  Form

[6.24]  BoThe-Born  Form

[6.25]  Whitewotch Tower

[6.26]  White  River Wotch

[6.27]  Riverwood

[6.28]  Shimmermist Cove

[6.29]  Fellglow  Keep

[6.30]  Groywinter Watch

[6.31]  The  Ritual  Stone

[6.32]  Whiterun Stormclook

(amp

[6.33]  Voltheim Towers

[6.34]  Dorkshode

[6.35]   Guldun  Rock

[6.36]  Hillgrund's Tomb

[6.37]  High  Hrothgor

[6.38]  Throat of the World

Total-24 Points of Interest

[6.A]  Shrine of Akorosh:  Rorikstead

[6.B]  Dragon  Mound:  Roriksteod  Resurrection

[6,C]  The  Expired  Alchemist

[6.D]   Hunter and  Hunted

[6.E]  Shrine  of Zenithor:  Ring  of  Boulders

[6.F]  Fetid  Pond

[6.G]  Shrine  of Zenithor:  Crumbling  Bastion

[6.H]  King  of the  Mudcrabs

[6.l]  Shrine  of Stendorr:  The Two  Pillars

[6.J]  Swallowed  Skeleton:  Greymoor Foothills

[6.K]   Dragon  Mound:  Great  Henge  Resurrecti'on

[6.L]   Puzzling  Pillar  Ruins

[6_M]  N¬cTO

[6.N]

[6.0]  Dragon

[6.P]  The Skeleton's Sfrong

[6.0]  The Lad of the lobe:  8leokwind

[6.R]  Smuggler,s Den: Whiterun

[6.S]  Whitemn Attack (amp

[6.T]  Shrine of Tolos: White River Valley

[6.U]  Hunters,  (amp: White  River Hills

[6.V]   Big  Log  Bridge

[6.W]   Ruined  Toll  and  Wispmother's  Well

[6.X]  The Seven Thousand Steps

Main  Quest:  Before the  Storm

Main  Quest:  Bleak  Falls  Borrow

Main  Quest:  Dragon  RI'Sing

Main  Quest:  The Way of the Voice

Main  Quest:  The  fallen

Main  Quest:  Season  Unending

Main  Quest:  The  World-Eater,s  Eyrie

(ivil  War Quest:  Message to Whiterun

Civil  War  Quest:  Bottle for  Whiterun

Civil  War  Quest:  Defense  of Whiterun

The  Companions  Quest:  Take  Up  Arms

The  (omponions  Quest:  Proving  Honor

The  (omponions  Quest:  The  Silver  Hand

The  (omponions  Quest:  Blood,s  Honor

The  (omponions  Quest:  Purity of Revenge

The  Companions Quest:  Glory of the  Dead

The  Companions  Rodiont Quest:  Ani"l  Extermination  (I)

The  Companions  Rodiont  Quest:  Animal  Exterminafi'on  (ll)

The  Companions  Radiant Quest:  Hired  Muscle

The Companions  Rodiqnt Quest:  Trouble in  Skyrim

The  Companions  Rodiont Quest:  Family  Heirloom

Companions  Rodiont Quest:  Escaped  Criminal

Rodiont Quest:  Rescue Mission

Rodiont Quest:  Striking the  Heorf

nions RudinRt Quest:  Stealing  Plans

nions Rodiont Quest:  Retrieval

s  Rodiont Quest: Totems of Hir(ine

s Rodiont Quest:  Purity

¢diant Guest: Dragon Seekers

ln My Time of Need

Missing  in Adion

Quest: The  Blessings of Nature

ark  Brotherhood Quest:  Breoching  Securty

exuxrsJX¬'iSX<+ asct  Jxro..erct;_ ,~,_,Zll  ~,<,a <,sJ  -i ,,Xefty,

lr w8rtyl 6AV W:

Dark  Brotherhood  Quest:  Hail  Sithis!

Dark  Brotherhood  Quest:  The  Feeble  Fortune*

Dark  Brotherhood  Quest:  Side  Confroct:  Anoriqth

Thieves  Guild  Quest:  Dampened  Spirits

Thieves  Guild  Radiant Quest:  No Stone  upturned  (x3)

Thieves  Guild  City  Influence  Quest:  lmitofion  Amnesty

Miscellaneous  Obie(five:  Innkeeper  Rumors  (the  Bonnered  More)

Miscellaneous  Objective:  Bullying  Broith*  (Lops  Bottle-Born)

Miscellaneous  Objective:  Argonion  Ale  Exfroction*  (Breniun)

TAi!;ieqllOnne¬OA%nI(I(iirve:  Greotsword for a  Great Mon*

Miscellaneous Objective: Andurs

Miscellancou ctive:  Salt for

Habitation: Hold (upi

Cmftifla
AIchemyhabs(2)             Grind

ArconeEnchonter              Skyfong

Blacksmith  Forge              Smelfer

Colleclible

Skill  Book  [Archery]

Arrow, v2  [B1/IO]

hk#nBqonitk [[cBIIo/lkli Death Blow of

Skill  Book  [Enchanfing] :

Enchonter's  Primer  [D2/1 0]

Skill  Book  [Heavy Armor] :

ten: Andurs' Amulet of

ue Weapon:  Bolgruuf,s

Greotsword  [39/80]

Unique Weapon:  Wuuthrod

[40/80]
Unique Weapon:  Ebony Blade

Tf_a  8-derScrsi:a  `J/

s-iryrRTin

Hallgerd's Tale  [Cl/1 0]                          [41/80]

Skill  Book  [lllusion]:  Beforethe             UnusuolGem:  [11/24]

Ages of Man  [B1/1 0]                              Unusual Gem:  [1 2/24]

#i#eBr!#ns[RfESlt)Tiion]:                     #eussfuolGem:  I"/24]

Skill  Book  [Speech]:  Biography            potion"plenty

oftheWolfOue¬n[D2/10]                   Loo;eGeo[

Services

Follower:  Jenqsso  [20/47]

ionll:owkeerh u[ftyr4d7Te

Follower:  Lydio  [22/47]

Follower: Aelo the  Huntress

[23/47]

Follower: Athis  [24/47]

Follower:  Fakes  [25/47]

[!l!o/w467ri Njodo Sfon¬oTm

Follower: RIB  [27/47]

Follower Torvor [28/47]

Follower: Vilkos  [29/47]

House for Sflle:  Breezehome

[3/5]

#o#o&8]Prospect J¬nosso
orrioge Prospect. Uthgerd

e thbroken  [27/62]

T20!?06¥] Prospect Ysoldo

#oj)ojl8] Prospect lydio
M8rriage Prospect Ael8 the

Huntress  [30/62]

#olr;flj!9]Prusp8ct Athis

#o2r)0&e] Prospect:  Folkos

Morrioge  Prospect:  Njodo

Stoneorm  [33/62]

#o4r/0#] Prospect: Rid

T305r/0#] Prospect Torvor

Morriqge  Prospect  Vilkos

[36/62]

Special Obietls

Shrine of Arkoy  [7/1 2]

Shn'ne of Kynoreth  [5/6]

Shrine  of Tolos  [8/1 7]

[r70;;r2]Apothecory) :  Ar(odio

Tloder  (BIacksmith) : Adrionne

Avenicti  [1 6/33]

froder  (Blflcksmith) :  Uffbewh

War-Bear  [1 7/33]

Trader  (Blacksmith):  Eorlund

Trader  (8enerH

froiner  (AIchemy:  Expert)

Trainer  (Henry Armor:  Master)

Fockos  [2/3]

Thiner  (One-Handed:  Journeyman):
Amren  [2/3]

Trainer  (One-Handed:  Expert) :

Athis  [3/3]

Trainer  (Restoration:  Master) :

Donico  Pure-Spring  [3/3]

Trainer  (Smithing:  Master)..  Eorlund

Gray-Mono  [2/3]

Trainer  (Two-Handed..  Master) :

Vilkos  [l/2]

Business  Ledger

Civil  War:  Mop  of Skyrim





©  severio pelogia,s House
Severio         Pelogia

Nestled above the market is the residence of
Severio Pelagic, who owns the Pelagia  Farm

just outside Whiterun/s walls.  Aside from  a
cooking  pot and  some delicious long  tafty treat,
there,s very  little worth  stealing  in  this  single-floor

dwelling/ which  has a  small  bedroom and office
on  either side of the  main  dining  area  and  fire  pit.

()  shadowmark:  ,,Loot,,

©  Morketplo(e
Carlotta Valentia             Fralia Gray-Mane

Brenuin

The Whiterun Marketplace rivals the  Bannered
Mare as the most popular congregation  spot in
Whiterun.  lt is open  during  the day and closed
at night.  When the  marketplace  is open,  stalls
sells various  items,  including  fresh  fruits and

vegetables. The stalls are run  by Carlotta Valentia

(fruits and  vegetables),  Fralia Gray-Mane  (trinkets
and  jewelry),  and  Anoriah  (fresh  meat).

(?  Trader  (Food Vendor)..  Carlotta  Valentia

[5/9]
c,   Food

t\  Trader  (Food Vendor):  Anoriath  [6/9]
c,   Food

(,.  Trader  (General  Store Vendor):  Fralia

Gray-Mane [6/1 9]
"l   Apparel,  Msc.

©  The Bonnered More

Hulda                       Uthgerd the  Unbro

Saadia                     Sinmir

Mikael

The  Bannered Mare  is Whiterun,s  most popular

gathering  place,  a tavern  and  inn that offers cold
mead,  fresh  food,  and  a warm and welcoming
fire.  Its  sign  is thatof a  maieslic  horse carrying  a
banner.  Hulda,  the  publican,  is fond of telling  the
story of the  horse,  which  belonged to a  Nord  king
who died  in  bclttle;  the  king  may  have died,  but

\       his favorite filly carried  his_banker still,  inspiring

E

?
!
B

the  leader,s warriors to victory.  The  building  has
a central tavern  area and a  side kitchen with  a
business ledger and  strongbox near the roasting
spit.  To the rear of the  main  bar area  is a small
bedroom and office where shady deals may be
done. There are two sets of steps to separate
bedroom areas.

(3   shcldowmark:  ,,Loot,,

".:',A)   Follower:  Uthgerd  the  Unbroken  [2 1 /4fl

(?i  Marriage  Prospect:  Uthgerd the Unbroken

[27/62]
(.)   Trader  (Innkeeper):  Hulda  [8/15]

"J   Room  for the  Night,  Food

/-i   Innkeeper Rumors

81B

I,.-v`)   Skill  Book  [Heavy Armor]:  Hallgerd/s Tale

[C1/1O]

()   Business  Ledger

(::.   strongbox  (Apprentice)

()   chest  (2)

©  Guard Barracks (East)
This  set of barracks  bridges the gap  between
the  Plains  District and  Dragonsreach.  lt is also

where you exit after being  iailed  (or escaping
from  jail).  The trapdoor  in  the side alcove  leads to
Dragonsreach  Dungeon.

(:)   Display case  (Novice)

(;)   chest

(v';)   Loose  gear

©  Arcqdio/s (auldron

Arcadia

Arcadia's Cauldron  is Whiterun's apothecary.  lt
sells  potions and  potion  ingredients of all  kinds

and  is  probably the most respected of the city,s
non-Nord-owned  businesses. Aside from  the

goocls she sells,  she  is an  excellent trainer.  Check
the office at the  back of the store  for a  Skill  Book
and the locked  door (Adept)  next to the lab;  this
leads to the area  under the stairs and a chest.
Upstairs  is a  landing  balcony overlooking  the
shop and a  cooking  pot.

"()   shadowmark:  ,,Loot,,

(:\,   crafring:  Alchemy Lab

",:,,  Trader (Apothecary):  Arcadia  [7/1 2]

?   Potions,  Food,  Ingredients,  Books

"?  Trainer  (Arcadia:  Expert):  Alchemy  [2/3]

¬t   skill  Book  [Alchemy]:  Herbalist,s Guide to

Skyrim  [C2/1 0]

(::)   chest

(3,   potions aplenty

©  ysoldo,s House
Ysolda

The young  maid Ysolda  lives  in this  house,  making
handcrafted goods that she  hopes to sell.  She is
currently selling  her goods to the  Khaiiit caravans,
raising  money to buy a  shop of her own.  Her
dwelling  is modest,  locked,  and  has  no loot to
speak oF, although  there,s a  bowl of impressive

potatoes.

(:;;   shadowmark:  ,,Empty,,

"t   Mclrriage Prospect:  Ysolda  [28/62]

Tr_e   3+de_- Sc=cL3   1+/

siryiITin

©  Belethorls General Goods

Belethor

The Wood  Elf owner Belethor will  buy and  sell  just
about anything,  and  he's got a fair collection  of
items that could  best be categorized as  junk.  From
tomatoes to troll  skulls,  there,s something  here  to
steal,  and  a  Skill  Book on  one of the shelves.  ln
the back is a  kitchen,  and  upstairs  is a  balcony,
bed,  and  ledger with a  strongbox.

`::,,   shadowmark:  "Loot,,

",,y?,.   Trader  (General  Store Vendor):  Belethor

[7/1 9]
/``   Apparel,  Potions,  Food,  Books,  Misc.

(:)   skill  Book  [Speech]:  Biography of the \^folf

Queen  [D2/1O]

(A)   Business  Ledger

",/;)   strongbox  (Apprentice)

©  olavq the Feeble/s House
OIavo the Feeble

Besides  being  a  seer,  OlcIVa  iS also something
of a  hermit.  She rarely leaves her house,  and
her  residence  is  usually locked.  Inside,  there,s a
small table with a  Petty Soul Gem and a setup for
a  reading/  but otherwise the place  is devoid a
valuables.

":';   chest

©  ffias [HF.05] Breezehome

Related Quests

Hearthfire Task:  Adoption

Thane Task:  Thane of Whiterun

(rqfting
Alchemy  Lab

Arcane Enchanter

Cooking  Pot

Miscellaneous

Area  is locked

Chest

Loose gear

Potions aplenty

i|J1,S 3f Sit1\T'8i,\4::  HOLD 6:  WHITERUN  HOLD



This dwelling  is currently empty.  Should  you
become the Thane of Whiterun  (by completing
Main  Ques't:  Dragon  Rising)/  you can  purchase
this abode from Jarl  Balgruuf the Greater,s
Steward,  Proventus Avenicci.  Consult the Thane
Quests for more information.  Should you wish to

purchase the children,s bedroom,  it replaces the
Alchemy Laboratory.

:;)   Follower:  Lydia  (Housecarl)  [22/47]

i';:,   House for Sale  [3/5]

i,;)  Marriage  Prospect:  Lydia  [29/62]

Purchase Price: 5,000 gold

Jqrl: Jqrl Bolgruuf the Greater or Jarl Vignor the

Revered

Steward:  Provenlus Avenicci or Brill

Available Decorolions

Alchemy Laboratory (50O gold)

Bedroom  (3OO gold)

Children's  Bedroom  (25O gold)

Dining  room  (25O gold)

Loft (200 gold)

Total cost:  6,500 gold

©  wormaiden/s
Adrianne Avenicci

Ulfberth War-Bear

ife;fa wind District

The Wind  District  is where  most of Whiterun,s
residential  buildings  (including  the  mead  hall

Jorrvaskr) are located and was named because
of the strong  mountain winds that gust through
the area.

©  ©  ofildke/ngqrreeetnh Tree and Temple

Danica  Pure-Spring             Maurice Jondrelle

Acolyte Jenssen                     Lucid

The Temple of Kynareth  is a tall wooden  building
with  a central  praying chamber.  The sick and
weary gather here, and Acolyte Jenssen and
Danica  Pure-Spring  cast their healing  spells.  To
the sides are an office stocked with  books  (one
of them  being  a  Skill  Book found  on  a  shelf)
and a chest and a waiting area with an empty
strongbox. The temple is receiving a  steady flow
of pilgrims,  but these have started  to wane as
the ancient Gildergreen Tree in the main exterior

gathering  place and  thoroughfare  has  begun
to die.

i   Trainer  (Danica  Pure-Spring:  Master):

Restoration  [3/3]

3   skill  Book  [Restoration]:  Withershins

[E1/1O]

Courage,
''l am a warrior and

clll  is  to  pr

battle!,, The  mead  hall  is also the  plc]
may join the Companions as a
ister. The exterior of the building features
rant doors and a rear outside dining and

Inside,  the  main floor is do
mead  hall  and  fire pit.  A Skill

shelf here. At one end of the  hall  is a sparring
area,  and around the sides are vclriOuS Shelves
stocked with books and food. The door at the
north end leads to a  bedroom with another
chest.  The stairs at the sound end  lead down to
the living quarters.  Displayed on  the wall  here
are the pieces of Wuuthrad, a powerful weapon
wielded  by their founder, Ysgramor.  Check
Kodlak \^/hitemane's bedroom chambers to find
an  Unusual Gem that pertains to Side Quest:  No
Stone  Unturned.

which is  handy to use i
adjacent Breezehome
Inside,  speclk tO  Ulfber

who also sells  items)  if

ou,ve purchased the
e entered the city.

Adrianne,

anything.  Behind the counter is a door I
small  kitchen  and  side exit. Upstairs  is a  lancling

!rlooking  the shop.

",`^j   crafring:  Blacksmith  Forge,  Grindstone,

Smelter, Tanning  Rack,  Workbench

(::)   Trader  (Blacksmith):  Adrianne Avenicci

[16/33]
I.i   Weapons, Apparel, Msc

(;)   Trader  (Blacksmith):  UIfberth  War-Bear

[1 7/33]
I.-,   Weapons,  Apparel, Misc

"?   unique weapon:  Balgruuf,s Greatsword

[39/8O]

¢  Loose gear

()  shrine of Kynareth  [5/6]

()  strongbox  (empty)

()  chest

()   potions

©  ©  ol#ISok;I/S Hous

Heimskr

Heimskr,s home  is devoid of important or valuable

possessions,.  it has  been turned  into a gathering
place for  illegal worship.

i?  shrine ofTalos  [8/17]

©  Jorrvoskr
Harbinger:  Kodlak Whitemane

The Circle:  Aela the  Huntress,.  Fork
of Vilkas,. Vilkas,  brother of
scarred

Member:  Athis,  Niada Stone
Vignar the Revered

Housekeeper: Tilma the  Haggard

Blacksmith:  Eorlund era

Jorrvaskr is the ancient an mead  hall
that has served as headquarters of the mercenary

the CompclniOnS for untold  generations.
loccll  legend, Jorrvaskr is actually
ding  in all of Whiterun and once

existed  by itself on the  mountain, with the other
ings the town  being  built up arouncl  it over
nluries. Jorrvaskr is a  place of honor and

/;i   Follower:  Aela  the Huntress  [23/47]

!   Follower: Athis [24/47]

§   Follower:  Farkas  [25/47]

??  Follower:  Niada  Stonearm  [26/47]

??   Follower:  Rid  [27/47]

i?,   Follower: Torvar [28/47]

()   Follower: Vilkas  [29/47]

t\  Marriage Prospect:  Aela the Huntress

[3O/62]
"?   Marriage  Prospect:  Athis  [31/62]

§  Marriage Prospect:  Farkas [32/62]

()  Marriage  Prospect:  Niada Stonearm

[33/62]

()  Marriage  Prospect:  RIG  [34/62]

()  Marriage Prospect: Torvar [35/62]

t^;   Marriage Prospect:  Vilkas  [36/62]

?)   Trainer  (Archery..  Expert):  Aela  the

[1/3]

Tess

§  Trainer (Block:  Expert):  Niade Stonearm

[2/2]

(;)  Trainer (Heavy Armor: Mast

§  Trainer (One-Handed:  Expel

§  Trainer (Two-Handed:  Master):  Villas  [1 /2]

()   skill  Book [Heavy Armor]:  Hallgerd,s Tale

[C1/1O]

(:,.,   unusual  Gem:  [1  1/24]

¢'   Chest (2)

¢   potions

§   Loose gear

Living Ouorters

The main corridor leading  north  begins wit
dormitory where the new recruits sleep. At
end  are four bedrooms of the Circle  members.
Check for the Skill  Book  inside the display case.
There's also a small  bar in one of the bedrooms!
At the far end of the corridor is  Kodlak's  private
chambers,  which  has some rare  items to steal:

(,,   skill  Book  [Archery]:  The Marksmanship
Lesson

§   skill  Book [Two-Handed]:  Song Of Hrormir

[C2/1 0]

()   unusual  Gem:  [1  1/24]

(';.   chest (3)

HOLD  CAPITAL:  WHITERUN
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©  skyforge find the underforge

The Skyforge  is the great forge used  by Eorlund
Gray-Mclne to Craft his masterful Weapons,
shields,  and armor.  lt got its name due to the fact
that il,s a  large,  ancient forge,  located outside on
a mountain,  close to the sky. The forge is large,
and  unlike  most forges  is  rather ornate.  It is  in
the shape on an eagle,  with wings spreading
out from each side.  Eorlund  is happy fo trade  his

es with you,  but will only train you after you
n the Companions.

§  crafring: skyforge, Grindstone
fJ  Trader  (Blacksmith):  Eorlund Gray-Mane

[l 8/33]
c\,   \^leapons, Apparel,  and Misc

(;.   Trainer  (Smithing:  Master):  Eorlund

Gray-Mane [2/3]

§   skill  Book  [Smithing]:  The Armorer,s

Challenge

§  unique weapon: wuuthrad [4O/8O]

Underneath the Skyforge is a hidden orea knowrl
as the Underforge, where those welcomed  into
the Circle of the Companions observe a special
blood  ritual.  This  is only accessible during  the
Companions quest line. You can  return  here to
deliver or utilize Totems;  consult the quests  starting
on page 250 for more cletails.

©  House Gmy-Mane
Olfina the Golden              Avulstein Gray-Mane

House Gray-Mane is the residence of Eo
Gray-Mane and  his children.  lf is a lar
house,  built by Eorlund  over 35 years
Recently/  due to their differing  stances on  I
\^/ar, Clan Gray-Mane has bad relations with
Clan  Battle-Born, with whom they had always
been friendly before the conflict started. Jon
Battle-Born  and Olfina the Golden are said to be
in  love,  but the families certclinly do  not approve
of such actMties.  Outside the house is a  small

paddock with a  cow.  Inside the house  is a central
fire pit and dining  area, with  a small entrance
alcove and Avulstein,s  bedroom.  Upstairs  is a
landing and two bedrooms with some books and
valuables  (usually necklaces)  lying around.

§  shadowmark:  "Loot"

a  chest (4)

Uthgerd/s House
e  house  belonging to the violent Nord

iden  that challenges you  to fisticuffs in  the
Bannered Mare.  Her home  is  locked,  but once
inside,  is full of Nord pottery/  a chest,  and a
mall book collection  in a  nook under the stairs.

Upstairs is an empty chest and  a full display case.

§  chest

§  Loose gear

Trt:   3t_,``+a_- S'===LS   `.,

AVTTjwO`

©  Amren,s House
Amren                  Braith

Amren,s House  is attached to  Uthgerd/s.  Amren
is  usually walking  around  the Wnd  District.  His
wife,  Saffir,  and daughter Braith  may be inside
the dwelling.  There's very little worth  stealing
here.

3.  shadowmark:  ,,Danger,,

t^/  Trainer (One-Handed: Journeyman):  Amren

[2/3]

©  (urlotlq volentio,s House
Mila Volentio

Carlotta Valentia  lives  in  this  house with  her young
daughter Mila.  Find  a  couple of potions  in  one
of the upstairs  bedrooms,  along  with  a  Skill  Book
that,s tucked between  the bed and  end  table.

¢  shadowmark:  "Loot,,

§   skill  Book  [Enchclnting]:  Enchanter,s  Primer

[D2/1 0]

©  House of (lan Battle-Born
Olfrid  Battle-Born                      Jon  Battle-Born

Bergritte  Battle-Born                  AIfhild  Battle-Born

ldolaf  Baffle-Born                        Lars  Battle-Born

This  large house holds three generations of the
equally large Clan  Battle-Born.  This warrior
family-owners of the  Battle-Born  Farm outside
Whiterun-has  lived  in the city for centuries;
their ties to Skyrim and the ancient Nord ways
cannot be disputed.  The Clan  has come out
vocally in  support of the  pro-Imperial  forces  in  the
ongoing Civil War.  Recently' due to their differing
stances on the Civil War,  Clan  Battle-Born  has
bad relations with Clan Gray-Mane, with whom
they had always been friendly before the conflict
slartecl.

The rear door
front door isn't

ed, while the
e ground floor

cooking spit ancl
ing table clominaling the area

Olfrid,s bedroom,
display  (including  a  Ski

(Adept)  leading to a sma

he northwest
aluables on

oak) and a locked door
offI'Ce With books and

an  Imperial Missive,  useful during Side Quest:
Missing  in Action.  On the opposite side is a small
bedroom with  books to check, stairs up to the
balcony, and two more bedrooms.

§  shadowmark:  "protected"

?   Imperial Missive

§  skill  Book [two-Handed]:  Battle of Sancre
Tor

¢,   potions

©  Hall of the Dead
Andurs

The Whiterun  Hall of the Dead  is a single-story,
high{eilinged wooden` structure and  serves
as \^/hiterun,s mausoleum. The main floor has
the sleeping quarters for Andurs  (with a  large
collection of books and small  collection  of skulls)
and a shrine fo Arkay where the people of
Whiterun can come and worship. Check one of
the wall crypts to find an  Unusual Gem  lying  near
the foot of a skeleton-this  pertains to Side Quest:
No Stone  Unturned.

SKYRIM

"',`/   Unique  Item:  Andurs'  Amulet of Arkay

[58/1  12]

(,:'   Unusual  Gem:  [1 2/24]

f,!  shrine of Arkay [7/l2]

(::)   chest

Whiterun (qtacombs
These catacombs contain generations of
Whiterun's dead,  including the bodies of some of
Skyrim,s most honored departed-and not quite
departed. There  is also graveyard outside.

()   skill  Book  [Block]:  Death  Blow of Abernanit

[C1/10]

ife cloud DislricI

The CIoud  District is the  smallest of \^/hiterun,s

three districts.  lt was so named  because it is
located atop the mountain Whiterun was built
on  and  is therefore closer to the clouds than any
other.  lt is dominated  by the  imposing  form  of
Dragonsreach.

©  Drogonsreoch

®¢
The following  leaders of
are  loyal  to the  lmperials clt the Start
of the Civil War.

JorI Balgruuf the Greater

Balgruuf believes thclt Skyrim  should  remain  a  part
of the Empire.  This  has become something of a
confusing situation for the people of Skyrim,  many
of whom are decidedly anti-Empire.  Balgruuf
embodies the very best of what it is to be a  Nord,
but at the same time he supports the Empire,s

presence. This has actually caused  some of these
same anti-Empire residents of Whiterun to al least
reconsider their thinking.  After  all,  if  Balgruuf the

Greater supports the Empire,  then  maybe they are
the  key to Skyrim,s future.  Balgruuf is very close to
his younger brother Hrongar.

HrongaI

Hrongar  is  Balgruuf/s younger brother and  is
something of a warmonger.  He believes  his
brother should organize Imperial forces and wipe
out any Stormcloaks  presence in Whiterun  Hold-
Hrongar dMdes his time among a few activities,
most notably advising  (and sometimes arguing
with)  his  brother Balgruuf and  practicing  with  his
sword and axe against the town guard.

A.TLAS OF S!.iYR!,\Al:  HOLD  6:  WHITERUN  HOLD
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FclrengOr SeereL-Fire (Court Wzard)

Farengar serves the Jarl because of duty, but
Farengar has no interest in the Gvil War and
cerfajnly has no love for the Empire.  He  is
dedicated to the College of Wnterhold and
furthering  the cause of magical research.  So as
long as he is able to maintain his laboratory and
keep up his research,  he really doesn,I care what
the Jarl  believes.

Provenfus Avenicci (Steward)

Proventus essentially tells Balgruuf whatever he
wams to hear and is a politician through and
through.  ln other words,  Proventus is completely
inept as a Steward. The only reason he,s been
able to achieve any manner of success and keep
his  position  is  because  his daughter Adrianne  is
tactically brilliant and  has  been  telling  her fclther
what to tell  theJarl.

The following  residents arrive fo take
control  of Whiterun,  should  this  Hold  fall
during  the Civil War.

Jarl Vignar Gray-Mono

Vignclr Was Once a general and commander in
the  Legion during  the Great War.  He came to
Whiterun to retire and  be near his brother,  the
renowned  smith  Eorlund Gray-Mane.  Because of
his  long  experience as a soldier,  Vignar holds a

place of honor among the Companions, and the
group welcomes his council.  In the course of the
Civil \^/ar,  Vignar shifted  loyallies to  his  home.
He  is angry at the Empire for surrendering  lo the
Dominion  and feels that Skyrim woulcl  be  better
off on  its own,  as  in the ancient times.  When
the Stormcloaks control Whiterun,  they call on
Vignar's experience and wisdom to lead the city
as  its Jarl.

Drogonsreq(h  (Interior)

ffiB  Door to Whilerun

®  Greul Hall
The great hall  is the main chamber of the  keep
and  is where theJarl  holds court on  his throne
beyond the  long tables and central fire pit.  Check
the shelves to the sides for all  manner of books.
here are balconies on the upper floor,  cICCeSSed

the War Room, from which you can peer

fireplace are
feasts of the

I_hewed,  rock-walled chamber where the
sleeps. There  is a  storclge room behind

the door.

ffiRE  Door lo Jarl,s Quorlers

ffiEN  old wooden Door (Requires Key)
This odd door seems sealed from the other side.
Consult Side Quest: The Whispering  Door for
more  information.

When Vignar is called upon to serve as
Whiterun,sJarl,  he names his niece Olfina as  his
Housecarl.  Willful clnd determined,  Olfina accepts
the honorable duly and swears to defend her
uncle,s life with  her own.

Sinmir

Dragonsreach  is Whiterun's  majestic keep.  lt
was constructed  in the ornate wooden style
of the great Nord  longhouses of old. Visually
and  politically,  it is very  much  the focal  point of
the city.  As  is true of the  keeps  in  other cities,
Dragonsreach  serves many important functions.
There is an ornate bridge  leading to the main
double doors. Around to the side  is an entrance to
Dragonsreach  Dungeon.

a war Room
This  is where the Jarl and  his advisors discuss matters of state,  pouring over the Civil War map
book-lined  shelves.  When  needed,  an  Imperial  Legate also  plans from  this  location.

§  civil war.. Map of Skyrim                 §   Display Case (Apprentice)                      §   Loose Sea

Door to Jorl/s Quarters

Door lo Drqgonsreoch, Greflt Porch

e Great Porch  if you want an  impressive
has it that a dragon was trappe

ps history  might repeat itself?
urther  information.

near the

HOLD  CAPITAL:  WHITERUN
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Drugonsreuch Jorl,s Quarters
This is the private quarters of theJarl,  and
entering  here without invitation  results  in you
being  removed,  facing a fine,  or worse.  However,
a  special gem can  be found  here that pertains to
Side Quest:  No Stone Unturned.

§  unique weapon:  Ebony Blade  [4l/80]
/\)   unusual Gem:  [13/24]

ffiRE   Door to  Drqgonsreoch

ffig,i   Inner Hull and Stoircose
§   Display Cases  (Apprentice)  (3)

§   Display Case  (Master)

§   Loose gear

®  proventus Avenicci,s (homber
alhe display case,.  it usually has something

uable  inside.

v^   Display Case (Adept)

()  chest

®  servant,s Quarters
Fianna and Gerda usually rest here,  in  the tiny
alcove bedrooms off the main food storage and
wine vat area.

¢,  chest

ffiffi  Door to Dragonsreoch

Sfr  (hildrens, Bedroom
The Jarl's three children,  Nelkir,  Dagny,  and
Frothar,  sleep here.

§  chest (3)

ffi:ffi   Hrongar/s Bedroom
The Jarl,s  brother sleeps  here. The study desk has
shelves with  books on  them.

®?  JdrI/s Bedchqmber
There are three connected chambers
dining  area,  bedroom,  and  book-filled

()   skill  Book  [Illusion]:  Before the Ages of Man

[B1/10]

()   Loose gear

:  vA8~52

ffiB  Door To Whiterun
Exit onto a  narrow parapet balcony and overlook
the entirely of Whiterun.

Dmgonsreoch  Dungeon

(ell  Plo(k
Arm

Home to a  proportion  of the cily's guard and

are kept,  usually after a drunken  binge.

A  man  named  Arn  is  imprisoned  in  this  location,
but only after you  undertake Thieves Guild City
Influence Quest;  Imitation  Amnesty.

(.:.,   Evidence  Chest

/;,,.   prisoner Belongings Chest

Dungeon tatatombs
Below the cells are the Catacombs,  ideally
explored only after you escape from you
and wish to weave your way lo the smal
chamber, where you can climb a ladder
stancl on some barrels to reach the che
contclin your belongings.  Then open
door [Expert]  or clrop down the hole
ladder leading up and  into [7] Guar

(East),  down  in the Plains  District.

The  -S~,ier£'crc-a   '.`            `
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ifese [6.02] Roriksleqd

Civil  War Quest:  Liberation  of Skyrim

Civil \^/ar Quest:  A False  Front

Daedric Quest.. A Night to  Remember

Side Quest:  ln My Time of Need

Mscellaneous Objective:  Innkeeper Rumors

(Frostfruit  Inn)

Mscellc]neous Objective:  Erik the  Slayer*  (Erik)

Favor  (Activity):  Harvesting  Crops*  (Reldith)

or  (Activity) : arvesting  Crops*  (Lemkil)



Serpent,s
Bluff Redoubt

Dungeon Activity

Retommended Level:  I 4

Dungeon:  Forsworn  Redoubt

Hagraven

(rofting
Arcane  Enchanter

Forge

Tanning  Rack

Workbench -

Dangers

Skill  Book  [Enchanting]:

Chost(s)

Potions

Loose gear

Sharing  a  bor
drawbacks-the

Secrets  [E 1 /1O]

he Reach  has  its
Forsworn have established a

formic!able encampment in Whiterun,s western
flatlands.

Exterior

Slay a  host of Forsworn  as they
defend  their camp,  then  begin  I
for valuables.

§,   crafring:  Forge, Tanning  Rack,  Workbench

§  chest

§   chest  (Locked:  Apprentice)

§   Knapsack

§   potions

§,  Loose gear

Bluff Redoubt (Interior)
begins with a trio of lethal traps:
re plate at the foot of the stairs

art trap)/  jump the trip wire
beyond  (spear trap)/ and avoid the
fe beyond the wire (a

rsworn archer, then des
another pressure plate at the

g ram).  Assail  more Forsworn  and
Hagraven  in the main chamber,  then

Adept-level  door under the platform to
small  room with  a chest.  Place any object

onto the pressure plate that sits atop
open the passage on the upper level

g¥±¥_a  -S ,de_a &=:.i.,i:_i   'f

.rpw54MRA `,

Go through  to discover a  Skill  Book sitting atop
an Arcane Enchanter in the  next area,  along with
a giantchest.  Press a wall  button to open  the
exit gate.

§   Danger!  Battering  Ram Trap  (pressure  plate),

Spear Trap  (trip wire),  Swinging  Wall Trap

(pressure  plate),  Dart Trap  (pressure  plate)

i?   crafring:  Arcane Enchanter

?   skill  Book  [Enchanting]:  Twin  Secrets

[E1/1O]

!\  chest

§   chest  (Locked:  Apprentice)

§   potions

§   Loose gear

negiv [6.04] Whilerun Imperial
(amp

Related  Quests

Civil War Quest (when active,  depending on
who you side with)

H¢bitafian: Military:  Imperial (amp

Imperial Quartermaster  (Blacksmith)

SKYffilRE

ifefe [6.05] Swindler,s Den

Related Quests

Side Quest:  ln My Time of Need

Recommended  Level:  6

Dungeon:  Bandit (amp

Bandit

Kematu

Alik/r

Dangers

Bear Traps

(olleclibles

Skill  Book  [OneHanded]:  Night Falls on
Sentinel  [Dl/10]

Skill  Book  [Pickpocket]:  Thief

Chest(s)

Potions

Loose gear

Tall  rocks east of Rorikstead  mark the entrance
to a sizable.underground cave.  During  Side
Quest:  ln My Time of Need,  this cave
by the AlikJr Coterie as a  base of a
Bandits occupy the cave
mettle against the drunken exter
venturing  insi

ispatch a bandit in  the first cavern
to discover a chest on a sunlit led

(:)   chest

??  Loose gear

Firepit (avern
Silence a few more bandits in the next cav
then collect potions and  loot a satchel that sits on
a crate  in the corner.

"3   scltChel

\^,,   potions

§   Loose gear

Mess

Fight hard to secure this cavern-more bandits
are likely to emerge from the north  passage.
When you  return  to this cavern,  navigating the
high overlook on your way from the Sleeping
Area to the Waterfall Cavern, you can claim a
Skill  Book that rests on  a  crate.

§   skill  Book  lone-Handed]:  Night Falls on

Sentinel  [D2/1 0]

?i   potion



fery cavern, where the bandits, formidable
leader lurks.  Loot the cayern,s giant chest after
he battle,  then  simply continue along  to come full

cle and  return fo the first cavem.

§  Danger!  Bear Traps

§  chest

§   potion

RE [6.06] Giukar,s Monument

Reloled Quests

Side Quest:  Kyne,s Sacred Trials

Temple Quest: The  Book of Love

Recommended  Level:  I 2

Recommended Level: 6

This shallow,  rocky cave stan
Whiterun's western flats.  Inside lurks a  powerful
vampire and several  lowly skeletons.  Search
the entry cavern,s southeast corner to discover
a locked chest, then take the west passage to a
sleeping area, where another mighty vampire
lurks,  along with a  large chest and a few crafring
stations.  Find  a  Skill  Book on the  metal  shelf near
the Arcane  Enchanter,  and another resting  beside
the AIchemy Lab.

Related Quests

Dungeon  Quest: The Secret at the Sleeping
Tree*

Dungeon: Giant (amp

Giant

Mammoth

Ulag

Quest Items

Sleeping Tree Sap

of giants have made
drawn by the my

I tree that grows from a stea
he tree has a sap spigot that you a

quire some Sleeping Tree Sap,  cln
e that greatly increases your
Gin side effects.  Returning  here a

ays will allow another batch of Sa
ested.  Enter the nearby cave

face another formidable giant and
named  Ulag.

galn

Reacl the  note that u
a  new Side QuesHo sel

Sap to Ysolda  in Whiteru

Related Ouesls
Side Quest:  No Stone Unturned

Recommemded Level: 8

Dungeon: Warlock Lair

Sild the Warlock

Subjugated Ghost

Crafting

Alchemy Lab

(aIletlibles

Skill  Book  [Destruction]:  Horrors of Castle Xyr

[B1/10]

Unusual  Gem:  [14/24]



Sild/s Pit

lf you,ve fallen  through  the trapdoor near the
Word  \^/all,  you will  find  yourself in  a  locked
cage,  with  a  madman  named Sild the Warlock
taunting  you  from  just beyond  the  bars.  Exploit
Sild/s  hubris  by crouching  and  pickpocketing  a
key off of him  (you  can  also  pick the  lock,  or  loot
another key out of Sild/s Assistants Satchel  that sits
beside the cage), then escape the cage and slay
the  nefclriOUS  mage.  Claim  a  number of potions

from  this frightening  area,  along  with  a  Skill  Book
and an  Unusual Gem  that pertains to a Thieves
Guild  Radiant Quest.  Then open the south door
and  scale some stairs that lead  up to a chest and
an exit door.

§   Grafting:  Alchemy Lab

§,   skill  Book  [Destruction]:  Horrors of Castle

Xyr  [B1/10]

nusual Gem:  [14/24]

i   Rannveigs Fast Key  (Sild  the Warlock)

§  chest
/;   potions aplenty

ife [6.I O] Drelas,s (olluge

Recommended  Level:  I 2

Dungeon: Warlock  Lair

Drelas

(rofting
Alchemy Lab

Arcane  Enchanter

Chest(s)

Potions aplenty

This quaint cottage  is  home to a  seclusive mage
named  Drelas,  who,ll  attack you  on  sight if you
dare enter.  Slaying  Drelas  is worthwhile,  for the
mage has amassed  a wealth  of valuable potions
and  ingredients.

Related Quests

The Companions Quest:  Proving Honor

Dungeon  Activity

Recommended  Level:  6

Dungeon:  Drougr (rypt

Animal

Draugr

Silver Hand

(rolling

Alchemy  Lab

Dangers

Dart Trap  (pressure plate)

{`::8i6  ,

8

The Battle of Sancre

Wall:  Fire Breath  [1/2]

OSe gear

(rotting
Tanning  RcICk

Chest  (Locked:  Adept)

Loose gear

A hunter has become the hunted  in \^/hiterun,s
western wilds, where a ferocious clnimal  has
slaughtered an  unwary woodsman at his own
camp.  Avenge the poor hunter by dispatching
the  beast,  then  relieve the  man  of his final

possessions.

Scale the  hill  that  lies  northwest of Whiterun,s capital  to discover ancient ruins dug directly into the
hilltop.  You  visit this  site with  your  Shield-Sibling  during  Compa

fraament of Wuuthrad,  the Blade of Ysgramor.  Only a small  p
until you visit the  site as  part of that quest.

=r.a  §:i-`er £crc4Is.y,<

s--kTy__RIM

uest:  Proving  Hon
Dustman,s Cairn



ffiffi  Exit to Skyrim

#ife;ife   Entry (hamber

Inspect the Skill  Book on  the entry chamber,s
central table,  then  loot the nearby chest before
cldVanCing.

§   skill  Book  ITwo-Handecl]:  The  Battle of

Sancre Tor [A2/1O]

fj  chest (Locked:  Novice)

S  (uvernous chamber
Snag  potions from a north  nook in this quiet
chamber,  then  pull a  lever to open  the south

portcullis and advance the plot.

#  crafring.. Arcane Enchanter

(;)   potions

jffii   Buriol  Hall

Dispatch  several  Silver Hand  mercenaries on your
way to this chamber, then  raid the chest beneath
the stairs.  Find  a  larger chest hidden  among  the
upstairs  rubble,  and open  a secret nook in the
upstairs  north  wall  by pulling  the  nearby wall

chain so you  may access a  third chest.  Descend
the  south  stairs and  claim  a  bitof loot from  a  table
on yourway to  [4].

(?   chest

()   chest  (Locked:  Novice)

()   chest  (Locked:  Master)

"?   potions

(i  Loose gear

ngREffiSi   Overgrown  Possqges
Slay a powerful  Silver Hand  mercenary
and several  Draugr in  these passages.

locked chest as you  near [5].

a pressure plate as you descencl this

t*!   Danger!  Dart Trap  (pressure plate)

\S  chest

ffiae  Door to Duslmon,s (rypl

ffiEN  Door to Dustman,s (aim

ffiife  walkwqy (homber
You  arrive  just in  time to witness a  fierce baffle
between the Silver Hclnd and  Draugr. Wait for the
battle to play out, then  slaughl
cut across to  [8].

S  Looping Passtige
Loota  lone chesfas you I arOUn

passage,  heclcling back fowarcl [7].

victors and

I  Prepartilion A

t that ll.es

irs,  then open th

i (Locked:  Adept)

REffi  vAIkwoy (hamber R
Raid a chest on this chamber,s floc)r,  then

search the nearby chest to discover a key that
unlocks the  north  door.

§   Dustman,s  Cairn  Key  ( chest)

i§  chest

®  Ltlb
Mx up a few potions at the Alchemy Lab here,
and  unlock the Novice-level door to access a
closet with  a  potion.

§   crafring:  Alchemy Lab

(,)   potion

ffiB  spider Den and Woterfoll
Combat a Giant Frostbite Spider here,  along with
her young,  then  slaughter the  Draugr that lie  in  the
watery passage beyond.

agment, and you,
all. They will come at
time and  jump off the raised area and over
altar to give you space between you and your
opponent if you  need it.  After the final  Draugr
emerges, a  passage that leads back to the
Dustmcln,S Cairn  is  revealed.

§   Fragment of Wuuthrad

?  word wall:  Fire Breath  [1/2]

i?  chest

§   potions

ffiffi  path to Dustman/s (oirn

ffiRE  polh to Dustman,s (rypl



Dungeon:  Dmugr Crypt

Draugr

Skeleton

Collectible

hest (Locked:  Master

low Whiterun,s central  road to its north end,
and you,Il  fincl yourself standing  before this

plagued graveyard. Slay the undead here to
cleanse the site and  safely
locked-chest'

loot  its giant-albeit

Recommended  Level: 6

Dungeon:  Bandit Camp

Bandit

Dog

Dangers

Bear Trap

Bone Alarm  Trap

Collettibles

Skill  Book  [Sneak]:  2920,  Last Seecl,  v8

[A2/1 O]
Treasure Map  lV  [4/1  1]

Chest

Chest  (Locked:  Novice)

w cave, which  lies  near Whiterun,a
road, has been occupied by ruthless
n a  locked chest in the first cavern

hen make your way into the rear
bandit's chief lurks.  Beware I

he lclrge Chest.

e Treasure Map,
er spoils.

"58 I(

ife [6.l5] Fort Greymoor

Related Quests

Dark Brotherhood Quest:  Side Contract:  Agnis

Recommended  Level:  6

Habitation: Military Fort

Agnis

Bandit

Soldier  (Stormcloak/Imperial,  depending  on

your allegiance during  the Civil  War)

(rqfting
Blacksmith  Forge

Tanning  Rack

Workbench

Dqngers

Bear Traps

Flail  Trap  (trip  wire)

Oil  Pool  Trap

(ollectibles

Skill  Book  [Light Armor]:  Rislav The  Righteous

[C1/10]
Chest(s)

Potions

Fort Gre oof (Interior)

rior consists of three multifloor

towers.  Find a  chest in the middle tower,s  main
floor, and avoid a trip wire and several bear
traps as you  head downstclirS tO explore its lower
level. fake the passage to the north tower next,

H.£  5/idef AJ#C_que,1s  t,i

s-iHJTFTwl

slaying bandits as you head
a  friendly maid  named
so|lth tower
a  large chest and a

f)  Danger!  Bear Traps,

Trap (trip wire)

?i   skill  Book  [Light Armor]:

Righteous  [C1 /i O]

§  chest

§  chest (Locked:  Novice)

§   potions
/)  Loose gear

Fort Greymoor Prison
Dispatch  rugged  bandits as you fight your way
toward a chest that lies al the bottom of the

prison.  None of the cells are worth  opening,
unless you're  simply after some  lockpicking

practice.

(3  chest

()  Loose gear

g» [6.I 6] Silent Moons Camp

Unique Weapon:  Lunar Steel Mace  [45/8O]

Unique Weapon:  Lunar Steel Sword  [46/8O]

Unique Weapon:  Lunar Steel War Axe

[47/8O]
Chest(s)

Potions aplenty

Loose geclr

These ancient ruins,  located  along Whiterun,s
northern  border,  have become home to ruthless
bandits.  Beware:  these scoundrels,  unicIUe
weapons deal additional fire damage,  but only
at night.  This Silent Moons enchant can  be
disenchanted and  put on  other weapons!

ATLAS OF  SKY?i,Rd,,:  HOLD  6:  WHITERUN  HOLD
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Exterior

Slay some tough outer guards,  then  scale the
ruins, exterior steps to reach a small enclosure
at the top/  where more bandits  lurk.  Loot a giant
chest if you ccln  manage  lO  Pick  its tricky lock,
then claim a pair of Skill  Books and  make use
of some crafring  stations before heading  back
clownsfairs and entering  the door to the Silent
Moons Camp.

i.i/   crafring:  Blclcksmith  Forge,  Grindstone,

Workbench

(;i   skill  Book  [Smithing]:  Heavy Armor Forging

[B1/10]

")   skill  Book  [Smithing]:  Light Armor  Forging

?/  chest
"3  chest (Locked:  Master)

/\\/  Loose gear

Silent Moons (amp (Interior)
Slay bandits and  loot a  chest in  the  ruins'  small
interior.  lf you,re able,  pick an Adept-level door
to access a storage room filled with  potions and
another chest.  Climb the central  ladder lo return
outside,  then  loot an exterior chest that you
couldn,I have reached  before.

i?,.   chests  (2)

a   potions aplenty

B> [6.I7] Hulled SIreqm (amp

Recommended  Level: 6

Dungeon:  Bandit Camp

Bandit

(mfring
Blacksmith  Forge

Grindstone  (2)

Tanning  Rack  (2)

Dangers

Bear Trap

Bone Alarm Trap

Oil  Lamp Traps

Oil  Pool Trap

Rockfall  (pressure plate)

Trapped Chest

(oIIeclibles

Unique Weapon:  Poacher's Axe [49/
Chest(s)

Potions

Loose geclr

Mineable ore  (Iron)

BclnditS  have  raised  an  impressive Campsite  just

north  of Whiterun.  This  is good  place to acquire
Iron Ore early in  the game  if you,re into smithing.

Exterior
Avoid falling  into the  pit that lies  iust east of the

camp,. sharpened  stakes will spell your end.
Search beneath the wooden stairs to find two
chests,  but beware the trapped chest near the

potions. Stand back and to thetight when you
open  it to avoid  being  struck by a  swinging flail,
or lockpick the trigger attached to the chest to
disclrm  it.

¢   Danger!  Trapped Chest

§   crafting:  Grindstone,  Tanning  Rack

§  chest (Locked:  Apprentice)

\^/   potions

§  Loose gear

Halted Stream (amp (Interior)
Beware a pressure plate trap as you enter the
mine around which the bandits have built their
camp.  Slay a  bandit within the  mine and search
his  body to find a  key that opens the following

gate.  Face the  bandit chief in the large cavern
beyond-sneak in and  knock down the overhead
lamps to start things off with a  bang.  Search the
room afterward to secure multiple potions and

pillage a  pair of chests. Avoid the bear trap and
hanging  lamp  in the exit passage as you  make

your way back outside. A bandit may be present
sharpening a  unique axe called the  Poacher,s
Axe, which gives  bonus damage against animals.

()   Danger!  Bear Trap,  Oil  Lamp Traps,  Bone

Alarm Trap/  Oil  Pool Trap/  Rockfall  (pressure

plate)

¢   crafring:  BIacksmith  Forge,  Grinclstone,

Tanning  Rack

(3  unique weapon:  poacher,s Axe [48

§`   Key to Halted Steam Mine  (Ban

()  chest

§  chest (Locked:  Novice)

(?   potions aplenty

§  Loose gear

()   Mineable ore  (Iron)

segiv [6.I 8]  BIeakwind Basin

Recommended Level:

Dungeon: Giant Camp

Giant

Mommoth

Colleclible

Chest (Locked:  Expert)

TRAiN!NC5                        THE  !NVENTORY
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Two towering  giants h e camp in the heart
of Whiferun, tending to a herd of aggressive
mammoths.  Slay the brutes and their hulking(
livestock To secure the campsite.  lf you,re able,
unlock the giants,  Expert-level chest to claim eve
more plunder from this site.

ife [6.I9] Weslem Walchlower

Related Quests

Main  Quest:  Dragon  Rising

Dungeon: Dragon  Lair

Dragon  (only during  Main  Quest visit)

Whiterun Guard

This tall tower lies west of Whiterun's capital
and  is patrolled  by Whiterun Guards.  Early in
the Main Quest, a dragon attacks you  here.  This
is your first battle against a  dragon.  Exploit the
defensive nature of the tower to  help you  bring
down the mighty beast.

ife [6.20] While"n Stables

Related Quests

Side Quest:  ln My Time of Need

Hobitolion:  Form

Biorlam  (Carriage  Driver)

Skulvar SableHilt (Stablemaster)

Servi(es

Trader  (Cclrriage  Driver):  Biorlam  [3/5]

Trader (Stablemaster):  Skulvar

Spe(ioI Objects

Business  Ledger

Chest

Strongbox (Locked:  Expert)

Potions

Loose gear

Sable-Hilt

Stop by the stables south of Whiterun's capital
during daylight hours to buy a  horse or buy a
carriage ride to any other capital  in Skyrim.  lf

you,re  hard  up for loot,  pick the stable house,s
Novice+level  lock to break in and  raid the place.
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Related Quests

The Companions Quest:  Take  Up Arms

Favor (Activity):  Harvesting Crops*  (Severio
Pelclgia)

Hahitution:  Farm

Nimriel

Severio  Pelagia

Potion

A windmill draws the eye to this quaint farm, which
lies  just south  of Whiterun,s capital.  There,s  little

worth  stealing  from  these humble folk-better to
leave them  be.

ae> [6.22] Honningbrew Meqdery

Related Ouesls

Thieves Guild Quest:  Dampened Spirits

Thieves Guild  Radiant Quest:  Larceny Targets*

Recommended  Level: 8

Habitation: Special

Animal

Hamelyn

Mallus Maccius

Sabiorn  (Food Vendor)

Venomfang  Skeever

Servi(es

Trader  (Fence):  Mallus Maccius  [5/1 O]

Trader (Food Vendor):  Sabiorn  [6/1 2]

Food

(rqfling
Alchemy Lab

Bear Traps

Flail  Trap  (trip  wire)

Quest Items
Honningbrew Meadery Key (Sabiorn)

Pet Poison  (Sabior)

Promissory Note

860    :

(ollectibles

Larceny Target:  Honningbrew Decanter  [5/7]

Skill  Book  [Alchemy]:  A Game at Dinner

[Al/10]
Skill  Book  [Sneak]:  Three Thieves  [E2/1O]

Chests

Potions

Loose gear

Whiterun's renowned  meadery lies  just southeast
of her capital.  There's  little of interest outside  but

quite cl  bit Of drama  and  intrigue  brewing  Within.

Honningbrew Meodery (Interior)

Speak with Sabiorn  inside the  meadery to

purchase a variety of foodstuffs.  You  need special
keys to enter the  meadery,s basement and  upstairs
office;  these are obtained  during  Thieves Guild
Quest:  Dampened  Spirits.  The office  holds  most
objects  of value,  including  an  informative  note
and Skill  Book found on tables,  as well as a
locked chest that,s further secured  behind an
Expert-level  locked  door  (no  key for this one).  The
office also contains one of seven  Larceny Targets
that pertain  to a Thieves Guild  Radiant Quest.

()   Larceny Target:  Honningbrew Decanter

[5/7]

(\   skill  Book  [Alchemy]:  A Game  at Dinner

[A1/10]
";)   Honningbrew Meadery Key (Sabiorn)

'.';   pet poison  (sabior)

(;,.   promissory Note

()   chest  (Locked:  Master)

(;;   Loose gear

Honningbrew Basement
Beware of bear traps as you purge the brewery,s
basement of Skeevers during the  "Dampened
Spirits" quest.  Beware:  the Venomfang Skeevers
can  poison you.  Stay sh
trip wire from as fora
a  swinging  flail.  Surp

and safely trigger a
s possible to disable

a dangerous mage
named  Hamelyn  lurks in  the cavern  that follows.
Slay him and poison the nearby Skeever nest,
then  read the journal you find on  Hamelyn,s
corpse to learn of his questionable motives.  Loot
a chest here as well before proceeding  into the
boilery.

".')   Danger!  Bear Traps,  Flail  Trap  (trip wire)

/\.:   crafring:  Alchemy Lab

?   skill  Book  [Sneak]:  Three Thieves  [E2/1O]

()   chest (Locked:  Novice)

".:;    potions

Honningbrew Boilery

You can only enter the boilery via the  meadery,s
basement passage-the front door remains locked
at all  times.  Head  upstairs and  optionally steal
from a  locked chest before nefariously poisoning
the giant vat.  Exit the  boilery afterward with the
key that hangs on the wall  near the door.

::   chest  (Locked:  Apprentice)

(`)   Honningbrew Brewhouse Key

Tre  3i_,JitLr £C=,Jig  'J,,

s_irVRTM

i    [6.23] Chillfurrow Farm
*->+

Habitation:  Farm

Wilmulh

(olleclibles

Skill  Book  lone-Handed]:  The  Importance of
Where [E2/10]

Chest

Loose gear

This  small farm consists of a  farmhouse,  a
windmill,  and  a  small  plot of wheat.  Pick the

Novice-level door to enter the farmhouse and steal
From  a  chest  if you  like.  A  Skill  Book  rests  on  the

nearby dresser as well.

ENB, [6.24]  Ba"le-Born Farm

Reloled Quests

Favor  (Activity):  Harvesting  Crops*  (Alfhild

Battle-Born)

Habitation:  Form

Alfhild  BattleBorn

Gwendolyn

(olletlible

Loose gear

Harvest Alfhild  Battle-Born,s crops and  sell  them

back lo her-she,ll pay a fair wage for your
work  in  her fields.  lf you  don't feel  like  lolling

out in  the Skyrim  sun,  pick the farmhouse,s
Novice-level door and  pilfer a couple of coin

purses  from  within.

ffi> [6.25] Whilewqlch Tower

Related Quests

Dungeon  Activity

"-\TJ-,,S  3,:  3,.'?:I  i!    HOLD 6   WHITERUN  HOLD
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Recommended  Level:  6

Dungeons: Spetiol

Whiterun Guard

(oIIe(tibles

Chest

Chest  (Locked:  Novice)

Whiterun guards  patrol this small tower,  which
lies on  the  road  just north  of the city  A small

group of bandits are attacking the tower when
you first approach;  rush  in,  and you  may be able
to lend the guards a  hand.  Strip the bandits of
their valuables,  then  scale the ruined western
tower to claim  a chest.  lf you,re willing  to take
the risk, you can also loot the locked chest and
weapon  racks on the ground  level,  though  Ike

guards consicler it theft if they catch you.  Make
sure to listen  fo the  latest local  gossip before
moving  on.

negiv [6.26] While River Watch

Related Quests

Dungeon  Aclivily

Recommended  Level:  6

Dungeon:  Bandit (amp

Bandit

Haivarr  Iron-Hand

Ulfr  the  Blind

(rtiflina
Alchemy La

Collectibles

Unique Item:  lronhand Gauntlets  [59/

Cnest(s)

Potions

Loose gear

This small  bandit hideout lies east of \^/hiterun,s

capitc]I,  just across the While River,  Pass  through
the small  cave to face the bandits,  leader,
who prefers the cold embrace of the outdoor
mountain  air.

Exterior
Dispatch the exterior guards to secure a chest,
then  head  inside.

"!;;   chest (Locked:  Novice)

White River Wolch (Interior)
A blind guarcl  sits  just inside the cave-he'll call
for reinforcements  if you threaten  him.  Lie
way past the blind sentry and proceed upst
Dispatch  or avoid  the  bandits  in  the  sleepin
that follows.  Loot the chest near the cupboard
before heading  upstclirs tO discover an Alchemy
Lab.  Bandits have been  mistreating  a wolf in
the cavern  that follows.  Free the animal to have

it attack  its captors,  then attack while they,re
clistracted.  Scale the winding  ramp to reach  cI
high  pcISSage
Overlook.

that leads out to the White Ri

",,;i   Grafting:  Alchemy Lab

",,/i,i   chest

i/`   potions

(/i   Loose gear

ife [6.27] Riverwood

Related Quests

Main  Quest:  Before the Storm

Main Quest:  The Horn ofJurgen Windcaller

Main  Quest:  A  Blclde  in  the  Dark

Main  Quest:  Diplomatic  Immunity

Main  Quest:  A Cornered  Rat

Main  Quest:  Alduin's \^/all

Main  Quest:  Paarthurnax

Side Quest: The Golden Claw

Miscellaneous Objective:  Innkeeper Rumors

(Sleeping  Giant  Inn)

Miscellaneous Objective:  The  Love Triangle:
Helping  Sven*  (Sven)

+-ir++++                    T+

onto this rocky overlook, where
der,  Haivarr Iron-Hand,  awaits.  S

this worthy adversary to obtain vclluable Pl
from  his corpse and from the nearby chest.
in the view before Fast-Traveling  away.

§t  chest

i:,,;   potions

§.   Loose gear

§   unique Item:  lronhand Gauntlets  [59/1  I 2]

Mscellaneous Objective: The Love Triangle:
Betrclying  Sven*  (Sven)

Miscellaneous Obieclive:  The  Love Triangle:
Helping  Faendal*  (Faendal)

Miscellaneous Objective:  The  Love Triangle:
Betraying  Faendal*  (Faendal)

Favor  (Activity):  Chopping  Wood*  (Hod)

Favor  (Activity):  A  Drunk's  Drink*  (Embry)

Grafting  Tutorial:  Blacksmithing*  (Alvor)

Grafting  Tutorial:  Alchemy*  (Orgnar)

Hobilotion: Settlement

Alvor  (Blacksmith)

Camilla  Valerius  (Marriage  Prospect)

Delphine  (Innkeeper)

Dorthe

Embry

FaendaI  (Follower;  Trainer:  Archery)

Frodnar

Gerdur

Hilde

Lucan Valerius  (General  Store Vendor)

Orgnar  (Bartender)

Stump  (dog)

Sigrid

Sven  (Follower)

1t?`,A!ae!ft£                         THE  irrdVEf`3TORY
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Follower:  Faendal  [3 1 /47]

Follower:  Sven  [32/47]

Marriage  Prospect:  Camilla Valerius  [38/62]

Trader (Bartender)..  Orgnar [l /5]

Food,  Ingredients

Trader  (Blacksmith):  Alvor  [2O/33]

Weapons, Apparel, Misc

Trader  (General  Store Vendor):  Lucan  Valerius

[8/1 9]
Weapons, Apparel,  Potions, Scrolls,  Food,

Books, Misc

Trader  (Innkeeper):  Delphine  [l 0/I 5]

Room ancl  Board

Innkeeper  Rumors

Trainer (Archery: Journeyman):  Faendal  [2/3]

(rqfling
]fhemy Lab

Blacksmith  Forge

Grindstone  (2)

Tanning  Rack  (2)

Workbench

(ollectible

Chest(s)

Potions

Loose gear

Whiterun,s easfem va
ommunily is the first village that you,re
isit following your escape from Helgen
e friendly villagers here assist you

and give advice during the early stages of your
adventure.

Exterior
Speak with villager
Riverwood.  Alvor

rn  a  little clbOut

I  you fine weapons
and armor and can also give you a Side Quest
involving  the  use of his forge.

§   Grafting:  Blacksmith  Forge,  Grindstone  (2),

Tanning  Rack (2),  Workbe

¢   Loose gear

©  sleeping Giant Inn
Rent a  room for the  night by talking to Delphine,
or purchase food and drink from Orgnar.  Gclin a
Miscellaneous Objective by asking  Orgnar if you
can  use the inn's Alchemy Lab,  and  speak with
Sven,  the  bard,  to gain  another Miscellaneous
Obiective  involving  the  Bard/s College.  Delphine
has a secret room  beneath  the inn with two chests,
an Alchemy Lab,  an Arcclne Enchanter,  and a  lot
of loose items.  Once you  befriend  her in Main
Quest:  The  Horn ofJurgen Windcaller, you  have

clll  Of  it.

fling:  Alchemy Lab

The   ihCzJide+qu £c=oLs   i+f

~nB62n_ i

®  Riverwood Trader
Speak with  this  humble shop,s  proprietor,
Lucan Valerius,  to gain  a  Side Quest involving
the retrieval of a Golden  Claw that's  recently
been  stolen from  his store. Then  browse Lucan,s
impressive array of goods.

§  chest

§   chest (Locked:  Novice)  (2)

(i   potions

()`   Loose gear

®  Alvo"nd Sigrid,s House
lf you followed  Hadvar out of Helgen, you,ll  be
welcomed  into Alvor and  Sigrid/s home.  The town
blacksmith,s  house  has a  few items worth  swiping,
if you,re that kind  of adventurer.

()   Area  ls  Locked  (Novice)

rvt   chests  (2)

jv   potions

§   Loose gear

®  FoendoI,s House
This wily elf has amassed  several  valuables that
are well  worth  stealing  if you  think you  can  get
away with  il.

/)   Area  ls  Locked  (Novice)

§   chests  (2)
/\)   potions

(!   Loose gear

©  Hod and Gerdur/s House
lf you followed  Ralof out of Helgen,  after you
speak with Gerdur, you,ll  be
her humble home

to sleep at

fj   A(Jen

§  chest

§  Loose gear

ne [6.28] S

Dungeon: Falmer Hive

Animal

Dwarven Centurion

Fcllmer

SKYR]M

Dqng8rS

Swinging Wall

Loose gear

This sizeable cave is found at the i
mountains that lie northeast of W

Shimmermist (aye (Interior)
Slay an  overgrown  Frostbite Spider in the first
watery cavern,  and beware the trip wire that,s
stretched across the end of the following  passage.
Slay a  lone Falmer Archer in the  next cavern with
the Falmer tent,  then  proceed along the upper

passage, dispatching  another Falmer and  looting
an  unusual chest on your way to the cave,s  inner

grotto.

(?)   swinging  wall Trap  (trip wire)

§  chest

f/i  Loose gear

Shimmermist Grotto
Pick off more  Falmer in  the grotto,s first tall cavern,
and  raid a tent to loot a chest before descending
to the cavern,s bottom.  Dispatch an overgrown
Chaurus in the passage that leads to the second
chamber, where yet more Chaurus lurk.  Loot a
chest that rests near the mouth of the followin

passage, which leacls to same long-forgo
dwarven  ruins.  Defeat a  powerful  Falmer
along with a  lumbering  Dwarven C
loot one last chest before taking the
back to the cave,s entrclnCe_

§  chests (3)

College of Winlerhold Quest:  Hitting the Books

Side Quest:  No Stone Unturned

Dungeon  Activity

Recommended  Level: 8

Dungeon: Warlock  Luir

Animal

Mages
Atronachs

Orthorn

(rqftin9
Alchemy Lab

Anvil

Arcane Enchanter

Workbench

ATLAS CF SKYRii\.Ate  HOLD 6:  WHITERUN  HOLD
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Dangers
Bec]r Trc]ps

Dclrt Traps

Rune Traps

Quest Items
Book:  Fragment:  On Artaeum

Book:  Night of Tears

Book:  The  Last King of the Ayleids

(ollectibles

Skill  Book [Coniuration]:  The  Doors of Oblivion

[D2/1 0]
Skill  Book  [Destruction]:  A Hypothetical
Treachery

Unusual Gem:  [15/24]

Special Objects

Shrine ofJulianos  [4/5]

Shrine of Talos  [9/17]

(olletlibles

Chest(s)

Potions

Loose gear

This crumbling  stronghold  in Whiterun,s  northeast
mountains has become a  haven for renegade
mages clnd  neCrOmanCerS.

lf you're here for College of Winterhold
Quest:  Hitting  the  Books,  this  location  changes
substantic]lly.  The front door  is  locked,  forcing

you  to enter through the side tower and take the
longer route through the dungeons. The upper
levels of the keep/  previously sealed,  are now
accessible. And a whole  host of unique events
await you. The description  below assumes you,re
here for the quest,.  if not,  expect to have more
flexibility in exploring the space,  and be aware
that most of the unique events described below
will  be replaced by combat with a  hclndful Of
mages and  their familiars.

Regardless, deal with the guardians in
the exterior,  then scale the cliffs to reach the
first-level roof, where a chest awaits you on the
eastern side.

Chest (Locked:  Novice)

ffiB  Exit to Skyrim

©  Flooded (hambers
Avoid the bear traps on your way through the
first two flooded chambers.  ln the second  room,
a  mage unleashes his pet Frostbite Spiders to
fight you.  Slay the QraChnidS and  their master tO
continue on.

§   Danger!  Bear Traps

(;,   potions

i)   Loose gear

©  Treasure Nook
Sidestep a pressure plate as you hecld down the
hall  to loot the chest in  this smc]ll  room.

S   Danger!  Dort Trap (pressure plate)

¬,   chest (Locked: Apprentice)

\^/   potion

(3`   Loose gear

S  (elI BIockA
Detonate a dangerous Rune Trap
spell  before entering this small prison,

powerful mage stands guard. Free the caged
vampires  by pI.eking  the  locks On  their Cell doors

or by using the levers near the mclge. They'll  help

you clefeat the mage here and rush off to battle
the  mages in the  next room  before making their
escape.

"v^   Danger!  Rune Trap  (floor)

§  loose gear

®  (ell Block B
A mage throws a lever as you enter this room,
loosing a  pair of wolves that quickly attack you.
Slaughter them,  then  pull  the  middle of the  room,s
three levers to free Orthorn, who offers to help

you find the books you  seek.  Unlock the nearby
Apprentice-level wooden door if possible,  then
raid the storage room beyond.

/v\  chest (Locked:  Apprentice)

§   potion
^v.  Loose gear

Fellglow Keep

i

Fellglow Keep Dungeons



lffffiREj   Firing Range

A powerful  mage is training  some students  in  this
room,  giving you an opportunity for a  stealthy
ambush.

/\^)   Loose gear

tffiffee,  undercrofr
Lay waste to  more necromancers here,  along with
the skeletons that emerge from the surrounding
sarcophagi.  Claim a chest from  a dead-end  room
at the hall's far end,  then  take the nearby exit up
to  Fellglow  Keep,s  mc]in  level.

ffiE!   Door lo Fellglow Keep

ffiEN   Door lo Fellglow Keep Dungeons

®  (hupel
Cut down  more mages and a summoned creature
in  this  room,  then  grab the Skill  Book.  lfyou

picked  up any diseases from the animals and
traps downstairs,  find  the  Shrine of Halos  buried
amid the rubble on the altar and activate  it to heal

yourself before continuing  on.

§   skill  Book  [Coniuration

Oblivion  [D2/1 O]

he Doors of

i?   shrine ofTalos  [9/17]

"§   Loose gear

®  Fellglow Foyer
Loop around to the keep,s foyer and fight your
way upstairs, slaying two more mages and a
summoned  creature.  (There,s  little of interest in  the
east room aside from a  few more mages.)  Enter
the upstairs west room to find  several Grafting
stations,  some good  loot,  and an  Unusual Gem
for Side Quest:  No Stone Unturned.

()  crafring:  Alchemy Lab, Anvil,  Arcane

Enchanter, Workbench
"!   unusual  Gem:  [15/24]

",,:,,,.   potions

I,?   Loose Gear

®  Library
Kill  or sneak pasta  pair of mages in the round
library.  A Skill  Book and  potion  rest on  the central

tables.

/v\   skill  Book  [Deslruction]:  A  Hypothetical

Treachery

(,?   potion

(/  Loose gear

®  Bedchombers
Defeat a powerful mage and a Flame Atronach
here,  then  loot a chest in the south  room  and find
a  satchel  in the west room.  Unlock the Adept-level
door to gain access to a larger bedroom with a
shrine and  locked  chest.  Continue  up to the  Ritual
Chamber,  making  sure to loot the scrolls and
.potions from the nearby shelf-you,ll  need them.

()   shrine ofJulianos  [4/5]

fJ  Chest

best  (Locked:  Adept)

§   potions

i?   Loose gear

864;

ffiD  Door to Fellglow Keep Ritual (hamber

Ritual (hamber
The  leader of these  mages awaits you  in the
Keep,s Ritual Chamber and  introduces  herself as
"The Caller.,,  Negotiate with  her to obtain the

books you  seek.  You  can  Persuade  her to just let

you take them or offer to trade her Orthorn.  lf you
succeed,  take-the-beaks  clnd  retrace your a_tePS  tO
leave the Keep.

lf you  decide to fight,  the Caller summons
Atronachs and  uses a  unique ability to teleporl
around the room to evade your attacks.  See
College of Winterhold  Quest:  Hitting  the  Books
for tips on  this challenging  battle.  Once  she falls,
take the  books and collect a  key from  her corpse,
which you can  use to  raid the  nearby treasure
room.  Take the trapdoor there to quickly return to
the foyer and  leave this dreadful  place.

()/   Book:  Fragment:  On Artaeum

",,,;)   Book:  Night of Tears

(;)   Book:  The  Last King  of the Ayleids

(?   Fellglow  Ritual  Chamber Key  (The Caller)

(,,)  chest

"(;   satchel

(;i   potions

)   Loose gear

ffiB  Trapdoor lo Fellglow Keep

GB  Exi"o Skyrim

ffiB   Door to  Fellglow Keep Dungeons

ffiB  Door to Fellglow Keep

ife [6.Sol ¬rqywinler Wqlch

Related Quests

Side Quest:  Kyne,s Sacred Trials

Dungeon: AmimoI  Den

Animal

CoIlectibles

Skill  Book  [Archery]:  Vernaccus and  Bourlor

Unique Weapon:  Froki's Bow [49/80]

This  shallow cave  lies due  north  of \^/hiterun,s
breathtaking  mountain, the Throat of the World

[6.38].  This cave used to be a  hideout for bandits,
but a  pair of vicious predators  have recently taken
up residence here.  Slay the foul  beasts clnd then
loot the bandits,  remains.  Find a  unique bow
and Skill  Book resting  atop barrels at the  back of
the cave.

Tr-a  3f_,de_~Scrc|s  `J.

siryRTfu

[6.3l] TIIe Ritual Stone

;i:?;::-±==i-_:
.,.-

Dungeon: Special

Necromancer

Skeletons

Recommended  Level:  6

Special  Objects:

Standing  Stone:  The  Ritual  Stone  [7/13]

Along the road  east of Whiterun,  a series of stone
steps lead  up a  small  bluff.  Slay a dangerous
necromancer and  his skeletal  minions here,  then
inspect the mysterious  runeeovered  stone to
accept a  new sign  blessing.  Those  under the  sign
of the Ritual can  reanimate all  nearby corpses to
fight for them once a day.  Try it now on  the mage

you,ve  just slain!  Note that you  can  have only one
sign  blessing  at a  time,  so activating  this  Standing
Stone will  override your current sign  blessing

(if any).

ggiv [6.32] Whilerun Stormcloak
(amp

Civil War Quest (when active, depending  on
who you  side with)

Hubitqlion: Military: Stormclook (amp

Hiornskar Head-Smasher

Stormcloak Quartermaster  (Blacksmith)

Stormcloak Soldier

Services

Trader  (Blacksmith):  Stormcloak Quartermaster

[21/33]
Weapons, Apparel, Msc

(rofring
Alchemy  Lab

Anvil

Grindstone

Workbench

Spe(ioI Objects

Civil War:  Map of Skyrim

Chest

Potions

Loose gear

j-,TLfiS 3' S#l'*|,*,   HOLD 6   WHITERUN  HOLD
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Recommended  Level: 6

Dungeon: BtindiI (amp

Bandit

(rqfling
Alchemy  Lab

Dangers

Trapped Chest

(olle(tibles

Skill  Book  [Archery]:  The  Black Arrow,  v2

[B2/1 O]

Chest(s)

Potions

Loose gear

Mineable ore  (Iron)

Mineable ore  (Corundum)

A large gang of bandits has taken control of two
neighboring towers cllOng the  road, and they

nd a fell of all travelers who think to  pass.
noble to endure the extortion

Ore Open to avoid the swinging flail trap,
I.cking talent to disarm  the Trigger

?  Danger! Trapped Chest

i)   potions

North Tower
Cross the narrow footbridge that connects the two
towers to reach the north tower, where you  must
deal with  more bandits.  Inspect the book on  the
upstairs  nightstand  to  increase your Archery skill.
AIong the  pclth  leading north  from this tower, you
can  find a few veins of ore.

()  crafring:  Alchemy Lab

§  skill  Book [Archery]:  The Black Arrow, v2

[B2/1 0]

i?  chests (2)

§   potions

()  Mneable ore (Iron),

f!  Mineable ore  (Corundum)

Dungeon: Animal  Den

Animal

(olle(tibles

Skill  Book  [Heavy Armor]:  Orsinium  and  the
Ores

Chest

Potion

Loose gear

Massive bones mark the entrance to this otherwise
unassuming cave,  which  lies at the far east edge
of Whiterun.  Slay a few beasts as you  navigate
the first few caverns and  passages,  which  hold
little of value.  Follow a  stream  to a  waterfall
and  find  a  potion  and  Skill  Book  neclrby.  Nab a
coin  purse  in the  passage that leads to the  next
chamber,  where a  large chest begs looting.

ife [6.35] Guldun Rock

ColIeclibles

Skill  Book  [Heavy Armor]:  The  Knights of the
Nine

Chest

Giants have made camp at Whiterun,s eastern
edge.  Slay two of the brutes  if you  can,  then enter
their cave to plunder gold and valuables from  a
chest.  A  Skill  Book  sits  on  th

as well.
r the chest

Related Quests
Dungeon Quest:  Ancestral Worship

Recommended  Level:  6

Dungeon: Draugr (rypt

Draugr

Golldir

Vals Veran

Dangers

Dart Trap  (pressure plate)

Flail  Trap  (door)

Oil  Pool Trap

(ollettibles

Chest(s)

Potions

Loose gear

These small  burial  ruins  are found  along
Whiterun,s eastern  border,  just west of the White
River.  The  locals  use this  site as a  burial ground
for loved ones.

Exterior

Before entering the tomb,  scale the rocky slope
behind  it and  locate a  hidden chest.  Then enter
the exterior enclosure and  speak with a troubl
man  named Golldir.  Agree to help Golldi
confront a dangerous necromancer name
Veran within the crypt to gain a new quest.

olldir then unlocks the crypt,s door.

¢   chest  (Locked:  Expert)              (,)   Potion

illgrund's Tomb (lmerior)

Follow Golldir into the crypt.  He will accompany

you through here.  Beware of the first trapped
door in  the entry passage,  and  ignite the oily floor
behind the second door to help slay a  mighty
Draugr-or simply avoid the sleeping  monst
Loot a web-covered chest on your wa
bloodsoaked chamber, where you di
remains of Golldir,s poor aunt.  Proc
the west door clnCl  loot a Chest that lies among
rubble.  Sneak through the tight burial passages
that follow to skirt pressure plates and avoid
waking  the resting  Draugr.

Find another chest as you creep toward
Draugr-filled  chamber,  Pull a chain near a Bear

glyph here fo expose a secret passage, th
through and unlock an Apprentice-level doc
access a treasure nook. Open the large north
door to confront Vals Veran  in a  large cham
Defeat the foul  necromancer to avenge Gall
and  obtain  cl  key that OPenS the  nearby dOOr`
Raid a chest and collect more plunder on your
way our of this  unholy place.  Golldir will al

you  a  small  reward,  and  if you speak with
after you exit the tomb,  he will agree lo be
Follower if you  desire.

PRIMARY  LOCATIONS

R¥                    SuESTS



§   Danger!  Oil  Pool Trap,  Flail Trap  (door),

Dart Trap  (pressure  plate)

§   Hillgrund,s Tomb Crypt Key  (Vals Veran)

§  chests  (2)

§  chest (Locked:  Novice)

§   chest (Locked:  Adept)

§  chest (Locked:  Expert)

§  Apothecary's Satchel
\i   potions

§  Loose gear

ife [6.37] High Hrolhgar

Main Quest: The Way of the Voice

Main  Quest:  The Horn ofJurgen Windcaller

Main  Quest:  The Throat of the World

Main  Quest:  Elder Knowledge

Main  Quest: The Fallen

Main Quest:  Season  Unending

Main Quest:  Epilogue

Other Factions: Greybeards Quest: Word Wall
Revelations*

Recommended  Level:  8

Habitation: Special        (olleclible

Arngeir                               Area  ls  Locked  (quest

Borri                                          reqUired)

Einarth                                  Potions aplenty

wulfgar                          Loose gear

This ancient monastery stands  high  upon  Skyrim,s
tallest mountain, the Throat of the World  [6.38],
High  Hrothgar is home to the Greybeards-the
legendary masters of the Voice.  Many important

quests  intersect at this  remote monastery/  but you
can,t enter until you,ve advanced to Main Quest..
The Way of the Voice.

High  Hrothgur (Interior)

Speak with the Greybeards to advance your

quests here.  A host of potions and  ingredients are
scattered  about the monastery's small  interior,  but
anything you take is considered theft.

otions aplenty

h Hrolhgar (ourtyqrd
through any of the north doors to visit High

frigid courtyard. The southeast stairs
mit,  but a  raging  blizzard  prevent
ou,ve advanced to Main Quest:

e commanding view from the north  ledge,

un!

e your Ethereal Form Shout and leap off-
Enter the courtyard/s tower for even  more

stunning views of Skyrim.

`m866      i

H_a   -=11¬`'_er &L-rC.JIS   ',

ife [6.38] Throql of Ike World

Related Ouesls

Alduin,s  Bane

Main Quest:  Paarthurnax

Main  Quest:  Epilogue

Side Quest:  Repairing  the  Phial

Other FcICtiOnS:  Greybeards Quest:  Meditations
on Words of Power*

Recommended  Level:  I 0

Dungeon: Drtigon hair

Paarthurnax

QIIeSt Items

Snow

(olletlibles
Unique Weapon:  Notched Pickaxe

Mineable ore  (Malachite)

The  highest point in  Skyrim,  the Throat of the
World stands at the apex of Whiterun's towering
eastern  mountain, which  forms the border
between  its  neighboring  Hold,  Eastmarch,  This
site  has great significance to the story surrounding
the  Dragonborn.  lt is also the place where special
snow that never melts can be found-a  necessary
ingredient for  ,/The White  Phial,,  quest'

But after coming all this way' why stop here?
Make your way up the final,  rocky slope to  reach
the summit of the  mountain  and  see all  of Skyrim
spread  out below you. Just below the peak is a
vein of rare Malachite  (Glass)  ore,  and a  unique

pickaxe is imbedded in the rock way up fop-a
nice little  bonus for completing your epic climb!

ue> [6.A] Shrine of Akulosh:
Roriksletid

Main  Quest:  Alduin's \^/all

elated Quest: Mtiim Quest:  EIder  Knowledge

This  Dragon  Mound  is  initially sealed.  lt opens
during Main Quest: Alduin,s Wall,  once you
set off for Sky Haven Temple.  After this point,
but before you  begin your search for the Elder
Scroll,  Alduin will appear here and  resurrect
the dragon  Nahagliiv. Alduin cannot be
harmed;  he  resurrects  his  brethren  and flies off.

SKYRIM

But confront Nahagliiv quickly,  or he will attack
Rorikstead and wipe out much of the town.
Alternatively,  you  could  lure him to the town and
use the guards as cl distraction  tO make the battle
that much  easier.

ln the mountains close to  Drelas, Cottage, you
find a  hunter,s body.  Fend off the fierce predator
nearby,  then  search the corpse for valuables.

AIL,AS C,F SK'yf,?!f.,,A\:  HOLD  6:  WHITERUN  HOLD
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erg. A small Shrine to Zenithar has been
built up against the largest of these stones, with a
few offerings.

§  shrine of zenithar [3/5]

West and  a  little south  of Swindler,s  Den  is a
small  pond with  the skeleton of a  mammoth and
a dead  bandit,  still grasping for a  Nirnroot at the

pool's edge.  Search  him and  harvest any nearby
ingredients you  need.

behind the ruin  to reach a  hidden chest on the
arched wall over the shrine.

§   skill  Book  [Speech]:  292O,  Second Seed, v5

§,  shrine of zenithar [4/5]

§  chest (Locked:  Novice)

§  satchel

West: Side Quest:

Due west of Broken  Fang Cave,  just off the
main  road,  is a small  pond with a  number c)I
Mudcrabs,  including a  huge Mudcrab carcass.
Woncler what it would  be  like to fight such  an
enormous creature? Then  return  here for Kyne,s
Sacred Trials to battle the Mudcrab Guardian
Spirit.  Near the pool  is a  rocky alcove with  spilled
blood ancl cln old  skeleton and  some loose items.

?  Loose gear

ffigiv [6.I] Shrine of Slendurr: The
Two Pillars

PRIMARY LOCATIONS   ,  SECONDARY LOCATIONS

Main  Quest:  Diplomatic  Immunity

Main  Quest:  Alduin's \^/all

This  Dragon Mound  is  initially sealed.  lt opens

during  Main  Quest:  Diplomatic  Immunity,  once

you  set off for Solitude-  After this  point,  but
before you  begin your journey to Sky Haven
Temple,  Alduin will  appear here and  resurrect the
dragon Vuliotnaak.  Alduin cannot be harmed,.
he  resurrects  his  brethren  and  flies off.  But slay

Vuliotnaak and  claim  his soul.

ife [6.L] Puzzling Pillar Ruins

rests atop I
the hill  from the east and fake  in  tl

pair of skeletons have slain the ne
that raised them.  Splinter
collect any items on

i  Loose gear

Or

APPENDICES  A



ife [6.N] Bloodied Box: SIeeping
Thee Ctimp

Tree Camp  is a thicket.  Check the ground for
some dried blood, and a strongbox to open.

§   strongbox (Apprentice)

9£toffigiv,,[6.0]  Drqgon Mound:  Lone

RAounlqin

during  Main Quest:  Alduin's Wall.  lfyou visit
during  or after this point in  the Main Quest,  the
resurrected  dragon will  likely be circling  this
location.  Strike  it down and claim  its  soul as

your prize.

aeS [6.P] The Skeleton,s Strong
Box: Greymoor

ln  the rocky scree above the pond to the  northwest
of Fort Greymoor is a copse of trees.  Beneath one
of them  is a  skeleton,  still clutching  the strongbox
it was attempting  to covet.

§  strongbox (Apprentice)

/~B~68w    i

ee> [6.Q] The Lad of the Lake:
Bleqkwind Basin

Northwest of Bleakwind  Basin  is  a  small  lake
shrouded  by mist.  Slicking  out of the water  is a
bony arm,  still  clutching  a  sword.  Claim  il,  then

pick the  nearby  Nirnroot you  wish.

f/i   Loose gear

ife [6.R] Smuggler,s Den:
Whilerun

Beneath the  rocky cliffs on  Whiterun,s  northern
rim  lies a  smuggler,s den,  with  two  bandits who
attack if you approach.  There,s plenty of loose
loot lying about,  including  a supply of Skooma,  a
Skill  Book, and a  horse you can  steal.  Be careful

location,  prior to the epic assault  (from your allied
foolsoldiers and flame catapults)  on  this  lmperial-
allied  strongholcl.

Tr.e  ¬i_c.ier S'c_-i:,i:a  7
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Related  Quests:  Favors: Jobs for the Jorls:  EIisif

the  Fair

On  a  mountain  bluff north of the White  River,  you
can find an  overhang with a  hidden Shrine to
Talos.  Receive a  blessing  here if you wish,  before
helping  yourself to the  offerings. Jarl  Elisif the  Fair

of Solitude will  send you  to this  remote shrine to

dedicate her husband/s Torygg,s \^/ar Horn to
Talos.  But when you do,  prepare to be ambushed
by two Thalmor! A note suggests they have been
waylaying worshippers to the shrine.

{,   shrine ofTalos  Ilo/17]

§  satchel

(i   Loose gear

REse [6.U] Hunters, Camp: While

£TL&S C)F Sk,`f-?.!f.,,.i,  HOLD  6:  WHITERUN  HOLD
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just south of Hillgrund,s Tomb,
tree. A bandit or two are likely to be readying an
ambush  here.  Dropping lhelTI With arrows from
hiding and watching them  plunge into the river is
exceptionally safisfying!  On the northwest side of
the log  bridge, find a chest and Skill  Book hidden
behind the remains of a tree stump.

§   skill  Book  [lllusion]:  The  Black Arts  on  Trial

(i  chest

Along  the winding  path  in  the
the Throat of the World,  close to  Darkwater River,
c]re the  remains of an  old  Imperial  toll  building.
The place  is deserted,  save for the screech  of a
Wspmother, appearing from the well atop the
hill. A Skill  Book rests atop a  large woven  basket
among  the  ruins.

#   skill  Book  [Coniuration]:  The Warrior,s

Charge

reach  High  Hrothgar,  pilgrims  must climb the
Seven Thousclnd  Steps,  a  journey that begins  near
the village of lvarstead  in  the  Rift.  Along  this  path
lie ten wayshrines, which  recount the history of
the Greybeards and the Voice.  Read the stone

plaques at all  ten  shrines to  receive the  unique
Voice of the Sky blessing  (animals  neither attack
nor flee from you  for a day).  You can  repeat the

pilgrimage to  replenish  the  blessing  if you wish.

§  voice of the sky

ife ise [DG.I8] Moldering
Ruins

Fuction: Vampire,s Lair          Miscellaneous

Death  Hound                             Chest

Master Vampire                       Loose gear

Vampire                                         Potions

Vampire's Thrall

Exterior
Overlooking the great Tundra  plains a
on the  rocks close to the  border with  I
is a  small  ruin  now occupied  by VamPIreS.

thralls and a  Death  Hound guardin
tents.  Check the tents for the followi
a trapdoor down  into the  interior.

§   Loose gear

v^   pot.Ions

iterun,

ach,

Interior

A small  Draugr tomb with  a  single corridor
leading  to a  rubble-filled end chamber is  now
home to a Master Vampire and thrall.  After
defeclting  them  (you Can  Sneak around and  ,
behind the foes  using the  rubble on the right side),
search  for the following:

§  chest



a:Hisl6;ions  refer to Eastmarch as one of the  ,,old  Holds.,,  Its ancient capital,  Windhelm,  sits  in the northeast of Skyrim, where the White River races toward the

s;a of Ghosts.  Windhelm  remains the only sizable city in  the otherwise determinedly rural  Hold of Eastmarch, where the volcanic terrain  limits farming  and
development. The entire Hold  is dominated  by sulfur pools where very little grows and  seems sunken  in  com.pared to the higher elevations of the Rift and the
towering Throat of the World.  Most Nords congregate in the  north,  in and  around  the granite walls of Windhelm,  where Ulfric Stormcloak plans his rebellion
against the  Empire.

us Routes and
Travelers to this region s
Whiterun to the west, a
easily.  These  rivers then
northeast. The eastern edge
impenetrable mountain  ran

mbledown Mistwatch and

tisfied  with  the well-maintained  roads  that connect Windhelm  to Winterhold  in  the  north,  head  across to the  Pale and
h  into the  Rift.  The White and  Darkwater Rivers combine  in  this territory/  allowing you  to find your bearings  more

River Yorgrim at the Windhelm  bridge and flow out into Wnterhold and the Sea of Ghosts, with  Dunmeth  Pass fo the
olcl  (and  skyrim  itself)  is dominated  by the  Dunmeth  Pass at lower elevations,  which  merge  into the Velothi  Mountains;  this
es south  into the  Rift and  shrouds the  Orc  stronghold  of Narzulbur clnd  the  hidden  dWarVen  ruins Of Mzulft.  To the south,  the

steep slopes buttressing the  Rift dominate the area.  More rocky terrain can  be found to the southwest and west, toward the foothills
Throclt Of the World.  The interior of Eastmarch is a  no-man,s-land of bubbling  sulfur pools,  giant camps,  crests,  slopes,  and mines.

Servites
Followers:  [6/47]

Houses for Sole:  [1/5]

Marriage  Prospects:  [1 3/62]

Skill Trainers:  [7/50]

Alchemy..  [0/3]

Alteration:  [1/3]

Archery:  [0/3]

Block:  [0/2]

Coniurotion:   [0/3]

Destru(tion:  [l/3]

Enchanting:  [0/2]

Heavy Armor:  [1/3]

Illusion:   [0/2]

Light Armor:  [1/3]

Lockpicking:  [0/2]

One-Handed:  [0/3]

Pickpocket:  [1 /3]

estoroti'on:  [0/3]

ithing:  [0/3]

Ferryman  [1/3]

Ferryman  [DB7/i 6]

FIST(her  [0/3]

Food  Vendor  [1/9]

General  Goods  [3/1 9]

Innkeeper  [2/1 5]

Jeweler [0/2]

Special  [0/3]

Spell Vendor  [l/1 2]

Sfablemoster  [1 /5]

(olletlibles
(optured Critters:  [0/5]

Dragon  Claws:  [0/I O]

Dragon  Priest Masks:  [0/10]

Lot(eny Targets:  [0/7]

Skill Books:  [22/I 80]

Alchemy:  [T/1 0]

Alterofl'on:  [2/1 0]

Ar(hery:  [l/1 0]

Block:  [2/1 0]

Coniurotion:  [1/1 0]

DestTuch'On:   [1/1 0]

Enchanting:  [1/1 0]

Heavy Armor:  [2/10]

Illusion..  [1/1 0]

Light Armor:  [1/1 0]

Lockpicking:  [1/I O]

One-Handed:  [0/I O]

Pickpocket:  [2/1 0]

Unu5uOI Gems:  [4/24

Special Objects
Shrines:  [8/69]

Ahatosh:  [1/6]

Arkoy:  [1/1 2]

Diballo:  [2/8]

Julionos:  [1/5]

Ky"reth:  [0/6]

The Atronoch  Stone

Word Walls:  [l/42]

Animal Allegiance:  [0/3]

Aura Whisper:  [0/3]

Become  Ethereol:  [0/3]

Disarm:  [0/3]

Dismaying Shout:  [0/3]

Elemental  Fury:  [0/3]

870    (

Tr,±  g:,Jig_- Jg=rsliS  `y,

s-iti+_RTfro

Slow Time:  [0/3]

Storm (all:  [0/3]

Throw Voice:  [0/1I

Unrelenting Force:  [0/1 I

WhiriwinA  Sprint:

(RAFTING  STATIONS:  EASTMAR(H

[0/2]

rzulbur  (Ext

Windhelm  (Market

District)   [7.00]

Windhelm  (Poloce of the  Kings:  Wuunferth
's Chamber)   [7.00]

6loombound Mine  (Exterior)  [7.23]

Windhelm  (Condleheorth Windhelm  (House of Clan  Shatter-Shield)

Mine  (Exterior)  [7.23]

Windhelm  (Market

District)   [7.00]
Gloombound  Mine  (Exterior)   [7.23]

Norzulbur  (Exterior)   [7.22]

Windhelm  (Market

District)   [7.00]
NoTZUlbUr  (Exterior)   [7.22]

Gloombound Mine  (Exterior)
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TotaL40:  Hold Capital,  Palace of the  Kings,  and  38  Hold  Locations

[7.00]  Hold  Capitol  (itv:  Windhelm

[7.00]  Poloce of the  Kings

Jorl:  Ulfric  Storm(look

[7.01 I   Uttering  Hills  Cove

[7.02]  Gallows  Rock

[7.03]  Moro's  Eye  Pond

[7.04]  Morvunskor

[7.05]  Kynesgrove

[7.06]  Windhelm  Sfobles

[7.07]  Brandy-Mug  Form

[7.08]  Hloolu  Form

[7.09]  Hollwhost Form

[7.1 0]  Troitor's  Post

[7.I l]  Refugees'  Rest

I  Socellum  of  Boethioh

[7.I 3]  (rodlecrush  Rock

[7.I 4]  Abandoned  Prison

[7.1 5]  Mixwoter  Mill

[7.l6]   Broken  Limb  (amp

[7.1 7]   Cronvongr  Cove

[7.I 8]  Riverside  Shock

[7.1 9]  Witchmist  Grove

[7.20]  Bonestrewn  (rest

[7.21]  Steomcrog  Camp

[7.22]  Norzulbur

[7.23]  Gloombound  Mine

[7.24]  Crogwollow Slope

[7.25]  Mzulft

[7.26]   Lost  Knife  Hideout

[7.27]  Fort Amol

[7.28]  Dorkwoter Pass

[7,29]  Snopleg  Cove

[7.Sol  Eldergleqm  Sonctuory

[7.31]  Dorkwoter Crossing

[7.32]  The Atronoch  Stone

[7.33]  Mistwotch

[7.34]   EostmDrCh  Imperial

Camp

[7.35]  Kogrenzel

[7.36]  Stony Creek  Cove

[7.37]  Crogslone Cavern

[7.38]  Ansilvund

Total-2 1   Points of Interest

[7,A]   Lucky  Lorenz's  Shock

[7.B]  Shrine  of Tolos:  Crodlecrush  Pond

[7.C]  Maro,s  Eye  Stones

[7.D]   Frost Troll  Den:  Uttering  Hills

[7.E]  Shrine of Tolos:  Watcher of Windhelm

[7.F]  Hunter,s Camp:  Windhelm  Ploteou

[7.6]  Windhelm Atto(k  Camp

[7.H]   Dragon  Mound:  Kynesgrove  Resurrection

[7.l]  Hunter's (amp:  Dunmeth  Pass

[7.J]  Wild  Animal  Den:  Dunmeth  Pass

[7.K]  Hunter,s  Camp:  Sulphur  Soaking  Pools

[7.N]

[7.0]  Witchmist Sulphur

[7.P]  Hunters'  Camp.. STenm

[7.0]  Mistwotch  Folly

[7.R]  Shrine of Akotosh:  She

[7,S]  The Moumful  Giant

[7.T]  Dragon  Mound:  Mzulft Foothills

[7.U]   Hunters'  (amp:  Slopes  of  Kogrenzel

[DG. 1 6]  Mzu[fr:  Dworven  Storeroom  (Updated)

(see page 888)

[HF.06]  Hierim  (updated)  (see pose 876)

[DB.01]  Northern Maiden  (see page 874)

Favor  (Activity) :  The  Gift of  Chorityt  (Angrenor  Once-Honored)

Favor  (Activity):  The  Gift of  Chorityt  (Sildo  the  Unseen)

Favor:  Special  Deliveryt  (Adonoto  Leotelli)

Favor:  A Good  Talking Tot  (Scouts.Many-Marshes)

Favor: Sporting  Pormerst  (Rolff)

Fovor: A hiwle  tight Thieveryt  (Sfundsin-Shadows)

Favor:  A  Hwle  Light Burgloryt  (Revyn  Sodri)

Trader  (Fence):  Nironye  [5/1 0]

Trader  (Ferryman):  Giolund  Salt-Sage  [DB7/T6]

Trader  (Food Vendor):  Hillevi  CrueLSen  [8/9]

Trader  (General Store Vendor):  Awol Atheron  [9/1 9]

nder):  Nironye  [1 0/i 9]

dor):  Revyn  Sodri

TTadSr  (Spew Vendor) : Wuunferth the

Main  Quest:  Season  Unending

Civil  War  Quest..  Joining  the  Stormclooks

Civil  War  Quest:  The Jogged  Crown

Civil War Quest:  Message to Whjterun

Civil  War  Quest:  Liberation  of Skyrim

Civil  War  Quest:  A  False  Front

Civil  War  Quest:  Rescue from  Fort  Neugrod

Civil  War  Quest:  (ompelling  Tribute

Civil  War Quest:  The  Bottle for Fort Snowhowk

Civil  War  Quest:  The  Bottle for  Fort Sungord

Civil  War  Quest:  Bottle  for Whiterun

Civil  War  Quest:  Reunificotion  of  Skyrim

Civil  War  Quest:  Battle for Windhelm

Side  Qoest:  Rise  in  the  East

Side  Quest:  Blood  on  the  Ice

Side  Quest:  The White  Phial

a Quest:  Repairing the  Phial

k Brotherhood Quest:  Innocence  Lost

Btotherhood  Quest:  Mourning  Never Comes

oed  Quest:  Breoching  Security

diont Quest  No Stone Untumed  (x2)

Influence Quest:  Summerset Shadows

Innkeeper  Rumors  ((ondleheorth  Hall)

ctive:  Crew Cult  (Kiar)

iective:  Nightshade for the  Unlivingt  (Hillevi

Molborn's Long  Shodowt  (Molbom)

cfl'vity):  A Drunk's  Drinkt  (Brand)

(Activity) : A Drunk's  Drinkt  (Tobiorn Shatter-Shield)

"72  i

Servites
Follower: Adalaiso Vendic(i  [34/47]

Follower: Stermr [35/47]

Follower: Colder [36/47

House for Sole:  Hiem'm  I

Morriqge  Pros

Morrioge  Prospect:  Angrenor Once-Honored  [4 1 /62]

Mam'age Prospe(t:  Stenvar  [42/62]

Morrioge Prospect:  Viola  Giordono  [43/62]

Morrioge  Prospect..  Ouintus  N8VOle  [44/62]

Morrioge  Prospect:  Revyn Sodri  [45/62]

Mom.age Prospect:  Colder  [46/62]

Trader  (Apethecory) :  Nurelion  [8/1 2]

Trader  (Borfender): Amborys  Render  [2/5]

Trader  (Blacksmith) :  Oengul War-Anvil  [22/33]

H_e  Sf:,1e._- £cr=.,iis  `J

s_-iryTRTin

Trainer  [Destrudion: Joumeyman] : Wuunferfu the

TTOiner  [Heovy Armor:  Journeymn] :  Hermir Str

Tr8ifler  [h'ght Armor: Joumeymon] :  S(

Trainer  [Pickpocket  Expert] :  Sildo the

Trainer  [Speech: Joumeymfln]..  Revyn

Skill  Book  [Block] :  The Mirror  [D2/1 0]

Skill Book  [Coniurotion]:  2920,  Frosrfull, v1 0  [Al/1 0]

Skill  Book  [Destwcfion] : A Hypotheh'col Treachery  [A2/1 0]

Skill Book  [Heovy Armor]: The  Knights of the  Nine  [E2/1 0]

Skill  Book  [l]lusion]: The  Block Arts  On  froil  [E1/1 0]

Skill  Book  [bght Armor]:  I(e and Chifi-n  [AZ/1 0]

Skill  Book  [Pickpocket] :  Thief  [D1/1 0]

Skill  Book  [Sneok]:  The  Red  Kitchen  Reader  [D2/i O]

Skill  Book  [Speech]:  2920,  Second  Seed,  v5  [A2/10]

Unique  Item:  Violo's  Gold  Ring  [60/I 12]

Unique  Item:  Strange Amulet  [61/1 1 2]

Unique  Item:  Necromoncer Amulet  [62/1 1 2]

Unusual  Gem:  [16/24]

Unusual Gem:  [1 7/24]

Spetiol Objects
Business  Ledger

(ivil  War:  Mop of Skyrim

Shrine of Arkoy  [8/1 2]

Shn'ne ofTolos  [1 i/17]

Chest

Potions aplenty

Loose gear

ATL4.5 0F Si¥Rjivt  HOLD 7:  EASTMARCH
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Exterior and Dockside
The Docks,  located  just outside the city walls to
the southeast,  make up Windhelm's secondary
economy.  Here,  merchants receive raw materials
and other goods from  all over the Empire,  and
ship out processed goods and  raw materials
unique to Skyrim.  The Windhelm  Docks are also
where the East Empire Company has  its only
office outside of Solitude.  Most of the dockworkers
are poor Argonians who live on the docks  in
a  large,  ramshackle residence known as the
Argonian Assemblage.  They are the  lowest class
in  all of Windhelm,  and  the  Docks district is  their

domain.

©  (ity Gales and Bridge
Windhelm,s  large fortified  main  c

primary means of entry into the :
leading  to the gate from  the Stab

parapets,  mostly in disrepair,  but

serves as the
The  bridge
as side

eTS a good
view of the  ominous  main  walls.  Head  into the
belly of the  bridge  (there,s an  interior barracks)  to
discover a  Skill  Book  resting  on a  table.  You  CCI

A        tdhreopbridogwe; :oytthheedgoact:side from the righ

§   skill  Book  [LightArmor]:  Ice  and

[A2/1 0]

East Empire (ompany
Orthus  Endario

Adelaisa Vendicci  (after Side Quest:
East has started)



Argonian Assembltlge

Shahvee

Stands-In_ShaIlows

Scouts-Many-Marshes

Neetrenaza

The Argonian  Assemblage  is a  jail-like dwelling
on the freezing Windhelm  Docks that serves
as  communal  housing  for the city,s Argonian
dockworkers.  lt is the worst building  in  all  of

Wndh6lm,  outside the protection of the city,s

giclnt Stone Walls.

§  Marriage Prospect:  Scouts-Many-Marshes

[39/62]

§  Marriage Prospect: Shahvee [4O/62]

§   Trainer  (Light Armor: Journeyman):  Scouts-

Many-Marshes  [1 /3]

kill  Book  [Pickpocket]:  Thief  [D1/10]

®  warehouse
An old warehouse with
barrels and crates.

f/.,   Knapsack

© Dock and the N
Kiar

Dalan Merchad

but slightly  musty

The main clockstde where the Argonian workers
are ferrying wood and  using the fanning  rack is
also where the N(orfh  W;nd is moored. Captain
Kiar and first mate  Dalan Merchad are sitting
on  this vessel,  planning their next trip  into the
Sea of Ghosts. The steps between the Argonian
Assemblage and the Warehouse leads to another
Tanning  Rack,  and  the city,s  smaller,  East Gate.

ffiRE,  Gort (Ferry-nH3/3]

§  crafring:  Grindstone, Tanning  Rack,
Workbench

[DB.OlI Norlhem
maiden

874

Gialund Soll-Sage

Gialund/s  surname  is  born  from  his  love of the
sea.  He,s the proud  captain of the  Norfherr)
Mc"'den,  well  known  in  Raven  Rock.  Being  one of
their only lifelines to the  mainland,  he commands
a great deal of respect.  Gialund/s passion  for the
sea  is  evidenced  by his commitment to  his  ship,
which  (although  small)  he  keeps  in  fine working
order.  Ferrying  individuals and  supplies to and
from Windhelm  has  kept him occupied for a
better part of the  last 2O years,  and  he  insists  he'll
keep doing  it until  he dies.

Lygrleid

Sagrlaf

Only a  single ship sails the waters  between
Skyrim  and  the  porlof Raven  Rock on  the  isle of
Solstheim.  lf you  intend  lo visit the  isle,  speak to
captain Gialund aboard  his ship/  the  Northem
Maiden.

During  Dragonborn  Main  Quest:
Dragonborn,  it transpires that Gialund was
befuddled for most of the trip/  losing whole days
of his  memory after agreeing  to bring the Cultists
aboard.  He  has  little desire to  return  to Solstheim,
though.  Unless you:

(500 gold)  Agree to pay him  double  his  usual
rate, or

(Persuade)  Tell  him  he owes you  for  bringing
those  killers to your doorstep/  or

(Intimidate)  Let him  know you,re  not taking  no
for an answer.

When  successful,  Gialund agrees to set sail
but leaves  immediately.  Ready yourself for the
voyage to Solstheim.  However, you can also visit
the Nowhem Ma/'den without the forewarning
of any Cultists or knowledge of Solstheim.  lf
Dragonborn Main Quest:

you  must

ffiP          ®reee  y®es  ffiFgriV©  ire  S©!Sflhaeirm,

stuealy  fife©  w®F!di  maspeS  ®#  S!¬ygrim

asreal  S®istife©im:

"..                                                                                                                                     ?

s®aetifewes?  ®i  ffiffivem   ffi®gifeo

5kypim:  ¥©us  sha®asid  ses®  ffiae  engrF®W  jusg#  eesSt

oi  i!1e  lvt/reck  Of  the  tfV'irlier  War.

Both  (lrrows  (ll!ow  Fqsi  Tro.v.el  to  ond  !rom

Skyrim.   Fe?  fF©©o  Efais  is  irmpe®gr#aeFTft/   ffiS  yeas

`                                                                                                                   .

.                                                                    `

wtiaefr  g®  feeffld  b®Eweem  fine  tw©  iffindi  aelesSSeS!

The Stone Quarter is Windhelm's central
district,  the one visitors first enter when  passing
through  the Main  Gate  into the city.  lt contains
the marketplace and the most important shops
and  inn.

ee  south Gale
Rolff Stone-Fist        Angrenor Once-Honored

Just insicle the main gate are a  number of stone
steps and thoroughfares around the Candlehearth
Hall.  Rolff Stone-Fist  is  ranting  his  racism  against
Dark  Elf Suvaris Atheron  as  his  lackey Angrenor
Once-Honored  looks on. This ugly undercurrent
of racial tension clashes with  the spectacular and
sturdy ancient Nord architecture of this wondrous
walled  cily'

Elda  Early-Dawn             Susanna the Wicked

Adonato  Leotelli               Nits

Candlehearth  Hall  is the city,s  inn,  but to  the

people of Windhelm,  it is  much  more than  that.  lt
is a  plcICe Of Warmth,  comfort,  and  Security,  Where
all the troubles of the outside world are drowned
away by cold  mead.  The  inn gets its name from
its giant fireplace,  with  a  fire that is constantly
attended.  On the hearth above the great fire sits

ATLA,S #F SRYR!,i.ft:  HOLD 7:  EASTMARCH
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fj  Marriage Prospect.. Stenvar [42/62]

i)  Marriage Prospect: Viola Giordano [43/62]

§  Trader (Innkeeper):  Elda  Early-Dawn

Ill/l5]
f-,   Room for the night,  Food

*   Innkeeper Rumors

§   Business  Leclger

#  Adonato,s Book

§  strongbox (Adept)

f;   potions

§  Loose gear

it:ffiffi  (olixlo,s House of (uriosities
\Mndhelm,s  Blacksmiths consists of Oengul,s

personal  residence, with scattered weapons and
books  inside,  clnd  the  Smithing  apparatus Outside,
close to the MarketplcICe.  The alle)^^/ay back to
the South Gate  has a Wood Chopping  Block.

f,i  shadowmark:  ,,Loot,,

§   Grafting:  Blacksmith  Forge,  Grindstone,

Smelter,  Tanning  Rack,  Workbench

v^  Trader  (Blacksmith):  Oengul  War-Anvil

[22/33]
c-)   Weapons, Apparel, Misc

()  Trainer  (Heavy Armor: Journ¬

Strong-Heart [3/3]

§  Loose gear

S  Markelploce
mllevi  Cruel-Sea

Aval Atheron

The  marketplace consists of a grou
shops close fo the  Blacksmiths
Phial.  During  the day/  when  I
open,  stalls  sell various  items,  f
fruits and vegetables.

The White Phial  is Windhelm's apothecary
and  sells all  manner of potions and alchemical
reagents.  ll was named after an item of
legend,  the White Phial, a  potion  bottle  macle
of magicc]lly  infused  snow,  which was  saicl  to
replenish any liquid  placed  into it,  one day after
that liquid  was consumed  or emptied.  The truth
is,  the White  Phial  is quite  real  and  is coveted

greatly by the establishment's owner and  resident
alchemist,  Nurelion, who has  recently learned
of its location.  ln a'ny case,  search  behind the
counter to discover a  Skill  Book.

!  Grafting:  Alchemy Lab

§  Marriage Prospect:  Quintus Navale [44/62]

§  Trader (Apothecary):  Nurelion  [8/1 2]
c)   Potions,  Food,  Ingredients,  Books

(i   skill  Book  [lllusion]:  The  BIack Arts  On  Trail

[E1/1O]

(/   Business  Ledger

§.  strongbox (Adept)

§   potions aplenty

§  Loose gear

®  Hq[I of the Dead
Helgird

he \^/indhelm  Hall of the  Dead
ucture that serves as both  m
rime to Arkay- The
he shrine,  and  peopledo a

I the rest of the  build'lng
s,  hold generations

is overseen  by
Outside is a gra

main  thoroughfare,.  this  is i e of a gruesome
murder that begins Side Quest:  Blood on the lee.

§  shrineto Arkay [8/12]

"?   Knapsack

®g  Temple of Thlos
Lortheim

Jora Wng-Wish
The Temple ofTalos is  immense
and due to the current Civil War,  i
full-fledged Temple of Tales  in all
in Wndhelm,  a city held  by the Storm

people are free to worship Talos freely.
get a  Blessing at the altar,  and the pri
behind  in the alcove, which  has
books you  might wish to read.

§   shrinetoTalos  [1 1/l7]



Gmy Quarter

The Gray Quarter was so named because of the
sheer number of Dark Elves who reside here.  lt
was once named the "Snow Quarter," but that
was a  long  time ago.  But to the elves,  the name
"Gray Quclrter''  iS One Of derision,  Cruelly,  and

discrimination. They believe the  Nord  people of
Windhelm  have always seen  them  as outsiders
and  hated them  because of it.

oUnique  Item:  Viola's  Gold  Ring  [6O/1  12]

S  Belyn Hloqlu,s House
Belyn Hlaolu

This  is the  house of Belyn  Hlaalu,  owner of the

Hlaalu  Farm,  which  is  local

walls to the  south.  The  h
there's a  chest and  Skill
upstairs.

st outside the city
ell  kept,  and
dark corner

()  shadowmark:  ,,Loot,,

§   skill  Book  [Coniuration]:  2920,  Frostfall,

vlO  [A1/1O]

§,  chest

§,,   Knapsack

§   potion

@:6  Arheron Residence
Faryl Atheron

Suvaris Arheron

This  large  building  serves as the  home of the
Dark Elf Atheron family/  whose members have
been  hard-working  laborers  in Windhelm for
nearly three generations.  The Atherons are also
tired  of feeling  like second{lass citizens and are
fairly strong  leaders on  the  Dark  Elf community of
Windhelm.

()   potions

®  New 6nisis (ornerclub

876v

business  ledger.  ln  the  basement,  cI  Skill  Book is

tucked  between  barrels  beneath  the stairs.

\^/,  Trader (Innkeeper):  Ambarys  Rendar [2/5]
"`_)    Food

c,,   Innkeeper Rumors

&\   skill  Book  [Alchemy]:  A Game at Dinner

[A2/1 O]

(:)   skill  Book  [Sneak]:  The  Red  Kitchen  Reader

[D2/1 0]

\^,   Business  Ledger

¢   potions

"?   Loose gear

ffiS  sodri,s used wares
Revyn Sadri

Sadri,s  Used Wares is a  large pawnshop,  and the
owner,  Revyn  Sadri,  will  buy and  sell  just about
anything/ with the exception of any goods  he
knows  are  stolen.  Look on  the counter shelves for
a  Skill  Book.

":\   Marriage Prospect:  Revyn  Sadri  [45/62]

§  Trader  (General Store Vendor):  Revyn  Sadri

[11/19]

3   Weapons,  Apparel,  Potions,  Food,
Books, Misc

of Whiterun and  has the largest buildings in the
entire city,  including  the clnCient and  majestic
Palace of the Kings.

Trc;  3.de.St_.r3Lit  1/

sitiJ-iITin

p House of Cltin Shatter-Shield

Torbiorn Sh

Tova Shatte

Nilsirle SHH

Clan
for generations.  They

garnered from the city,s shipping  inclustry,
have not needed to do any kind of work for
long  as anyone  in the city can  remember (
to the jealously ancl general derision of m(
citizens).  They still control  much of the shipping
but leave the particulars up to their supervisor
Suvaris Atheron  and the workers at the Argonian
Assemblage.  Lately/  the  Shatter-Shields  have
become  an  object of  pity,  GIS  One  Of the  CIan,s
members,  Friga,  twin  sister of Nilsine,  was
recently  murdered  by the  unknown  killer stalking

Windhelm,s  streets.

i  shadowmark:  "Loot,,

§   Trainer  (Two-Handed:  Expert):  Torbiorn

Shatter-Shield  [2/2]

i)   unusual  Gem:  [16/24]

¢   Knapsack

`/J   Loose gear

¢dffiffi=gr  ffias [HF.06]  Hierim

Thane Task: Thane of Eastmarch

Hearthfire Task: Adoption

(rqfting                                    Mi

Alchemy Lab                            Ar

Anvil                                                C

Arcane Ef)chanfer                  Loose gear

Cooking  Pot                              Potions aplenty

This dwelling  is currently empty and  has been
unoccupied for some time. Translated from
the  Nord, the name means "Home of Frost."
Should you  become the Thane of Windhelm  (by
completing  Favors for the citizens and the Jarl),

you can  purchase this abode from Jarl  Ulfric
Sformcloak/s Steward, Jorleif.  Consult the Thane
Quests for more information.

(v\,   Follower:  Colder  (HousecarI)  [36/47]

"t;   House for Sale  [4/5]

()  Marriage Prospect:  Colder  [46/62]

Purchase Pri(e:  1 2,000 gold

Jarl: Jarl  Ulfric Slormcloak or Jarl  Brunwulf

Free-Winter

ATL£.S fJF S!.fy'Ri;Li,   HOLD 7:  EASTMARCH
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ln Helgen,  he returned to his
impetuous,  he is a  born  leader but lacks t
head of a  military strategist,  He

like Wuunferth and

Torsten Cruel-Sea

Grimvar Cruel-Sea

Singsof-Dreams

This is the  house of Clan Cruel-Sea,  a wellliked
and  respected  Nord family.  Husband and wife
Torsten  and  Hillevi  run  the  Hollyfrost Farm,  amd
now that they have a young  son,  they're  raising
him to take over the family business someday. As
expected for the location,  the  house  is grand and
spotlessly clean.

§  shadowmark:  "protected"         §   potions

§   Knapsack                                        §   Loose gear

ffiEN  viola Giordano,s  House
Viola Giordano

This  large  house  is the  residence of Viola
Giordano, an elderly Imperial  noblewoman who
came to Skyrim several years  prior with  her (now
deceased)  husband,  a captain  in the Imperial

gion.  Her dwelling  is stocked with food and

allowing  people of
clre the leaders of the Stormcloaks
at the start of the Civil \^/ar:

Ulfric Stormcloak (JarI)

Ulfric Stormcloak is the leader of the Sformcloaks,
who are attempting t

Empire.  He foug
a Great War a

Dominion,  20 ye
in the baffle aH
war in the
one of the

rim  independent

believes in  his cause, though,.  he  is not an
opportunist-although the chance lo become
King of Skyrim certainly does appeal to his
substantial ego.

Galmar Stone-Fist (HousecarI)

Galmar is old  but still  hale,  a very experienced
Nord warrior and  Ulfric,s right-hand  man.  He
served  Ulfric's father and  is more concerned with
winning  the war than  the  politics  behind  it.  He  is
one of Ulfric,s most trusted allies and acts as the
main field commander for the Civil War.

Jorleif (Steward)

Jorleif  is  an  excellent cldViSOr,  especially  in  this
time of war.  Ulfric greatly values Jorleif's council

and especially appreciates the man's honesty and
realistic assessments of the ongoing conflict.

Caprdin Lonely-Gale

One of Skyrim,s  most respected  citizens,  Captain
Lonely-Gale made his fortune as a trading  ship
captain working the rivers and coastlines of
Skyrim. Those adventurous days are behind  him
now,  but his authoritative,  commanding  nature
remains and  the people of Windhelm  have a

great respect for his fair and evenhan
of the war.  lt is these qualities that c
Free-\^/inter fo choose him as a  Stewa
fakes over as Jarl following a successfu
of Windhelm  by the Imperial forces
Civil War.

respects the great power the man  holds an

possible use in the Civil War.

§   unique Item:  Necromancer Amulet

[62/1  12]

Sifuor lronkende

Sildcl the Unseen

S  Trainer  (Pickpocket:  Expert):  Silda  the

Unseen  [1/3]

©The following residents of Windhelm take
control  of Windhelm  once this  Hold  falls
during  the Civil War.

Jarl Brunwulf Free-Winter

Brunwulf's  reputation and  natural  leadership
would  be enough to make him the Empire,s choice
to  replace  Ulfric  asJarl of the city'  but the fact
that its people both  love and  respect him cements
the choice.  Brunwulf has  no  patience for those
who exhibit prejudice,  and  this fits well with  the
Empire's cosmopolitan views.  Notably,  Brunwulf
will forgo the naming of a
he believes that he can defend  hit
enough, and he does notwantan
their  life  on  his  behalf.

Caprdin Lonely-Gale (Steward)

When  Brunwulf ascends to the positi
he calls upon Captain  Lonely-Gale to  i
Steward.  ln  his days as a ship,s
captain earned  his success by runni
and  managing  his resources wisely`

ounting  on  thos
al  hiscilyan

me qualitie
Hold  from

HOLD CAPITAL:  WINDHELM



the Kings:  Ground Floor

The Palace c)i the Kings  is an  ancient stone fortress
that now serves as the city,s  main  keep.  These
days, the palace serves as the headquarters of
the Stormcloaks,  under the  leadership ofJarl  Ulfric
Stormcloak, who sits upon the ancient Throne of
Ysgramor.  And  so the  Palace of the  Kings  is the
center of the  pro_Nord war effort in the Civil War.

ffiRE  Door to Windhelm
The two  massive front doors are built to withstand
an army.

®  6reqt Hull
Once a  place of great merriment,  this banquet
amd throne of Ysgramor is a  place of planning
and argument.  There  is  much  of the feast still  left
on the table to steal.

2-exffiffick Door to  Poloce of the  Kings  Upstairs

®  wqr Room
Inside the  Palace  Keep/  Ulfric and  his advisors

discuss their Civil War strategies.

"i  civil war: Map of

ffiB  Door to Pulti(e

®  Kitchens

?  Loose gear

gs Upstairs

Food  preparation for the castle Occurs here.

Door to Windhelm Burratks

uitice of the Kings:  Upstflirs

ffiB  Door to Poluce of the Kings

®  privute (humbBrS
These four upstairs chclmbers are for guests
of the Jarl. The northeastern chamber has a
couple  of books  of interest.

/j   skill  Book  [Heavy Armor]:  The  Knights

of the  Nine  [E2/lO]

frEN  wuunferth the unliving,s
(hqmber

The Court \^/izard  resides here and  has
a  supply of scrolls and  books for you to

purchase and  ingredients to steal.

()   crafring:  Alchemy  Lab,  Arcane

Enchanter

()   Trader  (Spell  Vendor):  Wuunferth  the
Unliving  [l  1/12]

o   Apparel,  Scrolls,  Books,  Misc

Trainer  (Destruction: Journeyman):

uunferth  the  Unliving  [3/3]

aI Gem:  [l7/24]

gear

/^87^8    /

Ptiluce of the King

ffiEN   Door to Paltice of the Kimgs Upstairs
This separate circa  iS aCCeSSed from the War
Room.

for guests of

Bed (hqmber
The largest bed  in all ofWinclhelm greets you,  as
well as some musty tomes to read.  A Skill  Book
rests on  a table here,  partially covered  by another
book.

"::)   skill  Book  [Block]:  The Mirror  [D2/TO]

ffiB  Door to Windhelm Barracks
(qka  Bloodworks)

Tr+a  &_d¬:. £crcL_i  lJ

s-iryTFTRT

®  windhelm Borrocks
The sleeping  quarters for the city,s guards.  Note
the chests in  one corner.

§   Evidence Chest

()   prisoner  Belongings Chest

¬diREj  Windhelm Jail
Unlike some other capital cities,  there are  no
secret exits when you're caught in Windhelm.  Pick
the lock (Adept)  to face a guard/s wrath,  or serve
out your sentence.



Related Ouesls

Thieves Guild  City Influence Quest..  Summerset

Shadows

Recommended Level: 6

Dungeon:  Bandit (amp

Bandit (prequest only)

Summerset Shadows  (only during  quest)

(ollettibles

Skill  Book  lone-Handed]:  Mace  Etiquette

Unique  Item:  Fiotli's  Silver  Locket  [63/1  1 2]

Chests

Potions

Loose gear

This  small  bandit cave  is found within  Eastmarch/s
northwest mountains.  Slay a couple of exterior

guards  before venturing  inside.

ffiEj  Exi"a Skyrim

ffifr   Hideout Entry and Holding Cells
I the hideoul,s entry chamber,  and discover
est that,s tucked away in a nook near the

following  corridor.

§  chest (Locked:  Adept)

§  potions

ffiae   Bandit Hideout
A powerful  bandit lurks at the cave's end.  Raid
the place after securing the area, and burn the
banner here as part of your quest.  Find a Skill
Book on a  shelf in the bedroom with th6 chest,
then make your way back outside.

§  skill Book lone-Handed]: Mace

§  chest

§  Knapsack

HOLD  CAPITAL:  WINDHELM  :.\  PRIMARY  LOCATIONS
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RE [7.02] Gallows Rock

Related Quests

The Companions Quest:  The Silver Hand

Recommended Level: 6

Dungeon:  Bandit (amp

Animal

ilver Hand

(rofling
Tanning  Racks  (2)

Skill  Book  lone-Handed]:  The  Importance
of Where
Skill  Book  [Smithing]:  Last Scabbard  of
Akrash  [C2/1 0]

Dqngers

Swinging  \^foll Trap  (pressure plate)

Chests

Potions

Loose gear

A group of bandits called  the Silver Hand control
a small  fortress along  Eastmarch's northwest
border. You fight your way through this fort during
Companions Quest:  Silver Moon.

Exterior

Slay the outdoor guards,  then  search the fop of
the fort to discover a chest inside a small tower.

§  chest

fiB  Exit To Skyrim

®  Entry (homber
Pull a  chain  in the entry chamber to open the way
forward.

§   Loose gear

®  Mess
Slay a  few  more  Silver  Hand  in  this  room,  which
contains a chest. The west door is barred,  so go
south  instead.

§  chest

ridor and Sttlirs
ewer  CfnyCyNI WCry upstairs, and avoid

sure plate at the top of The steps-it

Swinging Wall Trap (pressure plate)

pick the Adept-level locks on  the ce
and battle with the beasts.

I  I  I  I     I

ngSf  Hedrlh and Sleeping 8utirfers
A roaring fireplace dominates the first ch

are,               of this area.  Find a Skill  Book on a table near
e           the hearth.  Unlock the Adept-level  north door to

access a sleeping  quarters filled with valuable

§  potions

§  Loose gear

ffiae  south slqir"nd (orridor
The primary item of interest here is a  knapsack
that contains valuable loot.

?  Knapsack
fv`  Loose gear

®  Greol Hall
Kill  more Silver Hand to secure the Great Hall,
then explore the downstairs area thoroughly to
discover a  large chest with  a  tricky lock.  A Skill
Book rests on a table at the hall,s north end.

ii\j   crclfring:  Tanning  Racks  (2)

(;?   skill  Book  lone-Handed]:  The  Importance

of Where

§   chest (Locked:  Master)

()   potions

"3   Loose gear

Trle  &Jd¬_,.Sc=sLs   I/

sirjiITin

/v\   skill  Book [Smithing]:  Last Scabbard  of

Akrash  [C2/1 0]

§  chest

\?  potions

ffise  (ircular (hamber
Slay the final  batch of Silver Hand  here before
looting the room and  making your way back
outside.

()   Grafting:  Tanning  Racks  (3)

()  chest

()   potions

(::,<   Loose  gear

Fffigr  Barred Door (orridor
Claim Qn array Of worthy gear from this corridor,
then unbar the far door and fake your leave of
this place.

t`)   Knapsack

:.,   Loose gear

AJL.A.S elf SKYR!i./i,,  HOLD 7:  EASTMARCH
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ne» [7.03] NIqra,s

tiled Quests

Dungeon Activity

Recommended Level: 6

Dungeon: Vampire hair

Animal

Vampire

(ollectibles

Skill  Book  [Pickpocker]:  WulFmare,s Guide to
Better Thieving  [E2/1 0]

Chest(s)

Loose gear

This  small,  eerie  pond  lies on  the west side of
Eastmarch,  just north  of the  Hold's  larger and
more prominent western  hot springs.  The pond
derives  its  name from  the tiny  isle found  in  its
center-when viewed from above,  it resembles
an eye.

Exterior
Exterminate the small cluster of Mudcrab  near the

pond/s central  "eye," then  search  for a trapdoor
on the central  isle, which  leads  into Mara,s  Eye
Den.  There,s  little else of interest around  the  pond.

Maro's Eye Den (Interior)
This small underground cavern was once a

Glen  but has since been taken  over by
chilling foe-vampires.  Slay the

s,  then  loot the place for loads of
oak that,s mixed in

with other books in
to  pick the locked
is found within'

te. There's no need

Daedric Quest:  A Night to Remember

Recommended Level: 8

Dungeon: Worlotk Lair

Mage
Naris the Wicked

(rofling
Blacksmith  Forge

Tanning  Rack

Workbench

A host of hostile mc]ges practice their nefarious arts at this
frigid  fortress,  which you visit during  Daedric Quest:  A
Night to Remember.  Slay the mob of mages that guard the

grounds before heading  inside. There's little of interest out
in  the  cold.

©  Head Mage,s (htimber
Take the  basement stairs from

[1]  to visit this wide chamber,
collecting a  bit of gold
way.  Slay a powerful
here,  then  claim  preci
from the large chest
stairs.

§  chest               i/)   potions



Related Quests

Main  Quest:  A Blade  in  the Dark

Miscellaneous Objective:  Innkeeper Rumors

(the  Braidwood  Inn)
Miscellaneous Objective:  Salt for the
Stoneweaver*  (Dravynea the Stoneweaver)

Favor (Activity):  Chopping Wood*  (Gonna

Favor  (Activity):  Mining  Ore*  (Kield)

Favor: A Good Talking Tot  (lddra)

Favor:  Item  Retrieval  (Cave)*  (Roggi)

Hqbitotion: Town

Dravynea the Stonew
Trainer:  Alteration)

Gonna  Uriel

Gemma  Uriel

lddra  (Innkeeper)

Kield the Younger

arriage  Prospect;

oggi  Knot-Beard  (Follower; Marriage

Stormcloak Soldier

Services

Follower:  Roggi  Knot-Beard  [37/47]

Marriage Prospect:  Dravynea the Stoneweaver

[47/62]
Marriage Prospect:  Roggi  Knot-Beard  [48/62]

Trader  (Innkeeper):  lcldra  [l 2/l5]

Food,  Room and  Board

Innkeeper Rumors

Trainer  (Alteration:

(rtifting

Smelter

): Dravynea [3/3]

(oIIectibles

Skill  Book  [Enchanting]:  Catalogue of Armor
Enchantments  [B2/1 O]

Chest(s)

Potion

Loose gear

Mineable ore  (Malachite)

hart jaunt south  of Windhelm  lies a  small
ommunity consisting  of an  inn that,s

I  next to a working  mine.  You visit
during the Main  Quest in  search of

the inn,  or smell ore by the

Brqidwood  Inn

Chat up the locals  in  the  inn  to hear an array of

gossip that leads to several  Side Quests. Trade
with  lddra  if you  like,  or  purchase a  room  if

yof reweeny.

¢,  chests  (2)

Steomscorch Mine
Kynesgrove,s  mine  lies  just up the  hill from  the

Braidwood  Inn.  Inside,  a woman  named Gonna
Uriel will  purchase any firewood  that you  cut
outside.  lfyou  like,  use a  pickaxe to  mine some
Malachite from the ore veins that run  along  the
walls and  floors.  A Skill  Book  rests  on  the  table at
the  tunnel  junction.

t)   skill  Book  [Enchanling]:  Catalogue of Armor

Enchantments  [B2/1 O]

?)   potion

i)   Loose gear

()   Mineable ore  (MalachI.fe)

RE» [7.06] Windhelm SIables

bitation: Form

Alfarinn  (Carriage  Driver)

Arivanya

The Winclhelm  Stables
EcIStmarCh'S Capital  Ci

remains  shut tight with
but worthy services are
Break into the building  and  see if you a
The  strongbox within.

Related Ouesls

Favor  (Activity):  Harvesting  Crops*  (Bolfrida
Brandy-Mug)

The  §i,=ey-~Sc=cl:a  '',

s__TryTFTfro-

Habirdtion:  Farm

Bolfrida  Brandy-Mug

Faryl Atheron

(ollectibIes

Skill  Book  [Alteration]:  Daughter of

[B2/1 O]

Chest

Potion

This quaint farm  lies  iusl south  of Wndhelm.
Harvest wheat and  other ingredients from outside,
then  enter the farm and sell Bolfrida's wheat back
to her for 5 gold a  bundle.

ife [7.08] Hlaulu Farm

Related Quests

Favor  (Activity):  Harvesting  Crops*  (Belyn
HIaalu)

Hqbitolion:  Farm

Adisla

Belyn  Hlaalu

(ollettibIes

Chest

Potions

Loose gear

This small farm  lies southeast of Windhelm an
is owned  by cI  Dark Elf named Belyn

arvest some wheat from outside,  b
the door,s  Novice-level  loc

the farmhouse.

Related Quests

Favor  (Activity):  Harvesting  Crops*  (Tulvur)

Hobitotion:  Form
Tulvur

Tiber  (dog)

(ollectibles

Chest

Potion

This  humble farm  stclndS to the SOutheaSt Of
Eastmarch's capital.  A feisty guard dog  named
Tiber guards the locked farmhouse.



Side Quest: The Great Skyrim Treasure Hunt*

Recommended Level:  5

Dungeon: Bandit (amp

Bandit

(rotting
Tanning.Rack

(ollectibles

Skill  Book  [Block]:  A  Dance  in  Fire,  v2  [A2/1O]

Treasure Map Vll  [5/1  1]

Chest  (Locked:  Novice)

Chest (Locked:  Master)

Loose gear

A small gang of bandits has taken  refuge within
a derelict inn  located at Eastmarch's  northeast
corner.  Find a Treasure Map inside the chest on
the  main  floor,  along  with  a  Skill  Book that,s on  a
cupboard  shelf.  Then scale the rocks on the west
side of the  building/  edge your way around the
roof,  and climb into the otherwise-inaccessible
second floor to reach another,  larger chest.

RE [7.]l] Rest

Dungeon: AnimI Den
Animal

Collettible

Chest  (Locked:  Adept)

This remote station,  which  lies at Eastmarch/s
northeast tip along the northern  road to
Morrowind,  consists of a  ruinecl tower and
unceremonious graveyard.  A book found at the
base of the nearby road  sign  reveals a  little of this
location,s  history.

Daedric Quest:  Boethiah's Calling

Recommended Level: 30

Habitation: Special                 (rqfling

Boethiah  Cultist                          Alchemy  Lab

Priestess of Boethiah               Arcane Enchanter

(oIIectibles

Unique Weapon..  Blade of Sacrifice [52/80]

Potions

You  obtain  the  "Boethiah/s Calling"  quest upon
discovering  this  unusual  cult hideout,  which  lies
at Eastmarch/s  northeast corner.  Speak to the
Priestess of Boelhiah  to  learn  of her cult and
advance your quest. Watch the zealots practice
their swordplay in the training area/  and  notice
the  pillar of sacrifice atop the snovy stairs-this
comes  into play later in  the quest,  after you  lure
an  unfortunate  soul  here to their demise.

Dungeon: Giant (amp

Giant

(olleclibles

Chest

Knapsack

Potions

Loose gear

A monstrous giant makes  its  home  near these
large,  ominous rocks.  One rock has apparently
crushed some poor,  unfortunate soul-loot the
fool,s surviving knapsack, which lies near a
skeletal  foot,  for additional valuables.

a                      THE  iWVENTORY jSTLAS OF  SF(YF!i!th                         APPENDICES  AND  !NDEX



®!  6uqrds/ Office
A hanclful  of valuables lie  in  the guords'  smail
office,  including  a  note that sheds  some  light on
what may have hcIPPened here.

(;)   Loose gear

®  Holding (ells
Search  the skeletons  here to find a handful of
valuables.  Take the Abandoned  Prison  Key from
the far table and  use itto open the cells.  Find a
chest to the  north  and claim  the Skill  Book that
lies against it.  Drop through  the southeast cell,s
trapdoor to locate a sewer tunnel that leads back
out to  Skyrim.

()  skill  Book rrwchanded]:  Song  of Hrormir

(i  Abandoned  Prison  Key

()  chest (Locked:  Master)

§  Loose gear

ife [7.1 5] Mixwqrer Mill

Htlbitalion:  Lumber Mill

Glfre (Marriage Prospect)

Services

Marriage Prospect:  GilFre  [49/62]

(olleclibles

Skill  Book  [Archery]:  The Marksmanship
Lesson  [D2/1 0]

Chest(s)

Potions

Loose gear

Life moves at a  slower pace here at this quaint
lumber  mill,  which  is  located along the White
River on  the west side of Eastmarch,  just north  of
where the  Darkwater River branches off.

Exterior

lf you  like,  enter the  mill and  slice up  logs
for Gilfre.  Or grab a Woodcutter's Axe and

od to sell back to Gilfre for a  bitof

Breaking  int Gilfre,s  humble abode  is
nscrupulous actions can  net you
a  few potions, and a  Skill  Book

i?  Area ls Locked  (Novice)                ,()  Chest

§   skill  Book  [Archery]:  The               §   Potions

Marksmanship Lesson

[D2/1 0]

~8_84   i

Worker,s House
No need to break into the Worker,s House-the
door is unlocked.  Pop  in,  loot the place, and then
head  back out.

i:;   chests  (3)

(;.,   potions

ife [7.I 6] Broken Limb tamp

Dungeon: Giant Camp

Giant

(ollectible

Chest

two fearsome giants have made camp along
Eastmarch's  southwestern  hills.  While fighting

giants  is  never wise,  you can gain  some decent
loot and experience  by clearing this campsite-if

you,re up to the task.  lf the brutes are too tough,
try raiding  their chest and  then quickly fleeing

before they realize they,ve been  robbed.

ife [7.I 7] (ronvangr Cave

Recommended Level: 6

Dungeon: Vampire Lai

Animal

Vampire

Potions

Loose gear

Near the heart of Eastmarch,  mclssive egg  sacks
covered  in thick webbing
forboding vampire cave.

(ro"mgr Cave

line the  mouth  of a

The cave,s first cavern  is overrun by Frostbite
Spiders.  Look for a  button along the wclll and

press it to open a secret door. Go through to
battle a  small  brood of vampires in  a secret
chamber,  then  rclid the Chest they guard.  Exit
the  secret  lair clnd  COnlinUe  lO  Squash  SPiderS  aS

you proceed deeper into the cave,  looting an
underwater chest when you reach the bottom
before advancing  into the Broodlair.

":?   chests  (2)                                   (;   Potions

"?j  Apothecary,s Satchel          ,\^,)   Loose gear

Tfe  3J.1erSc=cLs  i/

siryRTin

Convflngr Broodlair

Exterminate more spiders as you  navigate the
Broodlair,s narrow passages. You soon reach a
wide cavern, where a  monstrous spider drops
from  the ceiling.  Slcly the brute and  loot the
nearby chest, then advance to loop around and
find your wcly back OUtSide.

t\  chest

B> [7.18] Riverside Shack

Related Ouesls

Side Quest:  The Great Skyrim Treasure Hunt*

Recommended  Level:  6

Dungeon: Animal  Den

Animal

(rofring

Tanning  Rack

(ollectibles

ght Armor]:  Rislav the Righteous

plll  [6/11]

Chest (Locked: Apprentice)

Loose gear

As its name implies,  this is a small, abandoned
shack poised on the bank of the White River,
somewhat near the middle of Eastmarch.  If you

slay the vicious animal that lives  insi
hack,  you'll  be free fo loot the chest th

here-and claim the Treasure McIP Wit
Book is also found here, mixed  in with
other tomes.

ife [7.I9] WilchmisI Grove

Related Quests

Daedric Quest:  A Night to Remember

Recommended  Level:  1 4

Dungeon:  Hograven  Nest         Quest Items

Witch                                                Wedding  Ring

(olletlibles

Skill  Book  [Destruction]:  Response to  Bero,s
Speech

Chest  (Locked:  Expert)

ATLAS SF SKYRIM,  HOLD 7:  EASTMARCH
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Dungeon:  Dmgon Lair

Dragon  (after Main Quest:  Dragon  Rising)

Skeleton

Spe(iol  Objects

Word Wall:  Frost Breath  [3/3]

Chest (Locked:  Expert)

At the very center of EcIStmarCh,  a  handful  Of

lowly skeletons guards a  dismal  hilltop, where  the
bones of great beasts  lie strewn about.  Defeat a
monstrous dragon  here  if you've advanced  past
the  ''Dragon  Rising''  quest;  then  follow the sound
of chanting to locate a Word Wall that bestows

you with a  new Word of Power.  lf possible,
open the nearby locked  chest to obtain valuable

plunder.

Collettibles

Chest

Chest (Locked:  Adept)

Knapsack

Potion

A towering giant has set u
heart of Eastmarch.  Attac
ridge to gain a tactical
here, then find another c

animals that a
remains!

a campsite

Related Quests

Side Quest:  The  Forgemaster,s  Firlgers

Favor  (Activity):  Mining  Ore*  (Dushnamub)

Favor:  Sparring  PclrtnerS*  (Mauhulakh)

Recommended  Level: 6

Hqbitqtion: Ort Stronghold         (mfting

Bolar                                                      Alchemy Lab

Chief Mauhulakh                             Taming  Rack

Urog

Yalul

(ollectibles

Skill  Book  [Heavy Armor]:  The  Knights  of the
"Nine

Skill  Book  ITwo-Handed]:  Song  of Hrormir

Chests

Potions aplenty

Loose gear

Nestled among the mountains that form
Eastmarch's eastern  border,  this  small  Orcish
mining  community struggles to Prosper
by gathering  ebony ore from  the necI
Gloombound Mine.

Related Quests

Dungeon Activity

Recommended  Level: 8

Services

Trader  (Blacksmith):

Dushamub  [23/33]

Weapons, Apparel,

(mfting
Blacksmith  Forge

Grindstone

Smelter

Workbench

(ollectibles

Habitolion: Mine

Bor

Dushamub

(Blacksmith)

Gadba gro-Largash

Mogdurz

Mul  gro-Largash

Misc

Speak with  an Ore blacksmith who works just
outside the mine to purchase an array of sup
Weapons and arms. The blacksmith also has
materials for sale and will  pay I
materials mined  from the nearly
free to use the blacksmith/s crating a

please.  The Smelter requires a
which you  can find  in'the mine.  Di
Book in the opem]ir hut near the mi

§   Grafting:  Blacksmith  Forge,

Smelter, Workbench

i   skill  Book [Smithing

[B2/1 O]

Gloombound Mine (lmerior)
Many useful tools can be found withi
mine, such as Woodcutter Axes,  Pie
Shovels.  Scan the walls and floors
find  Ebony Ore veins. Mine thes
that you  can either sell or use to
and armor.

ii   Danger!  OilPoolTrap      §  Min

¢   Loose gear                                   (Ebony)

!NS                 i

PRIMARY LOCATIONS
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lies at the foot of Eastmarch,s eastern  mountain
range.  Nab a Soul Gem from the exterior ritual
site on your way in.

ffiB  Exit to Skyrim

©  Alchemy Stqlion
Slay a  lone  mage  in  the cave's first small
chamber,  then collect some useful  items from atop
the  nearby Alchemy Lab.  Beware the Atronarchs
and  mages  that lurk  in  the following  tunnel.

§   Grafting:  Alchemy Lab

§  Apothecary,s Satchel

d Book (homber
toads to this open chamber, where
nd a few Soul Gems are found

i worthless ruined books.  Duck

quarters to snag a potion
our way to the next area.

Recommended  Level:  6

Dungeon: Warlock  Lqir

Atronarch

N\age

(rafling
Alchemy  Lab

Arcane Enchanter

(olleclibles

Skill  Book  [Alteration]:  The  Lunar  Lorkhan

[E2/1 0]
Chest(s)

Potions  aplenty

Loose gear

Slcly more  mageS and
of this giant cavern  be
ledges to the north an

potions cmd other valuables
a table  here.

the heart
the upper

§  crafring: Alchemy lab, Arcane  Enchanter

S,   skill  Book  [Alteration]

[E2/1 O]

#  chest

f;   potions aplenty

ffiife   Exit Pqssoge

Lunar  Lorkhan

One final  mage lurks in the final  passage, which
deposits you back near the cave,s entrance.

"f/   chest (Locked:  Adept)

S/   potions

()   Loose gear

¥ri¬  3_¥¢.± £h'¬==`,i:5  `yf

s irYu_RTRE

ife [7.25] Mzulfl

College of Winterhold Quest:  Revealing  the
Unseen

Recommended  Level:  1 6

Dungeon:  Dwqrven (ity

Chaurus

Dwarven Sphere

Dwarven Spider

Falmer

Paratus  Decimius

(rotting
Alchemy Lab

Dangers

Dwarven  Piston  Traps  (pressure plate)

Rockfall  Trap  (trip wire)

Spear Trap  (pressure plate)

(olleclibles

Skill  Book  [Alteration]:  The  Lunclr  Lorkh

Special Obietls

Dwarven Armillary

Mineable ore (Moonstone) Ore

Area ls Locked  (quest required]

Chests

Potions aplenty

Loose gear

his mass]'ve network of
been carved into  Eastmarch/s eastern  mountains
Its door remains securely locked  until you
College of Winterhold Quest:  Revealing  th
Unseen.

ffiRE  Exit to Skyrim

ffiul§ngi   Entry (orridor

There's little of note  in this corridor,  but beware of
a dangerous trap that,s triggered  by a  pressure

plate.  Dwarven  Spiders lurk farther down  the
Passage.

",?,`,   Danger!  Spear Trap  (pressure  plate)

"?;   potions

©  Treasure Room I
Defeat more  Dwarven  Spiders,  then  pick an
Adept-level door lock to access a  northern
treasure room that,s guarded  by a  Dwarven
Sphere.

i,,/  chest

/\:,.   potion

.i`..TL.fi.3 ¬,'F  :iKYR!,le,i,,  HOLD  7:  EASTMARCH
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RE!ng[!  Sunlit Cavern
Spy cI Valuable  item  that,S  hidden  in  a
corner of this  softly lit chamber.  Mine some
Moonstone Ore from the vein here if you,ve
brought a  pickaxe.

".,,',`)   Loose gear

()   Mineclble Ore  (Moonstone)

®  (haurus (hqmbers
Dangerous creatures called Chaurus  lurk in
these two smclll Caverns.  Beware the trip-wire
trap  in the  hall that connects them.  Mine
more Moonstone Ore here if you're feeling
cratry.

(,?   Dclnger!  Rockfall Trap  (trip wire)

f,)   Knapsack

()  Mineable ore  (Moonstone)

®  storeroom I
Multiple Dwarven  Spheres guard this small
chamber, which sports an ornate gate and
storeroom.  Pick the gate,s  lock to access
some  minor items within  the storeroom.

ffiae  Treasure Room 2
Fightyour way downstairs and  pick an
Adept-level lock to open a gate and access a
chest in this odd chamber.

§  crafring: Alchemy Lab

¢   chest (Locked:  Adept)

(/   potions

®      I     I

_  ______I

Mzu!h Boilery

®       I     It  I   I

©  spider (hamber
Use caution when  creeping  along this wide
chamber,s left ledge-pressure plates trigger
dwarven  pistons that can  knock you  into the
centrcll,  SPider-filled  pit.

(;;   Danger!  Dwarven  Piston Trap  (pressure

plates)

ffiB  Door to Mzulfr Boilery

ffiE)  Door to Mzulfr

®  Boilery Entry
SIay a  nimble  Falmer in  this wide  hallway,  which
holds  little  of interest-

tiLife  Storeroom 2
Fight your way through

your way to this chambe

ore Falmer on
n't trouble with

unlocking  the Expert-level west gate,. there,s
nothing  but Dwemer scrap metal  in  the storeroom
beyond.

(v)   Potions

/,',,/   Loose gear

TRA!ne!ralG                          THE  lralVEPtiTORY



ffiffl?   Earthen Passage
Don,I overlook the odd-looking  chests as you
navigate this cavernous passage.

§  chests (2)

i?   potion

§  Loose gear

®,  Iridescent (overn
Harvest the many glowing  mushrooms that lend
an  eerie  light to these two caverns.  Chaurus  Eggs
can  be obtained  by inspecting the various egg
sacs as well.

§  chest

§  Loose gear

®  Treasure Room 3
Expert-level  door lock  in  this area  to

Gin an  important key,  along with treasure from
a chest and  a  Skill  Book.

§   skill  Book  [Alteration]:  The  Lunar  Lorkhan

§   Mzulfr Room  Key

§  chest

®  Treasure Room 4
Pick the Adept-level  lock on the ornate door here
to access a treasure room that,s guarcled  by a
Chaurus.

i?  chest (Locked:  Apprentice)

§  Loose gear

ffiEN  Treasure  Room  5
Beware:  this large chamber,s worthy treasures are

guarded  by multiple  Falmer.  Pick the  Expert-level
door in the southwest corner to access a small
treasure room.

§  chest
(i   chest  (Locked..  Novice)

a   potions aplenty

ffiRE  Door to Mzulfr Aedrome

ffiE  Door to Mzulft Boilery

®  6reqT Hq]l
This  massive  foyer is  crawling with  Falmer.  Fight

hard to secure the area, then  pick the north door,s
Expert-level  lock to access a  treasure  niche.  The
west door cannot be opened without the key you
find  inside a chest located  in the eastern Cog
Chamber.  A Falmer Gloomlurker  is carrying  a
Focusing  Crystal,  which  is  needed  for location

[18].

!   Focusing Crystal

i?,  chests  (3)

Cog (hqmber
warven Sphere guards this far

her. Open the chest and  retrieve the Mzulfr
rvalory Key.

ulfr Observatory Key

i/)   Loose gear

`_ ig8v

@  Locked Hull
You  cannot access this  hall  without the Mzulfr
Observatory Key. The far door to  [1 8]  is locked
as well-Paratus  Deimius opens  it when you
retrieve the  Focusing  Crystal  for  him.  The  ruins,

exit door is found  here,  accessed only after you
complete the  puzzle  inside  location  [1 8]..

i?   Knapsack

®  Armillory (hqmber
This  large chamber houses a  giant and  mysterious
dwarven  mechclniSm.  Paratus  Decimius,  and

your knowledge of flame and frost spells,  are the
keys to solving  this  puzzle.  Consult College of
Winterhold  Quest:  Revealing  the  Unseen  for the
answers.

^v   Dwarven Armillary

ffiB  Exi"o Skyrim

ifeigr [DG.I6] Mzulfl:
Dwqryen SToreroom

Hold:  EtIStmarCh

Related Quests

Side Quest:  Los"o the Ages

You can  unlock the gate [Expert]  or locate
the metal door to the right oF it [Apprentice].
Open thclt and the SeCOnCl door [Apprentice]
in the storage area beyond.  Both allow you to
reach the inner storeroom, which  has a Glowing
Crystal Shard (which you  identify as an Aetherium
Shard  if you,re on the quest). You can  also claim
a variety of dwarven  items and scrap from this
location,  as well as several Dwarven Metal  Ingots.

?j  Aetherium Shard  [4/4]
<fj   Loose gear

Tr-a  3+£e., £c:-cL_`~/  a,

s_ir+iITM-

sefty [7.26] Lost Knife HideouT

Recommended  Level: 6         Dungeon:  BqnditCamp

Animal

Bandit

(rutting                        Dangers
Grindstone                    Bone Alarm Trap

Cookpot                          Rockfall Trap  (trip wire)

(olleclibles

Skill  Book  [Heavy Armor]:  Orsinium  and  the
Orcs
Skill  Book  ITwcHanded]: Words and
Philosophy  [E1/1O]

Chest(s)

Potions

Loose gear

Bandits  have  set up a  formidable hideout in this
watery cavern.  Make your way through  Lost Knife
Cave to  reach the  inner Lost Knife Hideout.

#   Danger!  Bone Alarm Trap

i?   skill  Book [Two-Handed]: Words ancl
Philosophy  [E1/1O]

()   Loose gear

@  wqTerfqlI Tunnel
Take a secret underwater passage,  behind a
waterfall,  from  [2]  to  reach  a  small  tunnel with  a
treasure chest.

§  chest

?)   Loose gear

©gr  west TunmeI
This tunnel  leads to the  Lost Knife  Hideout and
features  more bandits and a dangerous trip-wire
trap.  Scour the upstairs storeroom  to find a chest.

(,::;(   Danger!  RockfalI                    ,:,:\   Chest

Trap  (trip wire)                     ,,\   Loose gear

i,TL£,S f3,i ,Si.'fAR!(?./i,.  HOLD  7:  EASTVARCH
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S  west Barmcks
Beware:  numerous bandits lurk in  stone barracks
tc) the west.

§  Loose gear

®  west Corridors
Wipe out more bandits and claim  more loot in
these halls.  Another Skill  Book sits on a table atop
the stairs  here.

§  skill  Book [Heavy             §   Chest
Armor]:  Orsinium               §   potions

and the Ores
¢  Loose gear

®  (age (homber
Drop into the waterfall  hole as you enter this area
to discover a  secret tunnel with a  large,  locked
chest. The tunnel  leads to several cages and a
host of bandits.  Open the cages with the key you
found on the very first bandit-the same key can
be found on  another bclndit here.  Loot another
large chest here as well.

§   Danger!  Bone Alarm Trap

(;  crafring:  Grindstone

§   Lost Knife Cage  Key  (Bandit)

test Knife Cave



This medium-sizecl fortress  has been overrun  by
a group of hostile mages.  Once the Civil War
begins  in  eclrneSt,  the  mageS  are driven  Out,
and Fort Amol  becomes a  point of contention  for
Imperial and Stormcloak forces.  A collapsed outer
wall  lets you  infiltrate the fortress from  the east'

Exterior

Secure the fort's exterior before exploring  its  small
inner areas.  A Shrine ofJulianos  rests on  the
Blacksmith  Forge.

§   crafring:  Alchemy Lab,  Blacksmith  Forge

§  shrine ofJulianos  [5/5]

?  chests (2)

Fort AmoI  (Interior)

Slay more mages and search every nook and
cranny to find  much  more  loot within  Fort Amol,s
small  interior.  Don,I  miss  the  Skill  Book on  the

shelf near the Arcane  Enchanter.

§   crafring:  Arcane Enchanter

§   skill  Book  [Enchanting]:  Catalogue of Armor

Enchantments

§  chest
"\?   chest (Locked:  Adept)

i  potions aplenty

§   Loose gear

Dungeon: Falmer Hive

Animal

Derkeethus  (Follower]

Fcllmer

Services

Follower:  Derkeethus  [38/47]

Dangers

Swinging Wall Trap

(ollectibles

Skill  Book  [Enchanling]:  Catalogue of Weapon
Enchantments

Chests

Potions

This watery pass  runs  through  the  Rift,s  northem
mountains.  An  unfortunate Argonian  named
Derkeethus  has  become stuck  in  a  sticky situation
within...

stand  sldya few Falmer on your way
st wide, watery cavern.  Raid   the Falmer
the far wclterfall  before  Proceeding into

north passage.

i    890`)

ffiae  (haurus Nest
Slay a  number of Chaurus here,  then search the
east rubble to find  more  urns clnd another Chest.

/'?  chest (Locked: Apprentice)

He  S,_,=¬r£'=_-c,i:¢   `/

s_Try__RTfro

Dclrkwater Cavem

®  pit (bomber
Slay a  powerful  Falmer here to obtain a  key and
free a  nonhostile  named  Derkeethus, who asks
for help in escaping  the cave,  thereby granting

you a  Side Quest.  Pull a  lever in the room's dark
northeast corner to reveal a secret passage that
leads down to a  pc]ir of chests  in the watery pit
below.

tt  crafring:  Arcane Enchanter

(;i   Follower:  Derkeethus  [38/47]

(,':,t   skill  Book  [Enchanting]:  Catalogue of

Weapon  Enchantments

(::,,   Darkwater  Pit Key  (Burial  Urn)

(3,   shaman,s  Key  (Falmer)

i?,,  chests  (3)

/,?   potion

#LAS OF SfffR!'ti:  HOLD 7:  EASTMARCH
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®  Trapped Passage
Pull a  lever to slay an  unwary Falmer with cl trap
in  this pc]ssage. Carefully deactivate the trip wire
that also triggers the trap as you proceed to [5].

§   Danger!  Swinging Wall Trap  (lever/trip
wire)

(!   potions

ffi"fi3  Rushing Rapids (aver
Cut down multiple  Falmer as you

passage above the south water
passage that leads back outside,

a chamber. Scale e west ledges to local
cover a chest.  Climb the east led

eware the trip wire that's stretched across t

"\t\   Danger!  Swinging Wall Trap  (trip wire)

(/i  chest

ffiB  Exi"o Skyrim

ife [7.29] Snapleg Cave

Recommended Level:  I 4

Dungeon:  Hqgroven  Lair

Animal

Hag

Witch

(rolling
Alchemy Lab

Arcane Enchanter

Dangers

Magic Caster Trap

(olleclibles

Skill  Book  [Alteration]:  Breathing  Water

Chests

Potions

Loose gear

This  medium-sized  cave  lies at the  north  base
of the  Rift,s  northern  mountains and  is home to
vicious  beasts and witches.

ffiEj  Exi"o Skyrim

S  Troll (overn
Slay a  few Skeevers  in the cave's first fall
chamber,  then  make your way to this wide
cavern,  where a few spell-slinging witches and a
vicious  predators  lurk.  Raid  a  chest inside a  tent
and find valuable loot in a  box atop a  rock,.  then
take the south  passage to  [2],  bclttling another
troll along  the way and snagging  a  Soul Gem
from atop a  pedestal lo stop it from casting  lee
Spikes at you.

§  Danger"agic Caster Trap

a  chest

¢,   potions

¢  Loose gear

®  Giant Spider Lair
Dispatch a  few Frostbite Spiders on your way to
this web{overed cavern, where a Giant Frostbite
Spider descends from the ceiling  to

/!  chest

"AiNING                      THE  iralV'ENTORY

ffiife   Hug,s (avern
Cut down a few more spiders on your way to this
cavern,  where a  Hag  lurks.  Claim  the Skill  Book
that rests on  cl  barrel  inside the tent here.

?   skill  Book  [Alteration]:  Breathing  Water

(?   potions

®  (onol (overn
Slay a vicious  Hag  and  Hagraven  in this cavern,
which features a watery canal.  lf you  release a
Spriggan  from  its Apprentice-level  holding  cell
here,  it will  battle these enemies for you.  There,s
nothing of value underwater.

()   crafring:  Arcane Enchanter

®  Loot Stash
Raid a giant chest as you  navigate the cave,s exit

passage,  making your way back to the first tall
chamber.

§,   crafring:  Alchemy  Lab

¢  chest

PRIMARY LOCATIONS
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ife [7.Sol Elder9leqm Sqncluqry

Related Quests

Temple Quest: The Blessings of Nature

Recommended  Level:  8

Dungeon: Spriggun Grove

Asta

(ollectible

Skill  Book  [Restoration]:  Mystery of Talara,  v2

This widemouthed  cave  is  located within
Eastmarch/s  southern  territory,  The  interior of the
cave consists  primarily of one  huge,  sunlit cavern.
Find  a  Skill  Book  leaning  against cI  Small  Pile  Of

rocks  near the  path  by the waterfall. A woman
named Asta hints at a fearsome weapon being
able to have some sort of effect on the roots of the
cavem's great tree,  the  Eldergleam,  which  block
the uphill path  leading to the wondrous tree.  You
will  refurn  here with  the  necessary item during
Temple Quest:  Blessings of Nature.

ife [7.3I] Dqr aler Crossing

Related Quests

Favor  (Activity):  Mining  Ore*  (Verner

Rock-Chucker)

Favor:  Special  Delivery*  (Sonda  Drenim)

Favor:  The  Bandit Slayer*  (Annekke)

Hqbittltion: Town

Annekke Crag-Jumper (Follower)

Derkeethus  (Marriage Prospect)

Hrefna

Sondras Drenim  (Marriage  Prospect)

Stormcloak Soldier

Vemer Crag-Jumper

rtifling

Smelter

ervicos

Follower: Annekke Crag-Jumper [39/47]

Marriage Prospect:  Derkeethus [50/62]

Marriage Prospect:  Sondas Drenim  [5 1 /62]

Tr,a  5T_de-~ Scri)i:_S   qv/

Hm!

(ollectibles

Skill  Book  [Heavy Armor]:  Chimarvamidium

[B2/1 0]
Chest(s)

Loose gear

Minable ore  (Corundum)

This  picturesque town  sits  on  either side of the
wide,  short waterfalls of the Darkwater River, at
the southern  border of EcIStmarCh.  An  ancient

stone bridge spans the river-a remnant of an
earlier age.

Exterior

Speak with  an old  miner named Sondas  Drenim
to gain  a  new Side Quest.  lf he  ism,toutside,  then

you,ll  find  him  in  the  nearby  mine.

i?   crafring:  smelter

Verner and Annekke/s House
You  must pick the lock of the farmhouse,s door in
order to gain entry, yet the place holds little worth
stealing.

(;,   Area  ls  Locked  (Adept)

(:)  chest

Goldenrock Mine

The  mine  near  Darkwater  Passing  is small,  having
been worked for only a few years  by the  locals.
Grab a  pickcIXe and  mine Corundum Ore from
the veins that run  along  the  miners walls,.  then  sell

it to Verner Crag-Jumper,  who gladly pays you for

your efforts.  A Skill  Book rests atop a  barrel at the
end  of the tunnel.

(?   skill  Book  [Heavy Armor]:  Chimarvamidium

[B2/1 O]

(:,   Loose gear

()   Minable ore  (Corundum)

qtll Stone

Recommended Level: 6

Special Obietts

Standing Stone:  The At

An ancient stone with  pecu

Stone  [8/1 3]

r markings stands
on a small rise along the souinern edge of
Eastmarch.  Touch the stone to gain the sign
blessing of the Alronach. Those  under the sign
of the Atronach absorb Magicka from  incoming
spells and  have a  larger pool of Magicka,  but
they recover Magicka  more slowly.

SKYRIM

RE [7.33] Mislwqlch

Related Quests

Dungeon  Quest:  Forgetting  About Fiola*

Recommended  Level: 6

Dungeon: Bandit (amp

Christer

Mistwatch  Bandit

Bandit  Leader  (Fiola)

Ouesl Items
Fiola's Wedding  Band

(railing
Alchemy Lab

(ollectibles

Skill  Book  [Heavy Armor]:  Hallgerd/s Tale

Unique  Item:  Fiola's \^ledding  Band  [64/1  1 2]

Chests

Potions

Loose gear

This  imposing  stone fortress stands tit the SOuthern
edge of Eastmarch,  not far from the mountains
along the Reach/a north edge.  A group of bandits
have taken control of the fort and must be
dealt with.

Exterior
Dispatch  the handful of bandits who clefend
the fort,s exterior,  then  pull a  lever to lower
drawbridge and
interior towers.

North Tower

advance into the first of thr

Speak with a  man  named Christer inside the
tower to gain a  new Side Quest and cln  important
key that unlocks the nearby door. Make your way
upstairs,  then climb a  ladder and  use the key
again  to go outside.  (Don,I bother opening the
upstairs  holding  cell-there,s  nothing  of interest in
the  small  room.)

()   Mistwatch  Key  (Christer)

(?,   crafring..  Alchemy  Lab

i,.;`  chest

"':)   chest  (Locked:  Apprentice)

()  Apothecary,s Satchel

(,:)   potions

":,.   Loose  gear

West Tower
Open a  locked chest before entering  the fort,s
second tower. More bandits await you  inside,
including  one that,s quite  powerful.  Fight your
way upstairs and  proceed through the high door.

":,;.,   chest                                                (:)   Loose gear

"::,,.   chest  (Locked:  Adept)

ill,=S £F :.:^R!f,,A   HOLD 7   EASTMARCH

`                                        .-            /-



Eosl

You encounter the bandit's leader in this final
tower,  but she isn,I what you'd expect-  lt turns out
to  be Fiola,  Christer,s  missing  wife.  Fiola  won,I

come with you,  so you must either kill her on the
spot or return to Christer and give him the bad
news.  Fiola  is a  powerful enemy/  but she carries
many valuables,  so killing  her is worth the effort.
Agree to  help  her first, and you can slay Fiola
and complete the quest with  Christer by handing
hI'm  her Wedding  band.  Either way/  search  for a
Skill  Book that rests atop a dresser in this tower.

(i/   unique Item:  Fiola,s Wedding  Band

[64/1  1 2](Fiola)

§   skill  Book  [Heavy Armor]:  Hallgerd,s Tale

(i  potions

(,)  Loose gear

ffi» [7.34] Easlmqrch
Imperial (amp

Related Ouesls

Dungeon  Activity

Recommended Level:  1 8

Dungeon: Folmer Hive

Falmer

Alchemy Lab

Related Quests

Civil  \^/c]r Quest:  Reunificalion  of Skyrim

Civil  \^/ar Quest:  The  Battle for Fort Amol

Hobitqlion: Military:  Imperial  (amp

Imperial  Soldier

mperial  QuclrtermaSter  (Blacksmith)

Imperial Quartermaster

Anvil

Grindstone

Workbench

Special Obietls

Gyil War:  Map oF Skyrim

Chests  (2)

Loose gear

Nestled  at the foot of Eastmarch,s eastern  spires,
a  small  band of Imperial  Soldiers have dared
to make camp.  Speak with the Quartermaster
here to browse his selection of fine weapons
and armor.  Examine each of the strategic  map,s
flagged sites as well to potentially gain  new +
map data.  Note that this site may or may not
exist, depending on the status of the Gvil War
campaign.

Dqflgers

Rockfall Trap  (proximity)

Underground (onnetlion: Stony (reek (ove

[7.36]

Special  Objects

Strange Orb

Chest(s)

Perched  high  upon  Eastmarch/s eastern
mountains,  a  long-forgotten temple stands at the
very edge of Skyrim.  Circle around and enter
this  mysterious  structure from  the east.  Touch  the
Strange Orb  inside the temple to take a wild  ride
that lands you  in a watery cavern  far,  far below.

Watery (uvern
Find  a  chest with  an  Expert-level  lock  hidden deep
underwater,  and clnother chest up on dr
Take the narrow passage back up to I

you  recently plummeted  past,  slaying
emerge from  holes  in  the walls.  Fight
across the bridge and follow the  path
to Stony Creek Cave  [7.36]. There,s no
back up to the temple from  inside  here.

§   Danger!  Rockfall Trap  (proximity)

(:)  chest

/)  chest (Locked:  Expert)

RE [7.36] Stony Creek Cave

Other Factions:  Bards College Quest:  Finn,s
Lute

Thieves Guild  Radiant Quest:  No Stone
Unlurned

Recommended  Level: 6

Dangers

Flail  Trap  (trip  wire)

Undergrouncl Connection:  Kagrenzel  [7.35]

(aIle(libles

Skill  Book  [lllusion]:  The Mystery of Princess
Talclra,  Part 4

Treasure Map X [7/1 1]

Unusual Gem:  [1 8/24]

Chest

Chest (Locked:  Apprentice)

Potions aplenty

This watery cave lies  near a  small  pond  near the
base of Eastmarch/s eastern  mountains.  Enter a
side passage,  slay a lowly bandit guard, and then
safely trigger a trip wire from afar to avoid  begin
struck by a swinging flail.  Cut down the  powerful
bandit mage in the nook beyond to discover a
Treasure Map on  her body.  Collect a  Skill  Book
here,  along with the Unusual Gem, which  pertains
to the Thieves Guild  Radiant Quest:  No Stone
Unturned.  Raid the large chest,  then  make your
way to the cave,s far end to discover another
chest that,s locked.  Stony Creek Cave links to
Kagrenzel  [7.35],  but it,s a one-way passage,
and you can only travel from  Kagrenzel to Stony
Creek Cave.

REP [7.37] Cragslane

Level:  6

Dungeon: Bandit (amp

Animal

Bandit

Barkeep

Gambler

Danger

Bear Trap

(rofling
Tanning  Rack

(oIIectibles

Skill  Book  [Lockpicking]:  The Wolf Queen, v1

[E2/1 O]

Chests

Potions

Loose gear

This  cave  lies  in  the  hills  of  Eastma

corner,  not far from where the main
into  the  Rift.



Exterior

Slay the lone bandit that guards the cave,s
exterior.  Dispatch the harmless caged  Pit Wolves
as well  if you  like.

§   Grafting:  Tanning  Rack

ife [7.38] Ansilvund

Related Quests

Side Quest:  No Stone Unturned

Dungeon  Ciuest:  A Love Beyond  Death*

Recommended Level: 8

Dungeon: Warlock hair

Atronach

Draugr

Fiori

Holgeir

Lu,ah  Al-Skaven

Mage

(rafting
Alchemy  Lab

Arcane  Enchanter

Arcane lmbuer

Dangers

Dart Trap  (pedestal  pressure plates)

Flail  Trap  (tripwire)

Flamethrowers  (pressure  plates)

Oil  Lamp Traps

Oil  Pool Trap

Rising  Floor Trap

Rockfall  Trap  (trip wire)

Swinging  Blade Trap  (pressure plates/lever)

Swinging  Wall Trap  (pressure  plates)

Skill  Book  [lllusion]:  2920,  Sun's  Dawn,  v2

Unique Weapon: Ghostblade [53/8O]

Unusual Gem:  [19/24]

Chests

"94  `i

Entry and Gambler,s Den

Cut down  another solitary bandit in the cave,s entry passage,  then sneak into the following cavern to
eavesdrop on a group of hostile gamblers.  Slay the men and find a  key on the Barkeep, which  unlocks
the betting  area.  The powerful  bandit who fights to defend  the gamblers cllSO Carries a key' Which
unlocks the cages you  noticed outside,  along with the ones  in the back cavern.  Find  another,  larger chest
in the back cavern as well,  but watch out for the bear trap  in front of it.  A Skill  Book is stashed  behind
thebar.

(3,   Danger!  Bear Trap                                                                                             (:\   Chests  (Locked:  Apprentice)  (2)

()   skill  Book  [Lockpicking]:  The Wolf Queen,  v1   [E2/1 O]                (::t   Potions

§  cragslane cavern  Key (Barkeep)                                                        ,()   Loose gear

¬)   cragslane Dog  Cage Key (Bandit)

Located at Eastmarch/s southeastern  tip/  this recently excavated  crypt runs deep  into Skyrim,s eastern
mountains'  The  fragments of a  story about the_lovers  interred  here,  Fiori  c]nd  Holgier,  can  still  be found.

Exterior
Slay a mage and nab some goodies before
entering  the excavation  site,s  interior.

i?   Grafting:  Alchemy Lab

§  chest (Locked:  Apprentice)
',',_,)   potions

=r e   5 -,te_qu Sc_-,i:i1`;   i,.)(

§Try__RTin

ffiD  Exi"o Skyrim

@  Entry (homber
Snag a few potions and  any mining tools you
may need on your way into this first chamber,
where a  powerful  Draugr lurks.  Venture down the
lower passage to eliminate another Draugr if you
like  before taking  the  upper trail  to  [2].

(;:,   potions              ,.:;   Loose gear

|TL+,_S.3F  Sg`?/R',¥tt   HOLD  7   EASTMARCH
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ffiae  small Excuvqlion Chamber
A mage watches over a pair of ensorcelled
Draugr here,  bemoaning his task of watching over
them as they are forced to excavate the ruins.
Try to exploit the hanging  lamp and oil  slick on
the room,s far side.  Loot the locked chest on the
scaffolding as you  make your way here from  [1].

(!   Danger!  Oil  Lamp Trap,  Oil Pool Trap

§,   chest (Locked:  Novice)

()   potions

a  Loose gear

®  Nordi( Overlook (bomber
Open a locked chest as you enter this cavern, and
bewc]re the trip wire  in the following  passage.  A
hclunting  Voice  Calls  OUT tO you  here,  initiating  a

new Side Quest.  Loot the Draugr corpses as you

proceed to [4].

?   Danger!  Flail  Trap  (trip wire),  Oil  Lamp Trap

§   chest (Locked:  Apprentice)

(,,   potions

®  Arcane (aye
More  mages  lurk in  this small  chamber,  where
various  ingredients and food  items are found.

§  crafring:  Arcane Enchanter

(!   oil  Lamp Traps

®  Drougr Hull
The  haunting voice  returns as you  move through
this  hall,  calling  upon  the  resting  dead  to rise  up
and attack you.

®  Fotol Floor (homber
re:  the entire center of this  room  rises  if you
n  it,  delivering you  up to deadly spikes that
e ceiling.  Avoid the chamber,s center as you

ng

gh here.

Floor Trap

givgr§6   Nordic Overlook (hamber Revisiled
elevated walkways to reach this location,

here some valuable potions sit on a small
table. A small chest can be found on the wooden

platform overlooking  the area where you first
ame  into this chamber. Another possessed
raugr is busy digging  near a  large scaffold that
vcr the doorway onward.

i/  oil Lamp Traps               4\   potions

asfty   pillar  puzzle
Beware the trip-wire trap as you  approach  this
large cavern. A power Draugr,  mage, and
Flame Atronach engage you  here. When the     .
dust settles,  solve the far puzzle by rotating  the
upper row of Nordic pillars so that they feature
the same symbols as the row of glyphs  hic!den
near the floor below (from  left to right:  Snake,
Hawk, Whale,  Snake).  You  may have noticed this
solution in the common  book
This opens the south  gate;

plate when  crossing the footbri ge

nd  Holgierl-
e Pressure
or you'll

be scorched.  Loot a chest on your way to the
Ansilvund  Burial  Chambers.

f\?   Danger!  Flamethrower (pressure plate),

Rockfall  Trap  (tripwire)

"\A,i   chest

i  potions

ffiB   Door to Ansilvund  B

:..:::; Door to Ansilvund  Ex(av

ae#  swinging BIades Passag
Avoid  the  many  pressure  plates  in  this first

passage-stepping on any of them causes a host
of swinging  blades to activate in the adjacent
hall,  Pick the Adept-level door at the end of this
corridor to access a small  nook with a  locked
chest and  lever.  Pull the lever to deactivclfe the
swinging  blades  if you  happened  to trigger them.

i)   Danger!  Swinging  BIade Trap  (pressure

plates/lever)

#\   chest (Locked:  Master)

®  Key (hamber
This  Draugr-filled chamber also  sports several
traps. Avoid the central  pressure plates or you'll
be burned  by flames.  Beware when taking the
item off the nearby pedestal as well-removing if
causes arrows to fire from the wall clirectly behind

you.  (Stand to one side to avoid damage.) Taking
the key from the far pedestal causes a  host of
Draugr to awaken,  bu"he key is a great help in
opening the upper gates, whose Master-level  locks
aren't easily picked.  When you  loop back around
to the main  chamber,  sprint straight across the
elevated walkway to avoid damage from traps.

/vi   Danger!  Dart Trap  (pedestal  pressure plate),

Flamethrower  (pressure  plates),  Oil  Lamp

Trap,  Swinging Wall Trap  (pressure plates)

§   Ansilvund  Key

§  chest

§   chest (Locked:  Adept)

§   Loose gear

§   Dangerl  Dart Trap  (pedestal pressure plate),
Rising  Floor Trap

i   skill  Book  [lllusion]:  292O,  Sun,s  Dawn, v2

§   potions

®  Lamp-Lit Hall
Lu,ah Al-Skaven  awaits you  here.  You,re  just in
time to disrupt her  nefarious  ritual.  However,
Lu'ah  manages to raise two  powerful  Draugr.  Try
knocking down  the cavern,s many hanging  lamps
to inflict extra damage upon these dangerous
foes.  Kill  Lu,ah  to complete your Side Quest.
This also frees the  souls of Fiori  and  Holgeir,
who leave a  unique blade  behind  in  thanks.  Use
the key you find  on  Lu,ah/s corpse to open the
upstairs door and sack one last chest on your way
back to the surface.

i?   Danger!  Oil  Lamp Traps

§   crafring:  Alchemy Lab, Arcane  lmbuer

§  unique weapon: Ghostblade [53/80]

()   unusual Gem:  [19/24]

§   Lu,ah,s  Key (Lu,ah Al-Skaven)

i?)   chest

(:)   potions

§  Loose gear

ffiB  Door to Ansilvund Excqvotion

(rqdlecrush Pond

Just below the waterfall,  close to th
Prison  on  the White  River,  are th
of a shack,  demolished  by a  fall

bandoned
lnS

.  The

inhabitant, whose luck ran out,  has been struck
by the tree as well.  He carries a Tre
Shrine of Dibella  is found  in  one su
of the cabin.

Map. A
COrner

S   skill  Book  [Light Armor]:  Rislc)v the  Righteous

A  Treasure Map lX [8/

Shrine of Dibella  [7

Crop just  norlhecISt Of Cra
Rock is a  pond where the lmperials haven't found
a  Shrine to Halos.  Clamber up,past the old  Nordic
stone  heads and worship  here if you wish; there,s
a  chest,  Skill  Book,  c]nd  other equipment I
offerings.

§,   skill  Book  [Heavy Armor]:  2920,
Midyear, v6

§   shrine ofTalos  [12/17]

§  chest

§   Loose gear

PRIMARY LOCATIONS      SECONDARY LOCATIONS
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seS [7.C] Maru,s Eye Stones

South of Mara,s Eye Pond on the steep forest
and scree is a set of standing  stones.  Beware of
Spriggan flitting around this  place,  as they tend to
attack you on  sight.

ife [7.D] Frost Troll Den:
Ulrering Hills

Climb north from Mara,s Eye Pond and cross the
snow line.  Trek to the top oF Uttering  Hills  to find a
ferocious  Frost Troll  guarding  his den.  The den  is
empty/  but outside  is a  fluttering  flag/  marking  two
mineral  veins.

\t  Mineable ore  (Corundum,  Gold)

ife [7.E] Shrine of Talos:
Wqlther of Windllelm

Approach  this craggy hillside shrine from the
south to  reach  steps to the Talos statue towering
over the bridge and Windhelm Stables below.
You'll find  a  shrine to  receive a  blessing,  and
various offerings to take.  The dead  body of a
Thalmor Agent has been disposed of below the
walkway to the statue,  along with the enchanted
weapon thatdid  him  in.

S.   shrine ofTalos  [13/l7]

(v?   Loose gear

)89i(

B> [7.F] Hunter,s (amp:
Windhelm PIqlequ

Unless the  Imperial  Legion  is  laying  siege to
Windhelm,  this  mountain  plateau  is occupied  by
a  hunters' camp.  As you  approach,  a  Frost Troll
suddenly appears over the ridge.  The  hunters
have little chance against this powerful  foe,  so
rush  in  to  help  (or watch  them  die,  if you  prefer).
You  can  loot the corpses and the camp for some
valuables,  though  any surviving  hunters will
turn  on  you  if you  steal  their items  (so  much  for

gratitude).  A Skill  Book  lies  inside one of the
lean-tos.

(:)   skill  Book  [Light Armor]:  Ice  and  Chitin

(j   chest (Apprentice)

(;,   Loose gear

ne» [7.G] Windhelm AIIack (amp

Relqled Quests

Civil  VVar Quest:

Civil War Quest:

¢
Or

lion  of Skyrim

Windhelm

A"he end of the Civil War,  if you
sided with the  lmperials,  the assault on
Wnclhelm begins here;

catapults  bombclrding  the City fro
General Tullius assembles  his men for a  rousing
speech close to this  location,  prior to the epic
assault on  this Stormcloak stronghold.

ife [7.H] Dragon Mound:
Kynesgrove Resurrection

Related Quest: Main Quest: A Blade in the  Dark

This  Dragon  Mound  is  initially sealed.  lt opens

during Main  Quest:  A Blade in the Dark, when you
arrive with  Delphine and watch  Alduin  resurrect
Sahloknir,  the dragon  that was entombed  here.
Alduin  himself cannot be  harmed;  he resurrects
his  brethren  and flies off.  But slay Sahloknir and

absorb his soul to continue the quest.

He  S-de-. £=--~Js  +.

sITV_-_RTri

RE [7.l] Hunter,s (amp:
Dunmelh puss

a  small  hunter's camp with  a  lean-to and  roaring
fire.  The  hunters are friendly/  unless you  attempt to
steal from them.  Look for a  blowing  ragged flag
to indicate this camp's proximity

(i   crafring:  Tanning  Rack

".I,A,',,    Knapsack

aegiv [7.J] Wild AnimI Den:
Dullmelh Pass

West and  a  little south  of Eldergleclm  Sanctuary
is a  group of hunters  bathing  in  a  sulphur pool.
The camp has a couple of tents and some  loose

gear,  and  a  Skill  Book sits on  the shorttable with
the  keg.  The  hunters  are friendly'  unless you  try
to steal  their clothes and  equipment.  lt seems the
wine  has been flowing  freely here!

(':)   skill  Book  [Smithing]:  Cherim,s  Heart

"3   Loose gear
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On the rocky hillock s
of standirlg Stones an altar,  upon which

rine to Akatosh and a Skill  Boo
the crumpled bones; these re
skeletons as you approac

# Skill  Book [Alteralion]:  Breathing Wafer

§  shrine of Akatosh  [5/6]

pe [7.S] The mournful Gi:mI

Related Ouesl: Main Quest: Dragon Rising

This Dragon  Mound  is initially sealed.  It opens
during  Main Quest:  Dragon  Rising.  lf you visit
during or after this point in the Main Quest,  the
mound will be open and empty Once the quest is
complete, a dragon will appear cltop Bownstrewn
Crest [7.2O]  nearby,.  perhaps the resurrected
dragon simply thought it a  better lair.

ife [7.M] Cronvangr
Summoning AIlar

The bubbling  sulfur  in  this area  has forced an
old  Nordic entrance to crumble and  fall,  and
the  sacrificial altar ,ls currently exposed  to the
elements, Watch for a couple of necromancers
affempting  to  raise a  thrclll  On the Slab  here.

This  Dragon Mound  remclins sealed.  lt opens
during Main Quest:  The Way of the Voice, when

you train with the Greybeards.  lf you  return during
or after this point in  the Main Quest,  the mound
will  be open clnd empty. The dragon summoned
has disappeared.

Expect to find a couple of wandering  mammoths
and cl giant bathing  in  the hot waters of this
sulphur pool, which  is  just east of witchmist
Grove.  Approach  them with caution,  or bring
them down from a distance.

ife [7.P] Hunters, Ctimp:
SIeamcmg Slopes

On the slopes to the east of Steamcrag Camp  is
a  well-hidden  hunters,  camp.  There are  likely to
be two adventuring types here,  along with their
horses clnd  a  recently SIain  mammoth  that's  being
carved  up  for  meat and  tusks.  A Skill  Book sits on
a crclte near the wagon.

fj   skill  Book  [Two-Handed]:  The  Legendary

Sancre Tor

carrying.

ife [7.R] Shrine of
Sleqmcrq9 Hillot

Tit;A!N!RE£                       THE  INVEf*ORY

A mammoth  has succumbed to death at the eastern
end of a  small sulphur pool,  and a despondent

giant waits by its furry corpse.  You may attack or
edge around this melancholy fellow.

RE> [7.T] Dragon Mound: MzulfI
Foothills

Related Quest: main Quest:  Dragon

This  Dragon  Mound  is  initially sealed.

during  Main  Quest:  Dragon  Rising.  lf
during  or after this point in  the Main
mound will  be open and  empty.

ire [7.U] Hunters, Cdmp: Slopes
of Kagrenzel

On the treacherous slopes leading to Kagrenzel
is a small  hunters' camp, with two hardy folk
braying the inclement weather. There's a small
vein of Corundum to mine here,  and a  Skill  Book
sits atop a  barrel  near one of the tents.

§   skill  Book  [Archery]:  Father of the

"3  Mineable ore (Corundum)
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The Hold along Skyrim,s southern  border with Cyrodiil  is known as Falkreath,  and  its capital  shares the same name.  The Hold,s second  largest town,  Helgen,
was the site of a  recent dragon attack and  prisoner escape.  Before its destruction,  Helgen was  "the Gateway to Skyrim," a well-traveled town at an  important
crossroads  in the foothills of the Jerall Mountains. As you  move  north,  the rugged,  mountainous south gradually gives way to pine forest lowlands. Though
initic]lly tranquil to the  untrained  eye,  the woods  are a wilderness fraught with  the  prospect of enemies  (wild  animals or worse)  lurking  behind  every tree.  Still,
the  people of Falkrealh are reasonably prosperous farmers and  loggers,  thanks to the abundant supply of fresh water from  Lake llinalta-the largest body of
waterinSkyrim.

ife Routes and Pqfhwqys
Falkreath  is among the most-traveled Holds  in terms of major roads and  minor pathways. The lake  is an  excellent anchoring  point,  allowing you to get your
bearings from almost any angle.  North of the lake are the sharp and  protruding  Brittleshin  Hills-snovy peaks dominated  by Bleak Falls  Barrow that overlook
the origin  of the White River-and the town of Riverwood  just across the border in Whiterun  Hold.  Heacl east,  and you  brave the  blizzards of theJerall
Mountains,  bandit attacks in the high  mountain  passes,  and the windswept caverns of Haemar's Shame. To the south,  the Jerall Mountains dominate, their icy
crags  making  many locations difficult to  reach  and  almost impossible to escape from  without blade or spell.  Still,  resolute  hunters  like Angi  can  still  be found  in
this vast wilderness,  determined to  live  life on their own terms.  Head west,  and  the pine forests give way to more rocky scree and sharper crags,  where you can
hec]r the  howls of anger of the Forsworn from the Reach and find old or forgotten cuts  into the earth,  including the fabled Twilight Sepulcher.

Services
Followers:  [0/47]

Houses for Sole:  [0/5]

Morrioge  Prospects:  [0/62]

Skill Trainers:  [3/50]

Alchemy:  [l/3]

Alteration:  [0/3]

Ar(hery:  [0/3]

Block:  [0/2]

Coniurofion:  [1/3]

Destru(tion:  [0/3]

Enchanting:  [0/2]

Heavy Armor:  [0/3]

Illusion:  [0/2]

Light Armor:  [1/3]

Lo(kpi(king:  [0/2]

Onetlonded:  [0/3]

Pickpocket:  [0/3]

Restorofl'on:  [0/3]

Smithing:  [0/3]

Sneak:  [0/3]

Speech:  [0/4]

two-Handed:  [0/2]

Barfender [0/5]

Blacksmith  [3/33]

arrioge  Driver  [0/5]

8?8

Fence  [0/1 0]

Ferryman  [0/3]

Fletcher  [0/3]

Food Vendor  [0/9]

General Goods  [l/1 9]

Innkeeper  [T/1 5]

Jeweler  [0/2]

Special  [0/3]

Spell  Vendor  [0/1 2]

Stoblemaster  [0/5]

(ollettibles
(optured (rirfers:  [0/5]

Dragon  (lows:  [1/1 0]

Dragon  Priest Masks:  [0/i O]

Larceny Targets:  [0/7]

Skill  Books:  [29/1 80]

Alchemy:  [2/I O]

Alteration:  [2/1 0]

Archery:  [3/1 0]

Block:  [2/1 0]

Coniurotion:  [3/1 0]

Destruction:  [2/I O]

Enchanting:  [3/1 0]

Heavy Armor:  [0/1 0]

Illusion:  [2/1 0]

Hght Armor:  [2/1 0]

Lockpicking:  [0/1 0]

Tf`e   5t_c`_¢=S_-=3i:a   I,

One.Handed:  [1/1 0]

Pickpocket:  [1/1 0

Restoration:  [1/1 0]

Smithing:  [2/1 0

Sneak:  [l/i O]

Speech:  [1/1 0]

Two.Hunted:  [l

Treasure Mops:  [3/1

Unique Items:  [1 6/7 1 2]

Unique Weapons:  [7/80]

Unusual  Gems:  [3/24]

Special Objects

Shrines:  [6/69]

Akorosh:  [1/6]

Arkoy:  [3/I 2]

Dibello:  [0/8]

Julionos:  [0/5]

Kynareth:  [8/6]

Moro:  [0/5]

Stendarr:  [0/5]

Tolos:  [Z/1 7]

Zenithor:  [0/5]

Standing Stones:  [4/1 3]

The  Lady Stone

The Moge Stone

The Thief Stone

SKYR]M

The Worrier Stone

Word Walls:  [5/42]

Animal Allegiance:  [1/3]

Aura Whisper:  [0/3]

ecome Ethereol:  [0/3]

Disarm:  [0/3]

Dismaying Shout:  [0/3]

Elemenful  Fury:  [1/3]

Fire  Breath:  [1/2]

Frost Breath:  [0/3]

Ice Form:  [0/3]

Kyne's  Peace:  [0/3]

(RAFTINC STATIONS:  FALKREATH

Anise's  Cabin  (Interior)   [8.1 9]

Anise's  Cabin  (Interior)   [8.1 9]

Folkreoth  (Lod's  House)   [8.00]

(ooking  Pot
Folkreoth  (Lod's  House)   [8.00]

House)  [8.00]

Bilegulch  Mine  (Exterior)   [8.01]

a(k       Folkreoth  (Lod's House)  [8

Whiterun  (Jorl's  Longhouse)

[7.00]

Workbench           Folkreoth  (Lod's House)   [8.00]

Slow Time:  [0/3]

Storm Call:  [0/3]

Throw Voice:  [0/1I

unrelenting  Force:  [1/1]

Whirlwind Sprint  [0/2]

Dark Brotherhood Soncfuory  [8.22]

Dark  Brotherhood  Sonctuory  [8.22]

Dok Brotherhood Sonctuory  [8.22]

Half-Moon  Mill  (Interior)   [8.I  l]

Dork Brotherhood Sonctuory  [8.22]

Half-Moon  Mill  [8.1

Half-Moon  Mill   [8.I  l]

Dok Brotherhood Sonctuor

ifLAS ,3F Sk:?R!,,,,.,   HOLD  8   FAIKREATH  HOLD_
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Total-44:  Hold Capital,  and 43  Hold  Locations

[8.00]  Hold  (opitol  (rty:  Folkreoth

JorI:  Siddgeir

[8.01]   Bilegulch  Mine

[8.02]  Sunderstone Gorge

[8.03]  Glenmon'l  (oven

[8.04]  Folkreoth  Imperial  Camp

[8.05]  Moss Mother Cavern

[8.06]  Hunter's  Rest

[8.07]  Knifepoint Ridge

[8.08]  Twilight Sepulcher

[8.09]  Bonnermist Tower

[8.10]  Evergreen  Grove

[8.1 l]   Holf-Moon  Mill

[8.1 2]  Bloated Mom,s Grotto

[8.1 3]  North  Brittleshin  Pass

[8.l4]  South  Briwleshin  Pass

[8.1 5]  llinolto's  Deep

[8.l6]  The  Lady Stone

[8.i 7]  Secundo's  Kiss

[8.18]   Bleak  Falls  Borrow

[8.1 9]  Anise,s  Cabin

[8.20]  Cracked Tusk  Keep

[8.21]   Holldir,s  (oirn

[8.22]  Dark  Brotherhood  Sonctuory

[8.23]  Roadside  Ruins

[8.24]  FolkreDth  Watchtower

[8.25]   North  Shriekwind  Bosfl'on

[8.26]  South  Shriekwind  Bqstion

[8.27]  Peak,s  Shade Tower

[8.28]  Pinewot(A

[8.29]  Angi's Camp

[8.Sol  The Guordion  Stones

[8.31]  Embershord  Mine

[8.32]  Helgen

[8.33]  South  Skybound Wotch

[8.34]  North  Skybound Watch

[8.35]  Orphan  Rock

[8.36]  FDlkreOth  Stormclook (amp

[8.37]  Hoemor,s Shame

[8.38]  Bonechill  Possoge

[8.39]  Ancienti Ascent

[8.40]  Bloodlet Throne

[8-41]  Greywoter Grotto

[8.42]  Fort Neugrod

[8,43]  Southfringe Son(tum

Total-36 Points of Interest

[8.A]   Dmgon  Mound:  Bilegulch  Ridge

[8.B]  Toadstool  Ring..  Bilegulch  Ridge

[8.C]  Hunter,s  Camp:  Sunderstone  Gorge

[8.D]  A  Peddler,s  Misforfune

[8.E]  Toppled Tower:  Knifepoint Woods

[8.F]  Buming (orovon:  Evergreen  Grove

[8.6]  Shrine of Akotosh: Twilight Volley

[8.H]  Fishermoni  Camp:  Lake  llinolto

[8.l]  Sunken  Fishing  Boot:  Lake  llnolto

[8.J]   Dork  Elf/s  Grove

[8.K]  Al(hemist,s  Camp:  Evergreen  Woods

[8.L]  Dragon  Mound:  Evergreen  Woods

[8.M]  Socrifi(iol  Altar:  Evergreen  Woods

[8.N]   Bear  Cove:  Holldir,s  (oirn

[8.0]  The  Silvermoon:  Lake  llnolto

[8.P]   Nordic  Burial  Grove

[8.0]  Fisherman,s  Island:  Lake  llinolto

[8.R]  Sunken  Borrow:  Lake  llinqlto

[8.S]  The  Indigestible  Emerald

[8.T]  Riverwood  Folly

[8,U]  Wild Animal  Den:  Pinewotch  Out(rapping

[8.V]  The  ConiuIOr'S Altar:  Lake  llinolto

[8.W]  Hunter's (amp:  The  Guordion Stones

[8.X]   Bandit Camp:  llinolto  Foothills

[8.Y]  Shn'ne  of Tolos:  llinolfu  Foothills

[8.,Z]   Bandit Camp:  Skybound  Underhong

[8.AA]  Bandit  Bridge:  Pinewotch

[8.AB]  Bandit Camp:  Pinewotch  Heights

[8.AC]  Hunter's (amp:  Upper Pinewot(h  Ridge

[8,AD]  Prospector,s  Shock:  Bonechill  Ridge

[8.AE]  Bandit Camp:  Helgen  Cliffs

[8.AF]  The Mauled  Refugees

[8,AG]   Khoiiit Corovon  Mosso(re

[8,AH]  Wild  Animal  Den:  Orphan,s Tear

[8.All  Dragon  Mound:  Bloodlet Peaks

[8.Al]  The  Headless Skeleton

igr  [D"3] A"estors Glade (see page "6)  tias  [HF.07]  hakeview Mnor (see page "7)

Related Quests                              Habitation:  Hold
Doedric Quest: A Doedro's  Best

Friend

Doedri(  Quest:  Ill  Met  By

Moonlight

Dark  Brotherhood  Quest:  Side

Contract:  Helvord

Mis(elloneous  Objective:

Innkeeper Rumors  (Dead  Man,s

Drink)

Miscellaneous  Obie(five:  Once  a

Thqlmor...*  (Runil)

Miscellaneous  Objective:  Vighor

the Vompire*  (Dengeir of Stuhn)

Favor  (Ach'vity)..  Horvesfl'ng

Crops*  (Mothies)

F8yOr:  Spe(iol  Delivery*

(Thodgeir)

vcr:  A  Little  Light Thievery*

(Dengeir of Stuhn)

Favor:  Rote Item  Hunt*  (Jorl

SiddgSir)

Favor:  Item  Retrieval  ((owe) *

(Runil)

Favor: Jobs for the Jorls*  (Jorl

Siddgeir)

Croffing  Tutorial:  Alchemy*

(Zorid)

Thane  Quest:  Thane of Folkreoth

Hold*

'   900

Capital  (Minor)

(rofring
Al(hemy  Lobs  (2)

Arcane  Enchanter

Blacksmith  Forge

Grindstone

Tanning  Rocks  (4)

Workbench

Services
Trader  (Apothecary) :  Zoriq

[9/1 2]

Trader  (BIG(ksmith):  Lad

[25/33]

Trader  (General Store Vendor):

Solof  [1 2/1 9]

Trader  (Innkeeper) :  Volga

Vini(io  [13/15]

Trainer  (Coniurotion:

Joumeymon):  Runli  [3/3]

Special  Objects
Shrines of Arkoy  (3)  [9/i 2;

10/12;  ll/12]

Civil  War:  Mop  of  Skyrim

Tr.e  3f_tit:r £LTCu:a  h,/

s__irVlit-M

(olleclibles

Skill  Book  [Block]:  Death  Blow of Abemonit  I(2/i O]

Skill  Book  [lllusion]:  The  BIG(k Arts  on Trial  [E2/1 0]

Skill  Book  [Restorotion] :  Rociol  Phylogeny  [C2/I O]

Skill  Book  [Smithing]:  Light Armor Forging  [D1/1 0]

Skill  Book  [Speech]: A Dance in  Fire, v6  [B2/1 0]

Skill  Book  ITwo-Honded]: The  Legendary Soncre Tor  [D2/i O]

Unique  Item:  (ursed  Ring  of Hircine  [65/1 1 2]

Unique  Item:  Ring of Hircine  [66/1 I 2]

Chest

Potions aplenty

Loose geol
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in origin,  but Elvish, though even they no
longer remember its meclning. The town, and
its graveyard, blossomed over the ages from a
monument commemorating the Battle of SungarcI.
A statue once stoocl commemorating the spot
where Kjoric the White fell  in baffle defending
Falkreath from the First Empire,  and legend has
it that his son,  Hoag Merkiller,  fell  in exactly the
same spot when he retook Falkreath years later.
The residents of Fa!kreath fake a certain pride
in this history and their cemetery,  though some
darkly refer to Falkreafh as "Where heroes come
fo die.,I

ln  recent years, the JarI,s family has become
bitterly divided between Siddgeir, the avaricious
Imperial JarI,  and  his uncle, the former Jarl
Dengier, who was forced from his position due to
his growing Stormcloak sympathies. The people
of Falkreath work hard  just fo keep the fawn
functioning  properly despite the political struggles.
Isolated and  isolafionisf,  the capital of Falkreath
is unwelcoming to visitors, with stern facades and
its haunting graveyard.  Some say wisps flit across
the grcIVeyard af night, and  lonely buildings feel
surrounded by the graveyard and hidden foes on
the freeline,s edge,  while gloomy interiors hold the
court of a Jarl with a family divided.

ife lmporlqnI Areas of lnleresl

©  Main Thoroughfare
Jarl Siddgeir's  moneymaking  schemes are  paying
dividends,  as the  settlement of Falkreath  is well

-Jg-i ® The following  leaders of Falkreath
are loyal to the lmperials at the start
of the Civil War.

Jarl Siddgeir

The nephew of Dengeir and now theJarl of
Falkreath, Siddgeir has always had money and

power,  although he,s clone liule to deserve either.
He acts as Jarl now that his  uncle has given  up
the position.  Siddgeir mostly focuses on ways to
acquire more money and protect his

power.  His main concern  is busybo
Vinicia, Tekla, and  Narri,  who he fears  mig
ruin  his family's name.  However,  he ha
amassed  his own  supporters:  Solaf cln
a pair of brothers who complete occa
deeds on  his behalf.

HeI"rd (Housecarl)

A loyal bodyguard and skilled  military tactician,
Helvard serves as a  bodyguard  for the Jarl.
While  he has great respect for the position ofJarl,
Helvard agrees with  Nenya  that neither Dengeir
of Stuhn  nor Siddgeir are suited for the important
decisions of the town,  and  he works with  her to

guide theJarl,s policies to what is best for the city.

Legate Skulnar

The following  residents of Falkreath

control the capital,  once this Hold  has
fallen during the Gvil War.

JarI Dengeir of Sfuhn

Once the Jarl  of Fcllkreath,  now "VOluntarily"
lowered fo the position  of Thane,  Dengeir of
Stuhn  was a  greclt Warrior and Virtuous  hero Of
Falkreath  in  his youth.  However,  he has outlived
his glory and  is slowly descending  into a creeping

paranoia.  He sees enemies  hidden  ever)IVhere
and  rarely goes out in  public.  Shortly before
Imperial  pressure forced  him  from  his  position

asJarl,  Dengeir very nearly exiled  all  lmperials
from  Falkreath,  a  proclamation  prevented only
by Nenya's careful council.  Dengeir is a  strong
supporter of the Stormcloaks,  but he  knows to stay

quiet about his  support.

Tekla (Stewclrd)

As further evidence of his growing  dementia,
Dengeir names  his  house servant Tekla as  his
Steward when the Stormcloaks  restore him to
the position ofJarl.  He does this not because he
believes that she  is qualified  to  hold

(she  almost certainly  ism,I)  but  beccI
only person  left who  he trusts.

Jarl  Siddgeir runs  Falkrearh  Hold  fro
impressive  Longhouse.  His  main  reas
supporting  the  Empire  is  because  it m
more  profitable for him,  so he continues to fin
ways to line his own  pockets with
a  result,  much of the clay-teddy
Hold are still  handled  by his overworked
Nenya,  and she works with  Helvard to deal with
matters of military defense,  such as bolstering the
city from  Civil War attacks.  He has welcomed
Legate Skulnar into his hearth and  home, and
turned the wine storage room  into a place where
the lmperials can  plot war. The Jarl,s beclroom  has
two display cases  ([Adept]  c]nd  [Expert]),  the  lcltter
of which  has a  Skill  Book to  read.
on a table in the War Room,
Enchanter on  one of the  uDSt

^v  crafring:  Arcane  Ench

i/   skill  Book  [Block]:  Dea

[C2/1 0]
(i  skill  Book  [Pickpacker]:

Thieving

Civil War:  Map of Skyrim

(and  brawling)  occurs on the ground floor  Below
is a cellar,  or Falkreath Jail,  where mainly petty
thieves or drunkards are placed.  However, one
specially reinforced cell holds the "monster,,
Sinding/ who is a threat to all the townsfolk after
he murdered the child of Mathies and  lndara.

¢   skill  Book  [lllusion]:  The  Black Arts  on  Trial

[E2/1 O]

i)  skill  Book  rrwo-Handed]: The Legendary

Sancre Tor [D2/1 0]

§   unique  Item:  cursed  Ring  of Hircine

[65/1  12]

§   unique  Item:  Ring  of Hircine  [66/1  12]

§   Evidence Chest

§   prisoner Belongings Chest

§  chests  (3)

§   Loose gear

©  Grflve (oncoctions

er Alchemist,s  Store  is well  stocks
able to talk through the rudiments
)lions to anyone who  is interested.

Skill  Book on the floor behind some baskets near

#  crafring: Alchemy Lab

#  Trader (Apothecary):  ZaricI  [9/1 2]
c   Potions,  Food,  Ingredients

"v^   skill  Book  [Alchemy]:  De Rerum  Dirennis

§  chest

a   potions aplenty

©  Lod,s House

Lad

near his forge,  and  is almost always
Inside  is a  private letter requesting
a cellar to  inspect.  A Skill  Book  rests
downstairs.
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(;)   crafting:  Blacksmith  Forge,  Grindstone,

Tanning  Racks  (3), Workbench

"4v!   Trader  (Blacksmith):  Lod  [25/33]

(:   Weapons, Apparel, and Misc

()   skill  Book  [Smithing]:  Light Armor  Forging

[D1/lO]
"(?   private  Letter

",;:,   chest (2)

?  Loose gear

©  Gray Pine Goods

Solclf

Bolund

Solaf runs this general  store that is owned  by
Siddgeir-which  has a  surprising array of goods
for such c]n  isolated town-while his brother
voices disapprovcll  Of the  lmPerialS around
Falkreath.  The only obstacles to the brothers
becoming the most powerful family in town are
Volga Vinicicl  and  her  "daughters,'' Who  Bolund
sees as busybodies and gossips who have
something  against him.  Solaf and  Bolund/s sister
Grelka  left them for Rifren a while ago,  sick of
their attitudes.  Solaf and  Bolund  don't particularly
miss  her.

/\?  Trader (General  Store Vendor):  Solaf

[15/15]
I.-J   Weapons,  Apparel,  Potions,  Scrolls,

Food,  Ingredients,  Books,  Misc

(/\   potions

(,:)   Loose Gear

".,':)   chest  (2)

",:`,,   strongbox  (Apprentice)

©  Dead Mom,s Drink

eVolga  Vinicia             Narri              Delacourt
:ozy idvern with a  roaring fire and fine food,
Dead Man,s Drink stands in  stark contrast to

theJarl's court and  is the far  more  inviting  world
for visitors.  The owner,  Volga  Vinicia,  is always

glad lo listen to a  traveler,s tales,  and the server,
Narri, collects gossip from around the town,

particularly from  her sister, Tekla,  who works as
maid  for Dengeir.  Volga  Vinicia  has  slowly

become aware of the Dengeir's paranoia and
has  long  known  of Siddgeir,s corruption,  clnd  She

grows concerned  for the town.  A Skill  Book is kept
behind the counter.

if¬   t=_i`_e.tC:...1_S     .
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i:;   crclfting:  Alchemy  Lab

i,   Trader  (Innkeeper):  Volga Vinicia  [13/15]

:-,   Room  for the  night,  Food

c.   Innkeeper  Rumors

?,   skill  Book  [Speech]:  A Dance  in  Fire,  v6

[B2/1 0]

(:?   chest  (3)

©  (orpselight Form
Mathies Caerellia

lndara Caerellia

lndara and  her husband,  Mathies,  reside

peacefully at the Corpselight farm,  so  named
because a  past resident helped  develop the
idea  of //cultivating,,  the witchlights and wisps
that illuminate the edges of the town graveyard.
Currently'  the pair are managing a  bumper crop
of potatoes, cabbages, and gourds.

/\t,   skill  Book  [Restoration]:  Racial  Phylogeny

[C2/1 O]

(\  chest

©  Dengeir,s House
Tekla

Once the Jarl of Falkreath,  now ,,voluntarily,,
lowered to the position of Thane,  Dengeir of
Stuhn was a great warrior and virtuous  hero
of Falkreach  in  his youth.  However,  he has
outlived  his glory and  is slowly descending  into
a creeping  paranoia.  Dengeir of Stuhn  is loathe
to meet guests and sees threats and conspiracies
ever)^^/here.  His  rantings terrorize  his  servant,
Tekla.  Tekla  will  raise the alarm  if you  decide
to  break  into this dwelling/  if she,s  inside this

location.

i.:i   crafring:  Tanning  Rack

(:,,,  chest

©  Deadwood Lumber Mill
Hardly a  hive  of activity  the mill  ism,I utilized  to

capacity thanks to the lackadaisical attitudes of
its owner, Jarl  Siddgeir, and  its abrasive foreman,
Bolund.

©  Hall oflhe Dead

Runil                         Kust

Originally meant for the cemetery,s

groundskeeper,  this now consists of a dwelling for
Runil  and  Kust and a  makeshift shrine for Arkay,
the god  of birth  cmd  death.  Unlike the  larger Hold
capitals,  there  is  neither the  room  nor the coin  to
build a  mausoleum to the fallen, who are buried
outside  in the cemetery instead.  Inside,  a  Skill

Book is hidden  under the  bed  near the chest.

",.':,.   Trainer  (Conjuration:  Journeyman):  Runli

[3/3]
(,;',,   skill  Book  [Coniuration]:  The  Doors  of

Oblivion

":::,   shrine of Arkay  [9/12]

(::.   shrine  ofArkay  [1O/12]

"()   shrineofArkay  [1  1/12]

()  chest

©  (emetery
The graveyard encroaches into the town and  is
large compared  fo the population.  Most of the

graves have worn away,  including a  memorial
statue commemorating Hoag Merkiller and Kioric
the White,  who died defending  Falkreath  from
outsiders.  By tradition,  the graveyard al Falkreath
is the central graveyard for all  residents of
Falkreath  Hold, and the many battles for control
over the Hold have provided  it with  no shortage
of graves.  Because the town  has a resident priest
of Arkay,  the grave sites are better maintained
than  in  smaller cemeteries,  and  in many cases,
the tombstones  have long outlasted the bodies a
those they were meant to commemorate.

ife [8.Oil Bilegulch Mine

Recommended  Level: 6

Dungeon: Bandit (amp

Bandit

SKYRIM

(rofring
BIacksmith  Forge

Smelter

Workbench

Dangers

Bone Alarm Trap

(ollectibles

Skill  Book  [Smithing]:  The Armorer,s  Chclllenge

Chest(s)

Potions

Loose gear

Mneable ore  (Orichalcum)

Merciless bandits have taken over this  remote
Orichalcum  mine,  which  lies at Falkreath/s
western edge.

Exterior

The  bandits  have fortified  their position  around
the  mine with a wooden wall and  several
watchtowers.  You  must enter through the wall,s
main gate, which  lies to the southwest.  Loot a
locked chest before scaling  some stairs to face

powerful  bandits  near the mine,s entrance.
Another locked chest and  several crafting stations
clre found  uP  here.
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"3  crafring:  Blacksmith  Forge,  Smelter,

Workbench

§  chest (Lockecl:  Novice)

()  chest (Locked: Apprentice)

§   potions

?!  Loose gear

[8.02] Sunderslone Gorge

Reloled Quests

Thieves Guild  Radiant Quest:  No Stone
Unturned

Dungeom: Warlock  Lair

Animal

Atronach

Mage
Skeleton

(rofting
Alchemy Labs  (2)

Arcclne  Enchanter

Dangers

Oil  Lamp Traps

Bone Alarm Trap

fall Trap  ( ssure plate)

Skill  Book [Coniuration]:  2920,  Fr

[A2/I O]
Urlusual Gem:  Stone of Barenziah  [2O/24]

Special Obietls

Word Wall:  Fire Breath  [2/2]

Chestls)

Potions

Loose gear

Bones and  bloodstains mark the entrance to
this small cave,  and a  powerful  mags stands
watch outside.  Nearly every square inch of this
treacherous cave's interior is filled with traps and
dangers-sneak and avoicl rushing forward, or

you,ll  suffer dearly.  Protection against fire can  be
invaluable  here.

ffiEN  Exit to Skyrim

®  Entry Possoges
Avoid a  pressure plate that releases a lethal
rockfall as you sneak toward an  unwa
who's tending a fire inside the cave,  B
another dangerous  pressure plate tr
cavern  that follows,  which  is guard¬
skeleton.  Hug the right wall to dodg
rattles,  then  ignite the  next tunnel's oi
scorch  more foes.

§   Danger!  Oil  Lamp Traps,  Bone

Oil  Pool Traps,  Rockfall Trap  (p

plate),   Mammoth  Skull Trap

ffiREi  sloir (hqmber

age
re of

the. small

Knock down a  hanging lamp to make a  mage flee
from  his advantageous perch  in the oily passage
that leads to this small area.  Beware ofa  lethal

pressure plate trap at the passage's end, and find
a chest ill a  nook near the wooden  StairS'
chest is tucked away atop the stairs as

§   Danger!  Oil  Lamp Traps,  Oil

Wall TrcIP  (Pressure  Plate)

S,   chest (Locked:  Apprentice)

i,  chest (Locked:  Aclept)

ffiEN   hah

()   Danger!  Dart Trap  (trapped door), Magic

Trap

v^   Grafting:  AIchemy  Lab

"§  chest

"?j   chest  (Locked:  Master)

§  Apothecary,s Satchel

§   potion

a  Loose gear

Word Wall (htimber
are the large amount of oil on the floor

ere-the far mages and Fire AIronach will

quickly ignite  it if they detect you.  Sneak past
this  hazard,  or sprint past it before your enemies
can  react. Approach the Word Wall to learn a
new Word of Power, then raicl the nearby chest
and collect a Skill  Book off the nearby pedestal.
Exploit an  Arcane  Enchanter  if you  like,  I
a wall chain to access another Alchem
Unusual Gem found  here pertains to a
Guild  Radiant Quest.  Pull a second wall
open the passage that leads
entry tunnel.

back to the ca

fj   Danger!  Oil  Pool Trap

§   Grafting: Alchemy Lab, Arcane Ench

()   skill  Book [Coniuration]:  2920,  Fros

vlO  [A2/lO]

?   unusual Gem:  Stone of Barenziah

§  word wall:  Fire Breath  [3/3]

§  chest

§   potions
"v^   Loose gear



ffi» [8.03] Glenmoril Coven

(ollectibles

Skill  Book  [Destruction]:  Horrors of Castle

Xyr  [B2/10]

Skill  Book [Enchclnting]:  A Tragedy in  Black

[A1/lO]
Chest  (Locked:  Novice)

Chests  (2)

Potions

Loose gear

Exterior

ln  the northeast reaches of Falkreath,  a coven of
nefarious witches  have occupied a sizeable cave.
You visit this  site during  two different quests,  for
very different reasons.  At the entrance,  prepare
to fight a  mage  (and  mages  inhclbit this Cave
complex  if you  aren,I specifically hunting  for
Hagravens as part of the CompclniOnS Quests.

fflHi  Door to Skyrim

i  Mtiin (tlvern

over a  locked chest in the dark nook of the
st passage from the entrance.  Then

ious animal and  Hag  (or Mage) fight
cavern. When the coast is clear,
he room for four separate tunnels

the entrance tunnel).  Finding  them

un; don,I confuse them during your

est [Novice]

o>  oxayoyro  L>  c«co  co  ou  A   '\  +

'904;

Tr.e  3:ct¬_.£c:.cliS  ''/

Relqled Quests

The Companions  Quest:  Blood,s  Honor

The Companions  Radiant Quest:  Purity

Recommended  Level:  I 4

Dungeon:  Hogmven  Nest

Animal

Glenmoril  Witch  (only during  "Blood's  Honor'')

Hag  (does not appear during  "Blood's  Honor")

(rofring

Arcane Enchanter

®  spiked pole hair
Accessecl via the ground tunnel to the north of
the Mclin  Cavern. This leads to a small cave with
a row of spiked  poles, a few ingredients, and a
baying enemy to slay.

ngEN  spider  hair
Accessed via the  upper tunnel to the north  of
the Main Cavern. This opens to a cave with a
ferocious animal that sometimes moves  into the
Main Cavern_  Check the skill  book on the table
with the Arcane Enchanter.

;.;   Arcane  Enchanter

"/-`)   skill  Book  (Enchanting):  A Tragedy  in  Black

SKYRIM

i,Affijfi  Fetid Pond Lair

Accessed via the upper tunnel to the west of the
Main Cavern.  A winding tunnel opens up  into the
largest of the lairs, with a small  pond of
water.  Expect a  Hagraven  (clnd famili
or a Mage, close

plunder:

(.')   potions

(/,?   chest

to a Forswom tent

eeSf  wqterfoll  Lair
Accessed via the lower tunnel to the west of the
Main Cavern.  A narrow tunnel  leads to the final
antechamber,  complete with a small waterfall and
a  final  foe.  This  is otherwise  empty.

aegiv [8.04]  Fqlkrealh Imperial
(amp

Related Quests

Civil War Quest (when active,  depending on
who you side with)

Habitation: Military: Imperial (amp

Imperial  Quartermaster (Blacksmith)

Imperial  Soldier

Servicos

Trader  (Blacksmith):  Imperial  Quartermas

[26/33]
Weapons, Apparel, Misc

Crqfring

Alchemy Lab

Anyil

Grindstone

Workbench

Special  Obietls

Civil War:  Map of Skyrim

Chests  (2)

Potions

Loose gear

Depending  on  the stcltUS  Of the Civil  War quest
line,  you  may or  may not find  this  small  Imperial
campsite  in  Falkreath.  When the camp  is present,

you  may trade with  the  Imperial Quartermaster,  or
utilize  his  selection  of crafring  stations.  One tent,s
tabletop map can  potentially grant you  new map
data.  Loot the camp if you  like before moving on.

iTL,a.S  CF  Sk:¥Ei,i,i.,.¢i   HOLD  8:  FALKREATH  HOLD
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ife [8.05] Moss Mother (avern

Related Quests

Dungeon Quest:  Hunter and  Hunted*

Recommended  Level: 8

Dungeon: Spriggan Grove

Spriggan

Bear

Valdr

Dangers

Bear Traps

(ollectibles

Unique Weapon:  Valdr,s Lucky Dagger

[54/8O]
Chest(s)

Loose gear

ENgiv  [8.07]  Knilepoinl Ridge

Related Quests

Daedric Quest:  Boethiah's Calling

Dungeon Aclivily

Recommended Level: 6

Dungeon: Bandit (amp
Bandit

(rafring
Alchemy Lab

Blacksmith  Forge

Grindstones

Smelter

Tanning  Rack

Workbench

Dangers

Oil  Lamp Trap

Oil  Pool Trap

Rockfall Trap  (lever)

Quest Items

Ebony Mail

This  rocky cave  lies  just off of Falkreath,s  main

westem  road. A wounded  hunter named Valdr
sits on  a  log  just outside the entrance, calling  out
for help.

Exterior
Speak with Valdr to hear his story/  then  heal  him
with a  potion or Restoration Spell to address his
immediate  problem.  Valdr cISkS for your help in
clearing out the cavern;  decide if you wish to go
alone or have Valdr lend you  his aid.

Moss Mother (overn (Interior)
Loot the  body of Valdr,s fallen  friend Ari,  then
leap up the nearby ledges to locate a  hidden
chest.  Slay a Spriggan and  Bear as you venture
deeper in,  being  careful to avoid  bear traps that
clre hidden among  shrubbery.  Defeat a few more
Spriggans  in  the  large,  sunlit cavern that follows
to clear the cave and complete your quest.  Raid
the large chest that sits on a  south  ledge and
swipe the gear that rests at the bottom of the pool.
Then  speak with Valdr for your reward.

§   Danger!  Bear Traps

/v\/  chest

§  chest (Locked:  Novice)

¢   Loose gear

(ollectibles

Skill  Book  [Archery]:  Vernaccus and  Bourlor

[E1/1O]

Unique  Item:  Ebony Mail  [67/I  12]

Chests

Potions

Loose gear

Mineable ore  (Corundum,  Iron)

Knifepoint Mine

TRAiEN!NC                         THE  !NVENTORY                         T

ife [8.06] H

Recommended  Level: 8

Habitation: Hunter (amp

Hunter

(rofling
Tanning  Rack

(ollectibles

Skill  Book  [Archery]:  Father of the  Niben

[A2/I O]
Chest

This  small  openrdir cabin  lies due west of Lake
llinalta,  just clcross the  main  road.  The friendly

hunters who  live here enjoy a  simple  life.  A
chest inside the cabin can  be looted  if you,ve
no qualms about stealing.  There's a  Skill  Book
between the bedrolls as well,

The bandit camp of Knifepoint Ridge is located on
a  high  bluff in  the foothills of Falkreath/s western
mountains and  has been overrun an'd fortified
by bandits.  During  Daedric Quest:  Boethiah/a
Calling/ you  are sent to this location to defeat a
challenging adversary and obtain the Ebony Mail.

Exterior

The bandits have built a  sizeable camp around
the  mine.  Beware the  rockfall  trap That the
watchtower guard will  set off if he spots you.
Sneak carefully or take him out from a distance
before he can throw the lever that triggers  it.
Check ecICh  Of the OPenflir Cabins tO discover an
array of valuables,  and collect the Skill  Book on
the table near the Blacksmith  Forge.

(v?   Grafting:  Alchemy  Lab,  Blacksmith

Forge, Grindstone, Workbench

(:)   skill  Book  [Archery]:  Vernaccus

and  Bourlor  [E1/1O]

(.,','   Chest  (Locked:  Novice)

()  Apothecary,s Satchel

(:.    potions

i   Loose gear

PRIMARY LOCATIONS

BESTIARY                       GUESTS             vueng  ATLAfa ¬ir  :)fff,a;LNi APPENDICES  AND  iNDEX
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ffiEN  Exi"a Skyrim

ffi:gr   Knifepoinl Mine Entry
lf you,re not on the quest,  then the bandits,
formidable  leader  lurks  just inside the  mine,  and

you can't explore beyond the first room.  See  if
you can  ignite the oil  beneath the chief's feet
with a fire-based attack.  Opening the Expert-level
holding  cell  puts you  close to a  thick Iron  Ore
vein,  but the same ore can  be more easily mined
from  the vein  that,s  just outside the cell.

During  ,,Boethiah/s Calling,,,  the  mines are
significantly larger-the bandits  have tunneled
much  farther into the rock.  A lowly bandit guard
will  be stationed  here  instecld Of a  POWerful
leader.

§   Danger!  Oil  Pool Trap

§  chest

\?  Mineable ore  (Iron)

®  Lab
lf you  have decent sneaking  skills,  backsfabbing
this  bandit should  be a  breeze. Then  mix  up

potions at the Alchemy Lab and grab a couple
poisons the bandit was brewing  up.

()   Grafting:  Alchemy lab

fj   potions

®  North Passage
Knock down a  hanging  lamp to ignite the oily
floor here and sear another unsuspecting  bclndit
or sneak up on  him while  he  is  busy  mining.

¢   Danger!  Oil  Lamp Trap,  Oil  Pool Trap

§  Mineable ore  (Corundum)

®  Gmnd (qvern
Pick a  Novice-level gate to enter this wide cavern
from the west,  or loop around and take the  north

passage lo get here.  If you choose the  north
passage, you can  use a narrow space beneath
the scaffolding to your left to sneak across the
open chamber easier.  Sneak around and  slay the
lone bandit worker,  then  mine plenty of ore from
the surrounding  veins and  exploit the Grafting
stations to  improve your gear.  You can  proceed
up the ramp and go through  the frontdoor,  or use
the smaller cave  hallway on  the  south  end  of this
chamber to  loop around to the back of the shack.
Approaching  from  the  rear will  allow you  to  jump
on a  pile of crates and enter the shack through
a  hole in the  roof,  dropping directly into shadow
and giving you an easy chance to backstab the
Champion of Boethiah.  Slay the Champion of
Boethiah  by whatever method you  prefer,  then
don  his  Ebony Mail to complete your quest.
Raid the nearby large chest before  backtracking
outside.

Crafting:  Grindstone,  Smelter, Tanning  Rack

§   unique  Item:  EbonyMail  [67/1 12]

ineable ore  (Corundum)

roEEH

ae> [8.08] Twilight Sepulcher

Related  Quests

Side Quest:  Kyne,s  Sacred Trials

Thieves Guild  Quest:  Darkness  Returns

Recommended  Level: 8

Dungeon: Special

Karliah

Nocturnal

Nightingale  Sentinel

Callus

(rofling
Alchemy Lab

Dangers

Battering  Ram Trap  (trapped  door)

Dart Trap  (pressure  plates/tripwires)

Lethal  Light

Spear Trap  (pressure plate).

Swinging  Blade Trap  (proximity)

Collettibles

Skill  Book  [Lockpicking]:  Proper  Lock  Design

Skill  Book  [Sneak]:  Sacred Witness

Area  ls  Locked  (quest requirecl)

Chests

Potions cIPlenly

Loose gear

This large burial site has been cclrved into
Falkrealh's western  mountains and  holds several
trials to feet those who would  probe its depths.
you cannot enter this place until you've obtained
the  "Darkness  Returns"  quest from the Thieves
Guild.

fiffi  Exit to Skyrim

®  Entry (hqmber
Speak with  the friendly Nightingale Sentinel  in
the first chamber to advance your quest,  and

question  him  thoroughly to obtain  an  optional  side
objective that leads you to the nearby remains
of an adventurer named  Nystrom, whose  journal

provides clues on  how to survive the trials ahead.

"'.:)   Nyslrom,s  Satchel

(:)   Loose gear

©   First Trial: Sentinels of the Dark
Sneak to ayoid the two vicious Nightingale
Sentinels  in  this chamber-they'll quickly cut

you to ribbons.  lfyou can  head  into the upper
southwest study,  press a  button on the ground
near the table to expose a secret nook containing
trecISUre.  Sidestep a  pressure  plate as you  sneak
through the  passage that leads to  [3],  avoiding
another Nightingale Sentinel as you go.

\^;,   Danger!  Dart Trap  (pressure  plate)

(:)   crafring:  Alchemy Lab

(:)   chest

(?   Knapsack

()   potions aplenty

H

Tiwiiight Sepulcher

=rl    i.-.:c,..  i:`...`..-I
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Lffij  Second Trial: Vigilqn(e Everlosling
Avoid the  light and  keep to the darkness as you
navigate this  massive chamber-for the light here
is  fatal.  Equip a  lighlsource of your own,  such  as
a torch,  to help you  spot traps that are concealed
in  the dark.  No enemies  lurk  here.

(,?.   Danger!  Lethal  Light,  Dart Trap  (trip wires)

i'`ELB!  Third Trial: The Offering

Loot a chest as you  make your way to this quiet
shrine.  Collect the offerings  near the statue  if you
like  before  pulling  two wall  chains  near the side
torches to open a  passage behind the statue.

".\   Chest

a,iT._i.S ¬=  :`Li'.f'Ij\l,i.+a.,   HOLD  8:  FALKREATH  HOLD
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gr©  Fourth Trial: Path to Solvqtion
Don't let this passage's swinging  blades stupefy

you  into stepping on the pressure plate that lies
before them.  lf you can,  open  the Master-level iron
door to the south to sneak through  [6] and bypass
the blades altogether. Otherwise, you  must time
if right and  sprint straight through-you,ll trigger
another pressure plate midway through, so move
to the left the moment you clear the passage to
avoid being shot by arrows.  Beware of another
as you exit the blade passage, and stand back
before opening the iron door ahead to avoid
being struck by a  battering  ram  (or simply disable
its trap hinge).  Proceed through  the door that
follows to reach  the  inner sanctum.

§   Danger!  Battering  Ram Trap  (door),
Swinging  Blade Trap  (proximity)I  Spear Trap

(pressure plate),  Dart Trap (pressure plates)

®  6reoT Hall
Pick a  locked door to enter this large chamber
and avoid the swinging  blade passage altogether.
A few items of interest are found  in the chamber,s
lower central  area,  including  a  pair of Skill  Books.
Sneak through  here to avoid alerting  the two
roaming  Nightingale  Sentries.

()   skill  Book  [Lockpicking]:  Proper  Lock  Design

§.   skill  Book  [Sneak]..  Sacred  Witness

(;/   potions

i/i   Loose gear

ffiRE   Door to Twilight Sepulcher Inner
Stln(lum

Final Trial:  Hesitate Not

Sprint down a  long,  empty corridor to reach
is deep pit.  Drop down-you'll suffer a  bit of
mage-then loot a skeleton to discover an

note. You seem trapped but are soon
to an alternate version of the pit

keleton  Key that
the central lock

Recommended Level: 6

Dungeon: Bandit (amp

Bandit

(rqfting
Tanning  Rack

(ollectibles

Skill  Book  [Lockpicking]:  Advances  in

Lockpicking

Chests  (2l

Bandits have assumed control of this tall tower,
which  stands on the west bank of the  mountains
west of Lake  llinalfa.  Ignore the  locked  gate on
the ground floor and  head  upstairs to discover
a  Skill  Book.  Open  the chest beneath  the stairs
that lead  up to the  lookout's  nest,  then  hecld
back downstairs and open the locked gate you
ignored  before to access another chest and some
valuables.

Related Quests

Dark Brotherhood Quest:  Whispers in the  Dark

Dark Brotherhood Quest:  Side Contract:  Hern

Habitation: Lumber Mill

Hert

(mfling
Tanning  Rack

Chesl(s)

This tranquil  lumber mill  sits  on  the west end  of
Falkreath,s  Lake  llinalta.

Exterior
Take up a Woodcutter,s Axe and chop up some
wood  near the  mill,s only cabin,  then  sell  the
wood  back to a woman  named  Hert for some
honest coin.

Half-Moon  Mill  (Interior)

Break  into  Herl,s cabin  unseen  and  raid  the lone

Dungeon: Spriggon Grove

Spriggan

(ollectibles

Skill  Book  [Alchemy]:  MannI'marCO,  King  of

Worms [D2/1 0]

Dangerous Spriggan guard this sacred grove,
where a  tranquil waterfall  fills a calm  poncl.  Slay
the Spriggan,  then  search th
who floats in the pond's cent

clsed Ale ist

Dungeon  Activity

Recommended Level: 6

Dungeon: Spriggtin Grove

Animal

Spriggan

Spriggan Matron

Unique Weapon

Bolar,s Oathblade

Collectibles

Unique  Item:  Savior's  Hide  [68/I 12

Unique Weapon:  Bolar,s Oathblade

PRIMARY LOCATIONS

AREY                        S!JESTS



Spetiol Objects

Shrine of Halos  [14/17]

Note:  Bolar's Writ

Chests  (2)

Chest  (Locked:  Apprentice)

Chest  (Locked:  Master)

Note that this area changes significantly during

(and  after)  Daedric  Quest..  Ill Met by Moonlight.
lf you're here for the quest,  see the quest
walkthrough for details on what to expect.

The entrance to this cave lies just off the east-
west road that runs across the southern Tundra.
Kill the  predators that lurk  just  inside,  then  hop

onto the low ledge on the south side of the first
clearing to discover a  locked chest.  Dive  into a

pond  near the waterfall to discover another chest
at the bottom.

You  must next take one of two paths:  for the

purposes of this walkthrough,  proceed along
the trail closest to the pond, dispatching another

predator and a Spriggan who emerges from a
tree as you  pass.  Scale the stone steps that follow
to locale a quiet shrine, where a  large chest is
found.  Pray at the Shrine of Talos for a  blessing.
Then  inspect the pedestal at the  base of a  statue
for a  note and  a  unique Blades Sword.

Descend  the following  stairs,  slaughtering
more animals and  Spriggans GIS you  Proceed
along  the path.  When you  reach the clearing
with the dead deer,  look up to spot a  rocky

promontory.  Scale the rocks here  if you can  (you
mcly find  it easier to  backtrcICk and  Climb  UP the

central  ridgeline first)  to claim  a chest in  a  small
nook behind the promontory.

Then continue down the path, and you'll find
that you  have come full  circle,  returning  to the
waterfall  pond with the cave fully explored.

ifeis [8.I 3] North Bri"Ieshin Pass

Recommended  Level:  6         (rolling

Dungeon: Warlock Lair

Mags
Skeletons

Arcane  Enchanter

Dangers

Rune Trap  (floor)

Trapped Chest

Underground (onnection: South  Brittleshin  Pass

[8.I 4]

Skill  Book [Coniuration]:  The Warrior,s Charge

[E2/1 O]
Chest

Apothecary's Satchel

Potions

Loose gear

This site  marks the north  entrance of a  short pass
that runs through  the  mountains  north  of Lake
llinalta.

mH

Brittleshin  Pass (Interior)

Slay a  few skeletons  in  the first sunlit cavern,
then  scale a  ramshackle collection  of winding
ramps to reach  its  high central  platform.  Cross a
small footbridge and  loot a  large chest.  Crush a
few more skeletons and a  powerful  mage in the
cavern that follows, which  features an Arcane
Enchanter and  Skill  Book.  Scale  some steps to
reach the next windy chamber, where a trapped
chest sits on a  left ledge as you enter.  Disable the
trap hinge,  or stand to one side of the chest and
lift its  lid  from afar to avoid  being  struck by the

mace that swings down when you open  if.  Keep

going  to reach  some open doors,  then  back up
and  use a ranged attack to detonate the rune trap
on the floor beyond from a  safe distance.  Proceed
through the nearby exit to complete your journey
through the  mountain and emerge at South
Brittleshin  Pass  [8.14].

ae* [8.I 5] IIinalla's Deep

Related Quests

Daedric  Quest:  The  Black Star

llinaltcI'S Deep

I    _I   I

Dungeon: Warlock Lair

Animal

Mage
Skeleton

(rofring
Alchemy  Lab

Arcane Enchanter

Ouesl Items

Broken Azura,s Star

Tr_c   ¬..de_.  Sc._.=|it   _J,
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se)  [8.I 4] South BrilIIeshin mss

Recommended  Level:  6

Dungeon: Warlock Lair

Underground (onneclion:  North  Briltleshin

pass [8.I 3]

This site  marks  the south  entrance to  Brittleshin
Pass,  which acts as a shortcut through  the
mountains  north  of Lake  llinalta.  See the  previous
location  entry for  North  Brittleshin  Pass  [8.1 3]  for

details on what awaits you within the  pass.

Recommended Level: 8

(ollectibles

Skill  Book  [Alteration]:  Breathing  \^/ater

[A2/1 0]
Skill  Book  [Coniuration]:  The  Doors of Oblivion

Skill  Book  [Enchanting]:  A Tragedy  in  Black

[A2/1 0]
Chests

Potions aplenty

Loose gear

ct     `r.-I  i3    HOLDS    FALKREATH  HOLD
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journal,  then  proceed tc)  [2].

?  Knapsack

ffiEN   Dinning Area
Slay a few powerful mages and a skeleton on

your way to the dining  hall.  Find several useful
potions here and  in the north  kitchen.  Open a
wooden door afterward and proceed

§  potions aplenty

§  Loose gear

§  Grafting:  Alchemy Lab, Arcane  Enchanter

!   skill Book [Enchanting]:  A Tragedy

[A2/1 O]

§  Apothecary,s Satchel

f)   potions aplenty

@?  Head Moge,s (ham
Confront a powerful mags
chamber, then dive under
Apprentice-level door to di
Use the steps to exit the

PRIMARY LOCATIONS

room, then loot a che
the fable.  Go throug
storage room filled with

e Skill  Book on

and head wes"award [7].

?  skill  Book [Coniuration]: The  Doors of
Oblivion

?  chest
i?   potions aplenty

®  Holding (ells
Slay a  powerful  mage in this  long  prison area.
There,s  little of interest in  the cells,  but you can
hone your lockpicking  art.

® Tower
Dispatch another deadly mage who guards the
tower's entry floor, then  proceed  upstairs to  reach
a quiet throne room-  Loot a  large chest here,  then
claim the Broken Azura,s Star from Malyn Varen,s
skeletal  remains.  Read the  nearby tome to learn
a  bit more about Varen and  his motives before
climbing the nearby ladder to take your leave.

§   Broken Azura,s Star

¢  chest

Dungeon: Special

Special  Objects:

Standing Stone: The Lady Stone [9

Swim out to hake llinalta,a tiny weste
locate an ancient Standing  Stone. Tou
to gain a new sign blessing|hose un
of the Lady regenerate Health and Stomin

quickly.  Note that you can have only one si
blessing at a time,  so activating this Stc
Stone will  replace your current blessing

ATLAS SF



ife [8.I 7] Secunda,s Kiss

Dungeon: Giunt (amp

Giant

(ollettible
Chest

This site  holds  special  significance to giants,

"y  who make  regulclr Pilgrimages  here for some
myst3rious reason.  slay the sites,  protective

guardians if you can,  then  plunder gold and
valuables from their corpses and from the chest
near the bonfire.

Relqled Quests

Main  Quest:  Bleak  Falls  Barrow

Side Quest:  The Golden Claw

Recommended  Level:  6

Dungeon:  Draugr Crypt

Arvel  the  Swift

Bandit

Draugr

Draugr Scourge Lord

Frostbite Spider

Skeever

Wounded  Frostbite Spider

Dangers

Oil  Lamp Traps

Oil  Pool  Traps

Swinging  Blade Trap  (wall  chains)

Swinging Wall Trap  (pressure plate)

Puzzle  Door  (Golden Claw)

Pil[clrs

one  (Draugr Scourge  Lord)

aw (Arvel)

Son Claw: Golden Claw [6/1O]
Book  [Pickpocket]:  Thief [D2/1 O]

`  vvI9iOAV``

Ascencl the sno
Ominous  eXteriO

Exterior

unfains  north of Lclke  !linalta and Can  be easily Seen
ing  a raging  blizzard as you  head for Bleak Falls Barro

@6  Nordi( Pillars Puzzle
Slay the exterior guards before entering the doors
that lead  into the Bleak Falls Temple-there,s
nothing else of interest outside  in the cold.

ffiRE   Exit to Skyrim

®  Entry (hamber
Cut down the two bandits af the end  of this first,
large chamber, then loot

guarding before
Passage On your Way t

A  chest (Locked:  No

eat they were
ng,  uneventful

Before pulling this chamber's tempting  central
lever,  rofa7e the three pillars  in the west wall  to
match the sequence of glyphs that can be seen
around the north wall  (Snake,  Snake, Whale).
Then  pull  the  lever to safely  raise the  north

portcullis.  Go through  c]nd  raid a  chest,  then  claim
the nearby Skill  Book.  Descend a spiral  staircase
on your way to  [3],  slaughtering  several  Skeevers
at the bottom.

(,,   skill  Book  [Pickpocket]:  Thief  [D2/1O]

\^/  chest

t\   potions

g©!  spider Lair
Chop  through  thick webs to enter this  small
chamber,  then  slcly the hulking Wounded  Frostbite
Spider that silently descends from  the ceiling.
Carefully free Arvel afterward,  who's been caught
up in a thick web.  The fool quickly rushes deeper
into the  ruins-hurry after him!

Tr_a  §.,de_- 4Sc_-r,i±  9/
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ffiEN  south Burial
Chase Arvel into these passages,
Draugr warriors begin to rise. Arvel
slain,. retreat as you combat the Draugr, then
retum  to this chamber and collect the vital
Golden Claw and informative ioumal that Arvel

possesses.  Be careful to avoid the pressure plate
on the floor that triggers cl  lethal trap On your Way
to[5].

§   Danger!  Swinging Wall Trap  (pressure plate)

#  Dragon aaw: Golden Claw [6/10]  (Arvel)

®  North BuritiI Passages
Slay more Draugr in this next chamber, then

quickly sprint through  the hall  of swinging
blades-you can  sprint through  unscclthed  if you
lime  it right,  Once through,  pull  a wall  chain  to
deactivate the trap.  Burn  up the many Draugr
in  the passage that follows by knocking down
hanging  lamps to  ignite oil  on  the floor.

!   Danger!  Oil  Lamp Traps,  Oil  Pool Trap,

Swinging  Blade Trap  (wall chain)

®  woterfoll (overn
Loota chest  in  this small  cavern,  then  pull  a  wall

chain to  raise a  portcullis and advance to  [7].

§  chest

®  sunlit (qvern
Raid  another chest on your way into this large,
openflir cavern.  Descend to the bottom to find
clnOther Chest,  then  gO  back uP and  Proceed  tO

[8].

/v\  chest

§   chest (Locked:  Novice)

trap afterward,  then  quickly pull the wall chain
on the opposite side to c]eactivate it-this lets you
safely retreat as the undead begin to swarm.

Next,  inspect the Golden Claw that you
found on  poor Arvel,  and  notice the three glyphs
that run down  its palm.  Mimic this same sequence
of glyphs  (bear,  moth,  owl)  on the strange mural
at the end of this passage by spinning  its three

glyph  rings.  Once the glyphs have been  properly
aligned/  activate the claw insignia  in the  mural,s
center to insert the Golden Claw and Open the
way forward.

Make your way to the far end ofth
sunlit cavern thclt follows the Nordic  Puz
Raid  a gian
chanting

hest cmd then follow th
vcr a Word Wall,

you a new Word of Power.  Lear
talent causes a powerful enemy
earby sarcophagusJight hard to s

versary, then obtai
Check behind th

efore leaving.  S
and  exitthis  u

looting one las
out.  Find  a potion on the
fast-traveling away.

#   Danger!  Oil  Lamp Traps

S   Danger!  Oil  Pool Traps

(/   Danger!  Swinging  Blade Trap (wall chain)

i?  word wall:  unrelenting  Force [1/1]

§   Dragonstone  (Draugr Scourge Lord)

§  chests  (3)

ife [8.I 9] Anise,s Cabin

Reltiled Quests

Dungeon  Activity

Dungeon: Special

Arise

(rafting
Alchemy Lclb

Arcane  Enchanter

Recommended  Level: 6

(ollecribles

Skill  Book  [Alchemy]:  Song  of the

[E2/I O]
Knapsack

Apothecary's Satchels  (2)

Potions

Loose gear

In  northern  Falkreath,  not far from the town
Riverwood,  cl kindly Old woman  named Anise
lives  in  a  simple cabin.  Take the Skill  Book
near the bed  inside,  then  pick the Novice-level
trapdoor and slip into Anise,s cellar to discover a
small alchemist,s study.  A note on a bench down
here  reveals that Anise is  in fact a witch!  Beware:
the old woman will  attack you when you  leave,
hoping to protect her secret.

ire [8.20] Cracks

uest..  Pieces of the Past

Alchemy Lab

Blacksmith  Forge

Grindstone

Workbench

Dangers

Dclrt Trap  (pedestal  pressure plate)

Swinging Wclll Trap  (tripwire)

Quest Items
Shards of Mehrune,s Razor

ColIettibles

Skill  Book  [Light Armor]:  Rislav the  Righteous

[C2/1 0]
Skill  Book  [Smithing]:  Light Armor  Forging

Chesls

Potions aplenty

Loose gear

This old,  abandoned  Imperial  Fort on  Falkreath/s
western  border has been taken over by Orcish
bandits.  Unlike a  true Orcish  stronghold,  the Ores
here are implacably hostile and will  attack you on
sight. The leader of these  brigands, the warlord
Ghunzul,  is a follower of Mehrunes Dagon
and  possesses the shattered blade fragments
of Mehrunes'  Razor-a quest
Quest:  Pieces of the  Past.

Exterior

item for Daedric

Try to pick off the exterior guards from  range,  or
sneak into the fort via one of the two
orthern towers.  After dispatching the
arch the forge area for loose gear,

the two chests:  ohe irl the nort
one high atop the  roofofthe k
its on a table near the \^/orkbench.

Grafting:  Blacksmith  For

Workbench

§   skill  Book  [Smifhing

i  chest (Locked: Master)

§   chest (Locked:  Apprentice)

¢  Loose gear

(rucked Tusk Keep (Interior)
The keep features three access points:
door, a basementdoor to the north, a
trapdoor atop the southeas"over (cr(
lookout platforms along the stronghold/s e
walls to  reach  it).

lf you  have solid  lockpicking skills,
locked basement door (Locked:  Novice)
wall cage just inside and to the right
Expert), and you  can  enter the vaults
having to Fight any of the enemies  in th

Otherwise, enter the front door and
the two Orcs there, then take the southe
to the tower. There, you,ll find a bru
Ghunzul-slay or pickpocket him to
a useful key (the same key can be found a
a  neclrby nighlStand).  Loot the large chest in
Ghunzul's room  before heading  down into I

PRIMARY LOCATIONS

rev                      QUESTS ATLAS SF S



keep,s basement, where you can use the key you
found on Ghunzul to open the wall cage.  Then

press the button to lower the gate that blocks the
stairwell.  continue down to the lower vaults.

§   Grafting:  Alchemy  Lab

§  cracked Tusk Vault Key

§  cracked Tusk Vault Key (Ghunzul)
^v  chest

§   potions

§  Loose gear

(rocked Tusk Keep Voulls
Loot the two side rooms as you enter the Vaults,
finding  a  Skill  Book on  a  bench  in one of the
rooms.  Then  raid a chest that lies near a  pair of
levers that open a gate.  Slowly walk forward to
safely trigger the Vault's central  trip wires without
suffering  harm.  The lri'p wire to the  left triggers a
lethal swinging  spike trap and  is best avoided.
loot a chest among the room's side rubble and
stand to one side of the far pedestal before
removing the Shards of Mehrunes,  Razor-darts
shoot down  from  the ceilin

pedestal when you  remove

I(\ Area  ls  Locked  (Expert

front of the
m.

§   Danger!  Dart Trap (trip wire,  pressure

pedestal),  Swinging Wall Trap (trip wire)

§  shards of Mehrune,s Razor

i?   skill  Book  [Light Armor]:  Rislav the Righteous

[C2/1 O]

§  chest

§  chest (Locked:  Noyice)

a  potions aplenty

ii  Loose gear

ife [8.2II HqIIulir,s Cairn

Related Quests

Other Factions..  Bards College Quest:  Riorn,s
Drum

Dungeon  Aclivily

Recommended Level: 6

ungeon.. Drougr (rypt

Ram Trap  (trip wire)

rm Trap

rower Trap (hinge trigger)

ing Wall Trap  (pressure plate)

Puzzles

Nordic  Pillars

1T2_ `

(olleclibles

Unique Weapon:  Halldir's Staff [56/80]

Chest(s)

Potions

Loose gear

Take the southwest road out of Falkreath,s capital,
and you,ll  end  up discovering  this  long-forgotten
tomb.

(qirn (homber
A spectral  beam  of energy rises from the large
cairn  in  the tomb,s first chamber,  and  the  bodies
of several  adventurers  lie  strewn  around  it.  Collect
a  key and  informative journal  from  a  nearby

pedestal,  then  use the  key to open  the nearby
door and  head  upstairs.

§   Key to  Halldir,s  Crypt

§.   Loose gear

Ghostly (otqcombs
Slay the ghosts of the fallen  That materialize
around you as you  navigate the catacombs
upstairs.  When you come to a  pressure plate,
stand on  it to safely trigger the swinging wall trap
ahead,  Slip around the trap after triggering  it to
locate a valuable potion.  Pick up the path again
and do your best to avoid the cluster of hanging
bones that can  alert the Ghosts and  Drclugr
ahead. When you  reach a  portcullis,  pull the lever
behind the  nearby throne to raise it.

(:)   Danger!  Bone Alarm Trap,  Swinging  Wall

Trap  (pressure  plate)

(i/   poll.On

"/i   Loose gear

Nordic  Pillars

Secret Passage
Ignore the stairs to the north and carefully set off a
trip wire as you follow the secret passage to its far
end,  where you fincl  cl  traPPeCI  Chest.  Disarm  the
hinge trigger or stand as far north of the chestas

possible when opening  il to avoid being  burned
alive by flames that spra
Double  back after lootin
north  stairs to reach  Ha

§   Danger!  Battering  Ram
Flamethrower Trap

§   potion

\?  Loose gear

a nearby statue.
est and take the

(tripwire),

Holldir's Tomb

As you  set foot in  Halldir's Tomb,  his  spirit

materializes  in the energy beam  in  the room,s
center and steps forward to confront you.  Halldir,s

ghost wields a  range of powerful  Destruction

Tr_a  3,_5e_- £cr3i_-   1/

S-icy_RT-in

by the throne is a good
overwhelmed. Once you defeat
Halldir coalesces once more and
reduce him to ash.

search  Halldir's remains to ob
weapon, then scour the room for
and a boss chest. When you,re red
open the central trapdoor and carefully drop
ledge to ledge as you descend to the crypt's entry
chamber.

"\?   unique weclpon:  Halldir's Staff [56/8O]

(Halldir)

"!  chest

()   Loose gear

ife [8.22] Dark Brotherhood
Sqncluqry

Related Quests

Dark Brotherhood  Quest:  \^/ith  Friends Lik
These.. '

Dark Brotherhood Quest: Sanctuary

Dclrk Brotherhood Quest:  Mourning  Neve
Comes
Dark Brotherhood Quest:  Whispers  in th

Dark Brotherhood  Quest:  The Silence Ha
Broken

Dark Brotherhood  Quest

Dark Brotherhood Quest:

Dark Brotherhood Quest.. The Cure
Madness
Dark Brotherhood  Quest:  Recipe for Dis

Dark  Brotherhood  Quest:  To Kill  an  Empir

Dark Brotherhood Quest:  Death  Incarnate

Dark Brotherhood  Quest:  Hail  Sithis!

Dclrk Brotherhood  Quest..  Honor Thy Family

Dark Brotherhood Quest: The Feeble Fortune*

Dark Brotherhood  Quest:  Side Contracts  (All)

Thieves Guild  Radiant Quest:  No Stone
Unturned

Recommended  Level: 8

Hqbitotion: Special

Astrid

Arnbiorn

Babette  (Alchemy Trader/Trainer:  Alchemy)

Cicero

Festus  Krex

Gabriella

Lis  (Frostbite  Spider)

Nazir  (Trainer:  Light Armor)

The  Night Mother

VIee2\ara
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(olleclibles

Skill  Book  [Alteration]:  Sithis  [D2/I O]

Skill  Book [Sneak]:  Sacred Wtness  [C2/1 O]

Unique Item:  Shrouded Armor [69/1 12]

Unique  Item:  Shrouded  Boots  [70/1 12]

Unique  Item:  Shrouded Cowl  [71/I  1 2]

Unique  Item:  Shrouded Gloves  [72/1 12]

Unique  Item:  Shrouded Cowl  Maskless

[73/1  12]
Unique  Item:  Shrouded  Hand Wraps  [74/l 1 2]

Unique  Item:  Shrouded  Hood  [75/1  12]

Unique  Item:  Shrouded  Robes  [76/1  12]

Unique  Item:  Shrouded  Shoes  [77/1  1 2]

Unique  Item:  Nightweaver's  Band  [78/1  12]

Unusual Gem:  Stone of Barenziah  [21/24]

Special Obietls

Word Wall: Marked for Death  [2/3]

Area  ls  Locked  (quest required)

Chest(s)

t of Falkreath  u



Re(ommended Level: 6

Dungeon: Spriggun Grove

Spriggan

(ollettibles

Skill  Book  [Enchanting]:  Catalogue of Weapon
Ecchantments [C2/I O]

As you  might expect, these ruins lie along the
road  and  are found  iusl west of Falkreath/s
capital.  Slay a  Spriggan  he
of dispatched  bandits,  alo
the  Skill  Book thclt  lies  ag

and  looHhe bodies
ith  a  chest.  Claim

he chest as well.

ife [8.24] Fqlkreqrh Wqlchlower

Dungeon: Warlock  Lair

Mage

(o!lectibles

Skill  Book  [Coniuration]:  Liminal  Brid

[C2/I O]
Chest

This  ruined  tower lies  between  Falkreath's capital
and  Lake llinalta and  has become the  home
of a  powerful,  twisted  mage,  Slay the wicked
spellweaver so you  may scale the fewer and raid
a  chest at  its apex.  A Skill  Book  rests  insicle the
tent up  here.

Tf.¬  -I-,=e_- ygcrcis  '+/

:w914:  :

Dungeon: Vampire  Lair

Skeleton

Vampire

This site  marks the  north
mountains north of Pal
mountains and

i?   chest (Locked:  Novice)

Flamelhrower Tra

Umderground (onneclion: Soul

Boslion [8.26]

(olletlibles
Skill  Book [Speech]:  2920,  Second See

Special Objects

Word Wall:  Elemental  Fury [3/3]

Chest(s)

Potions

Loose gear

ShriekwirlcI Bastion

riekwind Bastion,  a cave pcISSage that runs through the
sing through this cave allows you to quickly cut through the

a Word Wall.

astion  (or

nowy path
I find a  locked

fiB  ;NX.:l# Sskh#r:rwind Bastion)

SKYRIM

®gr  Main (avern
Slay a vampire and  loot a chest in the bastion,s
first few chambers,  making your way to this
massive cavern.  A handle here activates a  rising
floor trap  in  the  lower chamber,  but ignore this
and  head upstairs,  slaying a Skeleton Archer on

your way to  [2].

()  chest

/;,,:   potions

?   Loose gear

©  Altar (homber
Claim  loot from  several  receptacles  in  this small,

quiet chamber before advancing to  [3].
(;;   chest                (:,   potions

ATLAS ,3=  §kjfP\l!i{'i   HOLD  8:  FALKREATH  HOLD
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Pull a wall chain to raise a
this small chamber, where three ha
found on a central dais. Turn each handle to
open two secret nooks that each cant

gear, along with the room's south port
the chest fo the south, then notice three
on the wall above.  Pull the left chain to open
north portcums and make your wcly back tO [1],
smashing  more skeletons and avoiding a  pair of

ure plates along the way.

§   Danger!  Battering  Ram Traps (pressure

plate§)

§  chest (Locked: Apprentice)

§  Loose gear

®  south Access Entry
Slaughter skeletons ancl  sidestep pressure plates
in the long tunnel that leads back to  [1].  Navigate
the next passage to  reach this small,  dark alcove,
where you find valuable gear.  Search the alcove,s
walls to discover a chain that exposes a secret

passage when  pulled.  The passage leads outside
to  South  Shriekwind  Bastion  [8.26].  Head  through
if you,re  in  a  hurry to cut through  the  mountains.
Ignore the passage and continue exploring the
bastion otherwise,  making your way back to  [l]
on your way to  [5].

ffiB  (Esx:lutloi Sskh#TwinI Bastion)

/vt   Loose gear

®  Fire Trap Possoge
This chamber lies above  [2],  but the two
rooms are not connected. Turn the handle on
the pedestal  here to open the far portcullis,

nfortunately/  this also causes  multiple
methrowers to ignite in the room,s center.
ilch and cree

passage to locate a large chest.

slipping

oak that rests atop a podium near the steps, then
c]le the spiral stcl.lrcqse that follows to ascend to

asfion,s  highest levels.

#  skill Book [Speech]:  2920, Second Seed, v5

§  chest

REgiv  word wall (number
slay the powerful  Draugr that bursts out from
this large chamber,s central  sarcophagus, then
approach the nearby Word Wall to gain a new
Word of Power. Claim potions from the nearby

pedestals and raid the chest that's nestled
between the statues before stepping outside via
the nearby door for a spectacular vie
by the Shriekwind Overlook_

Q word

#  chest

lemental Fury [3/3]

(onnection: North
Du"9¬0": Vampire LoiT        sh[iekwinI  Bastion

?I:luei:n                           [8.25]
Chest

This site marks the  southern  entrclnCe tO

Shriekwind  Bastion,  a  large and cavernous

passage through the  mountains  north of
FalkreaWs capital.  Beware the undead Draugr
that guard  the bcIStiOn'S  SOuthem  ruins and  Search
the snovy ledge below the pass,s entry point to
discover a chest.  See the previous location  entry
for North  Shriekwind  Bastion  [8.25]  and  learn
what lies within  the pass.

ife [8.28]
PinewqI{h

pinewatch

PRIMARY LOCATIONS

ATLAS C!F  S

Recommended Level.. 6

Dungeon: Spriggan Grove

Spriggan

(olle(tible

Chest

This smc]ll,  shattered  tower lies  iusl east of
Falkrealh/s capital.  Dispatch  the  lone Spriggan
that guards the place,  then  loot the long-forgotten
chest inside, which  is hidden  by growth.



Reloled Guests

Thieves Guild Radiant Quest:  No Stone
Unturned

Thieves Guild City Influence Quest:  Silver
Lining

Dungeon Activity

Recommended  Level: 6

Dungeon: Bandit (amp

Bandit

Rhorlak

Rigel  Strong-Arm

(rofling

Grindstone

Tanning  Rack

Workbench

Dangers

Baifering  Ram Trap  (pressure  plates)

Bear Traps

Bone Alarm Trap

Dart Trap  (pressure plate)

Flail Trap  (trapped door)

Spear Trap (pressure plate)

Swinging  Blade Trap  (pressure plate)

Trapped Chest

Quest Items
Endon's  Silver Mold

(olleclibles

Skill  Book  [Sneak]:  The  Red  Kitchen  Reader

Unusual Gem: Stone of Barenziah  [22/24]

Chest(s)

Potions aplenty

Loose geclr

Follow the  main  road east out of Falkreath/s
capital  to  locate this  small cabin.  Use the simple
crafring stations around  back if you  like,  then pick
the Adept-level  door lock to enter and  raid the
cabin.

©  Body Disposal
Claim  some  potions and  cI  Skill  Book from  a  shelf
to your left as you enter this first wide cavern.  Slay
the two guards wh
and see if you can

rol the wooden
e

walkways
Expert-level wooden

i'®.f  sontluary Entry

I       A skilled thief can slip through

all of pinewatch without

a single bandit-see if you/re

ffiB  Exit to Skyrim

bin

)te in the cabin,s basement that reveals
the existence of a  hidden  passage.  Spy a  shelf
with wind gusting out from  its base,  then  locate a
button  on the nearby wall and press it to shift the
shelf and expose c) secret passage.

in-jli'

door to access a  potion-filled closet.  Beware of
bear traps on the ground floor, and raid a locked
chest to the east.  Enter the south tunnel to visit cl

gruesome pit with  several  lootable corpses.

§   Danger!  Bear Traps

()   skill  Book  [Sneak]:  The  Red  Kitchen  Reader

"?   potions aplenty

(i  Loose gear

®  (rumbling (overn
Cross the wooden walkways to visit this chamber,
which is guarded by a few more bandits. Secure
the place and then  loot the lopsided chest on
the central  rubble.  Scale a winding  ramp to find
another chest up north  before proceeding through
the east door to the Bandit,s Sanctuary.

",:,-;,   Grafting:  Grindstone

(,?,.   chest

";,   chest (Locked:  Novice)

ffiB  Door to Pinewatth Bandit,s Sqnctuory

ffiB)  Door to Pinewotch

Tf_t   3_:``e= j>c=e+-`:   -.,

sicyutRTin

Hug the southeast wall to sneak past the
bandits that are gathered around a table in
the sanctuory's first chamber, but beware of
bear traps.  If you fight the men,  you'll  find  that
each  possesses a  letter that hints of treachery.
unfortunately/  none of them carry keys for the tw
locked chests here_

\),   Danger!  Bear Traps,  Bone Alclrm Trap
"::)   chest (Locked:  Novice)

":,,   chest (Locked:  Expert)

@?  (qge (overn
Slay or pickpocket the lone patrolling guard here
to obtain a  key that unlocks one of the nearby
Cages.

"3   Danger!  Bear Traps

I,/v\,   pinewatch  Key  (Bandit)

©  sarcophagi Room
Cut down another bandit here,  then  open the
Adept-level  locked door to access a treasure nook
with a  plethora of valuables.  Stand to one side of
the chest when opening  it to avoid  being  impaled.
The Unusual Gem you find  here pertains to
Thieves Guild  Radiclnt Quest:  No Stone  Unturned.

()   Danger!  Trapped Chest

"'.'',   unusual Gem:  Stone of Barenziah  [22/24]

(:,,.   potions

"';   Loose gear

LiJLAS f'JF fKjF`i;i,,I.,   HOLD 8   FALKREATH  HOLD
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Read one of th
who wall on your way fo
the treachery hinted at I
note on a fable here.  Silently dispetch a
bandit, then  kill the group of ruffians to the
near the bar.  Fincl worthy gear and a
behind the counter.

§   potions

i\  Loose gear

seffi   RI.gerS Quarters
Rigel Strong-Arm,  leader of the banclits,  sleeps
behind this room,s wooden wall-dodge the
hanging  rattles or you'[l wake her.  Loot the chest
near Rigel,s bed and see if you can pickpocket a
few useful keys off of her without being caught.
Try sneaking away if she wakes up.  Open rhe far
Master-locked door with the Pinewatch Treasure
Room  Key.

§   Danger!  Bone Alarm Trap
/\?  crafting:  workbench

§   pinewatch  Key  (Rigel  Strong-Arm)

§   pinewatch  Treasure  Room  Key  (Rigel

Strong-Arm)

(!   chest  (Locked:  Apprentice)

()   potions

§   Loose gear

®  Treasure Room
Due to the attempts  by her crew to steal  her

plunder,  Rigel  has placed a  large amount of traps
blocking the path to  her treasure room.  Watch out
for a  pressure plate on either end of the narrow
bridge,  as they will  trigger a wide volley of darts

A set of blade traps cover the hall just after
ind  the rhythm of their swim

plates),  Swinging B

plate),  Spear Trap  (pressure plate),  Flail Trap
rapped door),  Dart Trap  (pressure plate)

§,   Endon,s Silver Mold

#  chest

i)   potion

3?   Loose gear

an  Door lo PinewaTch

ffiffi  Door lo Pinewalt

Improve a
Note that you can

Side Quest:  The Great Skyrim Treasure  Hunt*

Dungeon Quest:  Composure, Speed, and
Precision*

Angi

Recommended  Level:  1 2

Irqfling
Tanning  Rack

Workbench

(olleclibles

Skill  Book  [Archery]:  The Gold  Ribbon  of Merit

[C2/1 0]
Treasure Map V  [9/1 1]

Unique Weapon: Angi's  Bow [58/80]

Chest

Loose gear

ln  Falkreath/s  frigid  southern  mountclinS,  a  female

hunter named  Angi  struggles to  make a  life
for herself at a  remote cabin.  Loot a chest and
collect the  Skill  Book  inside  the  cabin,  then  find

a Treasure Map stashed  in  the end ta
Grafting  stations can  be found  outside.

Angi  is friendly,  as  long  as you  d
her.  She,ll even give you a  bow an
teach you  how to use it-follow An

practice range,  ask her for some pr
then shoot the targets exactly as sh
Archery skill will  increase as you  im

ifh  your  marksmanship.  Complete
allenges to receive a  unique bo

8.Sol The Guardi

a time, so activating any of Stones will

your current sl'gn  blessing  (if any).

ife [8.3II Embershard Mine

Re(ommended  Level: 6

Dungeon..  Bandit (amp

Bandits

(rofring

Blacksmith  Forge

Grindstone

Workbench

Dangers

(ollectibles

Skill  Book  [Smithing]:  Light Armor

[D2/1 O]

Chest(s)

Loose gear

ese  mines,  which  lie  lusts

erwood  [6.27],  hay
ndits.  Slay the

slaying  him  and

(trip wire)

rode.  Run pasta  r
drawbridge and take a side pas
a  lever that lowers the bricl
out the bandits in  this ca
more as you lower the

you somehow lower the
dispatching the bandits,  then they
backup.

?   Danger!  Rockfall  (trip wire)

Prison (ell  Pqssqge
Cross the drawbridge to
several  holding  cells.  Slay lh
and  collect a  key from his
to open the nearby gate and loot
Proceed to the next chamber afterwa

^v  Embershard Mine Key

§  chest
/\?   Loose gear



(rafting (qvern
Dispatch  several stalwart bandits in the next cavern,  entering via the left wooden walkway to maintain an elevated vanfage.  Colle
the table near the crafting  stations.  Search the small  side cavern to the south to locate a  chest,  then take a winding  pcISSage tO diS(
ledge near the main cavern,s waterfall.  When you,re ready to move along,  cross the rope bridge and  exit the mine via  its rear entrance`

()   crafring:  Blacksmith  Forge,  Grindstone,                   <:)   Skill  Book  [Smithing]:  Light Armor  Forging  [D2/10]

Workbench

neS [8.32] Helgen

(;)   chest

Helgen Keep

Reloled Quests

Main'Quest:  Unbound

Main  Quest:  Before the Storm

Civil  War Quest: Joining  the Legion

Civil  War Quest: Joining the  Stormcloaks

Hobitotion: Town

Animal

Guniar

Hadvar
Imperial  Captain

lmpericll  Soldier

Jarl  Ulfric Stormcloak

Priestess of Arkay

RcllOf

Stormcloak Soldier

General Tullius

Torturer

Dangers

Oil  Pool  Trap

(ollectibles

Chests

Potions

Loose gear

The village of Helgen  is the very first location that you visit in skyrim-you,re brought here to be
executed at the adventure,s onset.  Things don,I go as  planned,  however,  and you,re soon  making  a
frantic  run  through  Helgen  Keep. The soldier you  choose to follow through the keep determines the
enemies you  face within.

After your escape from  Helgen,  the village  remains  in  ruins for the  rest of the game.  Bandits will
eventually move in; you can  return  here and wipe them out if you choose.

Exit to Skyrim

GEN;f  Northwest Entry
his  is the room you enter if you choose to enter

the keep with  Hadvar.  Allow him to free you from
onds,  then  loot two chests  in  this first room

lain vital gear.  Grab the weapons that are
!red about as well,  and be sure to equip

everything you,ve  iust claimed. A special  key rests
within the Warden,s Chest as well.

§  warden,s chest

§,   Helgen  Keep Key (Warden,s Chest)

t^,,  chest                       §  Loose gear

'~-9i8

esp  North Entry
This is where you enter the keep  if you choose to
follow Ralof.  Let him  untie your bonds,  then  loot
the body of a fallen Stormcloak Soldier named
Guniar to obtain vital gear-  Take cover and  slay
the  Imperial  CcIPtain and  Soldier who storm  the
room after a few moments,. then  loot their bodies
for improved arms.  Stop by [1]  to raid the place
before following  Rc]lof to  [3].

Ti~\   3,  :.L^.Sc.I

s ltrY _1FTM

c(,:,   chest (Locked:  Novice)

(:)   Loose gear

I  Book that lies on

chest on a

i`grgr   Kitchen

A sudden cavein,  courtesy of the attacking
dragon,  forces you to take a detour through the
kitchen.  Dispatch a  few more enemy soldiers here,
then search the barrel that your comrade indicates
to discover valuable  potions.  Additional  potions
can  be found around the  room.

()   potions aplenty

¬ffi3`,  Torture Room
Secure this frightening  chamber,  then  search
around to obtain  more gear.  lf the Torturer
encountered  here  is  slain,  claim  his  unique  hood.
Find  some  lockpicks on  the counter and  more  in
a  knapsack on the centrcII table and  use them to
open  the cages.  This  improves your Lockpicking
skill  and  lets you  claim  the goods within,  including

a spell tome that grants you a  new spell once
examined.  Take the interesting  book near the
knapsack as well for future reference.

(I,,,,   Book:  The  Book of the  Dragonborn

".,i   Knapsack

",,,',)   potion

".,;`,   Loose gear

"ffi¥  wolerfuII (homber

Open  some  iclil  Cells to discover a  Coin  Purse
on your way to this wide chamber, where more
enemy soldiers await.  See if you can  ignite the
oily floor beneath the distant archers, feet to burn
them  up.  Relieve them of their bows and arrows
after the fight.

"',,'   Danger!  Oil  Pool Trap

ffied`.   Drawbridge (qvern

The raging dragon attacks again as you enter I
cavern, sealing off the drawbridge passage that

you took to get here.  Your ally rushes off to the
south,  but follow the east stream first to locate a

potion and coin  purse  near a skeleton.

(:,)   potion

¬:REae}  Spider Nest

A pack of ravenous Frostbite Spiders descend on

you  in  this webby cavern.  Slaughter them without
mercy.

a  BeorDen
Sneak past the wild  bear here by crouching and
moving very slowly along  the east wclll.  Or take
aim and try and  slay the dangerous animal with

your newfound  bow before it can close  in.

GB  Exit to Skyrim

£T_a:,  == *,'yjr,i,       HOLD  8   FALKREATH  HOLD



Recommended Level:  6

Underground Connection: North Skyboufld Wotch

[8.34]
Chest  (Locked:  Novice)

This abandoned tower marks the southern
entrance to Skybound Watch  Pass, which  runs
through  Falkreath,s frosty eastern  mountains.
Navigate the pass to emerge at North Skybound
Watch  [8.34].  See that location,s section for
complete details on what awaits you within
the  pass.

Climb the tower to claim a chestand take in
the amazing view of Falkreath to the west.  When
leaving/  beware the Wispmother that haunts the
woods  just outside-you  may find  it easier to
Fast-Travel away or return through the pass than
to venture out along  the cliffside.

ne* [8.34] North Skybound Watch

Dangers
Battering  Ram Trap  (pressure plate)

Dart Trap  (hinge trigger)

Underground (onnection: South Skybound Watch

[8.33]

(olleclibles

Skill  Book  [Block]:  Battle of Red  Mountain

[B1/1O]

Chest(s)

Potions

Loose gear

An underground passage runs through
frigid  Caste"i  mountains.  This  site,  locate
of Orphan Rock [8.35], marks the passa
enlrclnce, which  is surrounded by

Loot a chest to the left and swipe a  Skill Book
off the nearby shelf before descending some
steps to locate the door that serves as the pass,s
northern entrance.

§  chest (Locked:  Novice)

Skybound Wot(h Pass (Interior)
No matter which way you enter the pass,  it,s a
straight sprint to the other end.  SIaughfer several
bandits and a Giant Frostbite Spider as you
navigate this relatively short passage, and beware
the trapped chest at the tunnel,s south end;  disarm
it or open  it carefully to avoid  the dart trap.  Find
another chest near the north campfire,  along with
a  potion  cmd  Skill  Book.

§   Danger!  Battering  Ram Trap  (pressure plate)

()   Danger!  Dart Trap  (hinge trigger)

f,?   skill  Book  [Block]:  Battle  of  Red  Mountain

[B1/1O]

§  chest

§   potion

(i   Loose gear

ife [8.35] Orphan Rock

Temple Quest: The Blessings of Nature

Dungeon Activity

Dungeon.. Hagraven Nest

Hag
Hagraven

(rafling
Arcane Enchanter

Dangers

Rune Trap (ground)

Spikes  (ground)

ue8l Items

ebane (Hagrayen]

lets you reach the top of the boulder, where a
chest and Arcane Enchanter are found.  Loot a
locked chest in one of the hags,  surrounding  tents
as well_

RE [8.36] Falkrealh SIor"loak
(qmp

Related Quests

Civil  War Quest:  Liberation  of Skyrim

Civil War Quest:  Rescue from  Fort Neugrad

Hobitotion: Military: Stor"loqk (amp
Stormcloak Quartermaster  (Blacksm

Stormcloak Soldier

Services

Civil War:  Map of Skyrim

Chests  (2)

Potions

Loose gear

The Sons of Skyrim  have set up cam
freezing eastern  mountains of Falkrea
this site  may not exist,  depending orl you

progress through the Civil War quest lin
with the quartermaster here if you like,  or use
array of Grafting  stations.  Inspect the tableto
in  the  largest tent to  potentially gain
data.  Steal goods from around the (
thieving  skills are  up to the task.

PRIMARY LOCATIONS

lFtl;r{¢                        THE  !NVE g!Y                       QUESTS



ife [8.37] Haemar,s Shame

Related Quests

Daedric Quest: A Daedra's Best Friend

Recommended Level:  6

Dungeon: Vampire Lair

Animal

(mfting
Alchemy Lab

Arcane Enchanter

(ollectibles

Skill  Book  [Destruction]:  Response to  Bero,s
Speech  [D2/1O]

Unique  Item:  Masque of CIavicus Vile

[79/1  12]
Chest(s)

Loose gear

This frozen cave lies at the eastern  reaches of
Falkreath.  Traveling through  if leads to Haemar,s
Shame-but you must contend with a number of
vicious vampires  in  this forboding  place.  You visit
this site during  Daederic Quest: A Daedra's Best
Friend.

Hoemar,s (avern
Wipe out a vampire,s thrall  in the first cavern,
then scale a  ramp to discover a chest atop
the wooden  lookout.  Avoid a  lethal  trap by
sidestepping a pressure plate in the passage
follows,  then  slay a vampire and descend sam
wooden  stairs.  Battle several vampires in the
following area,  where you find another chest and
an AIchemy Lab. Take a  narrow passage to reach
a wide cavern, where more vampires  prowl.  Find
a  Skill  Book on  a  table in a  nook surrounded  by
shelves,  then descend  more wooden  stairs and

proceed  to Haemar,s Shame.

#   crafring:  Alchemy Lab

§   skill  Book  [Destruction]:  Response to  Bero,s

Speech  [D2/I O]

§  chests  (2)

¬/   Loose gear

mtlr,s Shflme
lsh a grotesque Frostbite Spider in the

ame's entry passage, then advance to a blood-
with a chest and Arcane Enchanter.

ate the winding passage that follows
chamber with several  lively

luding their powerful  master.  Clear
en check behind the large statue to

iant chest.  Pull a  nearby wall chain  to
n exit passage that leads outside.

i  Grafting: Arcane
Enchanter

92IAo-

ife [8.38] BonechiII Passage

Dungeon: Animal  Den

Animal

Underground (onnection: Ancient's Ascent [8.39]

(ollectibles:

Skill  Book  [Heavy Armor]:  2920,  MidYear,  v6

Knapsack

Potions

Loose gear

At the  northern  base of Falkreath/s southern
mountains, wide stone steps lead  up to the mouth
of a  frozen cave.  Enter to explore a  short,  icy

passage that leads deeper into the mountains.
This  passage is the only means of reaching
Ancient,s Ascent [8.39].  Slay a  few dangerous  lee
Wraiths within  Bonechill  Passage,  and  collect the
Skill  Book that  lies  near a  fallen  bandit.

ife [8.39] Ancient,s Ascent

Word Wall: Animal Allegiance [2/3]

Chest

One must navigate through  Bonechill Passage

[8.38]  to  recICh  this  remote Site,  Which  lies  high
among  Falkreath's southern  peaks.  Dispatch

gossamer Ice Wraiths as you ascend the
snowcovered sfeps here, which  lead up fo an
ancient Word Wall. After you complete the
"Dragon  Rising" quest, a

its  home  here.  Slay the  b
Word of Power.

(v?   Chests  (2)

§   Loose gear

=r¬   5-lie_~Sc==1:S   `'

s__kTY__--RTin

t dragon will  make
nd obtain your new

Recommended  Level.. 6

Dungeon: Vampire  hair

Animal

Vampire

(rotting
Alchemy Lab

Arcane Enchanter

Dangers

Flamethrower Traps  (pressure plate)

Oil  Lamp Traps

Oil  Pool Traps

(olleclibles

Skill  Book  [lllusion]:  Incident al Necrom

[C2/1 0]
Chests

Potions  aplenty

Loose gear

which features several potions and an Arcane
Enchanter.

(?   Danger!  Flamethrower Traps  (pressure

plate),  Oil  Lamp Traps,  Oil  Pool Traps

(:;,   Apothecary,s Satchel

()   potions

Rope Bridge (overn
Proceed through a snovy passage to reach
a sizable snovy cavern with a rope bridge.
Dispatch  the vampires and  thralls  here,  then  scale
the north stairs and take a  passage to reach  the
vampires, sleeping quarters.

I,,?,t   crafring:  Arcane  Enchanter

Sleeping Area
A large pack of vampires and thralls  reside in
their sleeping quarters,  which are located  north
of the rope bridge cavern.  Slaughter them  all to
secure cI  Chest,  Several  POtiOnS,  and  an  Alchemy

jilt S  `3= S!`:,'Rr     HOLD 8   FALKREATH  HOLD
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hah.  For a bit more sport,  release
cage here by picking the cage's A
Open another Adept-level gate in thi
access a storage room with several
Skill Book`  When you,ve finishecl looting the area,

proceed across the rope briclge cmd pull a wall
chain to open the gate you encounter.

#  Grafting: Alchemy Lab

S   skill  Book  [lllusion]:  Incident at  Necrom

[C2/1 O]

§  chests (2)

§   potions aplenty

Wolf Pit
Cross the Rope Bridge Cavern,a hanging  bridge
and open a gate to enter a wide cavern filled with
corpses. A nefarious Master Vampire sits on  high
and founts you  before  releasing a few wolves.
Slay the beasts and then  pull the chain on the
west wall to escape your predicament.  Defeat the
McISter Vampire and then  loot a  large chest as

you make your way south,  unbarring a door and
heading  through to  return  to find yourself bcICk at
the entry chambers.

ife [8.4lI Greywuler Grollo

[mfliflg
AnyiI

Forge

Workbench

CoIIeclibles

Skill  Book  [Light Armor]: Jornibret,s  Last Dance

[B1/10]

Treasure Map  (Fort Neugrad Treasure Map):

[10/11]

Chest(s)

Potions

Loose gear

This sizable stronghold  stands among  Falkreath,s
frigid  southern  mountains,  close to the  main  road.
This fort is a  point of contention  for the  lmperials
and  Stormcloaks during the Civil War and  is filled
with  ruthless  bandits when the Civil War is not
active. Attack the fort from the front like a warrior,
or sneak clround to discover a  small gap in the
north  stockade wall to slip  inside.  You  may also
want to take a dip  in the southeast lake, where

you can find an  underwater cave that leads  into
the  prison.

Exterior

Loot the locked chest near the north wooden wall
and  use some Grafting  stations before entering
the keep,s  interior or the  prison.  There,s also
a treasure chest on the roof of the  main tower,
though you  must pass through  the keep to reach

its                   THE i

ft  chest (Locked: Apprentice)      §   Loose gear

ife [8.43] Soulhfringe Sanctum

Reloled Ouesls

Dungeon  Quest:  The Savior of Selveni  Nethri*

Recommended  Level:  6           (rqfting

Dungeon: Spe(iol                           !lcchaen:yE:ac:anter
Animal

Bashnag                                   Dangers



Uphill Ascent

Dispatch  several additional  Spellswords
CIS you  Scale the entry Chamber'S SnOvy
slopes.  lf you  like,  release the caged fox
named  Pumpkin that you encounter after a
short distance.  Continue  uphill,  unlocking  a
wooden gate on your way to the cave,s far
end, where Bashnag awaits.

(),  crafring: Arcane Enchanter

Spider Tunnel

As you  might expect,  the web-filled passage that stems from the
sunlit entry cavern  is filled with  Frostbite Spiders.  Loot a  chest
that's nestled  near the wall as you go. After slaying  a Giant
Frostbite Spider,  search the nearby nook to locate a  poor soul
named Selveni  Nethri,  who's stuck in a web.  Carefully attack
the web to free Selveni without harming  him,  then  speak with
Selveni to gain  a  new Objective that involves clearing the cave
so that he can safely escape on  his own. Tell  Selveni  to wait for
now,  and continue along to battle Bashnag.

(,)  chest

Boshnag,s (hamber
Slay a cruel mage named Bashnag
at the cave,s far end,  then  raid the
nearby chest and ensure tha"he
entire cave is clear of hostiles before
returning to Selven,I  and  telling  him

that it's safe to leave.  Follow Selveni
out of the cave to ensure her survival
and complete the quest.

i;,,,   chest

gap [8.A] Dragon Mound:
Bilegulch Ridge

Related Quest: Main Ouesl: Alduin's Wall

This  Dragon  Mound  is  initially sealed.  lt opens

during  Main  Quest:  Alduin's Wall.  lf you visit
during or after this point in  the Main Quest,  the
mound will  be open  and empty

ire [8.B] Toqdsrool Ring:
Bilegulch Ridge

;

Whether you,re collecting  BIeeding Crown,
Namira,s Rot,  or White Cap/  there,s an
abundance of fungi  in a strange ring-a  perfect

place to gather toadstool  ingredients for your
alchemy.

ife [8.C] Hunter,s Camp:
Sunderslone Gorge

unter with  a  slain  elk  is  usually sitting

by the fire or hunting the general  location of the

pathway close to Sunderstone Gorge.  The hunter
has a chest to steal  from,  but little else.

§  chest

922    i

E» [8.D] A Peddler,s Misfortune

A peddler lies dead  next to the remains of his
overturned cart,.  his  horse is  just down the  road.
It looks  like  some  bandits set an  ambush  here;  the
cart  is  stripped  clean,  though  some  bear traps  still
lie  in  the  rocld.

(\   Danger!  Bear Traps

ife [8.E] Toppled Tower:
KnifepoinI Woods

ln the shallow grass valley to the north of
Knifepoint Ridge are the remains of a small tower,
tumbled to the ground years ago,  lt is now the
den for some wild animals.  Defeat them  before
they maul you.

ife [8.F] Burning (qravqn:
Evergreen Grove

Due west of Evergreen Grove, the aftermath of a
dragon attack reveals two dead horses,  burned
corpses,  and a smoldering caravan.  Check the
wagon to pry open a chest.

I,,`,   chest

Tre  ¬j_~Jt:-~aC--,.:,i.i   't
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B> [8.G] Shrine of Akqlosh:
Twilight Volley

On the rocky promontory above the entrance
to  the Twilight Sepulcher  is a  ceremonial  ledge

jutting out to a  precarious edge,  where the Shrine
to Akatosh,  a Skill  Book,  and some offerings
can  be found.  Take what you  need,  receiving
blessings  if you  wish.

.'\;,   Skill  Book  [Enchanting]:  A Tragedy  in  Black

",:.   shrine of Akatosh  [6/6]

ffigiv  [8.H]  Fisherman,s {qmp:
Lake llinallq

A  Fisherman  is sitting  on  some stones close to  his
tent and boat,  Surveying the northwestern corner
of Lake  llinalta.  Steal  from  his  knapsack  if you
wish,  and find  a  Skill  Book  lying  on  the ground
inside the tent.  Watch  for Slaughterfish  in  the
water.

<:)   skill  Book  lone-Handed]:  Fire and  Darkness

()   Knapsack

-1-S  :=  S  ,,a,'T   HOLD  8   FALKREATH  HOLD



ffiae [8.l] Sunken Fishing Boat..
Luke llinqllq

Swim southeast from the Fisherman,s Camp,

peering  underwater at the first clump of rocks
on the lake bed that you  see.  Hidden among the
weeds is a sunken Fishing  boat with a  locked
chest  inside.

(:,)   chest (Locked:  Adept)

neS [8.J] Dark Elf,s Grqve

A pauper,s Nordic burial ground-a set of rocks
and  stones with a fluttering flag  in the glade
northwest of Half-Moon Mill-has the slumped
corpse of a  Dark Elf at its base.  Steal  the nearby

purse and dagger if you wish.

ife [8.K] AIthemisI,s Camp:
Evergreen Woods

On the higher ground above Evergreen Grove
near a  small waterfall  is a deserted Alchemist,s
Camp.  Check the Skill  Book and  read the journal;
it gives clues to the whereabouts of the Alchemist:
Follow the stream down to a  pool where you'll
find  his corpse,  a  second  Skill  Book,  and.two
Spriggans.

(,.,   skill  Book  [Alchemy]:  De  Rerum  Dirennis

"t.)   skill  Book  [Alchemy]:  Mannimarco,  King  of

VVorrrrs

i:)   Alchemist,s Journal

i/;\  Apothecary,s Satchel

"AiRIiNC                      THE  INVENTORY

REse [8.L] Dragon Mound:
Evergreen Woods

Related Quest: Main Quest: AIduin's Wall

This  Dragon  Mound  is  initially sealed.  lt opens
during  Main Quest:  Alduin's Wall.  lf you visit
during  or after this  point in  the Main  Quest,  the
dragon  will  still  be  circling  the  area.  Kill!  Rend!

Destroy!

ife [8.M] Sacrificial AIIar:
Evergreen Woods

Necromantic actiyity is to be expected as you
close  in  on  this altar surrounded  by standing
stones,  south  of Evergreen  Grove.  Kill any
animated  corpses  if you  must,  but their controllers
are your primary targets.  Don,t forget fo read the
Skill  Book  on  the  altar.

fj)   skill  Book  [Coniuration]:  292O,  FiostfaII,

vlO

¬,.  Apothecary,s Satchel

/;i   potions

ire [8.N] Bear (qve:
Halldir,s (aim

On the rocky slopes  northwest of Hal
is an alcove where two bears are on the prowl.
Defeat them and inspect the dead hunter they,ve
brought back to feast on.

ife [8.0] The
Ilinqllq

A sunken trading vessel  named  S/1vermoor] has
been  resting at the  bottom of Lake llinalta for
as long as the  inhabitants of Riverwood can
remember.  Dive down where the mast is jutting
out of the water.  Among  the clclms and  Nordic
barnacle clusters  is a  chest that,s  still  intact.

A,;?   chest                   fv\   Loose gear

ffi» [8.P] Nordic Burial Grove

At the fork in the main  road, close to the shore of
Lake  llincllta,  iS  a  Pauper,S  burial  Stone With  Six

graves surrounded  by Nightshade plants. Two
skeletons are guarding these unknown graves.

RE»  [8.Q] Fisherman,s Island:
Luke llinqllq

Directly south of South  Brittleshin  Pass on the

opposite  (south)  side of the  lake  is a  small  island
with a fisherman,s camp.  Expect a  boat,  a tent,
and some drying fish,  as well as the fisherman,
usually resting  near the  indigenous flowers_

";`,   Knapsack

PRIVARY LOCATIONS  ,   SECONDARY LOCATIONS
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REP [8.R] Sunken Barrow:
Luke IIinqltq

Southeast of South  Brittleshin  Pass on  the  lake,s
northern shore are three moss<overed  standing
stones that just break the lake,s surface.  Dive
down, and you,ll discover that they surround a
submerged  barrow with a chest at the bottom.

()  chest               §  Loose gear

RE> [8.S] The lmdigeslible Emerald

Southeast of AnI'Se'S Cabin,  on  a  narrow grassy
alcove among the rocky banks of White River,
close to a  single  pine tree,  lie the skeletal  remains
of an elk.  lt died with an extremely valuable
Emerald, which can  be picked from  behind  its
rib cclge.

ffise [8.T] Riverwood Folly

Perched on the snovy rocks below and east of
Bleak  Falls  Barrow  is a  dark stone folly/  home to
a  small group of bandits.  Access the area via  the

path from  Riverwood or the steps from the north
bclnk Of the river.  Head to the top for an amazing
view and a chest.

"('j  chest

\^/   Mineable ore  (Iron)

ife  [8.U] Wild Animal Den:
Pinewqlch Outcropping

Below a  rocky outcrop facing the  main  road and
lake,  northwest of Pinewatch,  is a wild animal
den.  Defeat the creatures and then  inspect
the den  itself.  Among  the  skeletal  remains  is a
disintegrated old cart with a  locked chest.

(?,   chest (Locked:  Novice)

ife [8.V] The (oniurer,s AIlar:
Lake llinqllq

A strange  mist shrouds  thI'S Small  CIuster of

standing  stones and  an  altar within.  Face down a
mage and  his familial forces before  inspecting the
Skill  Book on  the altar.  Travel a  handful of paces
to the southwest to discover a woodsman who met
his end  felling  trees.  His trusty axe  is the only oF

its  kind.

(I,`j   skill  Book  [Conjurotion]:  2920,  Hearth

Fire,  v9

()  unique weapon: The Woodsman,s Friend

[6O/80]

ifeS [8.W] Hunter,s (amp: The
¬uqrdiqn Stones

Follow the short to the river,s edge from the
Guardian Stones,  and you'll spot a  hunter near
a  boat,  tent,  and campfire who's been  hunting
and fishing these parts for years.  You  may elect to
steal  from the  locked chest.

Chest (Locked:  Novice)

/t)   Mineable ore  (Iron)

ir-a   =r=¢.'J5C--Ci_-<     .
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ffigiv [8.X] BqndiI (amp: IIinqllq
Foothills

Side Quest: The Greol Skyrim Treasure Hunt*

Along  the winding  road southwest of the Helgen
Cave,  due south of the Guardicln  Stones,  a short
trail  leads up the  hill  to a  small  banditcamp.
Expect attacks from three of these foes,  a group of
tents with some scattered food,  and the following
Grafting  locations and  items:

(::,,   crafring:  Tanning  Rack

"::)   skill  Book  lone-Handed]:  Night  Fc]lls  on

Sentinel  [D2/1 O]

\`)   TreasureMap  I  [1  1/1  1]

\'.)   satchel

Bgiv  [8.Y] Shrine of Tqlos:
llinqllq Foothills

down to the lake  is a  rocky promontory/  upon
which  stands a  statue of TcllOS.  Three worshippers
have been recently murdered by a Thalmor age
who also lies dead  here,  with orders signed  by
Elenwen.

"',,'.   Shrine  ofTolos  [15/1 7]

";,:)   Note:  Thalmor Orders

(i;:t   Loose  gear

ffifty [8.Z] Bandit Camp..
Skybound Underhqn9

Follow the rough  path across the snovy foothills
toward  Riverwood,  and take the small switchback
to reach  a wooden  platform with a  bandit camp.
Face down two foes, and rummage around for a
few coins and  the  following:

:,   skill  Book  [Block]:  Warrior

:,  chest

±TL£S  t=  Sr:'fE'U,   HOLD  8   FALKREATH  HOLD
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ife [8.AA] Bandit Bridge:
Pinewqt{h

A  little farther southwest cllOng the
from Pinewatch, two bandits stand atop a rickety
wooden bridge, attacking you as you approach.
Try to pass under the bridge, and they both
release falling  rocks,.  it is better to sneak from the
east side along the second bridge, or drop them
from  range with  spells or arrows.

§   Danger!  Rockfall Trap

i  Loose gear

ife [8.AB] Bandit (amp:
Pinewqlch Hei9hlS

A group of bandits  has killed a  Dark Elf and taken
over his camp.  Now they come for you!  Retaliate,
and then search the small tent for a Skill  Book.

";t   Grafting:  Tanning  Rack

\)   skill  Book  [AIteration]:  The  Lunar Lorkhan

RE» [8.A{] Hunter,s Cflmp: Upper
Pinewal{h Ridge

Fc]rther along  the winding  path,  up  into the snow,
lies a windswept promontory with a  hunter you
can  barter with.  He  has a few items that he,s
caught or skinned  for sale.

§  Trclder (Food Vendor):  Hunter  [9/1 3]
"-;   Food,  Misc

(;,,  chest

REgr [8.AD] Prospetlor,s Shqtk:
BonechilI Ridge

is  in fact the scene of gruesome carnage,. two
burned corpses bear witness to a recent dragon
attack.  Check inside the shack for a  necklace and
a  note, which  reveals the location of Ancient,s
Ascent.

?   Note:  Letter to Authorities

§  chest

ife [8.AE] BqndiI (amp:
Helgen cliffs

On the main road west of Helgen  is an overhang

protecting what appears to be an empty campsite.
Among the dead animals, there are a few loose
items to steal,  a Skill  Book,  and a
But be warned:  touch the chest,  an
who dwell  here will ambush you from behind!
Watch for a few bear traps  in the surrounding
foliage.

Lt   Danger!  Bear Trap

§   skill  Book  [Light Armor]:  The  Refugees

§  chest (Novice)

ife [8.AF] The Mauled Refugees

Once you complete Main Quest:  Dragon  Rising,
this  rocky promontory just below QnCl  northwest
of Helgen becomes a small camp with two dead
refugees, a wolf to defeat, and a whole lot of
spilled  blood.

ffigiv [8.AG] Khai#l fumvun
RAqssqtre

Five  Khaiiit caravaneers have been  murdered on
the steep snovy road  just south of Orphan  Rock.
As you approach the fallen tree blocking the

path, three or four bandits attack,. beware of the
bowmen! Massacre them, then gather any loose

gear you wish  (check the lead wagon).  Note
that if the Falkreath  Stormcloak Camp  [8.36]  is

present,  the Stormcloaks have cleared the bandits
from the road.

§,   skill  Book  [Speech]:  The  Buying  Game

¢  chest

§,  Loose gear

REP [8.AH] Wild Animal Den:
Orphan,s Tear

Not far from the site of the Falkreath Stormcloak
Camp  [8.36]  is an overhang where two snarling
woodland  predators (usually wolves) make their
den. Their meals  include a  Nord corpse to loot
for items.  lf the camp is present,  the soldiers hove
driven the animals away'  though you can still  loot
the den  for any other loose items.

ife [6.All Dragon Mound:
BloodleI Peaks

SECONDARY LOCATIONS
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ife [8.AJ] The Headless Skeleton
North of the Southfringe Sanctum on the freezing
rocky slopes  is a  pine tree overlooking  Fort
Neugrad.  Someone has executed a longrdead
Nord with an axe. The headless skeleton  is
slumped  near a  chest and  Skill  Book.

§   skill  Book  [Coniuration]:  The Warrior,s

Charge

§  chest

()   Loose gear

ffi>igr [DG.03] Ancestors Glade

Related Quests

Dawnguard Main Quest:  Unseen Visions

Recommended Level: 8

Fflclion: Spriggun Grove

Spriggan

Armored Troll

Dawnguard Agent

Miscellaneous

Area  is  Locked

Loose Gear

---,==Gj:':--.

Vampire

Vampire Thrall

Exterior

Near a  slit in the mountainside and a stone route
marker,  close to the windswept promontory of the
Hunter,s Camp/  is the entrance to the Ancestor
Glade.  lt is open  regardless of whether the
Dawnguard Main Quest is active.

lmerior

ffiRE   Exit to Skyrim
This is the entrance and  exit to this area.

Spriggfln  Rockery

rrow and plant-filled entrance greets you.  lf

quest for this area,  Unseen Visions,  isn,I active,
sizable Spriggans to aifempt to  halt

ss. Cross the fallen tree trunk to head
the glade.

:w9iZ:6  :;

$  Glade Henge on
There is a winding path

(which are harmless a

Priest Pedestal

ghoul this glade to follow.  Fluttering  throughout are Ancestor Moths
cted to you  unless the quest is active).  Dotted about are Canticle Trees

(with  pink blossom)  and special bark to  remove  if you have the Draw Knife  (available from the pedestal
only cluring the quest). The henges clnd  peclesfal serve an  important role  in the quest,  as you  read the
Elder Scrolls here.  Beware of your rivals;  on your way out (during the quest only), there's a contingent of
foestoface.

I,:,   canticle  Bark  (quest only)

f,   Draw Knife (quest only)

=Le  3rule= S=--`-i¢  I,i(
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©  Ancestrol Offering
A leveled weapon  is perched on the  rocks  here.

i;)   Loose gear

©i  AncestrdI Offering
A leveled  item and a gem are left on a carefully

placed pile of rocks on the perimeter wall.

()   Loose gear

fREi  AntestrqI Offering
A few coins, an amulet, and a gem are left below
a  Soul Gem,  against a carefully placed  pile of
rocks on the perimeter rock wall.

©  Ancestral Offering
A leveled weapon  is perched on the rocks  here.

()   Loose gear

Related  Quests

Thane Task:  Thane of Falkreath

Hearthfire Task:  Adoption

Hearthfire Task:  Build  Your Own  House

Services

Carriage  Driver

Spetiql Area

Shrine of Akotosh  [HF3/3]

Shrine of Arkay [HF3/3]

Shrine of Dibella  [HF3/3]

Shrine ofJulianos  [HF3/3]

Shrine of Kynareth  [HF3/3]

Shrine of Mara  [HF3/3]

Shrine of Stendarr [HF3/3]

Shrine of Talos  [HF3/3]

Shrine of Zenithar  [HF3/3]

Alchemy Lab

Anvil or Blacksmith  Forge

Arcane Enchanter

Carpenter's Workbench

Cooking  Pot or Spit

Drafting Table

Grindstone

Oven
Smelter

Tanning  Rack

Wood Chopping  Block

Workbench

Miscellaneous

Area  is locked

Chest

Potions aplenty

Loose gear

Perched  between  the Shriekwind  Hills  is this  bright

and sunny woodland glade. With ample clay
and stone deposits, a good amount of iron ore
to mine,  and  a  bounty of woodland animals to
kill  and  skin,  this  place  is a  huntsman's  paradise!

Overlooking  Lake llinalta,  and only a short romp
from  both  Falkreath  and  Riverwood,  this  is a

prime spot to make yourself at home.  Note this
picture is  but an example of the type of property
you  could  build  here.  This  is the only  buildable
dwelling with  an  apiary.

A   Follower:  Ra)rya  (Housecarl)  [DG3/3]

i?   Land for Sole  [3/3]

\^J  Marriage Prospect:  Rayya  [DG3/3]



Nestled  in the Autumnal  Forest,  high above the volcanic Tundra  known as Eastmarch and  bordering Cyrodill to the south and Morrowind to the east,  is the

prosperous and  magical  Hold  known  as the  Rift.  This  is one of the four ''old  Holds''  mentioned  in  history'  and  the  majority of the  Rift's  population  live and work
around the lake port of Rifren. The large forest of deciduous birch  trees,  interspersed with  pine and  smoother rocks  (the result of a gigantic prehistoric glacial
movement northward)  makes the Rift habitable yea"ound,.  indeed,  many Nords  make their living on clnd around  Lake Honrich. two small towns lie within the
Hold,s borders:  Shor,s Stone, which  is a small  mining village north of Rifren,  and  lvarstead, which  lies to the west,  at the base of the towering Throat of the \^forld.

ife Routes and PqThwqys
The Great Rifren  Road descends from the rugged  mountain  border with  Falkreath to the west and winds east along the southern  banks of the Treva  River and
Lake  Honrich  to  Riften  itself.  Spurs from  this  road  stretch  north,  connecting  Riften  to  lvarstead  and  Shor,s  Stone and  beyond,  descending  the  nearly sheer cliffs
that form the border between the Rift and  Eastmarch.  To the east are the gates to Cyrodiil,  which  are currently sealed.  AIong  the eastern edge of the Hold  lie the
Velothi Mountains,  with a  number of caves and secret retreats. The peak towering above Rifren to the southeast is  home to Forelhost,  an ancient and vast Nordic
temple. To the west are the steep and treacherous mountains that connect the Rift to Falkreath, and the town of lvarstead where pilgrims begin their journey up
the 7,OOO steps that lead to High  Hrothgar,  high on the steep slopes of the gigantic Throat of the World.  Delve into the Autumnal  Forest of the Rift,  and you'll
find water mills,  farms,  and other more unspeakable places.

Servi(es

Followers:  [7/47]

Houses for Sole:  [1/5]

Morrioge  Prospe(ts:  [1 1/62]

Skill Trainers:  [6/50]

Alchemy:  [0/3]

Alteration..  [0/3]

Ar(hery:  [1/3]

Block:  [0/2]

Coniurotion:  [0/3]

Destruction:  [0/3]

Enchom'ng:  [0/2]

Heavy Armor:  [0/3]

Illusion..  [1/2]

Hght Armor:  [0/3]

Lockpi(king:  [1/2]

One-Handed:  [0/3]

Pickpocket:  [1 /3]

Restoration:  [0/3]

Smithing:  [1/3]

Sneak:  [1/3]

Speech:  [0/4]

Two-Handed:  [0/2]

) t28 in/

Traders  [24/I 33]:

Apothe(ory  [2/1 2]

Bonender  [3/5]

Blacksmith  [6/33]

Carriage  Driver  [1/5]

Fen(e  [1/10]

Flckher  [1/3]

Food Vendor  [1/9]

General  Goods  [4/1 9]

Innkeeper  [2/1 5]

Jeweler  [l/2]

Special  [0/3]

Spell Vendor  [1/1 2]

Stoblemoster  [1 /5]

(ollectibles                              Special Obiecls

Captured Critters:  [2/5]

Dragon Claws:  [2/1 0]

Dragon Priest Masks:  [t/I O]

Larceny Targets:  [2/7]

Skill  Books:  [23/1 80]

Alchemy:  [0/1 0]

Alterofion:  [1/1 0]

AJChery..  [1/1 0]

Block:  [1/10]

Coniuration:  [0/1 0]

Destruction:  [0/1 0]

Enchonfing:  [1/1 0]

Heavy Armor..  [1/I O]

Illusion:   [2/1 0]

Light ATmOr:  [1/1 0]

Lockpicking:  [4/1 0]

One-Handed:  [2/1 0]

Pickpo(ket  [3/1 0]

Restoration:  [2/1 0]

Smithing:  [1/10]

Sneak:  [1/10]

Speech:  [l/I O]

Two-Handed:  [1/i O]

Treasure Maps:  [0/1 1]

Unique  Items:  [24/1 1 2]

Unique  Weapons:  [1/1  1]

Unusual  Gems..  [2/24]

Tre  g+,=e-~£c=,=L=   I.
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Shrines:  [9/69]

Ahatosh:  [0/6]

oy:  [1/12]

eHo:  [1/8]

Julionos:  [0/5]

Kynor8th:  [l/6]

Moro:  [1/5]

Stendarr:  [2/5]

Tolos:  [2/1 7]

Zenithor:  [1 /5]

I  smelter

Standing Stones:  [1/1 3]

The Shadow Stone

Word Walls..  [6/42]

Animal Allegiance:  [1 /3]

Aura Whisper:  [1/3]

Become Ethereal:  [0/3]

Disarm:  [0/3]

Dismaying Shout.  [l/3]

Elemental  Fury:  [0/3]

Fire Breath:  [0/2]

Frost Breath:  [0/3]

I(e Form:  [0/3]

Kyne's Peace:  [1/3]

Mocked for Death:  [1/3]

Slow Time:  [0/3]

Storm (all:  [1/3]

Throw Voice:  [0/1 I

Umelem'ng For(e:  [0/1]

Whirlwind Sprint:  [0/2]

Shorts Stone  [9.25]

I  lenmngRock              [#no](theS(oTChedHommer)                 shor,sstone".25]

I  #o(okdChopping         [f:no](Msrve"Keep:Bo"ocke)               lvorsteqd (""

I  wokben(h                i?ino](thescor(h8dHommel)                shor,sstone".25]
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Total-48:  Hold Capital,  Mistveil  Keep,  and 46  Hold  Locations

[9.00]  Hold  Capitol  City:  Rifren

[9.00]  Mistweil  Keep

Jorl:  Loilo  Low-Giver

[9.01 I  lvorsteod

[9.02]  Shroud  Heath  Borrow

[9,03]  Pinepeok Covem

[9.04]  Geirmund's  Hall

[9.05]   Nilheim

[9.06]  Sorethi  Form

[9.07]  Rift Stormclook Coma

[9.08]  Rift Watchtower

[9.09]  Alchemist's  Shock

[9.i O]   Honeystrond  Cove

[9.11]   Rift  Imperial  Camp

[9.1 2]  Ruins  of  Btholft

[9,1 3]  Arcwind  Point

[9,i 4]  Autumnwot(h Tower

[9.1 5]  Froki's Shock

[9.1 6]  Trevo's Watch

[9.I 7]  Angorvunde

[9.I 8]  Avonchnzel

[9.I 9]  (leorspring  Torn

[9.20]  Boulderfoll  Cove

[9.2l]  Nowhwind Mine

[9.22]  Northwind  Summit

[9.23]  Tolvald,s  Cove

[9.24]  Shop,s Watchtower

[9.25]  Shop,s Stone

[9.26]  Fort Greenwoll

[9.27]  Heartwood Mill

[9.28]  Foldor's Tooth

[9.29]  Goldenglow  Estate

[9.Sol  Autumnshode (leering

[9.31]  Merryfoir  Form

[9.32]  Riften  Stables

[9.33]  Followstone  Cove  and
6iont,s Grove

[9.34]  Lost Prospect Mne

[9.35]  Block-Briar  Lodge

[9,36]  hargoshbur

[9.37]  Dorklight Tower

[9.38]  Ruins of Rkund

[9.39]  Crysfuldriff Cove

[9.40]  Lost Tongue  Overlook

[9.41]  Snow-Shod  Form

[9.42]  The  Shadow Stone

[9.43]   Nightingale  Hall

[9.44]  Broken  Helm  Hollow

[9.45]  Forelhost

[9.46]  Stendorr's  Beacon

Total-26  Points of Interest

[9.A]  Dorkwoter Overhang

[9.B]  Wood  Cutter's Camp:  Lobe  6eir

[9.C]  The  Poultry  Reqnimotor:  Lake  Geir

[9.D]  Treasure  Hunter,s Camp:  hake Geir

[9.E]  Treasure  Island:  Lake  Geir

[9.F]  Dragon Mound: Arfumnwotch  Woods

[9.G]  Shrine of Tolos:  Froki's  Peak

[9.H]  Medresi's (amp: Angqrvunde

[9.l]  Wild Animal  Den:  Mistwotch

[9.J]  Bandit,s Shock:  Autumnshode

[9.K]  Nowhwind  Chest

[9.L]  Alfur in the Woods: Autumnshode

[9.M]   Dragon  Mound: Autumnshqde  Woods

[9.0]  Troll  Den:  Rkund

[9.P]  Wild Animal  Den: trysfuld

[9.0]  Dragon Mound:  Lost To

[9_R]  Wild Animal  Den: Shot,s Stone

[9.S]  Trappers,  Dilemma

[9.T]  Miner,s Come: Velothi Mountains

[9.U]  The Three Sentinels

[9.V]  Shrine of Zenithar:  Followstone

[9.W]  Tumbledown Tower:  Riflen  Outskirts

[9.X]  Burning  Farmhouse

[9.Y]   Frost Troll  Den:  Jeroll  Mounfuin  Ridge

[9.Z]  Two  Pine  Ridge

[DG.04]  Redwoter Den  (Updated)  (see page 97l )

[DG.05]  Ruurmld  Excavofion  (see page 973)

[DG.06]  Doyspring canyon  (see pose 974)

[D6.07]  Fort Downguord  (see pose  974)

[DG.1 7]  Ruins of Btholfr The Aetherium  Forge

(Updated)  (see pose 947)

[D6.20]  Arcwind  Point  (Updated)  (see pose 948)

[HF.08]  Honeyside  (Updated)  (see pose 937)

[DB.02]  Lost Vigil  (see  page  978)

Related Quests
Main  Quest:  A Comered  Rot

Main  Quest:  Alduin's Wall

Civil  War  Quest:  Reunificotion  of  Skyrim

Civil  War  Quest:  Compelling  Tribute

Side  Quest:  Promises to  Keep

Side  Quest:  Unfuthomoble  Depths

Temple  Quest: The  Bonds of Matrimony

Temple  Quest: The  Book of Love

Dark  Brotherhood  Quest:  Innocence  Lost

Dark  Brotherhood  Quest:  The  Silence  Has  Been  Broken

Dark  Brotherhood  Quest:  Breoching  Security

Dark  Brotherhood  Quest:  Where You  Hang  Your Enemy,s  Head...

Thieves Guild  Quest.. A (hence Arrangement

Thieves  Guild  Quest:  Taking  (are  of  Business

Thieves  Guild  Quest:  Loud  and  Clear

Thieves  Guild  Quest:  Dampened  Spirits

Thieves  Guild  Quest:  Scoundrel's  Folly

Thieves Guild  Quest: Speaking With  Silence

Thieves Guild Quest: The  Pursuit

Thieves Guild Quest: Trinity Restored

veg Guild  Rqdiont Quest:  No Stone  Untumed  (Vex)

ieves Guild  Rodiont Quest:  No Stone  upturned  (x2)

Thieves Guild  Radiant Quest:  Reporofions

uild  Rodiont Quest:  Shodowmorks*

ill  Rudiont Quest:  Moon Sugar Rush*

ild  Radiant Quest: Armor Exchonge*

gild RIdiont Quest:  Larceny Targets  (the  Ragged  Flagon)*

s Guild  Radiant Quest:  Larceny Targets  (Mer(er,s  House) *

loves

Guild Additional  Jobs:  The  Numbers Job

Guild  Addifionql  Jobs: The  Fishing Job

Thieves Guild Additional Jobs: The  Bedlam Job

Thieves  Gul'ld Additional Jobs.. The Burglary Job

Tr-e  SJ,:~=e_- £c=c.,i  i.,
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Thieves  Guild  Addifl'onol Jobs:  The  Shill  Job

Thieves  Guild  Additional  Jobs:  The  Sweep  Job

Thieves  Guild  Additional  Jobs:  The  Hoist Job

Thieves  Guild  City  Influence  Quest:  Silver  Hning

Thieves  Guild  City  Influence  Quest..  The  Dainty  Slood

Thieves  Guild City  Influence  Quest:  lmitofion Amnesty

Thieves  Guild City Influence Quest:  Summerset Shadows

"eves  Guild  City Leadership  Quest:  Under New Monogement

Dungeon Activity  (Rifren Jail)

Miscellaneous Obiecfive:  Innkeeper Rumors  (the Bee and Borb)

Miscellaneous Objective: Stoking the  F[nmes*  (Bo!imund  Iron-Boar)

Miscellaneous Objective:  Caught Red.Honded*  (Svono For.Shield)

Miscellaneoos Obiecfi've:  Pilgrirmge*  (Ale5SOndm)

Miscellaneous Obiecfive:  Hunt and  Gother*  (Wylandrioh)

Miscellaneous Object.ve:  Special keliVery*  (Bolli)

Miscellaneous  Objective:  Bring  lt! *  (Horraltl)

Miscellaneous Objective: Truth Ore Consequences*  (Hofiorg)

Miscellaneous Obiedive:  Ringmaker*  (Madesi)

Mis(elloneous Obiechve:  Bloody Nose*  (Hofgrir Horse.Crusher)

Miscellaneous  Obiecfi-ve: Toying with the Deod*  (Vekel the Mom)

Miscellmeous Obiedive: Shardr qn

Miscellaneous  Obiech've: Jarrs Q

(Wuieeto)

Misce»qneous Objective: Jorl's 0
Jorl  Loilq)

apphire*  (Shadr)

rf  1:  Helping  Hond*

rf 2: The  Roid*  AVuieeto,

Miscellaneous Obie(ti.ve: Jorl,s Quest Port 3:  Supply and  Demond*

(Jorl  haila)

Miscellaneous  Objective:  Erasing  Vold's  Debf*  (Moven  Block-Briar)

Miscellaneous Obiech've:  Gissur's  Revenge*  (Gissur)

Miscellaneous Obiecfl've:  Shovori the Assossin*  (Shovori)

Fovor  (Adivity):  The  Gin of (hority*  (Gissur)I

Fovor  (Adivity):  The  Gift of Chority*  (Snilf).

Favor  (Activity):  The  Gift of Chority*  (Eddo)

Thane Quest: Thane of The  Rifr*

Habitation Type:  Hold (apirdl (Major)

(rqfling

Al(hemy Lobs  (5)                                    Grindstones  (4)

Arcane  Enchanter                                     Tanning  Rocks  (3)

Forge                                                         Workbenches  (2)

Servi(es
Follower: Mioll the b'oness  [40/47]

Follower:  Mop(unto  [4 1 /47]

Follower: long  [42/47]

House for Sole: Honeyside  [5/5]

Morrioge Prospect Mjoll the Lioness  [52/62]

Morrioge Prospect  Bolimund  [53/62]

MaITiOge Prospect Gelko  [54/62]

Monioge Prospect: Morcurio  [55/62]

Marriage Prospect  Romlyn Dreth  [56/62]

Morri8ge Prospect  lone  [57/62]

Trader  (Apothe«ry):  Elgrim  [1 1/1 2]

Trader  (Apothecary):  Heriuin  Lothoire  [1 2/1 2]

Trader (Borfender): Tolen-lei  [3/5]

Trader (Barfender): Vekel the Man  [4/5]

Trader  (Blacksmith) :  Bolimund  [28/33]

Trader  (Blacksmith) : Amshar  Ember-Master  [29/33]

Trader  (Blacksmith):  Vondy  Gothorion  [30/33]

Trader  (Fence):  Tonilio  [6/1 0]

Trader  (Fletcher):  Syndus  [3/3]

Trader  (Food Vendor):  Ungrien  [9/9]

Trader  (General  Store Vendor):  Morise Arovel  [1 3/1 9]

Trader  (6eneroI  Store Vendor):  Brand-Shei  [l 4/1 9]

Trader  (General  Store Vendor):  Grelko  [1 5/1 9]

hoder  (General  Store Vendor):  Bersi  Honey-Hand  [l 6/I 9]

Trader  (Innkeeper):  Keerovo  [1 4/1 5]

Trader  (Jeweler) :  Madesi  [2/2]

Trader  (Spell Vendor):  Wylondridh  [1 2/1 2]

Trainer  (Archery:  Master):  Niruin  [3/3]

Trainer  (h'ght Armor:  Expert): Grelko  [3/3]

TTOiner  (Lockpi(king:  Master): Vex  [l/2]

Trainer  (Pi(kpocket  Master):  VIpir  [2/3]

Trainer  (Smithing:  Expert) :  Bolimund  [3/3]

Trainer  (Sneak:  Master):  Delvin Mollory  [2/3]

i,i_£':i 3: 3¥`-yF',i,i   HOLD 9   THE  RIFT
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(ollettibles
Larceny target:  Bust of the Grey

Fox  [6/7]

Skill  Book  [Lockpicking] : Advances in

ho(kpicking  [A1 /1 0]

Skill  Book  [Lo(kpicking] : Advances in

Lockpicking  [A2/i O]

Skill  Book  [Lockpicking] :  Surfeit of

Thieves  [C2/1 0]

Skill Book  [OneHonded]..  Fire and

Darkness  [B2/1 0]

Skill  Book  [Pickpo(ket] :  Beggar

[Bl/1 0]

Skill  Book  [Pickpocket] :  Beggar

[B2/I O]

Skill  Book  [Pickpocker] :  Purloined

Shadows  [C2/1 0]

Skill  Book  [Smithing] : The Armorer,s

Challenge  [E2/1 0]

Skill  Book  [Speech]: A  Dance in  Fire,

v7  I(2/10]

Skill  Book  ITwo.Honded]:  Words and

Philosophy  [E2/1 0]

Unique  Item: The  Bond of Matrimony

[80/1 1 2]

Unique  Item:  Modesi's  Silver  Ring

[8l/l12]

Unique  Item:  Gloves of the  Pugilist

[82/1 12]

Unique  Item:  Thieves  Guild  Armor

[83/1 12]

Unique  Item:  Thieves  Guild  Boots

[84/1 I 2]

Unique  Item:  Thieves  Guild  Gloves

[85/1 1 2]

Unique  Item:  Thieves  Guild  Hood

[86/1 1 2]

Unique  Item: Amulet of Articulation

[87/1 1 2]

Unique  Item:  Guild  Master,s Armor

[88/I 1 2]

Unique Item:  Guild Moster's Boots

[89/I 1 2]

Item: Guild Moster's Gloves

Unique  Item: Thieves Guild Gloves

(Improved)  [94/1 12]

Unique  Item: "eves Guild Hood

(Improved)  [95/1 1 2]

Linique Weapon: Ch'lllrend  [61/80]

Unique Weapon: Alessondra,s  Dagger

[62/80]

thique Weapon: Steel Sword

[63/80]

Unique Weapon:  Drovin's  Bow

[64/80]

Unusual Gem:  [23/24]

Special Obietls
Business Ledger

Civil War  Mop of Skyrim

Shrine of Arkay  [l 2/1 2]

Shrine of Dibello  [8/8]

Shrine of More  [5/5]

Shrine of Thlos  [l 6/I 7]

(host

Potl'ons aplenty

Loose gear

However, the city of Riften  is a  parcldOX. The city is located  in the beautiful Autumnal Forest region of Skyrim,  and
that beauty hcIS enCrOaCheCI upon the city,  in the form of wondrous foliage and generally pleasant weather.  But most of the
structures in  Rihen are wooden,  and the city has a  sort of olc],  runrdown feel, which often fakes visitors by surprise.  Not that
this bothers the people who live there, who see Riften for what it truly is-a bustling' energetic city with a strong economy
fuelecl  by hard-working fishermen clnd mead makers. The residents also understand that the city is, for all intents and

purposes, owned and operated by the Maven Black-Briar, and in order fo survive and thrive, everyone needs fo
herrules.

ffiffi  North Gale
The main gate of Riften, located along
the northern wall,  sees the most frclffic
of the city,s three entrances.  Foil the.
Riften guard's feeble attempts at shaking

you down for money. Then speak
Maul,  a gruff man waiting  jus
the gates.
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©  Bolli,s House
Bolli  Trout-Purse                         Nivenor

This  three-floor structure  is one of the  more
impressive  houses  in  Riften,  which  speaks to
Bolli,s station.  The  Note you,ll find on  the  bedside

cabinet reveals  Bolli,s  marriage  isn,I as  successful.

\t  shadowmark:  ,,Loot,,                 ,.:,)  Chest

§   Note:  Requested  Report

©  Aerin,s House
the  Lioness                    Aerin

rin,s  home  is  small  but tall,  featuring  three

floors.

/i   Follower:  Mioll  the  Lioness  [4O/47]

\?   Marriage  Prospect:  Mioll  the  Lioness

[52/62]
\3   Loose Gear

©  snow-shod Manor
Vulwulf Snow-Shod

Nura Snow-Shod

Asgeir Snow-Shod

This three-floor wooden  structure  is the house
of Clan  Snow-ShocI,  a wealthy clnd  influential
family of Nord that owns the Snow-Shod  Farm
outside  Riften.  But even  though the Clan  has
direct ties to the city's economy'  it's their interest
and  involvement in  the Gvil War that recllly has

people  talking....

i?  shadowmark:  "Loot,,          §   Loosegear

©   Riftweuld Manor (Lo(ked: Special)
This property is owned  by the current Guild
Master of the Thieves Guilcl  and  is a  fine structure-
Mercer has cleverly integrated an  isolated section
of the  Ratway  into the sublevels of his  home,
which  contains  his  private valued  possessions.
This  hideaway includes a  minivaull,  a  study,  and
escape  routes.  Mercer Frey has paid  several
bandits to act as guards  here and  has given  them
the  order  to  kill  intruders.

Outside,  the front and  back doors are barred
from  the  inside,  and the  back grounds are locked
by three gates,  two  requiring a  key and the other
locked  (Expert).  You  usually enter here during
Thieves Guild  Quest:  The  Pursuit and  must shoot a
mechanism  to release a wooden  ramp leading to
an  upper entrance  (Expert). This cannot be done
at any other time,. exploration  inside occurs only
during  or after this  quest.

ld Manor (Interior)
oof: A storage room leads to a landing,

er storage closet, and Mercer,s bedroom.
oof,s  bar  in the landing can't be budged.

ound Floor: A large living  and dining  room
tes this area,  along with an adjacent foyer.

Oars bars here can,I be  removed either.  The
foyer table  has a  note mentioning  the mechanism
construction that has recently taken  place outside.

Tr.e  irf,'{±¬= Sc_-_-lit  `.

lt is  next to the front door  (barred and  sealed) that

you find a  suspicious cabinet leading  to Mercer
Frey,s secret chambers.

Cellar: The cellar,  accessed from the dining  room,
is a  small  area  filled  with  foodstuffs.

"l:)   Note:  To the Owner            .i?,   Potions

()  chest

secret cellar: Accessed via the false back panel of
the  suspicious cabinet on  the ground  floor  (which
can  be closed using  the  pull  bar on  the other
side).  Watch for numerous traps as you  navigate
the sewer passages,. there,s a  spear trap in front
of you,  triggered  by a  pressure plate. The next
room  has fire traps  blasting  up from  the floor.

Puzzle Solution: Look at the floor and the nozzle
holes where the fire  blasts  up from.  These are
divided  into tiles.  Each  tile  has a  diamond  shape;
the fire traps that are activated are darker than
those that are empty/.  simply step on  the  lighter-
colored diamonds to avoid all fire damage.

There's  a dclrt trap  in  the Water-lOgged
corridor (pressure plate)  leading to a chest.  At the
corridor with the swinging  blade and  battering
ram traps, dash  between the blades and step
left into the alcove.  Wait for the  battering  ram to
swing,  then  sprint to the  left of the  low chandelier,
dodging  the remaining  blades.  At the door,  look
down and  unlock the trap trigger  (Expert)  or face
darts when you open the door.

\^?   Danger!  Battering  Ram Trap,  Dart Trap,  Fire
Trap,  Spear Trap'  Swinging  Blade Trap

(:)   chest

Mercers Secret Study: There is a wealth of loot
here,  including an excellent weapon  in a  display
case  (Expert).  The  note from  "R,,  is  likely to  be
from  Legate  Rikke  in  Solitude.  The exit tunnel
leads to the Ratway Vaults, which connects back
to the Warrens ancl the Ragged Flagon.  Note
the Shade)wmark before you clrop down  into the
Vaults.

f;  shadowmark:  "Da

f!   Mercer,s  Plans

(i.   Skill  Book  [Sneak]:  The  Rec]  Kitchen  Reacler

i?   unique weapon:  chillrend [61/80]

\:?   Note: Many thclnks

()  chest

i?,,   Larceny Target:  Bust of the Gray Fox  [6/7]

©  Temple of Mora

Maramal            Dinya  Balu

The Temple of Mara offers services to the people
of Rifren and  is devoted to the worship of Mclra,
one of the Nine Divines and the recognized

goddess of love.  lt is here that weddings are held
(Side Quest:  The  Bonds of Matrimony).  You  can
get a  Blessing at the altar or at two smaller shrines
on either side of the main chamber.  The first Note
is from  Anuriel warning  of disturbances  in  the  Hall
of the Dead. The second  Note  is from Talen-Jei,

SKYR]M

regarding  his forthcoming wedding. The cellar
has some food and drink, and an entrance to the
Hall of the Dead.

i;,   unique  Item: The Bond of Matrimomy

[8O/1  12]

",,,  Shrine of Mara  [5/5]

i,(,   Note:  Reports of a  Disturbance

f\t,   Note:  Argonian Ceremony

";',)`    Potions

©  Hallofthe Dead
Alessandro

The  Riften  Hall  of the  Dead  has two levels,
underneath  the Temple of Mara. The ground
floor serves as a  Shrine of Arkay;  the bottom,
underground  level  is actually a  series of
catacombs that contain some of Rifren's most
important dead.  Connected to the mausoleum  is
a graveyard,  containing even  more of the city,s
departed. There are two entrances:  from the
outside under the Temple of Mara  balcony and
via  the cellar  inside the Temple.  Inside,  there are
numerous skeletons from which you can  remove a
few coins,  bone  meal,  and  skulls.

(;;   unique weapon: Alessandra,s Dagger

[62/8O]
i::,   shrine ofArkay  [12/12]

fRERE=j  The  Rqgged  Flagon: Cistern  Entrance
The secret entrance to the  Ragged  Flagon,
Cistern,  becomes available during  the Thieves
Guild Quest:  Loud and Clear and  becomes a
world  map  marker (making  it simple to retum
to the Guild).  lt can,I be opened  until  then  bu

provides a quicker return  route to Bryniolf and
Mercer Frey/  instead of navigating the Ratwa
Note the Shadowmark on the coffin  (which

press to open)  and on the surrounding  Hall
Dead entrance walls.  lf you're exiling  from th
Cistern,  use the pull chain  to open the coffin.

':\   Shadowmark:  "The Guild"

©  Block-Briar Manor
McIVen  Black-Briar  (Imperial Jarl)

Hemming  Black-Briclr  (Imperial  Stewclrd)

Sibbi  Black-Briar

lngun  Black-Briar

Black-Briar Manor  is the  home of the  Black-Briar
family,  the wealthiest,  most powerful family in  all
of Rifren.  The  Black-Briar family are the owners
of the Black-Briar Meadery,  and as such control
much  of Riften,s economy.  lt is accessed via  the
front door  (note the Shadowmark),  a  leap over the

garden fence,  and through the back gate  (Expert).
Inside,  the foyer end table has a  Note regarding
the  loss ofa  mead  shipment,  and the  rest of the

ground  floor  has a  dining  table full  of food and
other stored  items.

[?   shadowmark:  "protected"

(.,   Note:  Regarding your  Loss
"-,    potions

Cellar: There are three doors,  two of which are
unlocked.  One leads to a  small  bedroom_  One
leads to a  larger bedroom with an Alchemy Lab
and  a  number of ingredients to steal.  The third
door  (Expert)  leads to a tiny chamber where the
Black Sacrament has been  performed.  There is
a  letter from Maven  here,- she is unhappy with
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Astrid  (from the Dark Brotherhood) about the
lack of action regarding an assassination Maven
requestedi

?   crafring:  Alchemy Lab                  !::)   Potions

i)   Note: To the Brotherhoocl

Upper Floor: Check the shelves  in the  hclllWCIy for
a book on the Gaulder legends.  On the bedside
table are two letters,  each containing a different
tone from two business acquaintances.  There is
an exit onto an upper exterior balcony (a quick
escape if need be!).

(,`?   Business  Letters  (2)                 :;:.,   Chest

©  shrine ofTolos
Nuro Snow-Shod

Talos is worshipped openly when the Stormcloaks
are  in control of the city. When they are not,  the
shrine has  less of a  presence.  Nura Snow-Shod
is usually found  here during the day,  tending  the
Shrine.

§   shrine ofTalos  [16/17]

©  Dead Gate
The Dead Gate  is so named for the number of

people who died there thanks to repeated bandit
raids of the city. The gate  is now completely
boarded  up and  no longer in  use.

©  Mistveil Keep

he following  leaders of Riften are
loyal to the Stormcloaks at the start
of the Ciyil Wclr.

Jarl haila haw-Giver

Laila is a fervent supporter of the Stormcloaks,
strongly believing  that the Empire can do nothing
but steal the heritage of their city away if they
come to power.  She firmly believes  in the old
ways oF Skyrim  c]nd  is steeped  in  its traditions
and  mannerisms.  Even  though  she  rules quite
a  corrupt city/  she  is blissfully unaware of the
more nefarious goingson  in town thanks to her
Steward, Anuriel, who has been known to accept
bribes and  payoffs from the seedier inhabitants
of Riften.

Harrald

Harrald  is the youngest son of Laila  Law-Giver.  He
is largely indifferent to the events of the Civil War
but sides with the Stormcloaks because his mother
does.  This situation  has driven a wedge between
Saerlund and  Hclrrald, Who constantly chide each
other for their stances on the situation.

Saerlund

Saerlund  is the oldest son  of Laila  Law-Giver.
When  he publicly spoke in favor of the  lmpericll
forces in the Civil \^far,  Laila  refused to recognize
him as heir.  There  is a great deal  of hostility
between the two now,  although Saerlund still lives
"ln the Keep.  Should  Laila ever become exiled due

to ire Empire gaining  control of Rifren, Sclerlund
will  remain  behind and  live  in the  Keep  in
defiance of his mother,s beliefs

Anuriel (Steward)

Anuriel,s devotion to herJarl  is a guise for her
true nature as a corrupt and greedy individual.
She readily c)ccepts bribes from  influential  people
in the city and  is extremely clever at covering
her tracks  (even  if it means  making  loose ends
disappear).  She has no desire to actually become
theJarl,  seeing  her position as a  stronger link to
her corrupt ties.  She  has gained some reputation
as someone  nor to be trifled with.

Unmid Snow-Shod (Housecarl)

Unmid  is the  second  to youngest child of Vulwulf
Snow-Shod.  He has dedicated  his life to the art
of combat,  becoming  highly adept at all sorts of
martial weaponry.  Due to this incredible talent,
he was hired as the Housecarl.  On  more than
one occasion,  Unmid  has proved  he cannot
be besled  in combat and has even put down
several attempts on  the Jarl,s  life.  Unmid/s single
weakness  is his  infatuation  for Anuriel,  the
Jarl,s Steward.

Wylondriah (Court Wzard)

She spends most of her day in  her laboratory

performing experiments and only makes herself
available to the Jarl when  specifically summoned.
She seems always scatterbrained,  but this is an
act, as Wylandriah would prefer to be doing her
experimentation  rather than  matters of court.  By
acting  this way,  she believes people leave her to
herself most of the time  (which  is true).

Mistveil  Keep (Exterior)

nor Oolh¬iver

The following  residents of Ri
to fake control of this city,
has fallen  during  the Civil

Menren BlcICk-Briar, Imperial Jorl

As matron of the  Black_Briar family and a

powerful  businesswoman,  Maven  is virtually
unapproachable and elitist.  She,s cold,  ruthless
and calculating-and also well connected within
the  Empire and  Skyrim  cllike.  lf the  Empire takes

control  of Riften  in  the Civil \^/clr,  Maven  (thanks
to  powerful  friends  in Cyrodiil)  is  installed  as the
Imperial Jarl.  She will  also fill  her court with  family

and  allies.

Hemming Black-Briar, Imperial steward

Hemming  Black-Briar is the only son  of Maven
Black-Briar,  clnd  heir to family fortune.  He  is

being groomed  by Maven cls a  sort of prot6g6...
someone to eventually lake her place not only
running  the Meadery/  but to also dabble in the
same corrupt activities.  Hemming  is often  an
errand-boy/  and  has come to admire his mother,s
ways and fervently defends her whenever a family
squabble should arise.

Maul (Housecarll

Maul  is a  close friend of Hemming  Black-Briar,.

when  he was ambushed by bandits, Maul
dove into the fray to save him.  Ever since then,
they have been  partners  in  crime, with Maul
assisting  Hemming  in  his  more  nefarious activities
assigned  by Maven  Black-Briar.  He does not live
within  Rifren,  as he wants  his  identity to  remain
anonymous. Maul,s brother is Dirge,  part of the
security at the Ragged  Flagon.

ffiB  Door to MistveiI Keep                                            ffiB  Door lo Mistveil Keep Borrocks

ffiB  Door to Rifren Jail
This ominous stone  keep  is whereJarl  Laila  Law-Giver  lives and  rules,  but this  important building also
contains the city's  jail and barracks. The barracks are to your left (southeast)  and the jail to the right

(southwest)  of the main door into the  Keep, with  the banners on each side. This is where the  majority of
the city,s guards reside.

HOLD CAPITAL:  RIFTEN
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Mislveil  Keep (Interior)

fiB  Door to Rifren

©  Bonquest Hall and Throne Room
Guards, the Jarl, and her entourage are seated
here. There's enough food  here to feed a small
army.

i?,  chest (2)

©  wylondrioh,s Enchantments
The Court Wizard can  usually be found  here,
in this two-room chamber off the Banquet Hall,
which  houses her shop and  bed.

§  crafring: Alchemy Lab, Arcane  Enchanter

§   Trader  (Spell Vendor):  Wylandriah  [1 2/1 2]
`,;   \^leapons,  Apparel,  Scrolls,  Books,  Misc

§  chest

§   potions aplenty

\^/i  Loose gear

®  war Room and Armory
Gonnar Oath-Giver is plotting from this  location

(which was once a  pclntry)  aT the start of the Civil
War.  Open one door to head into the Barracks,
and open the other into a  bedroom armory filled
with weapons.

¢  civilwor:Map        ()  Chest
of Skyrim                      (;,  Loose gear

ffiffi  Door to MislveiI Keep Bormtks

©  Anuriel,s Room
Located at the far end of the ground-floor corridor,
this room  has a  number of precious gems and
necklaces and a letter regarding  the imprisonment
of Sibbi  Black-Briar.  Head  to this  location
during  the Civil War Quest:  Compelling  Tribute

(lmperials).

/:;   Note:Sibbi  Black-Briar.         §  Chest

ffiB  Door to Mislveil Keep Jarl,s Quarters

Mislveil Keep Jurl,s Ouorters

ffiB  Door to Mislveil Keep

©  upstairs Bedrooms
There are three doors at the top of the stairs, each
leading to a  bedroom.  Check for the following,
and a door from theJarl's bedroom to a covered
balcony offering views of Riften:

#   skill  Book  [Lockpicking]:  Surfeit of Thieves

[C2/1 0]

§  unusual Gem:   [23/24]
/J   Display Cases  [Adept]  (3)

^v   chests  (3)

§   potions

§  Loose gear

fflEN   Door to Rifren

Mistveil Keep Bormcks (Exterior)

A large yard where guards (and sometimes
Harrald) come to practice.

Tf.¬   5f_±e_+Sc_-,JJ+S.?

/934    j

ffiB  Door to Mistveil Keep

©  Barra(ks Interior (Uppe"nd Lower)
A large number of guards (and mead bottles) are
inside this twcrfloor structure.  The  Rifren  Guards
are well equipped and  numerous. The lower exits
lead out to the training yard and  into Mistveil
Keep. The upper exit leads out onto crenellations
above the yard.

",/i   skill  Book ITwo-Handed]: Words and

Philosophy [E2/1 0]

:)   chests  (8)

i?   Loose gear

SKYRIM

ffiB)  Door to Rifren

GEE  Door to Riften
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Rifren Jail

Threki                                   sibhi Black-Briar

ffiB  Door to Rifren

a  Jail Emronce
A jailor stops you  from  heading  into the  jail  if

you,re visiting/  unless you can  persuclde Or bribe
your wcly PCISt him.

dire  Door to Jail [Experf]

a  Jail Offices
Inside,  you can find the  iclil  Office On  the
with the evidence room just beyond;  both are a
bit of a mess- Note the sewer wall opening close
to the chests, though you can,t do anything with  it

m  this  sicle.

®  (ells (uppe"nd Lower)

ffiife  sewer Grate
Escape through this sealed-off section of the
Ratway, which  is filled with debris,  and  push open
the sewer grate to retrieve your belongings from
the evidence room.

es#  Flooded Chamber
Then head down the passage into a section of
unexplored sewers.  Fight any Skeevers you see,
check the flooded area for a chest, and continue
through the  hatch  into a  second  section  of sewers.

ffirm  Grate to Sewer

ffiRE  Grate to Riften Jail

®  sewer FIue

ffiffi  6mte to Skyrim
Follow the rushing water to the exit (checking
behind the grate for a  Black Soul Gem), which
leads you out to the edge of Lake Honrich,  near
the South Gate and  Riflen \^/arehouse:  the Sewer
Gate  (Location  [H]  on  the  main  Rifren  Map/  on

page 931).  Note that you can only escape this
way once: after doing so, the guards seal the

passage and remove the shackle.

I?   Danger!  Bear Trap  (2)

§  shadowmark:  "Escape  Route,,

§   skill  Book  [Lockpicking]:  Advances

Lockpicking  [A1 /1 O]

fj   Evidence Chest

§   prisoner Belongings Chest

§  chest

§   potions

i)  Loose gear

Orphqnoge

Grelod the Kind                   Samuel

Conslance MicheI                 Runa Fair-Shield

Froncois Beoufort                Hroar

The Honorhall Orphanage is home to
orphaned young boys and girls who
have been  lost to anything  from fishi
to battle,  to the general harshness of li
The  institution  is  privately fundecl  by
Black-Briar.  The inferior  is on a  single floe
via the dining  room and pantry. A side be
has a  Skill  Book by the bed. Through the m
clormitory (with three empty chests) where the
orphans sleep is a small  room with child-size
shackles and Grelod/s office. There clr
leading  to a  smclll garden,  Which  iS

prison yard.

§   skill  Book  [Pickpockef]:  Purloined Sh

[C2/1 0]



®  The Scorched Hammer

Balimund         Asbiorn Fire-Tamer

The blacksmith shop is situated adjacent to the
marketplace.  The resident smithy'  Balimud,  has set
up his forge and workshop outside the  building
within a covered overhang.

\f/\  shadowmark:  "Loot,,

!)  crafring:  Forge, Grindstone, Tanning  Rack,
Workbench

"/;,  Marriage Prospect:  Balimund  [53/62]

(?   Trader  (Blacksmith):  Balimund  [28/33]

c   Weapons,  Appclrel,  and Misc

"S   Trainer  (Smithing:  Expert):  Balimund  [3/3]

S   skill  Book  [Smilhing]:  The Armorer,s

Challenge [E2/1 0]

§  unique weapon: steel sword [63/8O]

Inside,  the house is  modest,  and the food of the
day are leeks. At the back of the dwelling are two
bedrooms, one with a safe and some weapons_
In the cellar are a large amount of Ingots and
other ingredients for crafting'  although these must
be  stolen.

t\  crafring:  Grindstone, Tanning  Rack

?   Business  Ledger

§  safe
"',)   strongbox  (Apprentice)

"i   Loose gear

es  Do(k 6qte
Between the  Black-Briar Meadery and the
Blacksmith's  is the western gate leading  to and
from  the dock.  This actually exits out into Skyrim

and  Lake  Honrich.

©  Mqrkelplqce
Eddc]

Snilf

Marise Aravel

Madesi

Brandish Begin-Again          Grelka

The  marketplace  is the central  area  of Rifren.
There are a  number of small  stcllls  set up that
sell items during the day,  mostly foodstuffs and
trinkets.  At night,  Ike stalls are packed closed
and  locked.  Severcll  beggars live here aS Well On
bedrolls off to the sides of the plaza  in a thicket
of trees. They are too weak to handle life  in
he Ratway,  so they huddle here or in  Beggar,s
aw insfcad.

i?  Trader (General Store Vendor):  Marise

Aravel  [1 3/19]
I.-?   Apparel,  Food,  Ingredients,  Misc

rader  (General Store Vendor):  Brand-Shei

[14/1 9]
l,i   Weapons, Apparel,  Potions, Misc

Tf_i  3_.3e_- &c==|is  ``,
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(;i  Trader (General  Store Vendor):  Grelka

[15/l9]
J   Weapons,  Apparel,  Potions,  Food,  Misc

(;`  Trader Ueweler):  Madesi  [2/2]
")   Apparel,  Misc

i?   Trainer  (Light Armor:  Expert):  Grelka  [3/3]

()  Marriage Prospect: Grelka  [54/62]

"?   unique  Item:  Madesi's  Silver  Ring  [81/1  12]

§   Brand-Shei,s Strongbox  (Requires  Key)

",,?   Bryniolf'  Satchel  (Requires  Key)

i?   Grelka,s Stall  Sliding  Door  (Expert)

I,.:,,,:   Grelka,s Strongbox

(,?   Madesi,s Stall  Sliding  Door  (Novice)

()   Madesi's Strongbox  (Novice)

(i  Loose Gear

©  The Beeond Barb

Keeravo, the innkeeper

Talen-lei

Louis Letrush

Morcurio

The Bee and  Barb is a  large tavern and  inn,
and while  it easily accommodates the entire
town,  the establishment is especially dedicated
to serving  those who work  in  Riften's fishing
and  mead-making  industries.  Almost everyone
important (outside of the Jclrl,S entourage)  COme
to drink  here.  You'll al
Hireling,  the  unplecls

Louis  Letrush.  Bryniol

beckoning you to join
at night.  Mclramal  SO

find Marcurio the

phire, and the seedy
s out here prior to

Guild,  but only

the Temple ofMara;  he has
in here from
I a  note

to Tcllen-Jei  upstairs to confirm the forthcoming
Argonian wedding. Also upstairs are rooms to
rent and a locked door (Apprentice) to Keerava,s
bedroom and business ledger,  along with the
strongbox.  The cellclr has a  lClrge amount Of
stored food, wine, and  mead.

(;/   shadowmark:  "Loot"

()   Follower:  Marcurio  [4l /47]

i,)  Marriage  Prospect:  Marcurio  [55/62]

i.::;  Trader (Bartender):  Talen-Jei  [3/5]

"\:,,  Trader (Innkeeper):  Keerava  [1 4/1 5]

c-,,   Room for the Night,  Food
"..`   Innkeeper  Rumors

i\)   Business Ledger

":,`   Note:  Mara  Smiles  Upon  You!

I,;,i   strongbox  (Apprentice)

SKYRIM

©  Black-Briar Meudery
Overseer lndar)m              Romlyn Dreth

Ungrien                                 Valindor

Nilova Hlaolu

The Black-Briar Meadery, ownecl and operated
the Black-Briar family for generations,  preduce
almost all of Skyrim's mead and employs many of
Rifren,s residents.  The honey for the mead comes
from Goldenglow Estate,  on the small island on
Lake Honrich,  to the west of Riften. The Meadery
can  be accessed from  Dryside or Plankside.
Inside,  the small shop front has a couple of Notes
revealing  cl  nO-nonsense attitude tO working  here
and  some coin  under the bed.  Head  into the
back,  along the lwofloor high  balcony above the
mead distillery/  to  lndaryn,s bedroom, which  has
a  note from Maven to read.

Descend to the  next balcony level, where
the workers eat. The door at the far end of the
lower balcony leads lo  Plankside.  Down on  the
distillery floor are two large vats and a chest.
You can also spend  10 gold for each  bottle of
Black-Briar Mead you want to purchase from the
underhanded  Romlyn  Dreth.  As these are worth
25  gold,  you  can  make a  little  money selling  iton.
The locked chest requiring a  key is a  reward  for
Miscellaneous Objective:  The  Lover,s  Requital*.

".;,,)  Trader  (Food  Vendor):  Ungrien  [9/9]

l-)   Black_Briar Mead

(.?  Marriage Prospect:  Romlyn  Dreth  [56/62]

i,,':,?   Note:  Attention  Employees!

:,A?   Note:  Note  From  Maven

".,   Note:  To  Be  Recld  lmmediately!

',::.   chest (Requires  Key)

(:    potions

©  pawned pmwn

Drifo                 Bersi Honey-Hand

The Pawned  Prawn  is a  small  pawnshop and

general store.  Inside,  there,s a  Note from Wilhem
(the  innkeeper  in  lvanstead)  regarding  his  fears
of Shroud  Hearth  Barrow.  Purchase from  Bersi.
During Thieves Guild Quest:  Taking Care of
Business, a  dwarven  pot is on  display here.
Behind  Bersi  is a  chest,  and  downstairs  in  the

cellar are stocked  shelves of food and drink and
a  safe to crack.  The couple,s bedroom  is at the
bc]ck,  with  a  strongbox.

(:?  Trader  (General  Store Vendor):  Bersi

Honey-Hand  [16/19]

_-   Weapons,  Apparel,  Potions,  Food,
Books,  Misc

y'.   Business  Ledger

",,`   safe  (Adept)

",,   Strongbox  (Apprentice)       (:)   Potions aplenty

+   Chest                                              :::)   Loose gear

-i>_=s,a  ¬:  Sr.a! Ri,A,I    HOLD  9   THE  RIFT
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Related Ouesfs

Thane Task: Thane of the  Rift

Hearthfire Task:  Adoption

(rofting
Alchemy  LOB

Arcane Enchanter

Cooking  Pot

Collectibles

Skill  Book  [Enchanting]

Mis(ellqneous

Area  is  locked

Chest

Loose gear

Potions aplenty

This dwelling  is currently empty,  save  for a  Skill
Book that sits at the  bottom  of a  leaning  shelf
in  the  basement.  lt features entrances  from  both
Plankside and  Dryside,  enabling you to head to
and  from  Rifren without using  the gates-  Should

you  become the Thane of the Rift (by completing
Favors for the Jarl), you can  purchase this abode
from Jarl  Laila  Law-Giver,s Steward,  Anuriel.
Consult the Thane Quests for more information.
Should you wish  to purchase the children,s
bedroom,  it replaces the  Enchanting  Laboratory.

(?   Follower:  lona  lHousecarl)  [42/47]

i:,   House for Sale [5/5]

Prospect:  long  [57/62]

(i?  skill Book [Enchanring]:  Enchanter,s "mer

Purchase m(e: 8,000 gal

Jtirl: Jorl  Laila hawgiver or

Black-Briar

Moven

Steward: Anuriel or Hemming Block-Briar

Avoiloble Decorations

Alchemy Laboratory (1 ,000 gold)

Bedroom  (6OO gold)

Children's  Bedroom  (55O gold)

Enchanting  Laboratory  (I ,000 gold)

Garden  (800 gold)

Kitchen  (500 gold)

Porch  (400 gold)

Total tosI:  I 2,750 gold

oelgo,s Bunkhouse

Haelga                            Fastred

SvI]na For-Shield Bassionus Axius

Haelga's  Bunkhouse  provides long-term  lodging
for anyone who can  keep up the rent and mostly
caters lo the fishermen and  mead  mclkerS Of
Rifren. There's something of a theme with  many
of the people who reside at the Bunkhouse:  they
do brutal,  backbreaking work, and they,re prone
to abusing either alcohol or Skooma.  lt is a  large
building and  has private rooms as well as a  lcnger
barracks-like common area with food on the
tables.  During Thieves Guild  Quest:  Taking Care
of Business,  a  Statue of Dibella  is on d,lsplay on
the bookcase in the main  room.  On the counter is
a  Note regarding an "experience" an anonymous

patron  had with  Haelga.  Behind the counter is
Haelga's room, where she takes "clients'' and
writes  in  her ledger.  Upstairs  is a  Skill  Book,  near
the dormitory-style bedrooms,  smaller bedroom,
and  storage room.  More importantly is a Shrine of
Dibella  in  Haelga,s bedroom.

i?   skill  Book  [Pickpocket]:  Beggar [Bl/10]

()   Business  Ledger

\^,.   shrine of Dibella  [8/8]

§   Note:  Until  NexlTime

aese Dryside: Canal Level

and the entrance to the Ratway.  lt isn't plagued
violence,  ius"hose down on their luck.

©  Beggar,s Row
When the  beggars of Rifren aren't hanging
around the marketplace,  they rest here.  There,s
little to entice you,  unless you  like collecting

cabbage.

(;?   shadowmark:  ,,Empty"

(`;i   skill  Book  [Speech]:  A  Dance  in  Fire,  v7

[C2/1 0]

ixers  is  Riften,s lone apothecary.  As  it is
the cramped and dangerous confines

I  Level,  Elgrim,s  Elixers  usually caters

chest belonging to lngun Black-Briclr,  a strongbox,
and a ledger.  Favor Quest:  Few and Far Between

(given  by lngun)  must be completed  in order to
open the Alchemy Chest here.

i?  shadowmark:  ,,Loot"

i?   Grafting:  Alchemy Lab

§  Trader  (Apothecary):  Elgrim  [12/12]
(-`   Potions,  Food,  lngrec)ients,  Books

()   skill  Book [Alteration]:  Reality & Other

Falsehoods

(?   Business  Ledger

"\?.   lngun,s Alchemy Chest  (Requires  Key)

(;i  strongbox (Adept)

§,   potions aplenty

©  Marise Aravel,s House
A homely hovel,  with a good amount of

food,  this  is where Marise the marketplace trader
makes do.

()  shadowmark:  "Loot/,

©  vllindor/s House
This  is the dwelling  of Valindor,  who works

part-time at the Meadery.  This  moc]est two-room
chamber has little but food and a couple of books
to  steal_

()   shadowmark:  ,,Loot,,

©  Romlyn Dreth,s House
The home of another Meadery worker, Romlyn,s
residence remains drab,  even with a  roaring fire.

§   potions

Rutwuy (Entrance)
This  is the  initial  entrance to the  large

lderground  sewer system where the Thieves
uild,s tentacles have contracted to.

ife plqnkside

is actually built on the waters of Lake
serves as the city,s center of mead produ
and  distribution  (which  is,  in fact,  intel
Rifren,s economy)  and  its fishing  indus
secondary economy). The buildings here
been  built on wooden docks,  and the district is
very old and  ramshackle. There are three m
docks projecting  from Plankside, on
completely by Black-Briar Meadery
two used for general commerce and fishi

HOLD CAPITAL:  RIFTEN

TFi,A!NiN¬-                        THE  i!NVEENTOR ijf3,re¥'                          asLfaSTS ATLAS #F  rag;¥ce¬ij,¥i                        APE)ENDICES  AND  !NasE,¥



ffiRE  Honeyside (Eosl Entrance)
This is the entrance to the House for Sale.  Once

you  purchase Honeyside, you can enter and exit
from this location  instead of using  any of the
Dryside gates.

©  Riften Fishery
tylhis Ulen

Wuicefa

From-DeepestFathoms

I)cherior: The structure  has two entrances,  locked
during the  night (Adept).  There are fishing  boats
moored at the adjacent docks too; one has a
tanning  rack, and there are a  number of fish
barrels you can  steal from.

§  crafring: Tanning  Rack

Interior: The  Rifren  Fishery is owned  by Bolli

Trout-Purse and  is the center of all  fishing  in  and

around  Riften.  Inside,  sections of the floor  have
been  removed,  allowing direct access to a  salmon
hatchery where the cellar used  to be.  But the
fishery also serves as a general cleaning,  storing,
and  processing  area for all the fish that are
caught on  Lake Honrich.  Most of the people who
work in the Fishery reside at Haelga,s Bunkhouse.
There,s an office off the balcony surrounding the
hatchery with  the  following  items:

#   Business  Ledger

()   Note:  Things to  Do

()   strongbox  (Apprentice)

ffiffi   Block-Briar Meqdery (East Entrance)
This entrance is  used  by the Dryside Meadery for
loading  and  off-loading.  lt is an  alternate entrance
into the establishment.

ffiffi  bock Gale (East Enlmnce)
This allows quick and easy access to and from the
blacksmith,s and  the  marketplace,.  it is an  often_
overlooked gate.

:- 9-3~8~~

Riften Warehouse

Sarthis ldren

Orini

The large wooden building served as a
warehouse and general storage
Fishery but hasn't been  used  in years.  It is firmly
sealed.  Instead,  the main floor is musty, with
old furniture scattered about.  Another locked
door (requires Key) down  in the cellar leads
to a Skoomcl and Moon  Sugar den.  To enter
the Warehouse, consrilt the Jc]rl of Riften and
begin  her Favor:  The  Raid.  Sarthis  ldren  and  his
accomplice Orini guard their makeshift Skooma
lab.  It can only be accessed  by key during this

quest (obtained  from  the Jarl)

(?,.   sarthis,s satchel

as sewer
This is where you arrive  if you decide to esccIPe
from  Rifren Jail  using the sewer escape route
detailed at that location.

aegiv  Muggers, Tunnel
A pair of thugs  prowl  this  initial tunnel  (which  has
two side grates so you can peer down to Location
[2]).  Dodge or slay Hewnon  Black-Skeever and
Drahff_

:ae*  The Bridge

The lever to lower this  bridge is on the opposite

(south)  side,  on the upper balcony.  Approach  it
once you've finished  initial explorations.  Look
up  in the tunnel to the west, and you can  see the
tunnel grates from  Location  [l I.

Trc  3j  _~_e..S¬[_+.-'.,
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ffiB  Locked Gate (Expert)
Unlock this  for a  shortcut to the  Ragged  Flagon
entrance  (Location  [7]),  and  the bridge balcony.

ffiB  Tmpped Door (Apprenlite)
The door at the end of the tunnel to the west
is trapped.  Unlock the trap trigger or face two
spears  in your chest from the left.  Back up to
avoid them  just after opening the door,  if you
didn,I disarm  the trap.

",':,,,.   Danger!  Spear Trap

Arias fJF SK,f?,!f,,,AL  HOLD 9:  THE  RIFT
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ffiife   Giqn,s Oily Ooze
This junction  room  has a Skeever and a madmam
named Gian the Fist to contend with.  Use an
arrow to drop the oil lamp and sfari a fire, or find
other ways to defeat anyone attacking you.

/i?  Danger!  Oil Lamp Trap, Oil  Pool Trap

§  unique Item: Gloves of the Pugilis"82/1 1 2]

ffiife  Bear Trap (homber
A low ceiling and bear traps on this paved floor
await you. Gian,s Alchemy rob is in one alcove.

S   Danger!  Bear Trap  (4)

?)  crafring: Alchemy Lab

ffiffi!  The Drunkard,s Steps
Pass the mead barrel and watoh for cI Pressure

plate on the left side of the steps, as this triggers a
battering  ram  in your back.  Stay right instead.

§   Dclnger!  Battering  Ram Trap!

©  Bqttleoxe Glade
A shaft of light allows  plants to grow in  this
circular chamber.

§   Loose gear

©  Ragged Flugon Entrance
Beware of lowlife attacks here.  Lower the bridge
from the  balcony if you haven,I done it already,
enabling a quick exit back to  Riften, when
necessary.  Check the table for a  Skill  Book.  Skill
Book  [Pickpocket]:  Beggar  [B2/1 O]

ffiB  Door to the Ragged Flagon

The Ragged Flagon (Map Not Shown)

Flagon and Cistem arrive durin
Guild Quests:

Guild Master.. Mercer Frey

Guild  Second:  Bryniolf

Guild Third:  Delvin  MclllOry/  Vex

Guild Member:  Dirge,  Vipir the  Fleet,  Niruin,
Sapphire, Cynric  Endell, Thrynn,  Rune,  Garthar,
Ravyn  lmyan

Guild Vendor: Vekel the Man,  Syndus,  Herluin
Lothaire, Arnskar Ember-Master, Vclnryth
Gatharian

Guild  Fence  (Rifren):  Tonilia

i  Trader (Apothecary):  Herluin  Lothaire

[12/l2]
i-;   Apparel,  Potions,  Misc

?)  Trader (Bartender):  Vekel the Man  [4/5]

§  Trader  (Fence):  Tonilia  [6/10]
c.i   Weapons, Apparel,  Potions,  Misc

§  Trader (Fletcher):  Syndus  [3/3]
`,J   Weapons, Apparel, Misc

§  Trader (Blacksmith):  Arnskar Ember-Master

[29/33]
",J   Weclpons, Apparel, Misc

§  Trader (Blacksmith): Vanryth Gatharian

[3O/33]
"fJ   Weapons, Apparel, Msc (Armor

mending)

(i   Trainer  (Archery:  Master)..  Niruin  [3/3]

§  Trainer  (Lockpicking:  Master):  Vex  [1/2]

§  Trainer  (Pickpocket:  Master):  Vipir  [2/3]

§   Trainer  (Sneak:  Master):  Delvin Mallory

[2/3]

§   unique  Item:  Thieves Guild Armor  [83/1  12]

§   unique  Item:  Thieves Guild  Boots  [84/I  12]

#   unique Item.. Thieves Guild Gloves

[85/1 12]

f/  unique Item:  Thieves Guild Hood  [86/1 12]

S   unique  Item:  Amulet of Articulation

[87/I 12]

§   unique Item: Guild Master,s Armor

[88/1  12]

§   unique Item:  Guild Master's Boots  [89/1 1 2]

!t  unique Item:  Guild Master,s Gloves

[9O/1  1 2]

()   unique Item:  Guild Master's Hood  [9l/1  12]

fj   unique Item.. Thieves Guild Armor

(Improved)  [92/1 1 2]

§   unique  Item:  Thieves Guild  Boots  (Improved)

[93/1  12]

§   unique Item: Thieves Guild GIoves

(Improved)  [94/1  1 2]

§   unique  Item:  Thieves Guild  Hood  (Improved)

[95/I  12]

§  Note: AWarning
j\v   Note: Timely Offer

§  chest



ENse The Ragged Flq9On: (iSIern
This more secretive and expansive main  sewage hub  is the stronghold  for the Thieves Guild.  lt is only
accessible once Bryniolf leads you  here during Thieves Guild Quest:  Loud and Clear.

ffiEN   Door lo Ragged  Flagon

ffiB   Lqdder To Riflen
This  brings you  up and  through  the  mausoleum
and  into the small graveyard attached to the  Hall
of the Dead. When you first access this
location,  it is added to your wor!c]  map,
allowing quicker FastTravel  bclck here
between Thieves Guild Quests.

S  Main (istern (hamber
Once you,re a  member, Guild chests
are free for the opening.  Otherwise

ee inaccessible. These containersa safe to store items in,. deposit
inventory items you wish to keep clnd
return  for them  later.  You  should also  recld  UP On
Shadowmarks by taking one of the books  in this
area.  On Mercer Frey's table  is a  note regarding
a tense  relationship between the Guild and the
East Empire Company.  Near the ladder exit is
a cupboard with another note, concerning  the
search  for  Rune's  parents.

¬,   Grafting:  Grindstone

¢   Business  Ledger

v^,   Note:  East Empire Connection

S  Note:  No Word Yet

;?   Guild  Chests  (7)

§   Loose gear

!asS  Training (homber
Pass the Alchemy Lab to reach this location.
Niruin  the  master archer  is  usually practicing
here.  There are a variety of training chests to
unlock,  too,  if you want to practice (and  increase

your  Lockpicking  skill).  A  Skill  Book that rests  on  a
barrel  ccln  help you  quickly achieve the Same.

i:)   crafring:  Alchemy Lab

(:)   skill  Book  [Lockpicking]:  Advances  in

Lockpicking  [A2/1 0]

§   Note: Training Chests

?  Guild Chest

(,  chest (Locked:  Novice)

?,   chest (Locked.. Apprentice)

§  chest (Locked:  Adept)

§,   chest (Locked:  Expert)

§,  chest (Locked:  Master)

(?   Loose gear

Tf-a  §A_n.eJ t5~_r=.i..  i

s_ir7_RTM

gild  js  located
=led and  only

unlocked during the Thieves Guild  Quests.

i)   Loose gear

iRERE}  Shrine of Nottumal
This shrine appears after you complete Thieves
Guild  Quest:  Darkness  Returns.  The shrine

provides the BIessing c)I Noctumal,  which adds
+10  to your Sneclk Skill-

(:?  Ability:  Blessing  of Nocturnal

Guild  Leader,s Office

This area Of the Cistern contains two troph
shelves that help you track how many Radiant
Quests you,ve completed. They also display all a
the Larceny Targets you,ve found  (see the Thieve
Guild chapter for the details).  The Crown of
Queen  Barenziah also appears here once all of
the gems have been found and the crown  located

IThieves Guild Side Quest:  No Stone Unturned).
Once you  become Guild  Leader  (by completing
the Thieves Guild quest line and all of the City
Influence Quests),  the Tribute Chest will  appear at
the base of the desk.

f:seffi¥!  your Bed

There  is a  bed  here that is available for you to use
whenever you wish.

a-_i`\,:i  ,3=  Sk-i k13,   ,   HOLD  9   THE  RIFT
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se;+he Ralwqy Vqulls

ffiEi  Door to the Ragged Flagon
I;;;   shadowmark:  "The Guild"

|fflj  Hub Level omd Balconies
You can drop down  here,  or follow the tunnels
that weave through this central  location.

ffiB  Door lo Ritweald Manor
You can only drop down  from  here,  which  leads
to an alcove close to the Hub Level.

t';)  shadowmark:  ,,Danger,,

tiieffiife  Dead Nord,s (ompfire
The trip wire on the trapped doorway releases
swinging  flails.  This  has a  campfire,  a  dead
Nord, and Skeevers.

",,;,)   Danger!  Flail  Traps

®  spiral Steps
(),   Loose gear

®prapS   Hub Level Gratings Tunnel

One of the side alcoves  has an oil  lamp you can
drop on enemies below.

(.:)   Danger!  Oil  Lamp Trap

6giv?  The Old  Forge

i.?   Grafting:  workbench             (::   Loose gear

i;,  chest

ife The RqTwqy Warrens

ffiB  Door lo the Rotwoy Voulls

ffirm  Door lo Warrens Hub (hamber
(Apprenti(e)

esing-`::   Hub (homb¬r
All  of the tunnels and  cells  in  this  location  lead to

and  from  this central  location.

/;;,.   unique weapon:  Dravin's Bow [64/80]

REpegr;i   Hefid's (ell  (Locked: Apprentice)
This leads to a tiny dark cell where a  maniac
named Hefid the Deaf is babbling  incoherently.
She may have valuables on  her corpse.

arts  solviqnus,s (ell
A man  named  Salvianus regales you with  past
talks.  He  may be an  Imperial officer driven  mad
by war.  He,s no pushover if you decide to attack.

(;A)   chest                   (;\/   Loose  gear

irffipei  Kniqkr,s (ell
A  mad chef is  holed  up  in  this cell.

(,?,   crafring:  Grindstone

¬REETh  Murder Hole
You can strike Salvianus from up above if you
wish  from  here.

TRAINiNS TLiE  !NVET!ftyTC3RY

aliffi  Esbern,s Hideout
This secure underground chamber is the hiding  place of Esbern,  the  Blades chronicler.  You can only open
the  reinforced door during Main  Quest:  The Cornered  Rat.  Once  inside,  check through the multitude of
books and a chest.

()   skill  Book lone-Handed]:  Fire and  Darkness  [B2/lO]

\'.`,.  chest

HOLD  CAPITAL:  RIFTEN
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Related Quests

Main Quest: The Way of the Voice

Temple Quest: The Book of Love

Dark Brotherhood Quest:  Side Contract:  Narfi

Dungeon Quest:  Wilhelm,s Specter*

Miscellaneous Objective:  Innkeeper  Rumors

IVilemyr  Inn)

Miscellaneous Obieclive:  Lifting  the Shroud*

(Wilhelm)

Miscellaneous Objective: The Straw That
Broke*  (Narfi)

Miscellaneous Objective:  Grin  and  Bear lt*

(Temba Wide-Arms)
Miscellaneous Objective:  Climb the Steps*

(Kimmek)

Favor  (Activity):  Harvesting  Crops*  (Boti)

Favor  (Activity):  The Gift of Charity*  (Narfi)

Hobittltion: Town

Bassianus Axius

Boti

Fastred

Gwilin

lvarstead Guard

Jofthor

Klimmek

Lynly Star-Sung  (Bartender)

Narfi

Temba Wide-Arm  (Marriage Prospect)

\MIhelm  (Innkeeper,.  Marriage  Prospect)

(rolling
Tanning  Rack

Servi(es

Marriage Prospect: Temba Wide-Arm  [58/62]

Marriage  Prospect:  Wilhelm  [59/62]

Trader  (Bartender):  Lynly Star-Sung  [5/5]

Food

Trader  (Innkeeper):  Wilhelm  [1 5/1 5]

Food,  Room and  Board

Innkeeper Rumors

Ouesl Items
Sapphire  Dragon Claw

Wylandriah's Spoon  (Wylandria's Satchel)

(olletlibles
Dragon Claw:  Sapphire Dragon Claw [8/10]

Unique  Item:  Reyda's Necklace  [96/1 1 2]

Chest(s)

Potions

Loose Gear

v vlvl!

This  idyllic  lagging  and fishing village sits along  the west bank of Lake Geir,  right nec]r the foot of
Skyrim,s towering  mountain,  the Throat of the World  [6.38].  Interesting things are occurring c]t lvarstead,
not the least of which  being  the supposedly haunted  barrow that,s  just outside of town.

Exterior
Speak with  Klimmek,  Narfi,  and TembcI Wide-Arm to obtain a set of Miscellaneous Objectives. Temba
will also  pay you  fop any firewood you  happen to chop outside,  and you can gain  the Gift of Charity by

gMng poor Narfi a gold piece.
",,v\,   crafring:  Tanning  Rack

|fiffi`:  vilemyr Inn
The local  innkeeper, Wilhelm,  has plenty of information to  impart.  Chat him up to gain a  new Side Quest
involving the  nearby haunted  bclrrow,  cllOng With  new map data and Other random  rumors.  Bring the
informative journal you discover within  Shroud  Hearth  Barrow  [9.02]  to Wilhelm,  and  he,ll  hand you a
special  Sapphire Claw that lets you explore more of the  place.

Lynly Star-Sung  is also  here.  You  can  ask  her to  play an  instrumental  song  for 5  septims  (unless you
can  persuade  her to  play for free).  Lynly is  the woman who  Sibbi  Black-Briar  is  searching  for  in  the quest
"The  Lover,s  Requital.,,  Temba  Wide-Arm  and  Gwilin  both  reside at the  inn  as well.

/,:',   Dragon Claw:  Sapphire Dragon CIaw  [8/lO]

:,   chests(2)

"::,   Loose Gear

Tre   3_:'_e_.Sc=cJ_S   -'
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S  FeIIslar Farm
The farmhouse is commonly lacked, and a woman
named  Boti  is usually fouhd  inside, keeping the

place neat and orderly.  Her husband, Jofrhor,
can  usually be found outside working the grain
mill or feeding the livestock.  Her daughter,
Fastred,  can  be found  helping  her mother in  the
fields or complaining about being stuck in this
backwater village.

#  Area ls Locked  (Apprentice)

i  wylandriah,s satchel

§  wylandriah's spoon  (wylandriah's satchel)

§  chest

®  Klimmek/s House
Bassianus Axius and  Klimmek share this place.
Klimmek allowed  BassiclnUS to  move  in  a  long

time ago,  and their personalities have  been
clashing  ever since.

?  Area  ls Locked  (Apprentice)

()  chest

(v\   potion

?  Loose Gear

©  Tembo Wide-Arm's Mill
This  is where Temba and Gwilin  can  be found
during the day'  chopping wood and working
the  mill.

©  Nurfi/s Ruined House
Narfi  resides  here,  in  the  ruins of his  family home.
He can  be found wandering around aimlessly
calling  for his  sister or skulking  about annoying
the  locals.

Recommended Level: 6

Dungeon: Draugr (rypt
Draugr

Skeleton

Wyndelius Gatharicln

Dangers

Battering  Ram Trap  (press

Dart Trap  (lever,  pressure

(mfling
Alchemy Lab

Flamethrower Trap (trapped door)

Oil  Lamp Trap

Oil  Pool Trap

Rockfall Trap  [trip wire)

This  barrow lies on the  hill  overlooking  the village oF lvarstead.  Speaking with  Wilhelm,  the town,s
innkeeper,  provides you with a Dungeon  Quest that entices you to investigate this haunted  place in
search of treasure.

Swinging  Blac]e Trap  (trip wire,  wall  chain)

Spear Trap  (pressure plate)

Swinging \^/all Trap  (pressure plates)

PRIMARY LOCATIONS

R¥                     SUE§TS ATLAS C3F  SK



ffiEi  Exi"a Skyrim
i:Sus`,.   Lever Puzzle Possoge

Obtain a  bit of loot from a shelf on your way
into this passage, where the ghost of Wyndelius
Gatharian  urges you  to leave,  then vanishes.  Enter
the nearby alcove, grab a  Skill  Book off the stone
table,  then face west,  toward the far portcullis,  so
that two  pairs of wall  levers are visible.  Looking
at the  portcullis,  pull  the  leftmost lever,  followed

by the  "inside"  right lever,  to  manipulate the gates
so that you  may progress.  Don't touch the far-right
lever-it triggers a trcIP.  Pull  the wall  chain  that
follows to raise the next few portcullises,  and
optionally  unlock an Adept-level  iron  door to
access a dangerous nook with a trapped chest
and a  pressure plate trap.

::;   Danger!  Dart Trap  (lever,  trigger  hinge),

Spear Trap (pressure plate,  wall chain)

(:)   skill  Book  [lllusion]:  Before  the Ages  of Man

[B2/1 0]

()   potion

rTffiB  Wyndelius,s Study
Visit this room to catch  up with the specter that
warned you  before. The ghost of Wyndelius
Gatharian  now lashes out at you-  Lay il to  rest
lo discover that it was never a ghost at all-just
cl  man  Who,d  been  drinking  a  Special  POtiOn  tO
disguise himself as a  specter.  Collect the nearby

journal and a few samples of the potion to gain
new insight and advance the plot.

¬.   crafring:  Alchemy Lab                   Satchel

;?   wyndelius,s Journal                   i     Potions

i?,i   philter of the  phantom               (,,,\   Loose gear

ngngse.i   Hall  of Stories

Bring  the  journal  that you find  at [2]  back to
lvarstead's  innkeeper,  Wilhelm.  ln  thanks,  he'll

give you the Sapphire Claw,  which you  need to
open the Nordic  Puzzle  Door here.  Beware of

gouts of flame as you open  the door and  enter
the passage  (or look to the floor and disarm
that particular trap),  then  inspect the Sapphire
Claw and  notice three symbols etched on  its

palm  (Moth,  Owl, Wolf).  Rotate the door,s three
concentric rings to form the same pattern of
symbols,  then  inspect the central  keyhole to  insert
the claw and open the way forward.

(:I)   Danger!  Flamethrower Traps  (trapped  door)

GREEN   Drougr Ambush
A number of Draugr burst out of sarcophagi as

you  move through this chamber,  and  portcullises
fall to trap you  inside.  Deal with the undead,
then  pull the  lever in  the east alcove to open  the

portcullises and continue on.

S   Loose gear

i'Si,.  spiral Stairwell
A trapdoor plunges you  into shallow water at the
foot of this winding  stairwell.  Nab some gear
from the bottom of the pool,  then swim  up and
climb out  (or pull  the  lever to  lift yourself out).  Go

all the way upstairs to locate a Master-level  locked
door.  lf you  can  pick this tricky lock,  you  should
have no trouble opening the large chest in the
nook beyond.

(:)   chest  (Locked:  Expert)           ,,::\   Loose gear

HELE 1

i`as,..  oil  pit (homber

Leap two pressure  plates and  slay a  skeleton as

you descend  into this chamber, where a  mob of
skeletons are gathered  in the center of the  room
below.  Quickly knock down one of the central
hanging  lamps to  ignite the oily floor  beneath
them and decimate all of the skeletons at once.
Before going  downstair!,  spy a  handle near a
sarcophagus and  pull  it to allow you  to enter the
treasure room.  More Draugr awaken when you
reach the room,s far side.  Deal with them,  then

proceed through the northeast door.  Beware of
the trip wire stretched across the passage beyond.

.,:)   Danger!  Battering lRam Trap  (pressure  plate),

Dart Trap  (pressur6 plate),  oil  Lamp Trap,

Oil  Pool Trap

i,:)   chest

I.,:::,,    potions

(,_\   Loose gear                I

iffiSt!  Trapped  Pussqde

Avoid  triggering  a  trip wire clnd  Pressure  PICIte
as you  battle a  bow-wielding  Draugr here. Jump
the trip wire and sneak.around the plate to avoid
stirring  more undead.  Once again, you find

yourself locked  in  the  room.  Pick the  lock on  the
far door,  or take il front the corpse Of the Draugr
near the door once you  kill  it-again.

(A:;   Danger!  Swinging  Blade Trap  (trip wire/

wall  chain),  Swinging  Wall  Trap  (pressure

plate)                             I

ffij  Drawbridge (homber
A waterfall  pushes a gentle stream through this
long,  enemy-free chamber.  Pull a  nearby wall
chain  to open  the portcullis at the end of the
stream,  then claim a coin  purse from the bottom
of the small  pool  beyond.  Find some gear behind
the waterfall as well,  then go upstairs and open
the large southwest door to enter a chamber with
a  lone Draugr guard.  Step on the pressure plate
here to rotate the walls and catch glimpses of
four glyphs.  Spin the four glyph  pillars outside the
room to mimic the same pattern  (Whale,  Hawk,
Snake, Whale),  then sltep on the central  pressure

plate fo lower a drawbridge.

::,.   potion

I.:A,)    Loose  gear

givSij   path to the Depths
Avoid  The  pressure  plclte  just inside the door,  then
deliberately hit the trip wire to trigger a  rockfall
trap that smashes the Draugr in this passage.

See if you can open the Apprentice-level  locked
door to access a  small  nookwith a gold  bar,  but
beware the flamethrower trap that fires when you
remove  it.

",I    Danger!  FIamethrower Trap  (pressure

pedestal),  Rockfall Trap  (trip wire),  Swinging
Wall Trap  (pressure  plc]te)

Potion                      Loose geclr

ffiB  Door to Shroud Hearth Depths
Your trip through the barrow has brought you
to a Cavernous  Underground temple.  Slaughter
all  skeletons and  Draugr that rise from  their
sarcophagi  here-the last few are quite powerful.
Proceed to the back room when the northwest

passage opens,  and disarm the trap on  the large
chest (or carefully stand to the side)  to avoid
being shot by darts. Gain a  new Word of Power
from the far Word Wall  before taking your leave
of this haunted  barrow.

"'`,.   Danger!  Dart Trap

'    Word Wall:  Kyne's Peace  [3/3]

",'    potion

:',,   Loose gear

ffiB  Door to Shroud Hearth  Barrow

RE* [9.03] Pinepeak Cavem

Dungeon: Animal  Den

Animal

(ollectibles

Skill  Book  [Smithing]:  Heavy Armor  Forging

Chest

Potion

Loose gear

Mineable ore  (Corundum)

This small cave lies at the eastern  base of
Whiterun's towering  mountain,  the Throat of the
World  [6.38],  landing  it within  the  Rift,s  bounds.
Slay the exterior Bear,  then enter the cave and  put
down a second  Bear to secure a  Skill  Book and
a chest.

Tr.a   ¬`_a_a--  S=_-|`,L}     .
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RE  [9.04] Geirmund's Hall

Related Quests

Side Quest:  Forbidden  Legend

Dungeon Activity

Re(ommended  Level:  6

Dungeon:  Draugr Crypt

Animal

Draugr

Sigdis Gauldurson

(rqfting
Arcane Enchanter

Dangers

Dart Trap  (pressure  plate)

Flamethrower Trap  (hinge trigger)

Magic Caster Trap

Mammoth  Skull Trap (tabletop pressure plate)

Spear Trap  (lever)

Swinging  BIade Trap  (pressure  plate)

Puzzles

Nordic  Puzzle  Pillars

(ollectibles

Skill Book ITwo-Handed]:  Words and
Philosophy

Unique  Item:  Gauldur Amulet Fragment

(Geirmund/s  Hall)  [97/1  12]  (Sigdis
Gauldurson)

Unique Weapon: Gauldur Blackbow [65/80]

(Sigdis Gauldurson)
Chests

Potions

Loose Gear

Explore the isle in the center of Lake Geir to
discover this foreboding crypt.  Geirmund's  Hall
is  home to Sigdis Gauldurson,  one of the three
brothers sealed away in ancient times.

ffiB)  Exi"o Skyrim

#JffiJ;+  Entry (overn

Eliminate a  few pesky Skeevers  in  the first
small cavern, then  search the body of a fallen
adventurer to discover a  book that hints at the
history  behind  this tomb-  Steel  yourself,  then  leap
into the nearby pit,  landing  in  a watery chamber
below.  Search a short underwater passage to
locate a sunken chest before climbing onto dry
land  and  proceeding through and  iron door.

(,:,\   chest

®  spiderweb Hall
Slay a couple of Frostbite Spiders  in  this webbed
corridor,  and  unlock an Adept-level  iron  door
to access a  small  nook with  some potions and

gear.  Disarm the trapped chest on the shelf, or
stand off to one side as you open  it to dodge the
flamethrower trap. Then skirt a  nearby pressure

plate as you head toward  [3].

(:)   Danger!  Dart Trap  (pressure  plate),

FIamethrower Trap  (hinge trigger)

\^;  chest

(;)   potions

i,/,,,  Gear

ffREJ  Flooded (atocombs
Cut down  the Draugr that arise from these
waterlogged  burial  passages,  note the four glyphs
on the walls  near the stairs as you enter,  two on
each  wall.  Spin  the four  pillars  in  the  passage
ahead so that their glyphs match the ones near
the stairs  (Hawk,  Whc]le,  Snake, Whale).  With
the  pillars  properly rotc]ted,  pull the  lever nec]r the
far portcullis to open the way forward.  Beware
of raking the Soul Gem from the table here-
removing  it causes the giant mammoth skull to
swing at you  like a  battering  ram!

§   Danger!  Mammoth  Skull Trap  (pressure

pedestal)

i?   potion

TRA!N!NG                       THE  iNVEr#C)RY

PRIMARY LOCATIONS

THE  BEST!AR`¥                         G!uESTS

©  Lord Geirmund,s Tomb
This fall chamber features  plenty of Draugr and
multiple tiers of walkways.  Fight your way up
some wooden stairs and collect an  imporlclnt key
from the withered  hclnd of Lord Geirmund on the
altar.  Inspect the nearby epitaph  before  using the
key to open the nearby door and advance.

§   Lord Geirmund,s  Key

(:,,.,   potion

(;)   Loose Gear

¬ffigrgrfr  (rofry passages
Slay a  powerful  Draugr and  his animal
companion  here,  then  search around to find a
couple of potions. Take the west passage and go
upstairs to battle another mighty Draugr.  Don't

pull the lever by the bridge-it triggers a trap.
Instead,  turn  around  and  pull  a different lever
that,s mounted on the wall to lower to lower the
bridge.

Back out on the upper level of Lord
Geirmund/s Tomb  [4],  look to your right to see
a small  ledge. Jump down and disarm the trap
on the door, then enter the small alcove to find
locked chest.

":....:     :

a

Cross the bridge  (pulling  another lever on
the far side of the central  platform), then carefully
avoid the pressure plate as you  move on to the
next chamber,  lt activates a  nasty set of swinging
blades that are difficult to dodge once triggered.

('`/.   Danger!  Magic Caster Trap'  Spear Trap

(lever),  Swinging  Blade Trap  (pressure plate)
t!  Grafting:  Arcane Enchanter

(?   chest  (Locked:  Expert)

!\;   potions
"§   Loose gear
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©  sigdis Guuldurson's Tomb
An  incredibly powerful  undead c]rcher rises to
combat you  in this flooded chamber. Throughout
the battle,  Sigdis Gauldurson summons two
illusory duplicates of himself to confuse you.  The
"real" enemy is the one that wears a horned

helmet.  Attack this version  of the Sigdis  to  inflict

damage,  eventually slaying the fiend to attain
two  powerful  items  from  its  remains.  When  Sigdis
falls,  a secret door opens,  allowing you fo take
the east passage to locate a giant chest and other
valuables,  including  a  Skill  Book found  on  the top
of the  nearby bookshelf.  Follow the passage to
its end and  pull a  lever to open a secret door that
connects  back to  [1].

§   unique  Item:  Gauldur Amulet Frclgment

(Geirmund/s  Hall)  [97/1  1 2]  (Sigdis
Gauldurson)

§  unique weapon: Gauldur Blackbow

[65/80]  (Sigdis Gauldurson)

§  skill  Book  rrwo-Handed]: Words and
Philosophy

¢,  chest

¢   potions

v^   Loose Gear

ife [9.05] Nilheim

Reloled Quests

Dungeon  Quest:  The  Nilheim  Scam*

Re(ommended  Level: 6

Dungeon: Bandit (amp

Guard

Telrav

(olleclibles

Chests  (2)

Apothecary's ScltChel

Potion

Loose Gear

Little  remains of this  ruined fortress,  which  lies  just

east of Lake Geir,  save some stone steps and a
tower. An  injured  merchant named Telrav is found
on the road outside of Nilheim.  Agree to help
Telrav,  and he,ll lead you to the camp-and then
springs an  ambush!  Slay the villains and then  raid
their campsite  in  just retribution.

946

P [9.06] Surelhi Farm

Related Quests

Side Quest: A Return to Your Roots

Miscellaneous Objective:  Smooth Jazbay*

(Avrusa  Sarethi)
Favor  (Activity):  Harvesting  Crops*  (Avrusa
Sarethi)

Hobitalion:  Farm

Aduri  Sarethi

Avrusa  Sarethi  (Marric]ge  Prospect)

Rift Guard

(rolling

0  Alchemy Lab

Tanning  Rack

Servi(es

Marriage Prospect: Avrusa Sarethi  [6O/62]

(ollectibles

Potions

Loose Gear

This quaint farm  stands  in  the  Rift,s central wilds,

just north of the Treva  River.

ExterioI
Speak with the farm's owner, Avrusa Sarethi, to
learn how she managed to grow so much rclre
Nirnroot in her garden and obtain a Side Quest.
Avrusa  is also your final destination  in the ,,Return
to Your Roots" quest (see quest for details),  and
the remains of Sinderion's living quarters can  still
be found  in her basement.

(,,   Grafting:  Tanning  Rack

Surethi Farm (Interior)
Breaking  into the farmhouse  is  profitclble due tO
the  many potions and additional  Nirnroot found
in  the  cellar.

i,:,   Area  ls Locked  (Novice)

()   crafting:  AIchemy Lclb

(:i   potions

(3,,   Loose Gear

Tf.e  iL,_..er ~Ccrl`"-a    I
`
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ife [9.07] Rift Slormtlouk Camp

Related Quests

Civil War Quest (when active,  depending on
who you side with)

Hobilalion: Military: Stormclook (amp

Stormcloak QuartermcISter  (Blacksmith)

Stormcloak Soldier

Services

Trader (Blacksmith) :  Stormcloak Quartermaster

[3 1/33]
Weapons, Apparel, Misc

(rafring                          Special Objects

Alchemy Lab                Civil War:  Map of Skyrim

Anvil                                  Chests

Grindstone                     Potions

\^/orkbench                  Loose Gear

Depending on the status of the Civil War quest
line, you  may or may not be able tovisit this small
Stormcloak campsite.  Here you  mcly trade With
the quartermaster or use his plethora of Grafting
stations.  Examine the tabletop  mcIP  in  One Of the
tents to potentially gain  new map daid.

ife  [9.08] Rif

Reloled Quests

Side Quest.. The Forgemaster,s Fingers

Recommended  Level: 6

Dungeon: Bandit (amp

Bandit

Orc

(rofring
Tanning  Rack

(olle(libles

Skill  Book  [Heavy Armor]:  Hallgerd/s Tale

[C2/1 0]
Chest

Potions

Loose Gear

Orcish  bandits occupy this tower, which  stands  in
the  Rift,a  northern  mountains,  east of Lake Geir.
Slay the  ruffians to  steal  their  plunder.

±TLA`3  'aF  SKtf9!,`d    HOLD  9   THE  RIFT
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Side Quest:  Capturec] Critters*

Recommended Level: 8

Dungeon: Special

(rolling
Alchemy Lab

(olle(libles

Gaged Critter:  Butterfly in a Jar  [4/5]

Apothecary's Satchel

Potion

Loose Gear

This openair cabin  stands  in  the  Rift,s
southwestern woods and contains several  items of
interest.  Curiously/  the cabin,s  owner  is  nowhere
to be found.  Read the  journal on  the end table
near the bed to  learn where  he might have gone.

ffigiv [9.I l] RiII Imperial tamp

Reloled Quests

Civil War Quest..  Reunification  of Skyrim

Civil  War Quest:  Compelling  Tribute

Civil War Quest: The Battle for Fort Greenwall

Dungeon  Activity

Habilalion: Military:  Imperial (amp

Legate  Fasendil

Imperial  Quartermaster  (Blacksmith)

Imperial  Soldier

Services

Trader  (Blacksmith):  Imperial  Quartermaster

[32/33]
Weapons, Apparel, Misc

(rofting                         Special Objects

Alchemy Lab                Civil War:  Map of Skyrim

Anvil                                   Chest(s)

Grindstone                    Potions

\^/orkbench                  Loose Gear

lf you,re playing  through the Civil War quest line,  then you  may be able
to visit this  Imperial campsite  located  deep  in  the  Rifr's  southwest forest.
Trade with the quartermaster if you  like, or hone your gear with  his
Grafting  stations.  Inspect the labletop  map  in  the  largest tent to  potentially

gain new map data.

iaeEL [DG.I 7] Ruins of BIhaIII: The Aelheriu

e Quest: Lost to the Ages

Ftlttion: Bandit Camp/

Dwurven Forge
Bandit

Dwarven Centu
Dwarven Sphere

Dqngers

Hanging  Rattles

LavaI

Puzzle

Kinetic Resonators

(olIeclibles

Unique  Item:  The Aetherial Cr

Unique  Item: The Aetherial  Shield  I

Unique Weapon: The Aetherial Staff

Miscellaneous
Chest

Loose gear

PRIMARY LOCAIlONS

ATL&§ SF S PPENDiCES ArjD i



Exterior
This  small  collection  of open-air  ruins  lies  in  the

Rifr's southwestern  wilde.  Cut down  a  handful
of bandits  here,  then  scale the  narrow northern
wooden  stairs to locate a chest on a  ledge.  lf
Side Quest:  Lost to the Ages  is active and you
have all  four Aetherium  Shards,  Katria  will  meet

you  here.  Insert the four Shards  into the  Dwarven
Mechanism,  fusing  them  into a  single crest.

(;  Aetherium Crest

Take the Crest and  retreat from the platform,
and the flagstones rise up/  forming the roof of a

giant,  circular tower and elevator entrance. This  is
the entrance to the Aetherium  Forge.

Interior: The Aetherium Forge

ffiRE   Elevator To Skyrim
ou emerge from the elevator,  jump over the

ing to your right and  skirt around the rubble to
locate a chest. Then  pull the lever to open the gate
leading  out to the Lantern Chamber.

(,  chest [Locked:  Apprentice]

:I. Torchlit (hqmber

Treqsure
This giant subterranean
any other dwarven struc

Juniper Tree

s deeper than

the path as the torches alight clhead Of you.  Cross
the first rock bridge out to the  mclin  "iSlandW  in  the

center of the lake.

lf you  like, you can take this opportunity
fo go  hunting for treasure.  Peer over the ledge
behind the low wall on the  island, and you can
spot a lower ledge with a chest.  Drop down to
claim  it, then dive  into the wafer and swim  behind
the waterfall to find another small chest on  a
ledge. When you're done, return to the island
and continue across the second  bridge leading  up
to the  main  ruin.

Before heading  up the stairs,  climb out onto
the narrow ledge to your left, where a lone tree
has found  purchase among  the rocks. There,s
enchanted  baltleaxe on the rock shelf behind

§  chest [Locked: Adept]              ()  Loose gear

fy\  chest [Locked:  Apprentice]

®  TorchliT Ruins
Climb the grand  staircase and enter the plaza  in
the center of the  ruins.  The gclte ahead Of you  iS
sealed,. to open  it,  simply fire an arrow at both
of the  resonators  in  the alcoves above  (the order
in  which  you  shoot them  doesn,i matter).  If you
forgot your bow or arrows, a  Dwarven  Bow and
small quiver rest on the stone fable to one side of
the plaza.

Before heading down the passage and into
forge proper, there,s some more treasure to
D. The rubble-filled  passage  (to your left as

the door) contains a chest. The archway
ads out to the river that feeds the

you can claim another chest and
Gems in the streambed.  And

ome silver fo be mined on the
at separates the streambed from the

eat [Locked:  Adept]

Chest [Locked:  Expert]

vy9i8v

firs?i  Forge Entryway and Aetherium

When you're ready to continue,  hecld through
the gate you opened  earlier and continue down
the stairs.  Before opening  the door at the end of
the  passage,  make sure to claim the potions and
loose gear on the low platform to the  left.

\^/   Loose gear

\`/i   potions

The Forge proper  is guarded  by numerous
Dwarven Automatons and the giant Forgemaster
himself.  Tactics on  dealing  with  the enemies you
will  encounter here are detailed  in  the quest,
on page 449. When combat is done, you  have

just enough  raw Aetherium to forge one of three
unique  items.  Hunt through  the  rest of the chamber
for additioncll  items:

"v^,.   chest  (2)

(.),   Loose gear

":A?    potions

"\?   unique  Item:  The Aetherial  Crown

[DG1/17]

(:)   unique  Item:  The Aetherial  Shield  [DG2/1 7]

(:)   unique weapon:  The Aetherial  Staff

[DG7/7]

i®  and §EN?  Hidden Lovo Possoge

(East and West)
You  may have noticed two inaccessible gates set
high  in  the wclll  Of the forge Chamber,  overlooking
the two chests.  Both  of these are at the end of a
U-shaped corridor whose entrance  is out over the
lava, at the extreme east and west ends of the
forge cavem. To enter these passages, you'll need
some special  skills.

The Ethereal  Form Shout is the easiest way
to reach th

yourself fr

use the Shout tc) protect
n swim outto

beyond.  I
e clble to

gear you may have before
usually fatal.

lf you manage to reach these passages, you'll
find that each contains a chest and some dwarven
Scrap.

"i  chest (2)

®  Molten Forge Chest
A large chest is hidden  behind a  pillar  in the far
left (south

EthereaI  F

Sprint powers to
I

tricky,
land on the rocky

i  chest

Tr_e  3:de=Scr3i:S  IJ

s__igivTITfro-

e  lavcI  Pool.  Use the
ts or Whirlwind

er  is especially
n asyou tryto
ong the way.

Recommended  Level:  6

Fo(lion:  Drqugr (rypt

Dangers

Battering  Ram Trap  (pressure  plate)

(ollectibles

Skill  Book  (Restoration):  Withershins  [E2/1 0]

Word Wall:  Drain Vitality  [DG1/3]

Miscellaneous

Chest

Loose Gear

Mineable Ore  (Quicksilver)

Potions

Explore  the  frigid  mountains  in  the  Rift,s  Far

southwest corner to discover a breathtaking Valley
of Forgotten  Ruins.  Descend  into the circular ruin



Bandit

Dragon  (after Main
Quest:  Dragon  Rising)

(olle(Iibles

Skill  Book  [Light

Armor]: Jornibret,s
Last Dance  [B2/i O]

Tanning  Rack  (2)

Special Obiecls

Word Wall: Marked
for Death  [3/3]

Chest

Potion

Loose Gear

Two openrair towers stc]nd at this remote site
in  the  Rifl's  southwest mountains,  one of which
is tall enough to be seen  from afar.  After the
"Dragon  Rising'' quest, a  mighty winged  beast

can  be fought here.  Until then,  the tower is  home
to dangerous bandits.  Scale the taller tower to
discover a  large chest, then cross a  stone arc to
reach a sacred \^/ord Wall. The smaller tower
features two Tanning  Racks,  and there's a Skill
Book on  its  roof.

ife [9.I 5] Froki's Shack

Recommended Level: 6

Dungeon: Special                     (mfting

Froki Whetted-Blade                 Tanning  Rack

(allectibles

Skill  Book  [Archery]:  Vernaccus and  Bourlor

[E2/1 0]
Unique  Item:  Diadem  of the  Savant [98/1  1 2]

Unique  Item:  Kyne's Token  [99/1  12]

Chest

Loose Geclr

This  smclll  Cabin  StCIndS  in  the  Riffs  southwest

mountclins,  just east of Autumnwatch Tower

[9.14].  Head  inside to speak with  Froki and gain
a new Side Quest. The old hunter doesn,I own
much,  but you can steal several pieces of gear,
snatch a Skill  Book off a shelf,  and  loot a chest
here if you  like. A unique  item  rests atop the
exterior VIfoocl  Chopping  Block as well_

REife [9.I 6] Treya,s

Tireva's Wcltch Escape funnel

the Treva  River, which flows between  Lake Geir
and  Lake  Honrich  in  the  heart of the Rift.

Exterior
Bandits have overrun Treva's Watch, and  steel
bars prevent a traditional  frontal  assault on
the main gate. Travel west to locate a nearby
campsite, where a soldier named Stalleo gives

you a  Side Quest that involves reclaiming Treva,s
Watch from  his enemies.  Enter the nearby cave to
begin your  infiltration  of the fort.

Later, when you  reach  the fort,s interior
courtyard,  mclke your Way uP  its ramparts tO
discover a chest on the roof.

§  chest

ffiREi   Exit to Skyrim

S  EmryTunnel
Get the drop on the bandits that guard the secret
entry tunnel by knocking down an overhead
lamp to  ignite the oil  at their feet.  Slay the v,lllains
afterward, then lo
leaping a bear trc

fi   Danger!  Bear

of chests before

passclge that follows.

tt  chests (2)
OilLdmpTrap,Oil            §c   LooseGear

mended Level: 6

[omp

Stalleo

Sfalleo's Bodyguard

(mfling
Anvil

Arcane Enchanter

Grindstone

Workbench

Dangers

Bear Traps

Flail Trap  (pressure  plate)

Oil  Lamp Traps

Oil  Pool Traps

Swinging Wall Trap  (pressure plate)

(olleclihles

Skill  Book  [Enchanting]:  Twin  Secrets  [E2/1 0]

Area  ls  Locked  (lever)

Chests

Potions

Loose Gear

ngffiS  (rqfring Area
Make use of a few crafring stations before
entering Treva,s Watch.

(/  Grafting:  Anvil, Grindstone,  \^forkbench

¬/   potions

§  Loose Gear

ffiRE   Door to Trevo,s WoTch

ffiB  Door lo Treva,s Wal(h Escape Tunnel

REse   Entry Possoge
estep bear traps and slay a few rugged

andits in the keep,s first passage,  then  go
upstairs and raid a knapsack on a shelf.

#,   Danger!  Bear Traps

?t   Knapsack
/v\,  Loose Gear

ffise  sleeping Areq
Silence another bandit in this sleeping a
looting a chest for more plunder- The souncl of
battle may bring several  bandits running  in from
the south  room,  including the gang,s leader.
Unlock a nearby Adept-level door to access a
storage closet with another chest, then  loot a thir
chest as you make your way toward [5].

"!  chests  (3)

(?  Apothecary,s Satchel

§   potions
i()   Loose Gear

®  6reol Hall
Snag a few potions before descending this
chamber,s steps and proceeding to [6].

§   potions



©  Kit(hen
Slay a  spellcasting  bandit here  in the kitchen, then
loot a chest lhars tucked away in the larder.

#  chest

§   potions

diffi  Tower
Avoid a lethal  pressure plate trcIP in the hall that
leads to this circular chamber Go upstairs and
battle more bandits,  including another powerful
chief.  Try knockI'ng down the OVerhead  lamp
to ignite the oil on the stairs and  burn these
foes.  Loot a  large chest upstairs,  but don't exit
through the ceiling trapdoor.  Instead,  head  back
downstairs and visit the holding cell area to
secure a  bit more loot.

i,)   Danger!  Oil  Lamp Trap,  Oil Pool Trap,

Swinging  Wclll Trap  (pressure plate)

i?  Grafting:  Arcane Enchanter

(?   skill  Book  [Enchanting]:  Twin  Secrets

[E2/1 0]
/)  chest

(;   Knapsack
^v  Apothecary,s Satchel

§  potion

¢  Loose Gear

/ 9j¢:,

©  Holding (ells
The  last few  interior bandits  lurk  in  these final
rooms.  Dispatch them  so you  may safely loot
a chest.  Proceed to the  hall,s end,  leaping a

pressure plate to avoid  triggering  a trap.  Loot the
chest at the end of the passage,  then exit through
the nearby door to emerge outside near a lever-

pull  it to open the stronghold's front gclte,  allowing
Stalleo and  his men to  join you  in the courtyard
and fight to reclaim the fort.

Tf:g   S.¢'¢.4££.w¬LJ.    /

s iFtyrv_-RTM

nepe [9.I 7] Angarvunde

Dungeon Quest.. Medresi Bran and the
Wandering Dead*

Recommended Level: 6

Dungeon.. Drougr (rypt

Draugr

Medresi  Dram

Dangers

Battering  Ram Trap  (pressure plate)

Floor Arrows  (pressure plate)

Spear Trap  (pedestal  pressure plate)

Swinging  BIade Trap  (pressure plates)

Trapped Chest

(olleclibles

Skill  Book  [lllusion]:  Before the Ages of Man

Skill  Book  [Speech]:  A Dance  in  Fire,  v7

Special  Obiecls

Word Wall: Animal AIlegiance  [3/3]

Chest(s)

Potions

Loose Gear

£iTLA`? #F?g'fR!f,fi:  HOLD 9:  THE  RIFT
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This large,  forgotten temple runs deep into the
Rift,s southwest mountains,  not fclr from  the

Dwarven  ruins of Avanchnzel  [9. 1 8].

ExterioI
An abandoned camp lies  just outside the    I
Angarvunde,s cavelike entrance.  Inspect the
informative  iourncll  Of Medresi  Dran  on  the table
and grab the nearby Skill  Book before heading
inside.

§,  skill Book [Speech]: A Dance in  Fire, v7

ffiB  Exi"a Skyrim

ffiS  Emry (hamber
Speak with a woman named Medresi  Dran in the very first chamber
to gain a  new Side Quest that involves killing three powerful  Draugr
in the next room.

4lygrgiv   Great  Hall

Slay the three deadly Draugr in  this wide cavern,  then double back
to 'lnform Medresi of your success.  Follow Medresi to a raised

portcullis, then accept the key she gives you, which opens the
northwest door to the ruins and the southeast door to the catacombs.

i;i  Angarvunde Key (Medresi)

ffiB  Door to Angarvunde Ruims

ffiffi  Door to Angarvunde

ffiB  Junction (hqmber
Jump and  sidestep a  series of pressure plates  in the hall that leads to
this room, where a  lowly Draugr guards a chest.  A Skill Book rests
on onearby stone table.

§   Danger!  Swinging  Blade Trap  (pressure plates)

l`/   skill  Book  [lllusion]:  Before the Ages of Man

()  chest (Locked:  Novice)

PRIMARY LOCATIONS
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ffiti£a  Broken Wqlkwoy Hull
Another group of powerful  Draugr guards this
chamber. Jump across the broken walkway to
reach a valuable potion that sits atop a  pedestal,
but stand to one side of the pedestal when
collecting the  potion to avoid  being  impaled  by
spears. Take the lower passage to loop back
around  to  [3].

(i/   Danger!  Spear Trap  (pedestal  pressure

plate)

t\!   potion

es!S  Junction (homber Revisited
Pull  a  lever to  lower all of the  portcullises  in  this
chamber,  then  loot a  locked chest you couldn'l
have reached before. Cut across the room and
take the east passage to [5].

hesl (Locked:  Novice)

Sortophogi (hamber
Avoid a pressure plate as you cut down powerful
Draugr in  the passages that lead to this large
chamber, where another group of fearsome
undead  burst out from wall sarcophagi to attack.
Loot a chest on the ground floor before heading
upstairs and taking a winding passage to  [6].

\^;   Danger!  Battering  Ram Trap (pressure  plate)

§  chest

aSgr  Ruins Exit Passage

Collect a few valuables and slay one lcISt
formidable Draugr as you  navigate this  pcISSage,
which  leads back to the Great Hall.

§j   potions

i,tt.   Loose Gear

ffiB  Door To Angqrvunde

ffiRE   Door to Angorvunde  Ruins

®&i  6reor Hall  Revisited
Collect a  bit of loot that you couldn,I have
reached before as you  reenter the Great Hall,
then  scale the southeast fallen  pillar to reach the
door that leads  into the catacombs.

"?,  chest

(,)   potions

ffiB  Door to Angqrvunde (utqtombs

ffiB  Door to Angqrvunde

@  Broken Sttlirwell (hamber
Descend  into this room,  slaying a  Draugr from
an elevated vanfage before dropping from the
broken  stc]irwell  and  proceeding  ro  [8].

Burial Ptissuges
Dispatch a few powerful  Draugr in this passage,

tend to one side of the chest that lies atop
stairs fo avoid a  nasty trap when

(or try disabling  its trigger hinge).

er!  Trapped Chest

Tf-a  §.,l`ie= Sc==2::  ''

952

©  (onis Tree (homber
Loot a chest on your way to this chamber, then
raid another chest that lies near one of the

gnarled  Canis trees.

/v\  chest

/?  chest (Locked:  Novice)

()   potion

@s  Arrow Trap Stairs
Beware of two pressure plates that trigger similar
traps as you scale the stairs in this passage.

§,   Danger!  FIoor Arrows  (pressure  plates)

®  (olocombs Exit Possoge
Cut through a  host of Draugr as you  navigate the
catacombs' final  passage,  returning  to the Great
Hall.

(::)   potion

(:i   Loose gear

#ffi?:8   Great Hull  (Third Visit)

Loot a chest and throw a lever to lower the

portcullises as you did before.  With all  port
open,  return to Medresi, who foolishly
and  is slain by a deadly trap.  Enter the
section of floor afterward,  and you'll be lowered
down to a secret passage.

i)  chest

SnggT;:  word wall (hqmber
The temple,s treasure  is grand  indeed,  and there,s
nothing  left to guard  it.  Obtain a  new Word of
Power from the ancient Word Wall  here,  and  loot
a  large chest for vast wealth,  completing your

quest.

".'.,)  word wall:  Animal Allegiance  [3/3]

",`A;,   chest

(rofrina
AIchemy Lab

Dangers

Dwarven Thresher Trap  (trapped door)

Dwarven Thresher Trap  (pressure plate)

Spear Trap  (trapped door)

(ollectibles

Skill  Book  [Restoration]..  Racial  Phylogeny

Special  Objects

Lexicon  Receptacle

Chests

Potions

Loose Gear

This  impressive collection  of dwarven  ruins stands among  the  Rift,s southern  mountains.  This  is a  large

area,  for the ruins run deep into the rock.  Scale a series of spiral  pathways to  locate Avanchnzel,s
cavelike entrance,  and  head  inside.

SKYR]M A,TL,-i.i  :::iF  SF,A.`f:jig.,,i,(  HOLD  9:  THE  RIFT
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Avanchnzel Animonculfory

fiB  Exit to Skyrim

S  (enlral (overn
Destroy a couple of form,ldable  Dwarven  Spiders
on your way to this massive, openflir cavern.
Take the east passage and dismantle a Dwarven
Sphere in the adjoining chamber,  then scale a
sloping passage and unbar a dcor so you  may
step out to the balcony and loot an outdoor chest.
Head back inside and return to the large cavern.
Loot another chest on a wall as you enter the
south  pclssage.

i;i  chest

!?  chest (Locked:  Apprentice)

ffiEN   Door to Avanchnzel Btiltony

8S  South Passage
Dispatch more Dwarven Spheres and Spiders as

you navigate the long passage that leads down
to the main chamber's ground fl
Apprentice-level gate along the
nook with chest.

\?)  chest

nlock an
a access a

ram these when you open the door, so
stand back and lo one side to avoid this nasty
surprI.Se,  Or try to  Pick the door,S trigger hinge.
Loot two chests in the treasure room before
backtracking out.

§  Danger! Spear Trap (trapped door)

§  chests (2)

i?   potion

fv\  Loose Gear

ffiRES  Path lo Animoncullory
From the base of the central chamber,  take the
east passage to locate the door that leads to the
Avanchnzel Animoncultory.  Raid  a chest in  the
hall asyou go.

§  chest

ffiB  Door lo AvanchnzeI Animoncultory

asgrS  Treasure Room
Smash  some  Dwarven  Sentries  in  this first
chamber,  then  unlock the Adept-level gate to
reach a chest.

/\?  chest

®  (onnetting (orridor
Loot a  locked chest as you  navigate this winding
hall_

§  chest (Locked:  Adept)

asffi  study
To safely enter this room,  stand close to the door
and  run forward as you open  it.  Youll burst into
the room before being  hacked up by the blades
that emerge from the ground when the door is
opened.

ger!  Dwarven Thresher Trap  (trapped

?   skill  Book  [Restoration]:  RcICial Phylogeny

"/;,  chest

§  Loose Gear

®  storage A
Make use of an Alchemy Lab here if you

()   crafring:  Alchemy Lab

§   potion

ifeffi  storage B
Bash through a few more dwarven automatons in
this chamber, then  unlock an Adept-level door and
an Apprentice-level gate to access a pair of small
treasure rooms.

?,  chest
i.?   chest (Locked:  Novice)

§   potions
";A/   Loose Gear



®  (enturion Assembly
A large number of Dwarven Spiders guard
this large chamber, where fearsome Dwarven
centurions were once built.  Loot a chest that sits
on a  large shelf against the west wall on your
way to the boilery.

§  chest

ffiB  Door lo AvonchnzeI  Boilery

ffiB  Door lo AvqnchnzeI Animoncultory

ffiife  Access (orridor
Raid a pair of chests that sit on  shelves as you
move through this corridor,  and grab a few

potions from another shelf ahead.

§  chests (2)

Spinning Blade SIope
Avoid  the  pressure  plates that line this  sloping
hallway-stepping on one triggers a  nasty
spinning  blade trap that must then  be bypassed
with  care.  Pull  the  lever at the
to deactivate the trap if neecl

v4   Danger!  Dwarven Thres

plates)

ttom of the slope

rap  (pressure

®  (enlurion (bomber
A tower Dwarven Centurion guards this final
chamber.  Defeat the mechanical  monster easily
by simply backing away until the brute becomes
stuck on  thick  pipes.  You  may then  unleash
ranged attacks fo bring it down.

§  lexicon  Receptacle

ffiB  Door to Avonchnzel

ife [9.I 9] Clearspring Tom

Dungeon: Ani"l Den
Animal

Hunter  (Food Vendor)

Services

Traders  (Food Vendors):  Hunters  (2)  [1 2/13;
13/13]

Cod, Misc

[Archery]:  Vernaccus and  Bourlor

pon: Bow of the Hunt [66/80]

all,  tranquil  mountain  lake  is  nestled
the  Rift,s  northern  mountains.  Descend a

dirt trail around the cliffside to reach a cave that
beneath the idrn.

`954!

Exterior
As you approach the pond,  some  hunters arrive
and  hunt the deer that gather here.  lf you  like,
trade with the hunters for food and  pelts,  then
dive  into the water to locate a  sunken chest.  Then
follow the trail  around  the cliffside to enter a
nearby cave.

()  chest (Locked:  Apprentice)

(leorspring (qve
A lone   predator guards this  small  cave.  Kill
the monster, then  loot a chest here and claim a
unique  bow that inflicts  bonus  damage to animcllS.
Check the Skill  Book that also  lies  nearby.

§   skill  Book  [Archery]..  VerncICCuS  and  Bourlor

§  unique weapon:  Bow of the Hunt [66/80]

()  chest

()   potions

ife [9.20] BoulderfaII Cave

Recommended Level:  6

Dungeon: Warlock Loir

Mage

Skm  Book  [Alchemy]:  H
Skyrim

Potion

Loose Gear

"s small, abandoned mine lies in the mountains
to the west of Shor,s Stone [9.25] and has
become the home of a dangerous mags. Avoid
the hanging  rattles on your way in and, after
slaying the mags, open the large chest from the
side to dodge a dangerous flamethrower trap that
fires from the wall above_  Collect the Skill  Book on
the shelf before using the

H;e  35£f.J}er £'C_.Silt:  'y.f

s~TFTy__ITM

Alchemy Lab.

Dungeon:Spe(iol             Dangers

Skeleton                                  Rockfall  (tripwire)

Underground (onnectiom:  Norlhwind Summit

[9.22]

(olleclibles

Skill  Book  [Block]:  Death  Blow of Abernanit

Chest

Knapsack

Loose Gear

This  haunted  mine  has  been  tunneled  into the
Rifr's northern  mountains.  Make your way to a tall
chamber, then dispatch  skeletons as you scale the
wooden  ramps that lead to the higher passages.
Swipe the Skill  Book on  the ground-floor table,
and find a chest and knapsack hidden  beneath
the scaffolding  on the first ledge.  Stand  back
and safely trigger the trip-wire trap in the upper

passage to ovoid a dangerous trap, then follc
the passage to  its end to exit the mine,  arrivin
Northwind Summit [9.22].

ife [9.22] Norlhwind Summi

Dungeon:  Dragon Lair

DrclgOn  (after Main Quest:  Dragon  Rising)

Skeleton

(rofling
Smelter

Underground (onnetlion: Nonhwind Mine [9.2l I

Special  Objects

Word Wall: Aura Whisper [3/3]

Chest
Chest (Locked:  Apprentice)

Loose Gear

This abandoned  mining  site  sits  high  atop the
Rift/s  northern  mountclinS.  You  must navigate the

Northwind Mine  [9.21]  to  reach this  summit,

where plenty of treasure and Gin ancient Word
\^fall are found.  And that,s not all-c]frer the
"Dragon Rising,, quest,  an  irritable dragon can  be

found and  fought here as well!

ATLAS 85 SK`t'R!,i.,i.  HOLD  9:  THE  RIFT
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Relnled Quests

Thieves Guild  Radiant Quest:  No Stone
unlurned

Dungeon Activity

Recommended Level:  I 8

Dungeon:  Falmer Hive

Animal

FQImer

(rolling
Alchemy  Lab

Tanning  Racks  (3)

Dangers
Bear Traps

Bone Alarm TrcIP

Swinging Wall Trap (trip wire)

Trapped Chest

Quest Items

Crown of Barenziah

(olleclibles

Skill  Book  [Block]:  Battle of Red  Mountain

[B2/1 0]
Skill  Book  [Destruction]:  Mystery of Talara,  v3

Chest(s)

Potions

Loose Gear

This sizeable cave lies northeast of Shor,s Stone

[9.25]  and  runs deep  into the  Rift,s eastern
mountains, eventually giving way to ancient

©  Tmpped (host Chamber
An ornate metal door leads into this small,  stone
room-  First,  pull  the chain on the west wall to
open two side passages and slay a few Falmer.
These villains would  have ambushed you when

you opened the room,s tantalizing trapped chest.
lf you can,I unlock the chest,s
atop the chest when
shot by arrows. Then use t

trap hinge, stand
to avoid being

almer passages
to visit a higher chamber, where you
Alchemy Lab and several potions.

i  Danger! Trapped Chest

§  crafting: Alchemy Lab

find an

a  useful  key on one of their bodies.  Loot an
Town Frostbite Spider on your way lo the back cavern, opening a

are of additional  Falmer emerging from small  holes in the wails and find
the nearby passage fo Tolvald,s Gap.

)                    ?  chests  (2)

n's  Key  (Falmer)                              S   Chest (Locked:  Adept)

!j¬JA                          APPENDICES  ArJD  i



ffiffi  path lo Tolvald,s 6qp

ffiffi  path to Tolvold,s (aye

®  Divided (qvern
Dispatch several  Falmer and a Skeever or two
as you descend  into the Gap,s first cavern. Take
cl  northwest Passage to  locate CI  Small  Side Cave
with a chest in a  Falmer tentand a  large amount
of mushrooms the  Falmer have  been  cultivating.
Backtrack out and  locate another chest near
a waterfall.  Follow the stream to the cavern,a
southern  half, where many more Falmer lurk.
Follow the stream to its end,  then take a side

passclge  UP tO the  next Cavern.

I;)   chest

()   chest (Locked:  Apprentice)

/v\   potions

i?   Loose Gear

S  (hqurus Den
Dangerous Chaurus  lurk  in  this far chamber.
Find a chest atop the waterfall  here,  then take
the nearby passage to arrive at the previous
chamber,s high southern  ledge, collecting a  few

potions from a nook along the way.

ivided Cavern  Revisited
mother chest in a tent on this side of the

cavern as you loop around to a passage that
Yen deeper into the cave.

Chest  (Locked:  Adept)

ffiffi   poTh To Tolvqld,s (Tossing

?56   `)

ffiB  polh to Tolvold,s Gap

asiis  Dead End
Beware of the powerful  Falmer that lurks in the
thick spray of the giant waterfclll  here,  then heaCI
south when you  reach a fork in the tunnel to reach

¢SseS=   old  Road
lf you,ve found all  24 unusual Gems and clre
visiting  this place as part of the ,,No Stone
Unturned" quest,  then the aforementioned
dead-end passage will be opened, exposing a
section of ancient underground dwarven road
that,s been caved  in.  Sift through the rubble here
to locate the Crown of Barenziah.

(:)  crown of Barenziah

®  (oravan Junkyard
Stand as far back as possible before intentionally
triggering the trip wire at the start of the junction,s
east passage, which  leads to this treasurofilled
passage. Treasured  belongings pillaged from
Dark Elf refugees lie heaped  in a  pile. You  may
not be able lo open the giant locked chest here,
but you can collect two valuable Skill  Books,  then
explore an upper ramp to locate another locked
chest before making your way to  [8].

(:,   skill  Book  [Block]:  Battle  of  Red

Mountain  [B2/1 O]

i,3;.   skill  Book  [Destruction]:  Mystery of

Talara, v3

Tr_¬   e?+d¬_- SLTL+i.,i+   `/

s_igiv+_-RTin

etgi3  Shallow Rapids (avem

Several  powerful  Falmer and a  hulking Chaurus
lurk  in  this final  cavern,  which  features a  rushing

stream.  A large chest is attached to the wall  near
the  makeshift throne the Falmer have erected  here.
Open the south gate and take a winding passage
back to the Crossing's first cavern.  Carefully
navigate the ledges and  steam  pipes without
falling  to make your way to an  exit path that leads
back to the start of Tolvald,s Cave.

ffiB  path to Tolvald,s (ove

ffirm  path lo Tolvald,s (Tossing

A,.TLj.i.S  a;!£  SK-YR!,i.¬i,.  HOLD  9:  THE  RIFT
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ifeSte [9.24] Shot,s Walchlower

ife;se  [9.25] Shor,s Stone

This  quiet  mining  community  lies  along  the  Rift,s

ecIStern  road,  making  it a  convenient Stop for
travelers  heclding  between  Eastmarch  and  the  Rift.
Unfortunately/  the  local  mine  has  been  overrun
with  giant spiders!

Relflted  Quests

Civil War Quest:  Reunification  of Skyrim

Civil  weir Quest:  Compelling  Tribute

Recommended  Level: 6

Dungeon: Special

(oIIettible

Chest (Locked:  Novice)

Potion

Loose Gear

This wooden watchtower stands on the road  north  of Shorts Stone,  on  the precipice of the cliffs that
descend from  the Rift into  Eastmarch. The gu'ards here been  slain,  so feel free to loot the tower,  including
the chest on  its highest tier.  A note on the tower,s ground floor hints at what befell the guards.

Related  Ouesls

Miscellaneous Objective:  Mine or Yours*

(Filniar)

Miscellaneous Objective:  Letter for Mr.
Rock-Chucker*  (Sylgia)

Favor  (Activity):  Mining  Ore*  (Grogmar

gro-Burzag)

Habilalion: Town

Filniar  (Blacksmith;  Marriclge  Prospect)

Frostbite Spider

Grogmar grc+Burzag

Odfel

Shorts Stone Guard

Sylgia  (Marriage Prospect)

Exterior
Barter with  Filniar,  the  local  blacksmith,  or  use  his array of crafring
stations.  speak with  Filniar to  learn  more about the trouble  in  the  mine and

gain a  new Miscellaneous Objective.

::?   crafring:  Blacksmith  Forge,  Grindstone,  Smelter,  Tanning  Rack,

Workbench

S!  sylgia,s House
Breaking  into Sylgia,s house is  risky because she,s usually home.

"',`,.   Area  ls  Locked  (Novice)

(:',.,   chests  (2)

ife#ife,¬   Filnior,s  House

Filniar has prospered over the years-raid  his abode while  he's busy
working outdoors to claim valuable  plunder.

"?::,   Area  ls  Locked  (Novice)                 (i   Potions

"::,.,   chests  (2)                                              f!   Loose Gear

(ife?  odfel,s House
wth spiders overrunning the  mine,  Odfel  lust hangs at home.  Clear out the
mine so he can  return to work-then  plunder his vacant abode!

i:)   Area  ls  Locked  (Novice)

(`',I,   Chest

¢edS   Redbelly Mine

slay a  number of Frostbite Spiders as you descend this loll  mine's wincling
ramps.  splatter every arachnid to clear out the infestation,  then optionally
mine some valuable Ebony Ore from the veins at the bottom before
backtracking  out to  inform  Filniar of your success.

i?   Knapsack

§  Loose Gear

i:'.   Mineable ore  (Ebony)

Tr(A!NiFd±:?                        r!iE  irA,tr,¢113RY THE-  SEfa,ql iARY

(mfling
Blacksmith  Forge

Grindstone

Smelter

Tanning  Rack

Workbench

Services

Marriage Prospect:  Filniar [61 /62]

Marriage Prospect:  Sylgia  [62/62]

Trader  (Blacksmith):  Filniar  [33/33]

Weapons, Apparel, Misc

Chest(s)

Potions

Loose Gear

Mneable ore  (Ebony)

PRIMARY LOCATIONS
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ife [9.26] Fort GreenwalI

Related Quests

Civil War Quest:  Reunification  of Skyrim

civil War Quest: The Battle for Fort Greenwall

Recommended  Level: 6

Habitqtiom: Military  Fort

Bandit (pre-Civil War)

Soldier (Imperial/Stormcloak, depending  on
the slate of the Civil War)

(rofring
BIacksmith  Forge

Grindstone

Workbench

(ollectibles

Skill  Book lone-Handed]: Mace Etiquette

[C2/1O]

Spetiol Objects
Shrine of Stendarr [4/5]

Chest(s)

Potions

Loose Gear

This  imposing  stronghold  stands  just south  of
the village of Shor,s Stone  [9.25].  The  Rift,s
eastern  road  runs directly through the fort.  You
may therefore breach  the fort quite easily/  or opt
to slip  in  through  the cave.  Fort Greenwall  is a

point of contention  between the
Imperials,  so you  may find soldiers
space  instead of bandits,  depending  on the sfatu
of the Civil  War quest line.

Exterior

Dispatch a  legion of bandits to secure the fort,s
outer grounds.  Then  begin  raiding  its various
interior  sections.

§  crafring:  Blacksmith  Forge, Workbench

§  Loose Gear

Fort Greenwqll (Interior)

Slay more  bandits within  Fort GreenwalI,s  main
interior.  Find a grindstone in the basement and a
knapsack near the tower,s upper door.

Grafting:  Grindstone              /;)  Loose Gear

nects to the Captain,a Quarters,
mt is  infested with  Frostbite Spiders.

;ugh thick webs to make your way to
om, then  unlock the Master-level door to

§  chest               ¢  Loose Gear

Tr..a  S!_clef Sc=siis   `y/

uJ~58  j3

(qploin,s Ouorters
The  bandit,s  stalwart chief lies in  the Captain,s
Quarters and won't go down without a fight-
lf you  can't break  into this area via  its  locked
trapdoor entrance,  enter through the fort,s prison
instead.  Touch  the  small  shrine you  discover  in
here to  instantly rid  yourself of all  diseases.  A Skill

Book sits on  the  shelf in  the  master bedroom.

()   Area  ls  Locked  (Master)

§  skill  Book  lone-Handed]:  Mace  Etiquette

[C2/1 0]

§  shrine of stendarr [4/5]

(?  chest

(,?   potion

!\?   Loose Gear

(qve
A small cave runs  beneath  Fort Greenwall.  Enter
via  its  northern  mouth  and  pick an  Expert-level

gate to make your way through, emerging at
a  well within  the fort.  As you  explore the ccIVe,
find a  letter at the bottom of the southern  pool
that explains what fate befell the nearby floating
corpse.

usgiv [9.27] Heqrlwood Mill

Rift Guarcl

(rofrifla

Grindstone

Tanning  Rack

This small  lumber mill,  locarecl  at the west end  of
Lake Honrich,  has fallen on  hard times.  Its owner
has vanished,  leaving his wife and child to run
the place.

Exterior
Speak with Grosta to sell her any firewood

you might be carrying and fo gain a new
Miscellaneous Objective.

f:)   crafring:  Grindstone, Tanning  Rack

Heartwood Mill (Interior)

The cabin sports a  Novice-level  lock,  and
there,s little of value inside beyond foodstuffs,
ingredients,  clnd a COin  purse.

(:)   Area  ls  Locked  (Novice)

SKYRIM

Recommended  Level: 6

Dungeon: Bandit (amp        (railing

Animal                                              Blacksmith  Forge

Bandit                                             Grindstone

Tanning  Rack

Dqngers

Battering  Ram  Trap  (trip wire)

Bear Traps

Bone Alarm Trap

Oil Pool Trap

Rockfclll  (trip  Wire)

Spear Trap  (pressure plates)

Swinging \^/all Trap (pressure plates/lever)

Trapped Chest

(ollectibles

Skill  Book  [Alteration]:  The  Lunar  Lorkhan

Skill  Book  [Archery]:  The Marksmanship Lesson

Skill  Book  [Lockpicking]:  Proper Lock Design

[B2/I O]
Chests

Potions aplenty

Loose Gear

This mighty keep overlooks Lake Honrich
north and has been overrun by lawless ban
who are running a wolf fighting  ring.

ExleIior
The bandits are Quick to a
front gate wh
ism,I a warm
wolves to maul you!  S e wicked beasts, then
decide how you wish to enter the keep: either
hurry inside the main gate and Storm  its  interior,
or remain outside the walls and circle around
the fort,s west side to unlock an Adept-level gate
ancl  bypass the keep's sizeable  inner working
altogether.

Later, after you,ve advanced to the fort,s
upper ramparts,  fight your way up its wooden
stairs and walkways until you  reach a  large tent
with  a chest and  useful  key.  Go back downstairs
a  few levels and  use the key to unlock the
Expert-level door of the keep's eastern tower.  Loot
the chest within  and  proceed to the tower,s top,
then  follow a  rampart to reach the next tower.  Go
in  and  head  up to battle the bandits, formidable
leader,  then  loot the giant chest he was guarding
and  collect a  couple of Skill  Books.

(?   skill  Book  [Alteration]:  The  Lunar  Lorkhan

(,;;j   skill  Book  [Lockpicking]:  Proper  Lock  Design

[B2/1 0]

(:!   Faldar,s Tooth  Key

/;i   chest (Locked:  Novice)

(;.   chest (Locked:  Apprentice)

(,,)   Loose Gear

a,TL,4,S ¬,i  '3F.`fF:!f.ji.  HOLD 9:  THE  RIFT

i,                        i:'--i'-_



ffim  ExiHo Skyrim (Lower Grounds)

@  Entry Tower
Avoid  hclnging  rattles and  Pressure Plates aS you
descend the keep,s first stairwell.  Don,I free the
Gaged  pit wolf you encounter unless you wish  to
combat it.  Simply go down to the lowest level and
take the north  passage to [2].

()   Danger!  Bone Alarm Trap'  Spear Trap

(pressure plates)

@  (age (bomber
Ignite the oily floor here before you're detected
by the patrolling  bandits-one of them  is a  mage
whose fireballs may set the room  ablaze if you
don,I take advantage of the hazard first.  Secure
the room afterward,  then optionally pick the
Adept-level cages to free  (and fight) a  number of

pit wolves.  lf you,re swift,  carefully step on the
pressure plate to trigger a swinging wall trap,
then deftly slip around the spiked gate to reach
a  locked  chest in  the small  nook beyond.  Pull  the
lever afterward to unhinge the spiked gate and
escape the  nook.  Finally'  unlock the  Novice-Ieyel
north  door to access a  Small  Closet filled  With

potions.

"?   Danger!  Oil  Pool Trap'  Swinging  Wall Trap

(pressure plate/lever)

()   crafring:  Tanning  Rack

§   chest (Locked:  Adept)

(l`/   potions aplenty

()   Loose Gear

®  Tmining Pit
The bandits use this wide chamber to train their
wolves and  bet on  Fights.  Slaughter the distrcICted
onlookers, then open the locked cage door and
check behind the betting counter to discover loads
of gold and a  large chest.

§  chest            f)  potion           S  Loose Gear

ffiS  waterlogged (hamber
A few feet of water cover the floor of this
chamber.  Search  behind the stairs to discover a
submerged chest,  then scclle the SOuthem Steps tO
find worthy loot and a satchel. Tug the pullbar on
the southern  balcony to open  the far portcullis so

you may proceed to [5].

()  chest

§  Apothecary,s Satchel

§   Loose Gear

®  Kitchen and Quarters
Collect an  interesting  journal on your way to this
arecI,  Where a  Slew Of bC)nditS await.  Fight hard
to slay this large group of scoundrels.  Discover a
Skill  Book on  a  small  table  in  the  room with  the
firewood  (west of the curved stairs).

¢   skill  Book  [Archery]:  The Marksmanship

Lesson

¢   potions

§  Loose Gear

ffiEN   Exit Pussoge
Make a thorough search for loot as you nctvigate
the keep's last few corridors, claiming  plenty of

potions.  Bewclre of a trapped treasure chest,
opening  it from the side to avoid  being shot by
arrows or deactivating  its trigger hinge.  Dodge
the pressure plclte in the following  Passage On

your wc]y to the fort,s final chamber.

()   Danger!  Bone Alarm Trap,  Swinging Wall

Trap  (pressure plate), Trapped Chest

i?   potions aplenty

§   Loose Geclr

®  Forge
Beware the trip wire that lies  just underwater
as you enter this final,  waterlogged chamber.
Numerous beclr traps lie just beneath the Water,S
surface as well, so keep an eye to the ground as

you  carefully creep through. Go upstairs and slay
one final  bandit to secure a crafring  area.  Carry
on to find yourself back at [1],  in  an area you
couldn,I have reached  before_

()   Danger!  Battering  Ram Trap  (trip wire),  Bear

Traps

()   crafring:  Blacksmith  Forge,  Grindstone

§,   chest (Locked:  Novice)

§  Loose Gear

©  Entry Tower Revisited
Pull the wall chain as you  reenter
this first chamber to lower the
nearby portcullis.  Now you'll
never need to take the long way
around the keep again. Mind a
trip wire as you  head  upstairs,
and exit the keep via the upstairs
door to reach the upper exterior
ramparts  (see the  previous
"Exterior"  section  for more,)

(lt   Rockfall  (trip  wire)

g  Exi"a Skyrim
(Upper Romparls)



ife [9.29] Goldenglow Es"Ie

Related Quests

Side Quest:  Captured  Critters*

Thieves Guild Quest:  Loud and  Clear

Thieves Guilcl  Radiant Quest:  Larceny Targets*

Recommended  Level: 6

eon:Special         Dangers

Animal                                   Flail  Trap  (trip  wire)

Aringoth                             Oil  Lamp Trap  (trip wire)

Mercenary                      Oil  Pool Traps

Ouesl Items

Goldenglow Bill  of Sale

(ollectibles

Captured Critter:  Bee in a Jar [5/5]

Larceny Target:  Queen Bee Statue [7/7]

Skill  Book  [Pickpocket]:  Guide to  Better
Thieving

Area ls Locked  (quest required)

Chost(s)

Potions

Loose Gear

West of Rifren, the sprawling  Goldenglow Estate
spans several  islands across Lake Honrich. A
small army of rugged Mercenaries guard the
compound, and the south gate remains locked at
all times,.  however, you  discover means of slipping
onto the  premises during  Thieves Guild  Quest:
Loud  and  Clear.

6®  Main Gore

Goldenglow is a  secure compound with only
one entrance,  and  the guards aren't about to let
anyone  in.

®  sewer Ac(ess
Approach Goldenglow Estate from the north to
dl.scover a  low bank that you can climb onto,
which  is  located  here.  This  means of entry  is only
available during  the  ,,Loud  and  Clear,, quest.
Enter the  nearby sewer to  begin your  infiltration.

di§  Nirnroot Nook

Before entering the sewer,  optionally swim over
here to find a  rare sprig of tingling  Nirnroot

rowing down by the water

ow Eslqle Sewer
Skeevers that scutter about the sewer,
ly trigger the trip wire near the oily floor

ed attack to ignite the oil and torch

you can,  unlock the Adept-level
r that follows to claim a  Skill  Book and  loot

Beware of another trip-wire trap as you
VanCe.

§   Danger!  Flail Trap  (trip wire),  Oil  Lamp Trap

(trip wire),  Oil  Pool Trap

l60

Tr_a   ¥`_c=e-u Sl-_-=,its  `f`'

(?   skill  Book  [Pickpocket]:  Guide to  Better

Thieving

i   chest  (Locked:  Apprentice)

(;)   Loose gear

The esfate's ground floor features two lockecl
closets.  Avoid the guards who patrol the halls and
open  both Adept-level doors to claim valuable loot
ham withl,n.  Cut through  the central dining  room
to locate the stairs that lead up to the second
floor, along with a  Novice-level  locked  metal door
that leads down to the basement.

i!\  strongbox (Adept)             §  Apothecary,s

"S   chests  (2)                                     Satchel

V  Knapsack

ifeisffi  Goldenglow Estate (Setond Floor)
Visit the second floor in  search of useful  keys and
loot.  Sneak through the central  bedroom  to avoid
detection and open an Adept-level door to raid
a closet with an apothecary satchel hidden atop
a shelf.  Open the  Novice-level door to Aringolh/s
bedchamber and  quietly swipe a  pair of keys
from the wall  hooks.  Loot the chest by the bed
as well, and take the unusual  Bee  in ajar off the
dresser.  Lastly,  nab the Queen  Bee Statue from
the nightstand-one of your fellow Thieves Guild
comrades will  be  interested  in  this.

Sl{YRIM

"\?   cclged Critter:  Bee in a Jar [5/5]

(:)  Larceny Target: Queen Bee Statue [7/7]

",,'.,I,,   Goldenglow Cellar Key

I..'`?   Goldenglow Safe  Key

6:?   Chest (Locked:  Apprentice)

"'ii   Knapsack

(?  Apothecary,a Satchel

Still  more Mercenaries guard the  basement.
Continue to sneak through  here, or slay the m
so you  may loot the chest they guard.  Both  me
carry a Goldenglow Cellar Key'  if you  didn't
obtain  one from the second floor.  Farther ahead,
a seated guard can be barbecued by igniting
a  long  patch of oil on  the floor.  Go downstairs
to at last find the safe you  seek,  along with
another chest.

()   Danger!  Oil  Pool Trap

()   Goldenglow  Bill  of Sale  (Aringofh's  Safe)

()  Goldenglow Cellar Keys  (Mercenaries)

;/;   Aringoth,s Safe  (Locked:  Expert)

()   chest  (Locked:  Novice)

(:',)   chest  (Locked:  Apprentice)

®  Apiaries
Sneak over to this collection of beehives  here-or
simply sprint over at breakneck speed,  hoping
fo outrun the guards-and  use any fire-based
attack to burn three of the apiaries. This completes
a quest objective,  but you'd  better clear out of
here fasl!
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ffiS [9.Sol Aulumnshade {Ieqring

Recommended Level:  I 4

Dungeon: Spriggan Grove

Animal

Spriggan

Located  north of Lake  Honrich,  this  seemingly
tranquil clearing  is actually  home to ferocious
animals and  reclusive forest spirits that may well
attack trespassers.  Loot the bodies of two slain
hunters  here, which  lie in  the brush  near the west
rock, to obtain some worthy gear.

ffi> [9.3I] Merryfqir Form

Related Quests

Mscellaneous Objective:  Bow to the Master*

(Dravin  Llanith)

Favor  (Activity):  Harvesting  Crops*  (Synda
Llanith)

Habitation: Farm

DravI'n  Llanith

Rift Guard

Synda  Llanith

This quiet farm  lies  just northwest oF Rifren.  Speak

with the farm,s owner,  Dravin  Llanith,  to gain a
new Side Quest.

Merryftiir Farm (Interior)
The farmhouse is  locked,  and there,s  little reason
to  break in.  The only  item  of particular value  is a
coin  purse tucked away near the basement becl.

(.I).   Area  ls  Locked  (Novice)

ife [9.32] Riflen Slqbles

Hofgrir  Horse-Crusher  (Sfablemaster)

Sigaar  (Carriage Driver)

Servi(es

Trader  (Carriage Driver):  Sigaar  [5/5]

Trader (Stablemaster):  Hofgrir Horse-Crusher

[5/5]
Potions

Swing  by the  stables thc]t lie  just outside  Rifren,s

main gate to purchase a horse or rent a carriage
ride to another of Skyrim,s  bustling  capitals.  You
can also speak with Hofgrir to participate  in a
challenging  fisrfight that can  earn  you  1 00 gold  if

you  manage to KO the  burly braggart.

Riflen Stables (Interior)

Hofgrir,s  home  is securely locked,  but valuable
treasure awaits those who manage to  break in.
Reading  a certain  book inside the cabin can

potentially update your map with  new locations.

i)   Area  ls  Locked  (Adept)

§   strongbox (Apprentice)

ife [9.33] FaIIowslone Cave
[9.33] GiunI,s Grove

Related Quests

Daedric Quest: The Cursed Tribe

Dungeon  Activity

Dungeon: Animl Den/Gionl (amp
Animal

Giant

Quest Items

Shagrol,s Warhammer

(olletlihles

Unique \^feapon..  Shagrol,s Warhammer

[67/8O]
Unique Weapon: Volendrung  [68/80]

Cnest(s)

Potions

Loose Gear

TRAiftiiNC                         THE  !NVErndTORY

This cavernous cave  is  located east of Riften,
near the mountains that form skyrim,s border.
Normallyt  Fallowstone Cave  is filled with  vicious

predators-,  but during  Daedric Quest:  The Cursed
Tribe, you,ll find towering giants roaming  the cave
instead. You,re also able to delve deeper into the
cave during this quest, visiting  a  remote grove
that,s home to Giants.

Fallowstone (qve (Norml)
Beware of hungry predators as you follow the
rushing  streclm.  Stick to the south wall  to discover
a bandit,s corpse inside a web-covered nook-
collect the nearby potions after looting the body.
Kill or avoid  more predators as you  follow the
stream  into an east passage.  You can  loot another
slain  bandit that lies in  cI  SOuthWeSt nook if you

slay the nearby bear.  Proceed up the path that
follows,  slaughtering  more bears on your way up
to a  high,  narrow trail that overlooks the main
cavern.  Unlock a  large chest on this narrow ledge
here as you  proceed back to where you entered
the cave.

()  chest (Locked:  Apprentice)

(:)   potions

()  Loose Gear

Fqllowstone (uve (During "The (ursed

Tribe'')
All of the aforementioned goodies are still  present
within  Fallowstone Cave when you visit the  place
with  Chief Yamarz.  Follow the Ore QS  he Charges
recklessly  into  the cave  and  battles a  hulking

giant.  Help Yamarz bring  down  the brute, then
loot the giant,s remains,  along with  the chest near
the firepit,  which wasn,I present in  Fallowstone
Cave  before.  Then  simply continue following
Yamarz as he battles another giant and a few
Cave  Bears.  The Orc Chief leads you up a  path  to
the Giant,s Grove,  which does not exist until you
come  here with Yamarz.

¢   chest (Locked..  Novice)

"§   potions

Gionl/s Grove
The Giant,s Grove is a  large, outdoor area
that can  only be accessed  by traveling through
Fallowstone Cave,.  however,  the trail  that leads
to the grove  isn't present within  Fallowstone  until

you come here with Chief Yamarz as part c)i wThe
Cursed Tribe,, quest.  Decide if you wish  to slay the
mighty giant here,  or let Yamarz do it. The chief
will  die  if you  tell  him  to go,  forcing  you to finish
his work,  but he,ll also attack you  if you agree
to slay the giant for him,  hoping to keep your
mouth  shut about who really completed the task.
lf you choose to battle this mighty brute,  exploit
the rocks and trees  here to keep distclnce from
him.  Relieve the Giant of Shagrol,s Warhammer to
advance the quest,  then  raid the large chest near
the bloodstained altar before making your way
back to Largashbur [9.36].

()   Area  ls  Locked  (quest required)

i?  shagrol,s warhammer (Giant)

(,)  chest

(?   potions

PRIVARY LOCATIONS
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Exterior

Frost is  kept in  the  southeast stables,  but you  First

a          need tosteal  his  ldentilypapers.  waitforcoverof._I   I     |l__   _    _I._    _______I   __I   __I.__   LL_   I_I__   ..:_   I.L_
night,  then  slip around and  enter the lodge via the
unlocked side door along  its west wall-this  leads
into  the  manor,s  largely unguarded  bcISement.
Or take a  more direct approach  by slaying  the
exterior guards to obtain  keys from their corpses,
which  unlock the lodge,s Master-level front door.
Once you've acquired  Frost's  Identity Papers,  slip
back out and sneak around  behind the stables to
approach  Frost without being  noticed.

()   Black-Briar  Lodge  Key  (Black-Briar

Mercenaries)

Black-Briar Lodge (Bqsement)

A lone mercenary guards the basement.  Wait
a while and  he,ll  go to  sleep  if it,s  late.  Pick the
nearby Adept-level wooden  door,  or pickpocket a
key from the basement guard who opens  it.  Swipe
Frost,s  Identity  Papers from  the end  table  in  the
small  room  beyond, which also features a chest.

(:,   Black-Briar  Lodge  Key  (Black-Briar

Mercenary)

(/\   Frost,s  Identity  Papers

§   chest (Locked:  Apprentice)

(/i  Apothecary,s Satchel

v^   potions

Block-Briar Lodge (upper Floors)

The  lodge's  main  floor holds  little of interest.  Slay
or slip pas"he guards  in the dining  hall,  then go
upstairs and visit the south  bedroom to discover
a  Skill  Book and  an  Unusual  Gem  that pertains to
Thieves Guild  Radiant Quest:  No Stone Unturned.
Lastly,  backtrack out of the bedroom and  search
near the north  upstairs door to spy a small chest
that,s tucked away on a  shelf. The north door
leads lo a backyard area that,s patrolled by more

guards.

/,:,?   skill  Book  [Sneak]:  legend  of the  Krately

House [B2/1 0]

(;,  unusual Gem:  [24/24]

i:   chest (Locked:  Novice)

ne* [9.36] Largashbur

ife [9.34] Lost Prospect Mine

Related Quests

Dungeon  Activity

Recommended  Level: 6

(ollectible

Potion

Loose Gear

Mineable ore  (Gold)

This small  mine,  located  in  a valley on  the  Rift,s far

eastern edge,  is believed to be depleted and has
thus been abandoned. The intrepid explorer can
still  find value  in  this forgotten  place,  however.

Lost Prospect Mine (Interior)

Find  an  interesting  journal on  a  fable  in  the  mine,s
central cavern,  then  locate some loose gear in
the short side passages.  Use the Whirlwind Sprint
Shout (or make a very challenging  iump) to reach
the tunnel that stretches beyond the waterfall.
Explore the tunnel's far end to discover a thick
vein of precious Gold Ore, along with the skeletal
remains of the  missing  miner.

ife [9.35] Black-Briar Lodge

Related  Quests

Side Quest:  Promises fo Keep

Dungeon: Special

Black-Briar Mercenary

Frost  (horse)

Quest Items
Frost,s  Identity  Papers

Collectibles

Skill  Book [Sneak]:  Legend  of the  Krately House

[B2/1 O]
Unusual Gem:  [24/24]

Chest(s)

Potions

This sizable estate  is  nestled  among  the  Rift,s
eastern  mountains and  is  home to the  Black-Briar
family-a renowned lineage of proud brewers
who have grown wealthy enough to hire
Formidable  mercenaries to  protect their  interests.
You  must break into Black-Briar Lodge to steal a
horse during  Side Quest:  Promises to Keep.

%2

Related Quests
Daedric Quest:  The Cursed Tribe

Side Quest:  The Forgemaster,s Fingers

Re(ommended  Level: 6

Habilotion: Orc Stronghold

Atub  (Trainer:  Illusion)

Garclkh

Gularzob
Lob

Tf_¬   E:!-cieJ.S=`-i.LS   `.)

sitiJ_~RTin

(rqfring
Alchemy Lab

Blacksmith  Forge

Grindstone

Workbench

Services

Follower:  Lob  [43/47]

Follower:  Ogol  [44/47]

Follower:  Ugor  [45/47]

Trainer  [lllusion:  Expert]:  Atub  [2/2]

(ollectibles

Skill  Book  [Block]:  Battle of  Red  Mountain

Area  ls Locked  (quest required)

Chest(s)

Potions

Loose Gear

This Orc  stronghold  stands  in  the  Rift,s  southern

mountains,  to the southwest of Lake  Honrich.  The
Orcs here have fallen  under a dreadful curse and
will  reluctantly accept the aid  of an  outsider.

Exterior
The first time you visit Largashbur,  you,ll witness
the Orcs defending their stronghold from an
enraged giant.  Speak with the Orcs after the
battle to  learn  of their current plight with  the

giants and gain a  new Side Quest. The Orcs
won,I allow you to enter Largashbur until you,ve

gathered several  items that Atub needs to cure his
cursed chief,  Yamarz.  (See the quest walkthrough
for "The Cursed Tribe,, for help in tracking these
down.) Once you,re granted entry/  you can
a  number of Grafting  stcltions and  locate a lock
chest near the entrance to the Largashbur Cello

\^!   crafring:  Alchemy Lab,  Blacksmith  For

Grindstone,  Workbench

"',)   Chest (Locked:  Master)

",,?   Loose Gear

Lomghouse

lf you dare lo steal from the Ores,  you,ll find the
Longhouse packed with valuables.

";'.i)   chests  (2)

()  chest (locked:  Master)

::;   potions

§  Loose Gear

(ellor
Enter the  Longhouse,s cellar via  an  exterior
trapdoor clnd  loot the  Place Without being  Seen.
The  middle  book on  the  shelf is  a  Skill  Book.

()   skill  Book  [Block]:  Battle of Red  Mountain

".',)   chest (Locked:  Novice)

",,I,')   potions
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Darklighf Tiover

Sun's Dawn, v2  [A2/IO]

Unique Weapon: Staff of
Wrath [69/80]
Chesls

Potions cIPlenly

Loose Geclr

Hag/s

This  stronghold,  which  stands  nestled  against the  Rift,s  southern  mountains
to the southwest of Rifren,  derives  its  name From  its tall  central  tower,  which
can  be observed  from a great distance.  With the keep,s outer wall  in  ruins,
breaching the tower isn/t nearly as challenging  as  it might have been  in  days
of yore-simply scale the outer steps and  head  inside.

ffiB  Exit to Skyrim

!sene   Entry (homber



®  Hagroven Lair
Defeat another dangerous Hagraven and a
monster in this chamber to obtain a  key/  then
raid  a couple of chests and swipe several  potions
before returning  to  [5]  to open the locked door.

')   Darklight Tower Key  (Hagraven)

(j  chest

§  chest (Locked:  Master)

§   potions

LELife  study
Slay another witch  in  this crafring area,  then  loot
a chest before proceeding  upstairs. You soon
emerge on  high  balcony back at  [5].  Kill  a  Hclg
and two trolls up here,  then  proceed  upstairs and
head outside to face off against lllia's corrupted
mother a"he tower,s apex.

(Crafring:  Arcane  Enchanter

§  chest

§   potions

§   Loose Gear

ffiB  Exit to Skyrim

Tower Apex
lllia,s  mother,  Silvia,  awaits  just c;utside the tower
Sit in  the chair when  instructed and wait for  lllia
to attack her mother by surprise,  then  join  in and
slay Silvia  to complete  lllia,s  quest.  Invite  lllic)  to

continue adventuring with you  if you  like-she,s
a worthy companion.  Raid a  large chest in the
nearby tent and claim  the Skill  Book on  the table
before setting  off to  new adventure.

"3   skill  Book  [Deslruction]:  Horrors of

Castle Xyr

§  unique weapon: staff of Hag,s Wrath

[69/80]

fj  chest

\?   potions

EN» [9.38] Ruins of Rkund

Recommended  Level:  6

ungeon: Special (ollectible

Chest

te  Dwarven  ruins  lie within  the  Rift,s
n  mountains,  on  the edge of Skyrim.

best way to reach this site  is by navigating
ht Tower  [9.37]  and exiling  in the
ins. The ruins here are guarded  by several
nd a formidable Wispmother.  Slay these
s so you may safely loot a dwarven chest

that,s tucked away in the far tower

i   964

ife [9.39] (ryslaldrifI Cave

Related Quests

Dungeon  Activity

Dungeon: Animal  Den

Animal

Gadnor (deceased)

(olleclibles

Unique \^/Capon:  Gadnor's Staff of Charming

[7O/80]

Special  Obietts

Shrine of Kynareth  [6/6]

Chest

Apothecary's Satchel

Potions

Loose Geclr

This  small  animal  cave  lies  in  the  mountains  south

of Riften.  Slay the  bear that lurks  just outside,  then

go in to find  several  ravenous Sabre Cats and
wolves.  Kill  the  beasts and  then  inspect the  body
of Gadnor,  who lies atop the central  boulder,
and collect the nearby staff to obtain a  unique
weapon.  Raid a chest here as well,  and touch
the small  Shrine of Kynareth  lo  instantly cure any
diseases you  might have.

Dragon  (after Main  Quest:  Dragon  Rising)

Master Necromancer (pre-Dragon  Rising)

Skeleton

Dangers                     Special Obietts

Rune Traps                 Word Wall:  Dismaying
Shout [3/3]

Chest

Potion

ln the  mountains  south  of Rifren,  on  the very
edge of Skyrim,  long stone steps lead up to a
breathtaking overlook.  Use a ranged attack to
detonate a rune trap from afar as you make

your ascent. You may encounter a  mage here
unless you,ve advanced  past the  "DrclgOn  Rising"

quest-then you'll find a  far more  intimidating
dragon on the premises!  Cut down the  beast so

you may benefit from the nearby Word Wall, and
loot the large chest that,s also found  here.

Tr_a  S'{de_y Scr£ds   6r+

s_Try-_RTgivfl-

Related Quests

Favor  (Activity) :  Harvesting  Crops*  (Addvild)

Hobitotion:  Farm

Addvild

Leonard  Arius

Riflen  Guard

(ollectibles

Skill  Book  [Alteration]:  Reality & Other
Falsehoods  [C2/1 0]

This  small  farm  lies  just southwest of  Rifren.

Harvest the growing crops and then  sell them
back to the farm,s owner,  Addvild,  for some
honest coin.

Snow-Shod  Form  (Interior)

The cabin's lock is easy enough to pick,  and
there,s  a  Skill  Book on  the  bottom  of the  shelf in
the basement.

Recommended  Level: 6

Dungeon: SpetioI

Warlock

Special  Objects

Standing Stone:  The Shadow Stone  [1 3/1 3]

South  of Rifren,  these ancient stones stand atop a
short hill.  Defeat the guardian  mage and  inspect
the central  Standing  Stone to accept a  new sign
blessing.  Once a day/  those under the sign of the
Shadow can  become  invisible for 6O seconds.
Note that you can  have only one sign  blessing
at a  lime,  so activating  this  Standing  Stone will
override your current sign  blessing  (if any).

.5JLAtS LIF  SKiBii,.i,.  HOLD 9:  THE  RIFT
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Thieves Guild Quest:  Trinity Restored

Recommended Level: 8

Dungeon.. Special

(olletlibles
Skill  Book  [Pickpocket]:  Purloined  Shadows

Skill  Book  [Sneak]:  The  Red  Kitchen  Reclder

Unique  Item:  Nightingale Armor  [1OO/1  12]

Unique  Item:  Nightingale  Boots  [101/1  12]

Unique  Item:  Nightingale Gloves  [lO2/1  1 2]

Unique  Item:  Nightingale  Hood  [1O3/l  l 2]

Area  ls  Locked  (quest required)

Chests  (Locked:  Novice)  (2)

This  derelict temple  is the ancient home to the
Nightingales-clandestine followers of the
Daedric  Prince  Nocturnal.  You  can,I enter this
site  until  you  gain Thieves Guild  Quest:  Trinity

Restored.  Follow Karliah through the area,
claiming  a  Skill  Book that lies  near a  bed  in  the
waterfall cavern.  Next, acquire and don the
special armor of the Nightingales.  After Karliah
explains the terms  involved  in  becoming a
member of the Nightingales,  search the east and
west side rooms to locate a couple of chests and

I Skill  Book Then  Follow Karliah  to the far

your  initiation.

rkness  Returns"

Level:6         (ro

Dungeon: Bandit (amp

Bandit

Leifnarr (deceased)

(ollectibles

Skill  Bco

(Corundum)

Tanning Rack

Related Quests

Side Quest:  Masks of the Dragon Priests*

Dungeon Quest:  Siege on the Dragon Cult

Dungeon  Activity

Recommended  Level:  24

Dungeon:  Dragon  Priest Lair

Animal

Captain  Valmir

Dragon  Cultisl (ghost)

Draugr

Rahgot

(rofring

Alchemy  Labs  (2)

Arcane Enchanter

Forelhost Stronghold

PRIMARY LOCATIONS

Dongers

Battering  Ram Trap  (pressure plate)

Dart Trap (pressure plates)

Flamethrower Traps (pressure plates)

Oil  Lamp Traps

Oil  Pool Traps

Rising  Floor Trap

Rune Traps  (wall/floor)

Spear Trap  (pedestal  pressure plates)

Swinging  Blade Trap

Swinging Wall Trap  (pressure plates)

Trapped Chests

Puzzles

Claw Door

Quest Items

Rahgot's Mask

Skorm Snow-Strider's Journal

(olleclibles

Dragon Claw:  GIass Claw [9/lO]

Dragon  Priest Mask:  Rahgol [9/1 0]

Skill  Book  [Restoration]:  The  Exodus

Unique \^/Capon:  Dragon  Priest Staff [7l/80]

Special  Obiecls

Word Wall:  Storm Call  [2/3]

Chests

Potions aplenty

Loose Gear

the snovy peaks of the  mountains that lie southeast of Riften
orelhost is the tomb of one of eight fearsome Dragon  Priests
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Exterior
Speak with an  soldier named Captain Valmir,
who has  made camp  just outside the stronghold,
to gain a  new Side Quest that involves clearing
the  stronghold.  (lf you  accidentally killed  Captain
Valmir before speaking with  him,  the key can  be
found on  his body.)  Don'l let the captain  catch

you  plundering  his campsite before heading  into
the stronghold.

()  chest                 (;.   potions

Forelhosf Refectory

966   I:

ffiB  Exi"o Skyrim

©  Entry Hull
Dispatch the ghost of a  Dragon Cultist in this First
wide chamber.  Carefully sidestep a  pressure plate
as you enter the  north  passage on your way to  [2].

()   Danger!  Battering  Ram Trap  (pressure  plate)

©  swinging Blade Passage
Slay a  few more  Dragon  Cultist ghosts on your
way to this passage of swinging  blades.  Raid the
chest in the nearby nook before carefully darting

past each  swinging  blade  in  turn.

",?.   Danger!  Swinging  Blade Trap

\'.)   chest (Locked:  Novice)

(i/   Loose Gear

Forelhost Crypt

-    r/
-r¬  a-,j|e-j>c_-c`|ls   I,,

s_icy__RTin

giv!  Journal thomber
The informative journal that
about iS found  in this quiet Chamber.  Collect it
to complete an optional objective.  lf you  return
to CcIPtain Valmir at this  point,  he,ll give you a
rundown of what he learns from the iournal'

(;.   Skorm  Snow-Strider's Joumal

t^,,   chest (Locked:  Apprentice)

(^j   potions aplenty

rffiifediB  Sleeping Quarters

The  poisons that the  Dragon  Cultists  used  to  kill
themselves  long  ago are still  potent.  Collect them
as you  pass through  here.

(;)   potions

©  Entry Hall/Smilhing Area: West Side
Explore the  Entry Hall,s upper walkways to
discover a chest, then double back and descend
into  its western  half,  where a  Dragon Cultist ghost
awaits.  Progress through the Smithing Area  into a
small  kitchen.

(';)  crafring:  Anvil,  Grindstone,  Workbench

",,'y')   chest

(:)   chest (Locked:  Adept)

(?   potions

(:)   Loose gear

@!  worship (bomber
Swipe cl few Valuables from the
kitchen on your way to this large
chamber, which features a central
stairwell.  Slay a few powerful
Draugr here, and  skirt the pressure

plate atop the central  platform
to avoid triggering a trap. Avoid
standing  directly in  front of the
room's chest when opening  it-
spikes will  stab  up from  the floor
below!  Try disabling the chest,s
trigger h'lnge  if you're skilled at
lockpicking-

"..'    Danger!  Dart Trc]p  (pressure

plate), Trapped Chest
?3    potions

©  Fire Tmp Passage
Beware of a  pair of pressure  plcltes  in  this final

passage-they trigger nasty fire traps.  Slay
another mighty Draugr here and throw a  lever to
open a gate so you  may quickly exit this place
later.  For now,  go downstairs and  through a door
to delve deeper into the keep.

ffiB  Door to Forelhost (rypt

ffiB  Door to Forelhost Stronghold

(©  well
Collect a few potions in this room,  then  see if you
can  pick the Master-level cage door in  its center.
Doing so allows you to skip areas  [9]  and  [10],
which you only need to visit to search for the key
that opens the cage door. The watery passage

en               beneath the trapdoor leads to [1 1]

\:,,   potions
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aps  (wcllI/floor),  Swinging  Blade Trap,

pear Trap (pedestal pressure plates),
Swinging Wall Trap  (pressure  plates)

Chest (Locked: Master)

§  potions

ffiife%  overlord,s Tomb
A vastly powerful Drclugr Warrior rises from
cI Central  Sarcophagus aS you enter this  large
cavern.  Slay it,  along with  its minions, to secure
a needed key from a chest. Go upstairs and leap
to a second chest afterward, then scale a winding
ramp to reach  c]  high door that leads back to the
start of the  burial  pcISSageS,  but Watch  Out for the
magic casting trap at the topi  Dodge when  it fires,
then  run  across lo loot the Soul Gem,  or knock it
off the pedestal with  an arrow.

?   Forelhost Well  Key  (chest)

§   Danger Magic Trap

¢  chests  (2)

§   potions

v^  Loose Gear

©  poison (homber
Kill a few Skeevers on your wc]y to this cavern,
where the cultists who once lived  here  poisoned
their water supply-don't worry,  it's had several

years to dissipate.  Collect a selection of
er poisons and swipe a Skill  Book off a shelf.

jl Pool Trap

The Exodus

Door fo Forelhosl Refectory

ffiEi  Door to Forelhost Crypt

®  Entry Passage
Dispatch  powerful  Draugr  in the very first

passage,  and find a chest tuckecl away in  the
corner. Stand to one side of the pedestal near
the chest when  removing the item from  it to avoid
being shot by arrows.

§  Danger!  Dart Trap (

§  chest

large amount of deadly flowers con be harvestecl
here, and the half-buried bodies of several Draugr
can be looted as well. Go upstairs afterward
and throw a lever in the east passage lo open
a porleullis,  allowing  for faster navigation of the
floor.  Backtrack out clfrerWard and  head  north  to

[17].

¢  chest (Locked:  Adept)

¢  potions

©  Ltib
Lure a  mighty Draugr toward  the oil  slick on  the

grouncl  in this chamber, then  knock down the
overhead lamp to set the undead warrior ablaze.
Read the informative note on the tclble near the
Alchemy Labs and collect a  host of potions before

proceeding  upstairs.

§   Danger!  Oil  Lamp Trap'  Oil  Pool  Trap

§   crafring:  Alchemy Labs  (2)

a   potions aplenty

®  Libmry
As you  move  into the Library/ watch out for the
magic casting  trc]p that sits across the  room.  Either
snipe the gem with  a  bow or time your movement
and  run from cover to cover to cross the room.
Swipe a  special Glass Claw off a  pea
move through  this cluttered  arecI.  Stan
to one side of other pedestals before re
their contents lo avoid traps.  Unloc
Expert-level doors here to access a  s
filled  closet and a  little alcove with a
Loot a locked chest on your way to

§  Danger!  Spear Trap  (pedestal

plate)

?   Dragon Claw: Glass Cia

Chest (Locked: Apprentice

Potions aplenty

oQSe Gear

Arttine Workroom
SIay a deadly Draugr in this small cham
stclnd back and to one side when a
ches"o avoid being stabbed by s
disable  its trigger wire).  Dod
in the south passage that i

potions on your way to [2

#   Danger!  Flo

Trapped C

ce of symbols,
to insert the

hgot/s remains.  Use Rahgot,s key to open the
rge door and  heacl outside.

§  Dragon  Pries"ask: Rahgot [9/1 O]  (Rahgot)

#  unique weapon:  DrclgOn  Priest Staff

[71 /8O]

§   Forelhost Balcony Key (Rahgot)

§  chest

ffiEN  Exit to Skyrim

Exterior (Balcony)

BcICk Outside,  Cross a  few SnOvy  ramparts tO
locate an ancient Word Wall.  Learn your new
word of power, then descend to the fort,s main
courtyard to find Captain Valmir speaking with
an  enemy soldier.  lt turns out that Valmir  is an
imposter.  Kill  him  to complete your quest,  then
inspect his corpse to discover an  informative  letter.
Your work here is complete.

§  word wall: Storm Call  [2/3]

ife [9.46] Slendarr,s Bea

ended Level:  6

ilclnt of Stendarr

(ollettibles

Skill  Book [Restorarion]:  The Exodus  [D2/1

Special Obietls

Shrine of Sfendarr [5/5]

Chest

Knapsack

Satchel

Loose Gear

This sizeable tower,  located  in the far
comer of Skyrim, has been occupied b
of Stendarr-zealous followers of the Di
who seek to eradicate the vile Daedr
to any of the Vigilants here, or touch
shrine on the  inferior altar,  to  instantly
of all  diseases.  Collect the  Skill  Book I
on  a  bedroll  here, and carefully loot rh
found atop the vigil without being caw
valuable piece of gear near a skeleton
the snow north of the tower as well-

PRIMARY LOCATIONS



ife [9.A] Darkwaler Overhang

At the base of the steep waterfall and path to
lvarstead  is an overhang with  a  troll  inside.
Amid the bones  in the back of the overhang  is a
Stormcloak Soldier with a  note detailing  attacks in
the area.  The troll  is  possibly the culprit'

?,)   Note

negiv [9.B] Wood Cutler,s Camp:
Lake Geir

A murdered woodcutter lies slumped over his logs
at this one-tent camp on the upper copse close to
the road to lvarstead. There,s some food and a
little coin to scrabble for.

ife [9.C] The Poultry Reanimalor:
Lqke Geir

On top of the taller rocks, with the main  roacl to
the south,  is a  strange robed  fellow attempting
to resurrect a dead chicken.  He succeeds  in
his creation  and attacks as you close.  Expect
ingredients after you  slaughter him.

968    `3

ife [9.D] Treasure Hunter,s Camp:   se> [9.G] Shrine of "Ios:
Lqke Geir

A small tent and  a smoking fire off the main  road
indicates a  small  hunter,s  camp overlooking  Lake
Geir.  Aside from  some food,  there's  little to steal
or scavenge, but a  note on one of the barrels
indicates there's treasure to be found on  the island
to the  northwest.

(A)   Note

ife [9.E] Treasure Island:
Lqke Ceir

Just northwest of the Treasure
the stump of the ancient tree,  two treasure hunters
have dug  up a chest.  They don,I take kindly to

your presence, so face them in combat before
removing any treasure

(,.?   chest

segiv [9.F]  Dmgon Mound:
Aulumnwqlth Woods

Related Quest: Main Ouesl: Immunity

This  Dragon Mound  is  initially sealed.  lt opens
during  Main  Quest:  Diplomatic  Immunity,  and
if you visit during  or after this  point in  the Mc]in

Quest,  the  mound will  be open and empty.
Perhaps this dragon  is the one that takes

possession of nearby Autumnwatch Tower  [9. 14].

Tre   SLc`^e.- £c:-c|:s   i./i

sTiry_RTin

Above  Froki,s Shack is a  steep pathway up to a
mountaintop/ where cI Stone Talos gazes across
the Arcwind gorge.  Receive a  blessing,  and
search  the offerings for the following:

(A;)   skill  Book  ITwchanded]:  King

\?   shrine toTalos  [17/17]

('t   satchel

(;)   Loose gear

ife [9.H] Medresi,s Camp:
Angqrvunde

Adjacent to the entrance to Angarvunde is a
small camp. This was the base of operations
Medresi Bran and  her cowardly mercenaries.
Search the plc]ce for her notes and a  Skill  Boo
Visit Angarvunde to find  her yourself.

(?   skill  Book  [Speech]:  A Dance  in  Fire,  v7

\/;)   Medresi,s  Notes

ffigiv  [9.l] Wild Animal Den:
Mislwalch

A trio oF hungry wolves,  or other wild  animals,
have  made this  rocky alcove home,  dragging
rabbits and  other meat to feast on  later.  Aside
from  Nightshade,  there,s little here except the

prospect of a savaging.

A,TLi.S ¬,=  SK`f*T!,a.,i   HOLD  9:  THE  RIFT
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A ruined shack is home to a couple of bandits
and their dog.  Don,I try a  frontal assault,  as the
door is  boarded,. attack from the  holes  in the side
walls.  They all  come out fighting  if you,re  spotted.
Explore the  building  to find  the following.

()   skill  Book  [Block]:  Battle  of  Red  Mountain

(?  chest

()   Loose gear

ife [9.K] Norlhwind Chest

Related Quest: Maim Quest: Bleak Falls Barrow

This  Dragon Mound  is  initially sealed.  lt opens
during  Main  Quest:  Bleak  FclllS  Barrow,  and  if you
visit during  or after this  point in the Main  Quest,
the mound will  be open and  empty

fty [9.N] Hunters, (amp:
Aulumnshade Hills

A  little farther east from  the Crystaldrifr
Cave entrance  is another indent in the Jerall
Mountains-an animal den with few items of note.
You may be attacked by a Skeever during your
brief exploration.

ENgiv  [9.Q]  Dragon Mound:
Lost Tongue Pass



ife [9.S] Trappers, Dilemma

to the east of Fort Greenwall  is aln the woods
rusting cage with a wolf in  it.  lfyou  open the
cage,  the trappers return and attack!  Fend them
off with  the wolf,s  help.  lf the wolf survives,  it flees
to the  neclrby WOlf den  [9.R].

-.,offiae [9.T] Miner,s Camp:

Velotlli Mounlqins

The vicious blizzards thclt race across the
snow-swept peaks above the Rift have killed and
half buried  a  lone  miner.  Neclrby CIre two Veins to
attack with your pickaxe  (or use the one nearby)-
Go west from  the  miner to find cI  Skill  Book lying
near the skeletal remains of another unfortunate
soul.

(i   skill  Book  [Destruction]:  The Art of War

Magic

")  Mineable ore  (Moonstone, Quicksilver)

near [9.U] The Three SenTinels

97-0_

Along the  road  north of Riften,  just beyond the
Three Sentinels  [9.U],  the  road forks.  Instead  of
taking  either fork,  look up the  hill  lo the east,
where you  can find  a  small  ruin.  Defeatthe wild
animal  lhatguards il,  and you can  pray at this
makeshift Shrine to Zenithar.  Take any offerings

you  wish.

S  shrine of zenithar [5/5]

¢J   Satchel

aeys [9.W] Tumbledown Tower:
R#Ien Oulskirls

MQunfainS,  iS  a  Sma#  farmhC)use  burning  merrily.
Though you  may think it the work of cl dragon,
inspect the summoning circle and the charred
remains of a farmer clutching a Scroll of Conjure
Flame  AtroncICh  tO  reVeCIl  how a  familiar  Set fire

to this abode.  A Skill  Book is  hidden  inside the
hollow fallen  log  near the cabin-

(?   skill  Book  [Destruction]:  Horrors of Castle

Xyr

(;(   chest

¥r.c   3i.1¬= ,8¬._.a.I:S   '</
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Look up at the precarious-path,  and you  may
see a flag  up on a  high  ridge.  Follow the
bloodstained  snow switchback around to an
exposed  Frost Troll,s den.  Slay the beast,. the
blood  comes from  the corpse of a  miner.  A Skill
Book is  hidden  beneath  an  animal  carcass.  Skill
Book  [Block]:  A  Dance  in  Fire,  v2

§  strongbox (Apprentice)
^v  Loose gear

asae [9.Z] Two Pine Ridge
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Reloled Quests

Dawnguard Main Quest: The Bloodstone Chalice

Recommended Level:  1 0

Ftittion: Vampire hair

Attendant

Dealer

Death  Hound

Doorman

Master Vampire

Skeleton

Vampire

Vampire's Thrall

Venarus Vulpin

Redwater Den



Exterior

A ruined  shack is  home to a couple of Redwater
Lookouts and  their dog.  Don,I try a  frontal  assault,
as the lookouts are usually friendly and ask
whether you're  interested  in  "a  fix.,' The front
door is boarded,. enter from the holes in the side
walls.  Explore the  building  to find  a  few  items,
then  locate the trapdoor to descend into Redwater
Den  proper.

§  chest

§   Loose gear

§.   skill  Book  [Block]:  Battle  of Red  Mountain

Den

ffiHi  Trapdoor To Skyrim
A doorman  requests you sheathe any weapons
before he opens the door down to the Den.  Check
the alcove for the following:

?/  chest                  §

§  RedwoTer Sko(

Se gear

Den
This murky bar is where deserters and  bandits
lie in small alcove rooms,  feeling the aftereffects
of Skooma consumption.  The dealer can  be

persuaded to give you some Redwater Skooma,
or you can pay to try some.  lf you,d prefer lo
fight,  she is  hostile,  as  is an attendant. The dealer,
attendant,  and vampires in the distillery all Carry
a  Redwater Den  Backrooms  Key/ which  unlocks
the hidden  storeroom  behind the bar,  and the
locked doors throughout this  immediate area. The
hidden  storeroom to the  north  is the exit from  this
dungeon.

":)   Bartender:  Dealer  [DG1/1]  [DG&HF  1/23]

§   Loose Gear
"\?,   Redwater Den  Backrooms Key

i/;)   Redwater Skooma

§,  skooma

ffiB  Locked  Door [Experl]
Or,  unlock using  the Redwater Den  Backrooms
Key.

ffiB  Locked  Door [Adepl]
You  can  pick this  lock,  or unlock  it using  the
Redwater Den  Backrooms Key.  Either way,
opening the door will cause the dealer and
attendant to become hostile  (if you  haven't dealt
with them already),

Behind the door, a passage leads past a
with  potions and a chest,  to a  balcony

the distillery.

koomu Distillery
here Redwater Skooma  is fermented and
The place is run  by vampires, who use

the potent magic of Redwater Spring to taint their

I::il,'I::

skooma.  This  is the first sign  of their  presence.  lf

you consume  Redwater Skooma  in the den, you
wake  up  in  the cell  in  this  chamber,  The  raised
center of the ground floor has some Moon  Sugar,
other ingredients,  and an Alchemy Lab. To the
southwest is a tunnel  up to a  bridge that must be
lowered via the  nearby lever in order to continue
forward.  Watch for vampires and their thralls
throughout.

\?  Alchemy Lab                            §   Grindstone

§   Book:TheAelherium            §  MoonSugar(5)

Wars                                         §   potions

()   cooking  pot                             §   skooma  (12)

?  Forge                                      §  workbench

ffiB  Locked (ell  Door [Adept]
lf you  drink  Redwater Skooma while  in  the den,

you  black outand wake up behind this cell  door.
The body of a  Novice Conjurer lies  here,  next to
his Telekinesis  Spell  Tome  (which you  can  read
and  use to fetch  the key from the table just outside

your cell).

§   spell  Tome:  Telekinesis

®  Mine and Drqugr Tomb Entrance
Follow the path down to a  mine and  into a  Draugr
tomb as  it turns  back on  itself to the south.  Watch
for the floor trigger in  the  small  chamber with
the  fallen walls and  half-buried  urns.  Drop the
skeleton  and  thrall  (using  weapons or the flaming

pots  hanging above),  then  activate the chain  to
raise a section  of wall.

()  chest
fj   Danger!  Dart Trap

§   Danger!  Oil  Lamp Trap

;)   potions

Reclwater Spring.

t')   Arcclne  Enchanter

S`  Loose Gear

()   potions

ffiB  Door to Redwater Spring

ffiRE   Door to Redwtiler Spring (Requires
Key)

This door is accessible only after you visit
Redwater Spring.  lt provides access back out of
the spring,  into the den to exit the dungeon.

Redwaler Spring

ffiEi  Door to Redwoter Den

®  venarus vulpin,s Allor to Arkoy
An  altar with Venarus Vulpin's Journal  (charting
his descent into Vampirism courtesy of the
Redwater Spring)  is here,  between two gates,

Tf¢  Sid.a.S¬=c+:`   `'

a -ItTYTTM

Venarus Vulpin's Journal

ffiE)  portcullis Gates
Unlock both via the chain to the
Location  6.

ffi!tiB  Draugr Crypt and Detith
Defeat the two thralls in  here,  but wc]tch your
step-the entrance has a trapdoor down to a
spiked  pit. The  pit has a  lower corridor with
swinging  blade traps to a chest clnd  Steps UP and
out to the  main  floor, which  houses two Death
Hounds  in a  cage.  Climb the spiral  step column
to an  inaccessible chest alcove  in  the northwest
corner  (you can  reach this only after using your
Bats or Whirlwind  Sprint abilities).  Head  around
the upper edge of the room,  past bookcases,
benches,  and another chest,  to a chain  that
releases  both  portcullis gates.

§  chest (3)

()  cooking  pot

()   Danger!  Oil  LampTrap

(;,   Danger!  Swinging  Blade Trap

§   potions

©  Drqugr (rypWompire,s Rest)
This large  Draugr crypt has been recently
reappropriated  by vampires.  Coffins  line th
alcoves of this tomb, and  a Master Vaml
Death  Hounds,  anc] other nightsfalkers a
attack.  Exit in the  northwest comer.  Pu
to raise the gate.

i.::)   Alchemy Lab

£t   Danger!  Oil  Lamp Trap

i;l'\   Danger!  Oil  Pool Trap

fi   Danger!  Spike Trap

®  Embalmin
The door or"he a
spears in your face. The wooden door open
a smclll Cupboard. The left side door opens
a passage with three nasty wall traps clnd
flamelhrower trap to avoid (don,I step on the

plates)-

":`\  chest

fi   Danger!  Flamethrower Trap

()   Danger!  Spear Trap

i)   Danger!  Swinging  Wall  Trap  (3)

®  Grqnd Altar (hqmber
lt is  here where you,ll  discover around  three
vampires and Venarus Vulpin,s fate,.  he drank from
the  Bloodspring  and  is  now a  feral  vclmPire!  Pry
the  Redwater Wellspring  Key from  his corpse.  lt
opens the door to the north  [Master].

\3  Arcane Enchanter

(?   Loose Gear

(`,   Redwater Wellspring  Key

"i   Redwater Skooma  (2)

(:)  venarus vulpin,s  Research

ffiB  Door to Redrmter Spring [Moster]
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ffiEN   Bloodspring

This is where you  must dip the Blooclstone
Chalice during the vampirconly

Dawnguard Main Quest. SalonicI Caelia and Stall
then  set upon you.

After drinking  from  the  Bloodsp

lf you are a vampire, you re
Vampiric Drain will absorb

lfyou are not a vampire, you have a chanc

d of the Ancienrs
our mcIXimum  healf

ing Sanguinare
Keep drinking  from the spring' and you can contract any number of
exactly sanitary!

#  Tainted  Blood of the Ancients  (vampire only)

ffiRE  Door lo Redwoter Spring (Requires Key)
This  is accessible only after you visit Redwater Spring.  lt provides access back out of the spring/  into the
den to exit the dungeon.

ife..S. [DG.05] Ruunvqld Excqvqlion

Related  Ouesls

Dawnguard  Faction  Quest:  Bolstering  the
Ranks

Recommended  Level:  I 0

Faction: Vigilants of Stendorr

Dangers

Crossbow Trap

Oil  Lamp Trap

Oil Pool Trap

i Ruunvald [l /7]

Close by the mine door to this site is a  large tent
with  an  interesting  journal  to  read.  lt charts the
last known  movements of Yolk,  a Vigilant guard
who wcltChed aS the excavation team took longer
to  return to the surface,  then disappeared entirely.

(j  chest

\?   Yolk,s Journal

Ruunvold Excavation

ffiHi  Exit to Skyrim

Ruunvcl!cl Excavation

S  Miner (amp and Storage
Strange magic is at work.

patrol  this  pit but aren't in fuI
faculties.  Charmed Vigila
this dungeon.  Enter the
miners  (and the excayolors)  s
equipment.  Check lhe crate n

®  Mine Tunnel
out         There are a few Charmecl Vigilants patrolli

old shaft.  Check the fable in the corner ne

f their             chest for some valuables, and you find a
el to ire            purse  plus a  Scroll  after the Oil  Lamp Tra
s books                ?  chest (2)

§   Danger!  Oil  LampTrap

§   Danger!  Oil  Pool Trap

§   Lotso,  Gold

!t  Malachite Ore  (2)

i  Malachite Ore Vein

§  scroll

ADDITIONAL LOCATIONS
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Ruunvald I;ample
@  Ex(qvolion Entrance
This  multilevel  Nordic  tomb entrance  has several
vigilants to deal with,  including  Volk.  Check the
small cave across the first bridge for a chest,  then
work your way down.  Check the lower mine shaft
tunnel for some ore and  a  bed with a chestto
search.

()   chest  (2)

')  Malachite Ore

§   potions

ffiEN   Door to  Ruunvold Temple

®  Mine (amp

;

A Husky and Charmed Vigilant guard  this large
cavern.  Locate the second of Moric Sidrey,s books
on  a crate  near the tunnel exit.

§   Book:  Discovering  Ruunvald,  vol.  lI

^v  Loose Gear

A  Malachite Ore Vein

®  Lower Mine Tunnel
Aside from watching for clogs and Charmed
Vigilants,  check the gap  in the wooden decking

a chest [Adept].

i [Adept]

er Mine Storqge
d  bookcase clre Of PCIrtiCular interest,

another of Moric Sidrey,s writings
other tomes.  To the west l's cI Storage

or pressure plates, as they activate

oak:  Discovering  Ruunvald,  vol.  Ill

Crossbow Trap  (2)

`::i?:4=:

Ruunvqld Temple

ffiREmoor to Ruunvqld
Exctlvotion

®  Nordic Shrine Pqssqge
Two ancient offering  heads are present
in this connecting  passage.  One has
a  journal  on  it,  with  a  script (possibly)

written  by Volk,  declaring  his  devotion
to Minorne.

§   Book:  Minorne

®  Ruunvqld (rypt
Moric  Sidrey and  Minorne are  lurking  in  this
expansive crypt room,  along with a Charmed
Vigilant,and  Florentius,  who  is  locked  in  the

upper cage near the sarcophagus.  Search
Minome for her staff and a  key that opens
both the cage and the iron door.

the floor),  use the lever in the alcove.  Note the
book that begins Side Quest..  Lost to the Ages on
the table with  the Alchemy Lab.

"3  Alchemy Lab

S  Book: The Aetherium Wars

§  chest

S   potions

ffiae  Exi"a Skyrim
Once you unlock the exit
location  from  Skyrim'

TrLe  &_del~£Cr£=S  '|?
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I can  return  to this

Related Ouesls

Dawnguard Main Quest:  Dawnguard

Dawnguard Main  Quest:  Awakening

Dawnguard Main  Quest:  Bloodline

Dawnguard Main Quest: A New Order

Dawnguard Main Quest:  Prophet

Dawnguard Main Quest:  Seeking  Disclosure

Dawnguard Main Quest:  Scroll  Scouting

Dawnguard Main Quest:  Chasing  Echoes

Dawnguard Main Quest..  Unseen Visions

Dawnguard Main Quest:  Kindred Judgment

Dawnguard  Faction  Quest:  Ancient Technology

Dawnguard  Faction Quest:  Bolstering the
Ranks

Dawnguard  Faction Quest:  Cleansing  Light

Dawnguard Faction Quest:  Hide and Seek

Dawnguard  Faction Quest:  Huflting th
Monster

Dawnguard  Faction Quest: A

Dawnguard  Faction Quest:  Lost

Dawnguard  Faction Quest:  Preemptive

Dawnguard  Faction Quest:  Rescue

Recommended  Level:  I 0

Fqtlion:  Dtiv

Bear

Mudcrab
Vampire

Servi(es

Apothecary

Blacksmith

General Goods Vendor

(rofling
Alchemy  Lab

Anvil  or Blacksmith  Forge

Arcane  Enchanter

Cooking  Spit

Grindstone

Smelter

Tanning  Rack

Wood Chopping  BIock

Workbench

Miscellaneous

Chest

Loose Gear

Potions Aplenty
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Emtmnte to Dayspring (anyon

ve entrance northeast of Stendarr,s Beacon  in
the southeast corner of the Rift is the only method of
entering  Dayspring Canyon and thus reaching  Fort
Dawnguard.

ife Dayspring (qnyon
(Exterior Ground Leyel)

ffiB  Exit to Skyrim
This  leads back to the entrance to Dayspring
Canyon.

tiee!!   Boyspring  Falls
The snowmelt from the Velothi  MountclinS
cascades  into cI  Peaceful and  Picturesque lake.
On your first visit here, you,ll  meet Agmaer,  who
is also planning  to  join  the Dawnguclrd.  Although
there are flowers to pick, a small fishing  boat to
inspect,  salmon  to grab in the lake,  and a couple
of Mudcrabs,  there,s little else to gclther here.

(i,)   Loose gear

©3  Downguord Gorge
Vampires sometimes attack from this  point,  later
into the Dawnguard Main Quests.  Otherwise,
expect wildlife such  as rabbits,  deer,  and
butterflies  in  this  small  gorge where you  can  see
the first of the buttress towers of Fort Dawnguard.

®  Mossy Glen
This area offers a good view of the exterior of
Fort Dawnguard,  if you  look back as you climb
this embankment. The overlook has one of the
entrclnCeS tO Mossy Glen Cave.

ffiB  (aye Entrance lo Mossy Glen (uve
The interior of Mossy Glen Cave  is detailed
below.  This is one of two entrances/exits to this
Cave.

®  outer wall Bqrritqde

Dayspring Canyon

This location,  around the base of the first
Dawnguard tower buttress,  is erected around the
time of Dawnguard Main Quest:  Bloodline,  as
the vampire attacks increase,  before you  return
from  meeting  Harkon.  lt isn,I here when you
first discover the area.  A watcher named  OIIro

guarcls these defenses from  his platform  behin
and above the thick wooden wall.

ffiae   Inner wall  Barricade
This defensive point, around the  base of the
second Dawnguard tower buttress,  is completed
around the time of Dawnguard Main  Quest:
Prophet,  after vampire attacks occur close to the
main fort entrance, while you,re out finding the
Moth  Priest.  Only a  simple wall  is  here when

you first discover the area.  Guards  named Tilde,
Mogrul,  and Vori  all patrol this area.  Note the
upper wooden platform just below the stone
arch of the second  tower buttress,. this is another
lookout spot.

©  Refugee Camp
Prior to Dawnguard Main Quest:  Beyond Death,
this is the small clearing where Durak practices
with  his crossbow (he gives a  spare to you  if you
ask him).  After the quest,  a refugee camp is set
up here,  along with two tents. Alvide,  Barknar,
Jayri,  and  Sem  all  have their recISOnS for being
here. Check the area for a book (which  begins

Side Quest:  Lost to the Ages when  read)  and the
following:

")   Book: The Aetherium Wars

\^/  cooking  pot

i)  wood chopping  B!ock

®  Dqyspring Path
Vampires have been  known to attack in this area,
especially later in the Dawnguard Main  Quest.
The gap in the wooden wall leads to the second
entrance  (B)  into Mossy Glen Cave.

@:i   Fort Downguqrd: Main Entrance
Expect to see Celann guarding  this enfrclnCe On
occasion, or another member of the Dawnguard.
The imposing entrance  is the only way into Fort
Dawnguard.

ffiB  Doors to Fort Downguord

Mossy Glen Cove

Mossy Glen Cave is a  small  location
chests to uncover.  Both entrances lead to a  large
cave with  four bears and a  small side tunnel.
Watch for the odd  lurking Skeever too.

§  chest (3)

ADDITIONAL LOCATIONS
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ife Fort Dqwnguqrd (Inferior)

Lore:  Fort Duwnguord Overview
Tucked away in the southeastern Velothi
Mountains of the Rift,  in the hidden  mountain
valley called  Dayspring Canyon, towers the old
forfificafion of Fort Dawnguard.  Long fallen fo
disrepair,  this massive fortress will  become home
fo a new faction of vampire hunters born from the
ashes of the Vigilanfs of Stendarr,  It is here where
the agents of the Dawnguard, led by lsran,  have
begun to gather, where new recruits dedicate
themselves to the eradication of vampires, and
where a scllufion fo the growing menace must be
founc].

Fort DcIWngUard/S  interior  iS  upgraded  in

stages throughout the Dawnguard Main Quest:

Initially,  the fort is filled with  cobwebs and

er,  but it does  have a few amenities,
Jdina  a  Smelter and  a WOrkbenCh.

After Dawnguard Main Quest: A New
Order,  Gunmar and Sorine settle  in
and  set up full  smithing  and  enchanting
stations.  You  can  now a
Radiant Quests,  purch
them,  and acquI're the A
Troll  and  Dawnguard  Husky animal
companions.  The barracks area fills out
to  house the Dawnguard,s new recruits.

During  Dawnguard Main  Quest:  Prophet,
several Dawnguard Agents return to the
fort. You can now ask the members of the
Dawnguard to join you on your missions.

Once you complete Dawnguard Faction Quest:
Bolstering  the  Ranks,  Florentius  moves  in,
adding an Alchemy Station.

During  Dawnguard Main Quest:  Beyond
Death,  a  refugee camp  is set up outside the
fort.

After Dawnguard Main Quest:  Kindred
Judgment, you  receive a  private  room  on the
fort,s  upper  level.

Noloble lnhobitunts

Dawnguard  Leader:  lsran

Dawnguard  Blacksmith:  Gunmar

Dawnguard Tinkerer:  Sorine Jurard

Dawnguard  Priest:  Florentius  Baenius

Dawnguard  Hunter:  Durak

Dawnguard Warrior:  Celann

Dawnguard Warrior:  lngiard

Dawnguard Warrior:  Mogrul

Dawnguard Warrior:  Ollrod

Dawnguard Warrior: Tilde

Dawnguard Warrior:  Vori

Dawnguard  Recruit: Agmaer

Dawnguard  Recruit:  Beleval

igilant of Stendarr:  Vigilant Tolan

awnguard Armored  Huskies:  Bran clnd

uard  Refugee:  Alvide

Refugee:  Barknar

Refugee: Jayri

ard  Refugee:  Sern

Tr_a  g.c:e= £crc.,i:£  A/

_ `v?T6quM

The following  Dawnguard  personnel  (who may
not arrive until  later  into the  Dawnguard  Main
Quest)  offer the following  services to you:

Troder
Florentius Baenius  (Apothecary)  [DG 1 /2]

[DG&HF 2/23]
Gunmar (Blacksmith)  [DG1/2]  [DG&HF 3/23]

Sorine Jurard  ((

[DG&HF 4/23]
goeds)  [DG1/1]

Trainer
Florentius  Baenius  (Restoration:  Master)

[DG1/1]

Gunmar  (Smithing:  Master)  [DG1/1]

lsran  (Heavy Armor:  Master)  [DG1 /1 I

Sorine Jurard  (Archery:  Master)  [DG1 /1 I

SKYRIM

Florentius sells the  unique s

Aura  and VampirE,a Bane

Gunmr sells a

Sorine gel

enhan!emenl5_

ffiffi  Doors lo Doyspring (anyon
These lead back out to the Dayspring Canyon
exterior,  by the main  Dawnguard  Fort entrance.

ngREfiae   (irtUIor  Hall  and  Upper  Balcony
This  is where lsran first greets you and  has an
impassioned  discussion with  Vigilant Tolan.  This
room  is  the fort's  main  hub,  with  access  in  c]ll

directions,  Head to the  right (east)  if you want to
take the stairs to the upper balcony/ which curves
around  the  perimeter of this circular chamber.

§   Loose gear

ffi]iae  Etistern (orrido"nd Spiral Stairs
Linked  to the Circular Hall,  this  north-south

corridor allows access to the cave and the stairs

(east)  leading to the Upper Balcony.  The other
stairs  (south,  Location  D)  lead  out to the exterior
battlements.

A,TLA:i  C)F  SK`fi!!,¢,A,"  HOLD  9:  THE  RIFT
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ffiRE  Doors la Dflyspring (amyon
The doors atop the spiral steps lead to th
North Tower and Crenellations.

ffiEN  Tminimg  Cave and  Husky Pen
A set of forgets and some arrows and bolts are
located  in this large natural  cave.  ln the kennel
to the northeast,  the Huskies are trained to hunt
vampires.  Take one of them with you  (at no
chclrge)  if you Wish.  The entrance to Dead  Drop
Falls  is to the  north,.  this dungeon  is accessible
only from  here.

"3   chest                            ?   Husky:  Sceolang

fj   Husky:  Bran               §   Loose Gear

ffiB  Doors to Doyspring Canyon
The cloors atop the spiral steps lead to the exterior
South Tower and  CrenellcltiOnS.

ffiB  Dawnguqrd Bormcks
lsran  has opened  his hearth to his recruits, who
have set up  makeshift bunks  in  this  room,  once
used as a  reception and strategic planning area.
During the  night,  many of the  Dawnguard  sleep
here. As expected, there's a  lot of Dawnguard
equipment to make use of here,  as well as a copy
of the Aetherium Wars,  a  book that starts Side
Quest:  Los"o the Ages.

§   Book:  The Aetherium Wars

()   Loose gear

®  Mead Storage and Wailing Area
Some members of the Dawnguard wait around  in
this area,  which  is dominated  by the giant pillclrS

and  mead casks. There are a few books to read
and  a map of Skyrim,  and  the spiral steps to the
south  lead to the very top of the fort.

s lead fo the exterior

ng fable and ro
blets, this is the place to

#  cooking spit

eeingELi  workshop and Troll  Pens
Gunmar,  Sorine Jurard,  and  Florentius  Baenius  all
use this arecl to further the  Dawnguard/s chances
at victory. There are several Grafting stations here,
as well as a Troll  Pen  (once Gunmar is  brought
into the  Dawnguard  fold)  where you can hire
an Armored Troll companion for 500 gold ancl

practice your archery at a small range.
()  Alchemy Lab

S  Arcane  Enchanter

§  Loose gear

Room and Tor
lsran sleeps here, which  may
reasons why his personality
torture room  is nexHo his be

i':,i  chest

S   Iron  Ingot (3)

RERE   Luvish  Bedroom
This bedroom can  be yours if you side with the
Dawnguard and put an end to Lord Harkon,s
schemes. There are weapon racks, a dummy, and
a comfy bed here.

¢  Loose gear

§   steel  Ingot (5)

ffiffii  (aye to Drop Dead Falls

ife Dqyspring (onyon
(Fort Dawnguqrd Towers)

The upper crenellations overlooking  Dayspring
Canyon are all accessible from the spiral
staircases  inside the  fort.

ffiRE   Doors to  Fort Dawnguord  (Interior)

®  North Towe"nd (renellations
This exterior battlement has a couple of books,
Dawnguard equipment and weapons, a coin

purse,  and an empty chest.

§   Loose Gear

ffiEN   Doors to  Fort Downguqrd  (I

ffi#  south Tows"nd (renelluli
This exterior battlement has some st
where Dawnguard equipment, a scr
and a book or two can be found.

§  Loose Gear

?   potions

.ife; Doors to Fort Dqwnguard (ln

ffiB  upper Buttlements
The highest exterior location  in  Dayspring Canyon
is atop the fort.  Roam the battlements to find
several fine pieces of Dawnguard equipment
and weapons, two chests (one is empty)/ and the
following:

§  chest

§  Grindstone

(i  Loose gear

f)  Tanning  Rack

Related Quests

None

Recommended Level: 8

Faction:  Downguard

Dangers

Bear Trap

Dart Trap

Spear Trap

Puzzle
Pressure Plates

Miscellaneous

Chest

Corundum Ore
Vein

Loose Gear

Potions

Deud  Drop Falls

This series of increasingly impressive  natural
cc]verns starts with a  plunge down a waterfall
hole. There are numerous wclyS to test your
Crossbow-aiming  throughout this  location,  which
is one of the ways the Dawnguard utilize this cave
complex.

ffiB  Exit to Fort Dqwnguard
This leads back into the natural cavern and the
Armored Troll  pens area of Fort Dawn!

®  Drop Dead Falls (avem and
(Upper and  Lower)

Upper:  Water from the Velothi Mountains fumbles
down a subterranean waterfall that dominates this
cavern. The only way forward,  is down,  into the
hole the cascading water has fo
chest on the raised  bank to the

ed.  Note the
lose to the

exit door (D),.  scramble up or grab the chest on

ower: The lower grotto area is a large pool of
water with  natural  pillars supporting the cavern
above. There are two exits (to the north and west),
but to fully explore this cave system,  head  north

(as you'll find your way blocked at the top of
Location  8  if you go west).

®  lsrtin's cflthedml: Eflslem
Known colloquially as lsran,s Cathe
the leader of the Dawnguard who discover
this cavernous chamber),  the ground level is
comprised of a winding  natural path of bridges
up from a  ruined  ietry.  Note the chest behind th
massive columns at the water's level,  over on th
western  perimeter of This chamber.  Watch for a
bear trap (a Skeeyer didn,I)-the pressure plate
and dart trap on the top of the first bride
head  northeast. Turn  right (south), watchi
trip wire near the table with the empty che

(which  launches spears at you). There's a s
trip wire to the  left (north)  that triggers

§  chest                            §  Danger!

§   Danger!  BearTrap   i?  Danger!  S



Deac! Drop Mine

S  The Dead Drop Sin
This  massive,  ancient sinkhole  is accessible
from  LoccltiOn  1 ,  but access to the mine  is

available from the mine itself,  as you  need to
activate a lever to open the portcullis in the upper
tunnel. There's a second  lever leading to a secret
wall  section that opens,  clllOWing  access back tO
Location  i, above the waterfall drop/  so you can
leave. There's  nothing  but a  dangerous drop (and
a  ledge running  around the perimeter)  here.

ffiB  secret Door to Dead  Drop WqterfuII
and Grotto

[DB.02] LqsI Vigil

;

ffiRE   Isran,s (uthedml: Northern  Bridge
Farther along  the ascending  natural  bridges
is a group of wooden  bridges that test your
elementary puzzle-solving skills.  There,s a lever
on  the left that raises one of the bridges but not
the other,. either way you,re left with a gap you
can,t cross.

Puzzle solution: Tclke the Steel bolls  (Or
use your own arrows), and fire at the forget
hanging  from the huge stalagmite to the south.
This raises  (or lowers,  depending on where the
lever  is  positioned)  both  bridges.  lf both  bridges
are  raised,  use the  lever to  lower them  before
crossing.

Puzzle solution: At the second, romped
bridge,  pull  the  lever to  lower  it,  which  also
lowers the exit portcullis to  Location  4.  Move
to the portcullis,  turn around  to face south,  and
fire an  arrow or bolt at the second target to the
south,  raising  both  bridge and  portcullis  so you
can  escape.  But wait!  Step under the first open

portcullis to a  second one.  Turn around and fire at
the target again,  raising  the second  portcullis and
lowering  the first.  Then  step  into  Location  4.

§  Loose gear

®  portcullis Puzzle (owe
Ahead (north)  of you  is a  closed  portcullis,  three

ates on the floor (one with  the book
Taste on  it),  and  one above the

There,s steel bolts on the barrel  if you,re
on  crossbow ammunition.

All four pressure plates need to be
this to happen,  simply place any
the food  From  the bc)rrel  or  large
n)  on each  of the two pressure

ou can,I stand  on. Then fire an arrow
ourth  plc]te above the  port.cullis  (while

g on the third,  or positioning another item
on  it)  to open  it`

Loose gear

' MW?j8

#engiv   Miners, Supply (owe

Head up the corriclor from  Location
to fire atfhe fa

4, pausing
the wooden support

step info a

Wart.lor

Recommended Level: 80+

Related Quests                               Hflbilation: Miner/s

SideQuest:  The Ebony        (amp

The Ebony
Warr'|or

Miscelluneo

OTE       This location replaces
Secondary

Miller,S  [OI

Moonfuins.

segear        TheEbofly
The vicious blizzards that race across the
snow-swept peaks above the Rift have kille
half buried a lone miner.  Nearby are two
attack with your pickaxe  (or use the one

ffiB  Door to Dead Drop Ftills

ee  Mine Face
Check the table and straw for Corundum Ore and
Ingots.  Mine the veins  here  if you  wish.

§  corundum ore vein

®  southern Po
There's some Iron  lug
crossbcws, anc] a COPy of a saucy read-
The Sultry Argonian  Bard, v1 -on the upper

platform where miners used  to sleep.  Below is a
storage shelving area with  many ingredients and
a copy of The Aetherium Wars  (which starts Side
Quest:  Los"o the Ages).

\?  Book: The Aetherium Wars

§`   Loose gear                        §   Potions

ffiB  Door lo Dead Drop Falls

Tf_e  SLde= £c=,Ji:a  `../

s-icy--RT~in

Go west from the miner to find a  Skill Book lying
near the skeletal  remains of another unfortunate
soul.  This windswept  plcICe Of COntemPlariOn  iS  the

last vigil of an  epic and  powerful adventurer known
as the Ebony Warrior.  lt is here that-assuming the
Side Quest in  question  is cICtiVe-you  face him  in
ferocious  mortal combat.  Although  his attire  isn't
unique,  it is  of the  highest quality.

^v   Ebony Armor of Regeneration

§   Ebony Boots of Frost Suppression

iv\   Ebony Bow of Winter

§   Ebony Gauntlets of Extreme Wielding

#   Ebony Helmet of Waterbreathing
(:,.   Ebony Shield  of Fire Suppression

(:)   Ebony Sword of the Vampire

§  Necklace of Shock Suppression

(?   potion  of vigorous  Healing  (5)

(?   Ring  of Peerless Wielding

\jv\   skill  Book  [Deslruction]:  The Art of War Magic

§  Moonstone Ore Vein

(,i,   Quicksilver Ore Vein
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©   mlNOR SPOILERS

The land of Skyrim  brims with wondrous  locales, yet some areas cannot easily be linked to any one Hold.  In  fact,  certain
areas can't even  be said to exist within  the confines of reality!  From traveling caravans to the mind of a demented
Emperor,  all  unusual and otherworldly locations are covered  here,  in  ,,Other Realms."

Servi(es

Followers/Hirelings:  [l /47]

Houses for Sole:  [0/5]

Marriage Prospects:  [0/62]

Skill Trainers:  [4/50]

Alchemy:  [0/3]

Alteration:  [0/3]

Archery..  [0/3]

Block:  [0/2]

Coniuroh'on:  [0/3]

Destruction:  [0/3]

Enchanting:  [0/2]

Heavy Armor:  [0/3]

Illusion:  [0/2]

Light Armor:  [0/3]

Lockpitking:  [l/2]

One-Handed:  [0/3]

Pickpockch  [1/3]

Restoration:  [0/3]

Smithing:  [0/3]

Sneak:  [1/3]

Spec(h:  [1/4]

Two-Handed:  [0/2]

Traders  [7/1 33]:

Apothecary:  [0/1 2]

BorTender:  [0/5]

Blacksmith:  [0/33]

Corrioge  Driver:  [0/5]

Fence:  [4/10]

Fletcher:  [0/3]

Food Vendor:  [0/9]

General  Goods:  [3/1 9]

Innkeeper:  [0/1 5]

Jeweler:  [0/2]

Special:  [0/3]

Spell Vendor:  [0/1 2]

Stoblemoster:  [0/5]

(ollectibles

(optured (litters:  [0/5]

Dragon  Claws:  [1/1 0]

Dragon  Priest Masks:  [1/1 0]

Larceny Targets:  [0/7]

Skill  Books:  [6/I 80]

Alchemy:  [1/1 0]

Alteration:  [0/1 0]

Archery:  [0/1 0]

Block:  [1/10]

Coniurotion:  [0/1 0]

Destruch'on:  [0/1 0]

Enchanting:  [0/1 0]

Heavy Armor:  [1/1 0]

Illusion:  [0/1 0]

Light Armor:  [0/1 0]

Lo(kpicking:  [1/1 0]

One.Handed:  [0/1 0]

Pickpocket:  [0/1 0]

Restorofion:  [0/1 0]

Smithing:  [1/1 0]

Sneak:  [0/1 0]

Speech:  [1/lO]

Two.Handed:  [0/1 0]

Treasure Mops:  [0/1 1]

unique Weapons:  [2/80]

Unique  Items:

llnusuol Gem

Special Objects

Shrines:  [0/69]

Akotosh:  [0/6]

Arkoy:  [0/1 2]

Dibello:  [0/8]

Julionos:  [0/5]

Kynoreth:  [0/6]

Moro:  [0/5]

Stendorr:  [0/5]

Tolos:  [0/1 7]

Zenithor:  [0/5]

Standing Stones:  [0/1 3]

Word  Walls:  [1/42]

Animal Allegiance:  [0/3]

Aura Whisper:  [0/3]

[DG.i 2]  Forgotten Vole

Become  Ethereal:  [0/3]

Disarm:  [0/3]

Dismaying Shout  [0/3]

Elemental  Fury:  [0/3]

Fire Breath:  [0/2]

Frost Breath:  [0/3]

lee Form:  [0/3]

Kyneis Pea(e:  [0/3]

Marked for Death:  [0/3]

Slow Time:  [0/3]

Storm (all:  [1/3]

Throw Voice:  [0/1]

Unrelenfl'ng  Force:  [0/1 I

Whirlwind Sprint:  [0/2]

OVERVIEW      AVAILABLE  SERVICES,  CRAFTING,  AND COLLECTIBLES
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Total-6

[1 0.00]  Khoiiit  Corovqns  (3)

[1 0.Ol]  Azure,s Star

[l 0.02]  Blockreoch

[1 0.03]  Blue  Poloce  Pelogius  Wing

[l 0.04]  Jophet's  Folly

[l 0.05]  Skuldofn

[l 0.06]  Sovngorde

ife [lo.oo] KhuiiiI Camvans

?
?

}

*

Reloled Quests

Dark Brotherhood Quest:  Side Conlrc]ct:
Ma,randruio
Thieves Guild Radiant Quest:  Moon  Sugar
Rush*  (Ri'saad)

Miscellaneous Objective:  New Moon*  (Khario)

Hqbilation: Spe(iql

Ahkari  (General  Store Vendor,. Trainer:
Journeyman)

Atahbah  (Fence)

Dro'marash  (Trainer:  Speech)

Khario  (Follower)

Khayla  (Trainer:  Sneak)

Ma'dran  (Fence,. General Store Vendor)

Ma'ihad  (Fence; Trainer:  Lockpicking)

Ma,randru-io

Ra,zhinda

Ri'saad  (Fence,. General  Store Vendor)

Zaynabi  (Fence)

Services

Follower:  Khario  [47/47]

Trader  (Fence):  Ri'saad  [7/I O]

Trader  (Fence):  Afahba  [8/1 O]

Trader  (Fence):  Ma'iahad  [9/1 O]

Trader  (Fence):  Zaynabi  Ilo/1O]

Trader (General Store Vendor):  Ri'saad

[17/19]

Weapons, Apparel,  Potions,  Food,
Ingredients,  Misc

Trader (General  Store Vendor):  Ahkari  [1 8/1 9]

Weapons, Apparel,  Potions,  Food,
Ingredients,  Misc

Trader  (General  Store Vendor):  Ma,dran

[19/19]
Weapons, Apparel,  Potions,  Food,

Ingredients,  Misc

Trainer  (Lockpicking:  Expert):  Ma'ihad  [2/2]

Trainer  (Pickpocket: Journeyman):  Ahkari  [3/3]

Trainer  (Sneak: Journeyman):  Khayla  [3/3]

Trainer  (Speech: Journeyman  1 ):  Dro'marash

[4/4]

mfting
Tanning  Rack

~98O^'-

(ollettibles

Chest(s)

Potions

Loose gear

Three  Khaiiit caravans wander Skyrim,  traveling
from town to town and offering various goods and
services.  Each caravan  is made up of an owner
and  his entourage,  and each caravan travels  its
own  route between  two  major cities.  Carc]vans

will  pause to do business with you while on the
move but are more commonly found outside of
Skyrim,s larger capital cities,  where they make
camp for brief periods.  Befriending each of the
three sa\ny caravan owners can lead to special
benefitsI

Ri,sqod/s (qrtlvan
Ri,saad  is the patriarch of the  Khaiiit caravan
merchants.  He,s the richest of the three and enjoys
the best trade route,  with exclusive contracts
among  Skyrim,s wealthiest cities.  Ri,saad/s  route
takes him from Markarth  [5.00]  to Whiterun

[6.00]  and  back again.  Ri,saad offers a fine
selection of wares,  and  Khaylo can train you to
be more stealthy.

()   Grafting:  Tanning  Rack

Ahkori,s (qrqvan
Ahkari  has the  monopoly on the north-south
Dawnstar  [3.00]  to Riften  [9.OO]  run-a very

profitable passage.  Speak with Ahkari to buy
and sell a variety of goods or to receive training
lessons  in  Pickpocket.  Dro,marash  can  help you
hone your Speech  skill,  while  Khario will  offer to
serve as a  Follower after you do  him a  special
favor..

Mo,drqn,s (oravon
Ma,dran used to be the poorest of the three
Khaiiit merchants.  Now,  with the advent of the
Civil \^/ar,  his  business  is booming.  Ma,dram,s

primary goods are weapons and armor, which
are in  high demand.  Speak with Ma,dram  to

purchase some fresh gear, or pay Ma'ihad to help
you  improve your Lockpicking skill.

()  Ma,dran,a  route is  unique in that he shares

a common  stop with  Ri,saad/s caravan:

Windhelm  [7.00].  However, Ma,dran,s
route runs from Windhelm  [7.OO]  to Solitude

[l.OO]  instead  c)i to Markarth  [5.00].

ife [lo.ol] Azura,s Slat

Related Ouesls

Daedric Quest: The Black Star

Recommended  Level: 6

Dungeon: Special

Dremora Churl

Malyn Varen

The   3_,_..e-~ JSc=c1-a   ``,

sirylit_in

(ollettibles
Unique  ltem:  Azura's Star  [36/1  12]

Unique Item:  Black Star  [26/1  12]

Area  ls Locked  (quest required)

Azura's Star is a  unique location that's visited
only during  Daedric Quest: The  Black Star.  lt is,  in
fact,  the interior of the Star of Azura,  the Daedric
artifact you seek to  recover during the quest. The

person you  seek out to assist you  in  repairing  the
Broken  Star of Azura  determines the reward you'll
receive at the quest,s end:  You get Azura,s Star

(an  infinite Grand  Soul  Gem)  if you  turn  to Aranea
lenith,  and you  get the  Black Star  (an  infinite  Black

Soul Gem)  if you seek out Nelacar.  Regardless of
which  person you turn  to, you'll end  up entering
the star and chasing the nefarious Mayln Varen
down a winding/  crystalline pathway.  Dremora
will attempt to intercept you along  the way.  Defeat
Varen when you  reach the bottom to purify the
star and claim a very valuable keepsake.

REP [l o.o2] Blackreach

Related Quests

Mclin  Quest:  Elder  Knowledge

Daedric Quest:  Discerning the Transmundane

Side Quest:  A Return  to Your Roots

Dungeon Activity

Recommended  Level:  1 8

Dungeon: Dwarven (ity

Chaurus

Dwarven Sphere

Dwarven Spider

Giant

Falmer

Falmer Servant

Frost Troll

Frostbite Spider

Wisp

Wispmother

(rofling
Alchemy Lab

Arcane  Enchanter

Workbench

Dangers
Dwarven  Ballista  Trap  (lever)

Dwarven Thresher Trap  (pressure plate)

Dwarven  Thresher Trap  (lever)

Swinging  Blade Trap  (pressure plates/lever)

Puzzles

Button  Puzzle

4TL!,..,I:1 i?F  f`i:YR!it£':  BLACKREACH  AND  OTHER  REALMS
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Underground (onnettions

Alftand  [4.1 3]

Blackreach  Elevator  (Alfrand)  [3.26]

Blackreach  Elevator (Raldbthar)  [3.33]

Mzinchaleft  [2. I 8]

Mzinchalefr Exterior  [2. 1 8]

Raldbthar [3.32l

Tower of Mzark [3.15]

Quest Items

Crimson  Nirnroot

Elder Scroll

Runed  Lexicon

(ollectibles

Skill  Book  [Alchemy]:  De  Rerum  Dirennis

Skill  Book  [Block]:  Warrior

Skill  Book [Heavy Armor]:  292O, MidYear, y6

Skill  Book [Smithing]:  The Armorer,s Challenge

Skill  Book [Speech]: A Dclnce  in  Fire,  v6

ArecI  Is Locked  (quest required)

Chests

Potions

loose gear
Mneable ore (Co

® Crimson Nirnro®t

The dwarves, capital city of Blackreach  has been
abandoned for ages and now serves as home to vicious
Falmer. This great subterranean  metropolis houses many
secrets for those brave enough to probe its depths.
Blackreach  features  multiple access elevators,  but your
first visit occurs during  Daedric  Quest:  Discerning  the
Transmundane,  in which  you  will  likely travel through
AIfrand  [4. 1 3].  Therefore,  the first time you enter
Blackreach,  you,ll  find yourself at [B],  unless you  chose
one of the alternate routes.

Once you,ve accessed Blackreach, you may use
any of the city,s elevators to return to the surface.  Some
elevators connect to major dwarven  ruins across Skyrim,
such as  Raldbthar  [3.32]  in the Pale.  Others simply lead
to lone elevator towers that stand  in the wilderness.  Ride
each of Blackreach/s elevators to open more and more
surface connections to BIackreach-this  makes moving to
and  from the great hidden city much easier.

PRIMARY LOCATIONS
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The terrain  of Blackreach  becomes tumultuous
around the edges of the cavern  but is otherwise

quite level and easy.  Expect to face a  blend of
dwarven security units,  Falmer, and various cave
dwellers like the Chaurus and  Frostbite Spider.
Encounters with other,  more  powerful creatures
such as trolls and giants are rare.

Aside from exploring  the Tower of Mzclrk

[lO]  as part of the  "Discerning  the Transmundane,,
quest, you  may also collect special Crimson
Nirnroots as part of Side Quest:  A Return  to Your
Roots.  Around 5O of these special  red  plants grow
throughout BIackreach.  Many are labeled on the
map provided  here in this guide,  while others
are found  inside of Blackreach/s  interior  points

of interest.  Use this resource to track them down,
then  pinpoint their  locations  by the  soft ringing
sound each  plant produces.  Collect the requisite
number of Crimson  Nirnroot pants to advance the

quest.

ffiB  ExiHo Mzinchqlefr Gatehouse [2.I 8]

ffiB  Elevator to AIfrqmd (athedrqI [4.1 3]

©  Exi"o Blqckreoch EIevator
(Rqldbthqr) [3.33]

ffiB   Exit to BIockreach EIevator (Alftond)
[3.26]

ffiB  Elevator to Roldbthur Deep Market
[3.32]

ffiB  ExiHo Great Lift A"zincholefr
[2.19]

ffiJife  Reeking Tower
Scale a  rocky slope to reach this tall  northern
tower, then circle around to locate  its door.  Enter
and  slay a  handful of overgrown Frostbite Spiders
on your way to the far elevator, which takes

you  back out to BIackreach.  You'll  find yourself
standing  near a  neighboring  fewer to the one

you entered.  Slay a few more spiders out here to
cleanse this  place.

©  sinderion,s Field Lobomtory
This  small  lab  is  likely to be your first stop  in

Blackreach.  Claim  plenty of loot here and  use
the crafting  stations to prepare yourself for the
dangers that lurk  in  the dark.  lf you  are  planning
on a  long  exploration of Blackreach,  this  is a

great place to use as a  base camp.  Inspect the
remains of Sinderion  to acquire  his  informative

journal and obtain a  new quest that involves
collecting Crimson  Nirnroot from around
Blackreach.

¬?  crafring: Alchemy Lab,  Arcane Enchanter,

Workbench

§  crimson  Nirnroot

()   skill  Book [Alchemy]:  De  Rerum  Dirennis

()  chests  (2)

(!   Knapsack

()  Apothecary,s Satchel

i/   potions

EHH

©  silent Ruin
Enter this  small  chamber to obtain  a  Skill  Book

and  some Crimson  Nirnroot,  but avoid the

pressure plate  near the throne.

(?,   Danger!  Dwarven  Thresher Trap  (pressure

plate)

()   crimson  Nirnroot

¢   skill  Book  [Block]:  Warrior

¢  chest

©  Hall of Rumination
The  Hall  of Rumination  is one of three structures

located at Blackreach's city center.  Several  lowly
Falmer and  Falmer Servants  mill  about the  main
chamber.  Slay them and then  notice a gate
that you can,t seem to open.  Pull a  lever on  the
balcony to the east of the gate to open  it,  but
head through the  nearby east doors first to secure
a sleeping area and a  room with a chest.  Now

go through the west gate and head  upstairs to
discover another chest.  Take the nearby elevator
up to a  high exterior balcony/  looping  around to
discover,some Crimson  Nirnroot outside.

fv,;   crimson  Nirnroot

i)   chests  (2)

ffiEN   pumping stolion
Exit the  Debate Hall  [6]  via  its  northeast door and
cross a walkway to enter this small workshop.
The Pumping  Station  connects to the  Silent City
Catacombs  [7]  and  houses a  handful  of poorly
armed  Falmer Servants.  Exit through  the  northeast
door so you  may reenter via the northwest door
and clccess a chest on the west balcony.

(:)   chest

cais,,?   Debofe Hall
Plenty of Falmer and  Falmer Servclnts  lurk within
the  Debate Hall. The main attraction  here is
the Skill  Book that lies on a small table near a
skeleton  in  the east alcove.

"::,.   skill  Book  [Speech]:  A Don

givii  silent City Cotqcombs
Nab some Crimson  Nirnroot on your way into this
sewer network,  which  lies  just east of Blackreach/s
city center.  Slay a  Falmer and loot a chest in the
first hall,  then  jump the  pairs of pressure  plates  in
the  hc]ll  that Follow,  or use the lever  in  the  nook
beyond the gate to trigger the blades and slice up
any patrolling  enemies.  Proceed  until you  reach a
watery chamber, then dive underwater to locate
three submerged chests.  Proceed through the
next passage and slay another Falmer to obtain
a  useful  key. Make your way through the south
door to reach the final room, where you find  more
Falmer and a door that connects to Blackreach/s
Pumping  Station  [5].

I,3   Danger!  Swinging  Blade Trap  (pressure

plates/lever)

(:'.   crimson  Nirnroot

(3   shamc]n's  Key  (Falmer)

(:)   chests  (4)

Trc.   Fitf.t.f 8c:.ci:_.:   ''J
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©  war Quarters
This smclll area  sports plenty of beds to rest upon.
Complete your circuit through the War Quarters
to locate a  pair of chests on the entry room,s
balcony.

/v`   chests  (2)

®  Farm Overseer,s House
This small abode offers you a  place to rest and

plenty of worthy plunder.

(3,   chest (Locked:  Novice)

"\)   chest  (Locked:  Adept)

!,   potions

()   Loose gear

©  Tower of Mzark
This giant tower stands south of Blackreach's city
center and  houses an  item of tremendous  power.
Ride up the elevator,  then  raid a couple of locked
chests and  inspecta  Skill  Book  in  the  room  at
which you  arrive.  Scale a winding  ramp to locclte
the remains of Drokt-read the nearby journal
for some insight.  Scale the remainder of the ramp
to  reach  a  control  panel.  Insert the  Blank Lexicon
into the  Lexicon  Receptacle,  then  press  the third
button  from  the  left until  the second  button  from
the left becomes active.  Now press the second
button  from  the  left until  the first button  on  the  left
becomes active.  Press this  button  until all  of the
buttons deactivate.  Collect the Transcribed  Lexicon
from the Lexicon  Receptacle and approach the
central  mechanism  to obtain the  mysterious Elder
Scroll.  Proceed through the nearby door and
use the elevator beyond to quickly return to the
surface of Skyrim.

:`,   Elder  Scroll

c,:.   Runed  Lexicon

"\?)   skill  Book  [Smithing]:  The Armorer,s

Challenge

":)   chests  (Locked:  Novice)  (2)

(:)   potions

":v`,   Loose  gear

{ffiae,i   Derelitl Pumphouse
Destroy a dangerous Dwarven Spider here, then
loot a chest that,s affixed to the wall.  Another
chest lies underwater,.  jump the pipes and  turn a
submerged valve to access the chest, then surface
for a  moment to snag  some Crimson  Nirnroot
before turning  another valve to escape the water.

"t,,  crimson  Nirnroot

"\/,\,   chest

"\?,   chest  (Locked:  Adept)

Other  BIqckreoch  Locations

The following  sites don't have quite as  much

going on as the aforementioned  locations but are
still  worth  exploring:

en  overpass
This overpass was presumably used to  monitor the
travel of workers to and from the city.

-i,L~   ;.    :   =i'`ijf'','.a   BLACKREACH  AND  OTHER  REALMS
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ffiRE  wispmother Encounter
Beware of this clearing'  where wisps flutter abouL
A dangerous Wispmother will attack if you draw
near. Crimson  Nirnroof grows by the planks that
span the nearby stream to the east.

a  crimson  Nirnroot

ffiB  Guard Towers
Dwarven soldiers likely watched from these towers
as workers traveled to and from the city.

GB  Fungus Field
Blackreach/s giant glowing  mushrooms are

growing  strong  here.  Find some Crimson  Nirnroot
growing  near the pipes to the  north.

¬;   crimson  Nirnroot

diRE  sleeping (hourus
Get the drop on cI  Pair Of giant,  Snoozing
Chaurus  by sneaking  up to this site.

ffiB   BIo(kreoch (ily: Maim Gate
The gate to the dwarves, capital city lies here,
allowing  entry from  the south.

ffiB   Blockreach Arena
lt is assumed that Falmer would  have been  made
to Fight af the  small arena  located  here.  Pulling
the nearby lever causes a  lethal spinning  blclde
to  stick up from  the arena's floor.  Collect the Skill
Book that rests on the nearby stone table.

()   Danger!  Dwarven Thresher Trap  (lever)

f;   skill  Book [Heavy Armor]:  292O,  MidYear,

v6

@  Troll Den
A pair of vicious Frost Trolls guard a  sprig  of
Crimson  Nirnroot on a  high  ledge here.

§  crimson  Nirnrool

GB  shrine
Find a bit of loot at the small  shrine near the water
down here, but beware of a Dwarven Sphere that
emerges from the wall.

§  crimson Nimroot

i/  potions

G5)  Folmer Mining (qmp
Dispatch a handful of dangerous Falmer here so

you  may raid  the chests that they guard.  lf you
like,  mine some Corundum  Ore from the vein  near
the leader,s font.  Crimson  Nirnroot grows by the
water.

(?   crimson  Nirnroot

()   chests  (2)

§  Mineable ore  (Corundum)

ffiB  vulthuryol,s Gong
Notice the huge glowing orb floating above the
Silent City at the center of Blackrec]ch?   Hit this
distant target with your Unrelenting  Force Shout
and you,ll summon the dragon Vulthuryol, who
will  soar outof his  hidden  lairto rain fire  upon  the
city before setting down on the southern road.

0.03] Blue Paltite
elq9iUS Wing

Related Ouesls
Daedric Quest:  The Mind of Madness

Recommended  Level: 8

Dungeon: Special

Sheogorath

Pelagius the Mad

(ollecfibles

Skill  Book  [Lockpicking]:  Surfeit of Thieves

[C2/1 0]
Unique Weapon: Wabbaiack [72/80]
Area  ls  Locked  (quest required)

This special  section  of the  Blue  Palace  in
Solitude  [1.OO]  remains  locked  at all  times and
is accessible only during  Daedric Quest:  The
Mind of Madness.  After a  brief exploration of the
long-unused wing, you're soon whisked away
to unfamiliar surroundings-the deceptively
verdant mind  of Emperor Pelagius  lll!  Speak with
Sheogorclth to advance the quest and receive a
unique weapon called the Wabbaiack-this is the
only thing you can take with you when you  leave
this  unusual  place.

Travel down each of the three
encounter three very unusual  situation
reflection of Pelagius,s warped  psyche.  Use the
Wabbaiack to solve each of the situations as
follows:

Arena:  Shoot the spectating  soldiers on the
arena,s far side,  no"he combatants.

Pelagius the Tormented:  Shoot the sleeping
Emperor to spawn a  series of progressively
more dangerous foes.  Defea"hem all.

Pelogius vs. Pelogius:  Shoot the smaller version
of Pelagius  (named  wConfidence")  to  make
it grow.  Shoot the Imperial Soldier named
Anger,,  to  shrink it,  Ensure thclt Pelagius,s

Confidence  is as large as can  be,  then  shoot
the two specters of Self-Doubt that eventually
appear to vanquish them.

Once you,ve returned  from  Pelagius,s
frightening  mind,  continue your search a
Pelagius Wing  to discover a Skill  Book a
crates downstairs.

[]0.04] Japhel's Folly

Related Ouesls

Side Quest:  Rise  in  the  East

Dungeon: Bandit (amp

Blood  Horker

Haldyn

MudcrQb

(rotting
Arcane Enchanter

Dangers

Swinging  Spears  (pressure plate)

Area  ls Locked  (quest required)

Chests

Potions

Loose gear

Japhet,s  Folly  is a  special  island that only be
reached  only by ship.  You visit Japhet's  Folly
during  Side Quest:  Rise  in  the  East,  with the goal
of slaying a dangerous mage named  Haldyn,
who,s raised an  impressive pirate base here.

Once you arrive at Japhet,s Folly,  leap from

your ship and cross the broken  ice,  heading for
the tower that stands atop the nearby glacier.
You can,I actually reach the tower-follow your
objective marker to locate the entrance to a  small
cave  instead.

Sea (ove
"Kill  a  few Mudcrclb  in the Watery Cave,  CInd OPen

a chest in the first cavern.  Slay a  lone Blood
Horker bandit in the stone room you  soon  reach.
Loot a second chest here, then grab the potions
on the shelves before heading  upstc]irs to the
Japhet,s  Folly Towers.

!\  chests  (2)              §   Potions

Japhel,s Folly Towers
Avoid a  pressure plate on the first landing as

you go upstairs.  Eliminate a couple of Blood
Horker guards, then raid a chest as you cross a
long  hall to reach a  neighboring tower.  lf you
like, go downstairs to face a few more guards
and discover more loot,  including a  lockecI
chest.  Unlock the Expert-level door down here to
discover the final resting  place of Japhet,  whose
remains  lie next to an  informative journal ant)
a  large chest.  Go upstairs to slay Haldyn,  raid
his chest,  and collect the key he carries.  Then
backtrack downstairs and  use the Japhet's Folly
Key to open the door in the connecting corridor,
which  leads outside.

?/   Danger!  Swinging  Spears (pressure plate)

§  crafring: Arcane Enchanter

"/,)  Japhet,s  Folly Key  (Haldyn)

§  chests  (2)

()  chest (Locked: Apprentice)

()   chest (Locked:  Expert)

§   potions

i:i   Loose gear

PRIMARY LOCATIONS
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Jophet's Folly (Exterior)
Step outside to find the  island  being  bombarded  by
cannon fire-your associates tire doing their Part!  Slay
the odd guard and  loot a lone chest as you navigate
the embattled encampment,  but don,I stray too far
from the main  path or you  may be struck by friendly
fire.  Dispatch the final group of pirates down  by the
docks,  then  speak with Adelasia Vendicci to complete

your quest and shove off.

(!\   chest

ife [TO.05] Skuldafn

Related Quests

Main  Quest.. The World-Eater,s Eyrie

Side Quest:  Masks of the Dragon  Priests*

Recommended Level: 24

Dungeon:  Dmgon Priest Lair

Dragon

Draugr

Frostbite Spider

Nahkriin

Dangers

Dart Trap  (pressure plates)

Oil  Lamp Trap  (pressure plate)

Oil  Pool Trap

Puzzles

Nordic  Puzzle Door (Diamond Claw)

Nordic  Pillars  I

Nordic  Pillars  ll

(olleclibles

Dragon CIaw:  Diamond Claw  Ilo/1O]

Dragon  Priest Mask:  Nahkriin  Ilo/10]

Spetiol Obiecls

Word Wall:  Storm Call  [3/3]

Area  ls  Locked  (quest required)

Chest(s)

Potions

Loose gear

Skuldafn  is a  special  location  that lies  just outside the
bounds of Skyrim,s  ninth  Hold,  the  Rift.  Once you,ve
advanced to Main Quest: The World-Eater,s Eyrie, you,re
able to visit Skuldafn  by flying on the back of a dragon.
Your goal  is to access Skuldafn,a portal to Sovngarde

[1 0`O6],  the legendary underworld of the  Nords.

Skuldqfn (Exterior)

Odahviing (lo Skyrim)

@i±  Bridge Entrqn(e
Slay a dragon that ambushes you  in Skuldclfn,s large
exterior ruins,  while simultaneously bottling  multiple  Draugr.

Tfe  5.i.`e_- i+C:-C.i.i  i
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rferfe;ffife`   Ruined Tower

Climb an openrair tower to locate a chest beyond
the east stairs, then slay more Draugr as you scale
the north stairs that follow.

REIN  Temple Wtilkways
lf you like,  loop around to visit lhe North Tower,
and raid the exterior chest on the fable atop the
south  steps,  before entering Skuldafn Temple.

§  chests (2)

®  skuldafn south Tower
This simple tower teems with  Draugr,  but there,s a
chest upstairs.

i!  chest

®  skuldofn North Tower
The  North Tower's  similar fo  its twin-full  of
undead and  housing  a chest on  its upper level.
Head outside through  the upstairs door and
reenter the tower via the other balcony door to
discover a  second chest in a small alcove.

§  chests  (2)

ffiB  Door to Skuldafn Temple

Skuldafn Temple (Interior: Section  I)

ffiB  Door to Skuldafn

®   EntryHoll
legendary portal to Sovngarde is housed

temple.  Bewclre of pressure plate traps

portcullis,  th beyond- Change
he central  pillar again so that its Snake glyph  is
acing the portcullises,. then  pull the lever a second
rime lo open the Snake portcullis and advance.

?eslng©   Draugr (rypl

Loot another chest at the bottom of the following
chamber,  then cut through  Frostbite Spiders on

your way to another room with a second Nordic
Pillars  Puzzle.  Fir\d  a  fourth  chest here.

®i  puzzle (homber ll
Solve the simple puzzle

pillars so that the bottom
while the upper two show
matching the glyphs on the
Pull  the lever to  lower the
deeper into the temple'

§   Dclnger!  Dart Trap  (pressure  plot

lo Skuldafn Temple

Loop arouncl the entry room,  a

your way to a stairwell.

®  spirtiI Steps
Beware the pressure plate  neclr the SfairWell-
stepping  on  it causes a  hanging  lamp to fall an
ignite the oily floor, while also causing arrows to Fly
out from the far wall!  Go upstairs and raid a chest
near more oil and another hanging  lamp.

®  oily Hall
Pull the nearby lever to open the north portcullis
and sack another chest on your way down an oily
hall, but beware another dangerous pressure plate.

ffi#  Nordic Puzzle Door
Kill a  powerful  Draugr in the passage the follows
to obtain the Diamond Claw, then use the claw to
open the nearby puzzle door (Fox, Moth,  DrclgOn).

®  word wall (homber
Approach the Word Wall that follows fo gain new

power, then proceed toward the door thclt leads
back outside to Skuldafn,s exterior,  swiping a few

potions from  a  small  embalming  chamber cllOng
the way.

§   Danger!  Dart Trap  (pressure plate),  Oil  Lamp
Trap,  Oil  Lamp Traps  (pressure  plates),  Oil

Pool Trap

§   Dragon Claw:  Diamond Claw [l

§  word wall: storm call [3/3]

¢  chests  (2)

§  potions

§  Loose gear

ffiB  Door to Skuldofn

Skuldofn (Exterior: Temple Ap

Door lo Skuldufn Temp

the Draugr outside the te
the wooden stairs of the w

a large chest a"he botto

S  porlol Threshold
Go back up and circle around the
may scale  its exterior stairs,

portal to Sovngarde.  Slay th
that guards this wondrous si

le  mask and  stclff.  I

ce the staff
Gather your courage a

Main Quest:  Sovngarde

Main Quest:  Dragonslayer

Main Quest:  Epilogue

Re(ommended Level: 24

Dungeon: Dragon  hair

Alduin

Erlendr  )

Felldir the Old

Gormlaith Golden-Hilt

Hakon One-Eye

Hero of Sovngarde

Hunroor

Imperial  Soldier

Jurgen Wndcaller

Nikulas

Stormcloak Soldier

Tsun

Ulfgar the  Unyielding

Ysgrclmor

Ared  ls  Locked  (quest required)

Sovngarde  is the storied  underworld of t
Nords-the place where the greatest Nord heroes
go when they die to enjoy an etemity of feasting

nd  merriment. The only way a  lMng  mortcll can

Sovngarde,s misty ex
Skies to prevent Alduin from devouring the souls
lost in  the  mist [they will aid you  in  the final  battle

gainst Alduin),  but don,t bother trying to aftac
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Related Ouesls

Dawnguard Main Quest:  Chasing  Echoes

Dawnguard Main Quest:  Beyond  Death

Side Quest..  Impatience of a Saint

Side Quest:  Durnehviir

Regional Activity: Arvak the Spectral Steed*

Regional Activity:  Dark Coniurations*

Regional Activity:  (Don,I Fear)  the  Reaper*

Regional Activity:  The Soul  Husk Merchant*

Regional Activity:  Valerica,s Concoction*

Regional  Activity:  The Whole Soul*

Recommended  Level:  1 3

Fa(lion:  Ideal Masters

Arvak                              Mistman

Boneman                       Morven  Stroud

Durnehviir                         Soul

Jiub                                    Valerica

Keeper                           Wrathmcm

Services

Special:  Morven  Stroud  (Special Vendor)

[DG1/l]  [DG&HF  8/23]

(mfting                                 Dangers
Alchemy Lab                           Ideal Masters Crystal

(ollectibles

Unique  Item:  Locket of SaintJiub  [DG12/17]

Miscellaneous

Area is  locked

Chest

Loose gear

Lots o' Gold

Potions cIPlenty

Topogmphical Overview
Among Ike countless planes of Oblivion,  the Soul Cclim has a particulctrly grim reputation, The plane of
undeafh  is filled with  lost, trapped, or accursec] souls,  bound to wander this place of clespair and anguish
for all eternity. The plane is ruled by mysterious beings known only as the lcleaI Masters and is protected
by their endless legions of undead Soul Guards_  lt is here that a powerful vampire named Valerica-
Serana's mother and Ike wife of Lord Harkon-has dwelt tor centuries in the colossal a_oliseum-like
structure known as the Boneyard.

For the purposes of this guide, we have divided the Soul Cairn  into three Parishes. The boundary lines
are  invisible and don,I show up during your adventure,. they have  been created to aid you  in  locating the
many small  points of interest and secrets fhclt the Soul Cairn  holds.  Here,s what to look for:

©Major tocotion: This is an area of the
Soul  Cairn  that is critically important to
Dawnguard Main Quest:  Beyond  Death.  These
are larger-scale  locations and  usually house a

particularly hardy foe or  impressive  revelation.

®,`Minor Lo¬olion: A section of the Soul
Cairn that is optional  to investigate. These may
be cls simple as waypoints to  use as landmarks
or buildings containing  one or  more of the
many secrets that the Soul Cairn  holds.

ln  addition  to flagged  locations,  the  following
areas and items are shown on the map and are
listed  here  (along  with  the  number available):

agr Arvak,s Sku" (I): The sku" of a spectral
horse you can  save as  part of Regional
Activity:  Arvak the  Spectral  Steed.

#ife Ideal Master Crysrdl (8): A strange,
floating crystal that saps your energy as you
enter its sphere of influence.  These crystals
are unbreakable and dangerous.  Combat
them with  potions  made by Valerica  (Regional
Activity:  Valerica's Concoction)  or  by
consuming  Soul  Husks  (see  below),  and  look
for cI  Chest under each  One.

i
2 Jiub's Opus (lO): The scattered pages of

a renowned  hero known as SaintJiub.  Gather
them  all as  part of Side Quest:  Impatience of
a Saint.

fry Lightning Athocfor (4): Place a Grand or
Greater Soul Gem  into the receptacle at this

point,  and  a  lightning  strike transforms  it into a
Black Soul  Gem.

ife parish  I : The Threshold
"s pathway leads from the portal to a large
barrier wall that separates the inner and outer

parts of the Cairn. This arecl  has fewer-foes and
less danger,  so explore  it first,  then search for the

gap  in the  Barrier Wall to proceed.  For quicker,
less terrifying  results,  stay on  the  path!

\i,
Rcoper Gem Frogmenls (3): Three

locations where you  may find fragments of the
EIdritch  Reaper Gem.

A Reaper,s Lair (1): The summoning  place
where you can call and fight the Reaper,  as

part of Regional  Activity:  (Don,I Fear)  the
Reaper.

EZ Spell Tome (3l: The Spell Tomes needed
to conjure Bonemen,  Mistmen,  clnd Wrathmen
are scattered throughout the Cairn. Their
locations are shown  here.

O Teleporter (9): A small circle of twisting  purple
light transports you to a  nearby location  (usually
c"ooftop).

ln addition  to the enemies you encounter and
collectibles to find,  there are three other items of
interest:

Arvak: From time to time, you  may see a
skeletal  horse with a  spectral  mane galloping
in  terror across this  realm.  This  is Arvak,  the
lost but loyal  steed.  Find  and  ride  him as

part of Regional Activity: Arvak the Spectral
Steed.*

Soul Husks:  Dotted  throughout the Soul
Cairn  (and  also found  in  some chests) are
Soul  Husks. These desiccated growlhs are
edible and are found  in your Fooc!  menu.
For ten  seconds, you gain  lO percent Magic
Resistance and are protected  from Soul  Drain
effects  (such as those of the Ideal  Masters).
Check the Regional Activities for more uses.

Soul Fissures: Throughout the Soul Cairn,

you can also find several gaping cracks  in
the earth with a  strange energy seeping from
them.  lfyou  have an  empty Soul Gem  in

your inventory,  interact with these fissures to
instantly fill the gem.  Each fissure can  be used
only once.

RE"aior Locations

ife [scl.l] porluI Io Volkihar Ruins
Related Quest:  Dawnguard Main Quest:
Beyond Death

This set of floating  stone steps leads to a  pulsating

portal  that leads back fo Valerica,s Laboratory,
back in  the Volkihar Ruins section  of Castle
Volkihar.  This  is the only entrance and exit to the
Soul Cairn,  and you can  return  here af any point
once Dawnguard Main Quest:  Beyond Death
begins.  Once opened,  it will  not close,  so you
can  return  to complete optional quests at your
discretion.

ADDITIONAL LOCATIONS
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ife9. Minor Locations

Bis [s{l.A] Pqlh oI Souls

This winding  pathway stretches out in a
northeasterly direction,  clll  the Way tO the
Boneyard  in  Parish  2.  The start of it has a  baleful,

ghostly figure standing on either side,  among the
dirt and stones.  Speak to them and  listen fo their
confused cries if you wish.

ife [scl.B] The Black Chapel

elated Quest:  Side Quest..  Impatience of a
Sclint

The first charcoal structure you,ll come across is
this chapel,  with tattered  banners flapping clnd a
mournful soul standing  at the bottom of the steps.
Shoot an arrow into each turquoise orb so the
bars at the chapel entrance recede. Then head
inside,  looking for one ofJiub/s  pages,  as well  as
the following:

f;  chest                                       \1  Loose gear

()  Jiub,s Opus  (Page  8H1/1O]

ife [s(I.{] Mournful Soul

Farther along  the Path of Souls,  you'll  periodically
encounter more trapped  souls that are expressing
sorrow, anger, and bewilderment. There are mcmy
scaltered throughout the Cairn,. speak to any you
wish,  but from  this  point on,  the  important ones
are flagged. The two sitting on the side of the
road are of no help to your cause.

988    ,i

ae> [scl.D] The BIack Church

Related Quest:  Side Quest:  Impatience of a
Saint

This ornate structure houses a  Boneman on  the

ground,  guarding  a chest with another ofJiub/s
pages.  Outside  is a  small,  circular  pool  of light.
Step into  it,  and you,re whisked to the  rooftop.
Step around the grating  (so you don't fall through)
and  claim a  book and  items from a second chest.

()  chest (2)

§  Jiub's Opus  (Page 6)  [2/1O]

0  Teleporter  [l/9]

ffiife [scl.E] Arvak,s Rider

Related  Regional
Steed

The soul  standing  ankledeep in the mist along this

part of the pathway pleads with you to find  his
horse, Arvak.  This steed  is frightened,  loyal, and
must be rescued.  Agree to help to begin the quest.

RE» [s{l.F] The Barrier Wall

Bisecting  the  Parishes of the Soul  Cairn  is a  giant
black wall constructed  by unknown  hands.  The
steps and gap here is the only way through to the
larger expanse of land beyond.

Tfe  ira:~,le_. S=r=. 1:.=,  ',,,

sRTJ_RTin

gse  [s(1.G] The BIqtk Gqlehouse

This structure protrudes from  an  area of the Barrier
Wall and  provides an entrance to the small,
selfeontained area where the Crystal  Folly stands.
Pry open the chest along the way.

()  chest

ife [scl.H] The (ryslaI Folly

Related Quest:  Side Quest:  Impatience of a
Saint

Guarded  by Bonemen,  this  small  hillock has cl
folly to the  Ideal Masters built on  it.  Deal with  the
bony foes before you close  in,  as the gic]nt crystal
floating above the chest cltOP the SIructure severely
damages your energy.  One ofJiub's pages is up
here too.

i,1j   chest

+    ldecll Mosler Crystal  [1/8]

"'.1,  Jiub's Opus  (Page  3H3/1O]

refs [scI.I] Slops oI Ihe Barrier
Wt]ll (South)

Related Quest:  Side Quest..  Impatience of a
Saint

Farther along the Barrier Wall to the east is a
setof steps to a  lost soul waiting  near a  book,  a

potion,  and another ofJiub/s pages. Through  the
window, you,ll  see a chest,  on the  north  side.  You
can  reach  it only by trekking around to the wall,s
other side.

c.::,  Jiub's  Opus  (Page  1)  [4/10]

-i,-_-?  =t:  ¬,i 'r--    'l   BLACKREACH  AND  OTHER  REALMS
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ife [sclJ] Totem lo Ike
Ideal Masters

A pile of bones arranged to form a strange totem
is founcl among the gnarled trees here. Take
the Black Soul Gem  if you wish  (there are three
Bonemen to face  if you do).

(.i/   Black Soul Gem

ife [s(I.K] Heaven,s Arc Point

This stone pavement holds a  strange altarlike
collection  of stones  in  its middle.  Nearby is a
Greater Soul Gem,  Pick it up and  place  it in  the
receptacle of the Lightning Attractor.  A crackle
of lightning  and  a  clap of thunder echo through
the Cairn,  transforming  the gem  into a  Black Soul
Gem.  You,Il find  a  Soul  Husk  here too  (these aren,I
listed  but can  be collected  for the quests listed

previously).

;?  Greater Soul Gem

",j,.   Lightning  Attractor  [1 /4]

".:;\   soul  Husk

ffiae [scl.L] The Black Sanctuary

A set of half-buried  stairs  leads  up to a teleporter.
Check the ground  level of the sanctuary structure
first (there are Soul Gems among  the skeletal
rubble).  You  may wish to attack the Boneman

patrolling the roof with a  long-range attack,  as
the teleporter transports you there, to a chest and
combat with  a \^/rathman.

i\  chest
":)  Teleporter  [2/9]

ife [sc"] The BIack

This sizable structure dominates the southern  part
of the Cairn.  Below the  imposing  tower is an
interior courtyard with a wretched  soul and  steps
to the roof arec]. Work your way around,  past
another prone soul, then head down the steps to
the southwest and go to the tower.  Fight fatigue
from an  Ideal Master Crystal,  above a third  soul
and a chest.

#  chest           ()   IdealMasterCrystal  [2/8]

"P        You  cesre  try  ussisog  Whiriwined  SpriraF

(Shoufj  ®r yeusr  B«is (Vampire

EL®rd)  powers Te  tltish  through the  gap  to the

t©wer  from?he  upper  pr®m8niOry.

RE> parish 2: The Cemetery
A large part of the Soul Cairn  is given over to the
countless piles of bones that have accumulated
here throughout the centuries. These piles are
ever)^^/here,  as are the wandering souls of the
banished. This area  is dominated  by a cluster of
large buildings to the northwest, where a  Keeper
lurks.  However,  to the  north  is the  largest structure
of all:  the Boneyard where Valerica  is imprisoned.

ife Major Loculions

ife [sc2.l] The Boneyard
(Enlrun{e)

Related  Quest:  Dawnguard  Main Quest:
Death

Related  Regional Aclivilies

Dark Coniurations*

Valerica,s Concoction*

The Whole Soul*

Trapped behind a barrier of energy/ Valerica
spends her time perfecting  her alchemy and
slaying off the madness of loneliness.  She  is a
font of knowledge about this  place,.  speclk to her
if you want to learn  more about her life,  the Ideal
Masters,  and the origins of the Soul Cairn.

()  Alchemy Lab

TRAINirtl£                          THE  irndVEralTC)RY

Boneyard (Interior)
The interior of the Boneyard is accessible only
after all the Keepers  have released their grip on
Valerica,  as part of the quest.  Once inside, you
face a troublesome dragon  named Durnehviir,
along with several  Bonemen called  upon  by the
Ideal Masters.

fiB  Exit to Soul Cairn

§-ffij  Boneyard Arena
The battle begins here.  Note the five clusters of
standing stones around the arena, where four
Bonemen  (or other foes) are summoned during
combat.  Deal with them and the drc]gon.

ffiEi   Dragon  Perch
Durnehviir begins  his attack from  this  launching

point- You can  use the steps on either side to
reach cover (away from the  Bonemen)  if combat
isn,I going your way.

esS  outer Battlements
Surrounding  the  boneyard  (on  all five  sides)  are
steps to the upper battlements, where you are
afforded  some cover.  Move  up here  if the battle in
the arena  is too  hectic.

®  valerico,s Alcove
Between the steps to the arena,s east is an  alcove
where Valerica stores her most precious  items.
Aside from the books and  potions, there is a case
containing  the  most valuable  item  of all:  an  Elder
Scroll!

§,  Alchemy Lab

i;,t   Elder  Scroll  (BIood)

i,?   potions aplenty

ae> [s(2.2] Keeper I: Thbemacle
of the Ideal Mqslers

Related Quest:  Dawnguard Main Quest:
Beyond  Death

This sprawling  structure is perhaps the largest
outside of the Boneyard.  Flankecl  by two
adjoining wings,  you can  approach from the
southeast (heading  northwest)  after navigating
the cemetery/ or move through the many gaps
around the sides and  rear of the structure. This  is
important,  as a  Keeper resides here,  so cautiou
maneuvering  is advisable.

To the northeast is a sunken courtyard with
a teleporter that transports you to the roof.  Here
you  find  a  Lightning Attractor  (and  a  three-
strong  Boneman ambush)  and a chest.  To the
southwest is a  barred gate (to open  it, fire at the
two turquoise orbs above and to the right of the

gate from the interior courtyard  near the Keeper)

ADDITIONAL LOCATIONS
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leading  to an exterior foundation area,  where
two Bonemen  guard  a chest and an  Ideal Master
Crystal.  Finally/  don,I forget the teleporter to the
northwest among the standing  stones:  lt transports

you to a section of roof you can,I otherwise
reach.  Here,  you,ll  find  the  skeletal  remains of an
adventurer,  along with  his gear and  potions  (and
a  Boneman to surprise you).

The  Keeper sits on  a  massive throne in
a  large courtyard  in  the  middle of this  plcICe'
However,  there are plenty of hiding  places among
the various  pillars and  structures surrounding  him.
Or you can attack and use the space provided by
the courtyard to avoid  his  incredibly damaging
weapon swings.  Defeat the Keeper,  claiming a
Black Soul Gem  (Grand)  from the dust he leaves
behind.

¬,   chest (3)

§   Enemy: The Keeper

\^;   Ideal Master Crystal  [3/8]

§   Lightning Attractor [2/4]

¢   Loose gear

a   potions

§   Reaper Gem  Fragment [2/3]

()  Teleporter  [3/9]

()  Teleporter [4/9]

ife NIinor Locqlions

ife [sc2.A] Black Gatehouse  I

Located on  the Soul  Path,  with a damned  spirit
waiting  at one of the entrances,  this  provides a
landmark and cover as you explore.

REP [s(2.B] Black Gatehouse 2

This empty gatehouse has a  pointed  roof.  Pass
through  iton  the Soul  Path,  using  itas a visual

Tr,¬  3+ii¬=£c==Ls  `J

B> [sc2.C] Lost Slruclure

The  unofficial  ,,center,,  of the  Soul  Cairn,  souls
were placed here, at these crossroads, so they
couldn,I return to seek revenge on their captors.
Now only the foundations and a  few bone piles
remain.  Use this to situate yourself,  as all  the
major roads lead from  here.

ife [s(2.D] Black Gatehouse 3

Located at the foot of the  hill on which the
Boneyard  is situated, you  begin your climb up the
hill  from  here.  \^/atch  for a few Bonemen to rise
up clnd attack from the  bones SCattered  near the
structure to the south.

ife [s(2.E] Durnehviir,s Rooftop
Perch

Related  Side Quest:  Durnehviir

An enslaved dragon  named  Durnehviir stops you
as you exit the Boneyard.  Listen fo what he says,
and agree to his  requests.

§  word of power: curse,  summon Durnehviir

(:)  word of power:  Dying,  Summon  Durnehviir

§  word  of power:  Never,  Summon  Durnehviir

SKYRIM

ife [s(2.F] The Block Folly

_::::-Ill '   in,
I    __--I   -RE

Related Quest:  Side Quest:  Impatience of a
Saint

The occasional  home of the enslaved dragon
Durnehviir,  this area  has  several  crenellations
and  stairs to explore,  but none  lead to anything
valuable.  ln  fact,  the only arec) of note  is a

partially destroyed Word Wall  (that grants  no
Words of Power)  that Durnehviir sometimes
sits  on.  Below  it,  you,ll  find  the  following  in  the

ankledeep mist:

(:)   chest

(:)  Jiub's  Opus  (Page  2)  [5/1O]

(?   Lots o,  Gold

ife [sc2.G] Black Gatehouse 4

RE>  [sc2.H] The BIack Bethel

The reward  for exploring  this dangerous location
is a chest guarded  by the only Ideal Master
Crystal  hidden  inside a structure.  Heading  north,
approach from the south,  past the two columns,
and  use the subterranean  stairs and  short tunnel
for a fight with  two Bonemen,. then  head  inside.
Or,  clamber  in  from  ground  level,  ignoring  the
tunnel,  AIternatively,  approach  from  the  north

(heading  south),  using your  Bats  IVampire  Lord)
or Whirlwind  Sprint  (Shout)  power to  dash cICrOSS
the gap between the stone step slabs and the
windowed  interior.

I,i,   chest

i:?   Ideal Master Crystal  [3/8]

£-i    f  LT_:  fi`3-,i  I  `!    BLACKREACHAND  OTHER  REALMS
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RE* [sc2.I] The Dark BaIIIemenls
(main)

lf you're  using the  rudimentary in your
exploration,  the entrance to the cemetery is
via this ruined entrance,  now merely half-sunk
battlements silent in  the stale air.  Enter from either
the north or south,  moving quickly to step out
of the Ideal Master Crystal,s range.  Engage the
Boneman and \^/rathmen that rise on  the main

platform.  Remove the bars  in  the  small  spire that
holds cI  Soul  CInd  a  Chest by firing  an  arrow Or bolt

at both of the turquoise orbs  (one above the  bars,
the other half hidden  in an  inaccessible alcove  in
the south  corner of the  platform).

(\  chest

()   Ideal Master Crystal  [4/8]

Egiv [s(2J] The Dark
BqIIlemenls (Skeleton
and Soul)

The edge of the battlements holds a  soul watching
over sprawled skeletal  remains and a coin purse.

ife [sc2.K] The Dark
Bqtllements

(Wandering Soul)

lf you speak to it, a soul  babbles incoherently.
lt lives out eternity by wandering close to the
battlements.

TRAIN!ftiG                         THE  !rulVENTORY

ire [s(2.L] The Block Mausoleum

A larger,  loll  structure close to the cemetery/  this

place coaxes you in with a barred entrance at the
top of some steps, which can  be removed  by firing
at the two turquoise orbs within the structure  (or

you can  leap onto the soul  pool and circumvent it
entirely),  The  interior has  nothing  of value,  except
for cI  Boneman  battle.  But unlike the  restless  souls,

only a  moment of your time  has been wasted.

fty [sc2.m] The Cemetery
¬qlehouse I

One of five gatehouses that surround the cemetery.
This  is close to the  rocky  perimeter of the Soul
Cairn,  to the southwest.

ffiS [sc2.N] The Cemetery
eqlehouse 2

The second gatehouse offers a  pclt
domain of the second Keeper.

the

ffiS [s(2.0] The (emerery Allqr

Related  Regional  Activity:  Dclrk Coniurations*

The eerie graveyard of lost souls dominates this
Parish.  ln  the  middle  is a  black altar,  upon which
rests a  Spell Tome you  haven,I read  before.
Take it before the five summoned  Bonemen  and
Wrathman  pick you apart.

t',   spell Tome:  Conjure Boneman  [1/3]

ife [s(2.P] The (emetery
Gqlehouse 3

This gatehouse  is on  the lower ground and offers
a side path toward the large structure known as
the  BlcICk  Minster.

ife [s(2.Q] The (emelery
Gqlehouse 4

Low down with the grayes and ceremonial
stones on either side,  follow the path through this

gatehouse.

seS [sc2.R] The Cemetery
Gqlehouse 5

The last gatehouse  is on the outskirts of the second
Keeper,s territory/  on the slightly higher ground on
the edge of the cemetery.

;'

ADDITIONAL LOCATIONS
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ife [sc2.S] The Black Minster

Related Quest:  Side Quest:  Impatience of a
Saint

Along  the  northern  edge of this  Parish  is an
ominous maze with an  Ideal Master Crystal visible
from the perimeter.  A quick walk around this

place reveals only one entrance, close to a barred
section.  Keep your wits about you  as you work

your way through the short maze,  pausing to slay
any Wrathmen that clamber out of bony piles.
There,s a chest in the southwest corner and a foe
to face in the deadend passage to the west.

Pass the  Daedra  Heart and Soul  Husks to
reach the  middle thoroughfare,  then  head  south
and east into the second part of the maze.
Follow the corridor until you notice a sack to the
east. Then check that corridor for a chest to the
south,  along with a foe guarding a chest and  a
book.  Find the next enemy near a teleporter.  This
transports you directly up onto the battlements.
From  here,  sprint to the chest guarded  by the
Crystal and take another ofJiub's  pages lying  by
the foot of the chest.

\1  chest (2)

()  Ideal Master Crystal  [5/8]

"iub's opus (page 9) [6/10]

()  Teleporter [5/9]

i» parish 3: The Blqsled Heqlh
A mist-filled twisting  path cuts more scclrS through this Parched and rancid  land, Where the remnants
of forgotten  buildings and  the  spirits of malevolent foes  still  linger.  A shriveled  forest dominated  by a
Keeper,s spire gives way to more rocky ground and a collection of imposing structures fo the northeast,
dominated  by a floating  spire where the third  Keeper watches over this realm.

Eife Mqior Locqlions

ne> [sc3.T] Keeper 2: The
Shriveled Forest

Related Quest:  Dawnguard Main  Quest:
Beyond  Death

Fight through  the  low hills of scrub and  deal
with any Wrathmen that appear along the path
leclding  to  this  location,  an  imposing  SPire  Slowly

sinking  into the shriveled  forest.  There are a  few
structures to  hide  behind,  and  the  Keeper  is visible
at a good distance;  this  is helpful for ranged
attacks.

t\   Enemy..  Keeper

REgiv [s(3.2]  Keeper 3: The
FIoqling (ilqdel

99Z           RIs
\

Related Quest:  Dawnguard Main Quest:
Beyond  Death

The final  Keeper resides  in  an  ominous floating
citadel offering the most impressive views and
deadly plummets available in the Soul Cairn.
Expect Boneman and Wrathman combat as

you  reach a teleporter under the hovering  rock,.
this  is the onlyway up to  it.  Climb the spire
counterclockwise,  and  face down the third
Keeper, who carries a bow that can drop you
with a single arrow. Time ranged attacks to strike
before the Keeper can fire his bow, or use the
scenery as protection. The teieporter to return to
the ground  is on the uppermost ledge.

i;)   Enemy:  Keeper

i:;  Teleporter  [6/9]

Tr-¬  ¬(Lee-~ S,.~=Ci`,  i,
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ffi-  Minor Locations

ire [s(3.A] STeps of the Barrier
Wall (North)

Farther cllOng  the  Barrier Wall  to the east is a
set of steps  leading  up to a chest. Through the
window, you,ll see a  lost soul waiting  near a
book,  a  potion,  and another ofJiub/s pages, on
the  south  side.  You  can  reach  it only by trekking
around to the other side of the wall.

RE [sc3.B] Morven Slroud, lhe
Soul Husk Merchtlnt

Related Quest:  Side Quest:  Impatience of a
Saint

Related  Regional Activity:  The Soul  Husk
Merchant*

Wth  his remains parked outside the Black
Rectory, Morven  Stroud  is one of the few souls

you can converse with.  He ended  up here after
selling  an  item with  suspect  ingredients  to a
necromancer coven.  No longer plying  his wares
in  High  Rock,  he wants only Soul  Husks.  Return
with  25  and you can claim a  random  leveled  item
from  his  collection.  A  nearby barrel  has another
one ofJiub,s  pages to take.

"'.',)  Jiub's  Opus  (Page  TO)  [7/lO]

i,;  vendor (Morven  Stroud):  Special Goods

[DG1/1]  [DG&HF  8/23]
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ffi* [sc3.C] The Black Rectory

This  is a smaller  but imposing  structure close to
the two gcltehOuSeS in  Parish  2.  Access the barred
entrance to an  interior with c] chest by firing an
arrow or bolt at the turquoise orbs set into the
building  on  either side.  Next,  climb the exterior
steps to the south,  leading to a teleporter up onto
the roof.  lt is empty,  but you  can drop to the lower
roof on the northern  side and claim  items from a
second chest.

¬.  chest (2)              ()  Teleporter  [7/9]

B> [s(3.D] Heaven,s
Wand Point

These foundations are  slowly sinking  into the
heath,  but the structure  provides some aid; there
is a  Lightning  Attractor to turn your Greater or
Grand Soul Gems  into Black ones.  Note that a
Boneman ambush  (usually three strong)  appear as

you do this.

()   Lightning Attroclor [3/4]

aefty [SC3.E] The Keeper's Chapel

East along the path,  past a giant unnatural

pillar,  is  a  cluster of three  buildings  near location
[SC3.1],  the Shriveled  Forest.  Dominated  by the
second  Keeper,s domain,  this side building  holds
little value,  except as a  place to hide or snipe
from when fighting  the Keeper.

SC3.F] The Keeper,s AIlar

Related  Regional Aclivily:  Dark Coniurations*

The other building adjacent to the Keeper,s throne
is a  sagged structure with  pointed  roof and
crumbling  foundations.  Inside  is a  small  altar with
a book.  Grab it, and prepare for two or three
Wrathmen to rise and try to stop you_

",::)   spell  Tome:  Conjure Wrathman  [2/3]

ire [sc3.G] Reaper,s Lair

Related  Regional  Activity:  (Don,I Fear)  the
Reaper*

\Mth  scattered foundation stones and a  raised
foundation  Forecourt,  this  structure  is  short in
stature but long on foreboding.  You can enter
this  lair via  the double arched  doors.  Inside  is
a  strange altar crackling  with  arc  lightning,  lf

you  have collected all the necessary Reaper
Gem  Fragments, you can fuse them at this Shard
Receptacle and  summon the fearsome  Reaper
himself!  He attacks,  along  with  a  few  Bonemen.
Search  his ghastly remains for the  following:

(?   Black Soul  Gem  (3)

()  Daedra Heart

ffifr [s(3.H] The Unwqry
AdvenllJref

a  rock c`utcrop.  His  note tells of his  hapless
adventuring.

?`?   Loose gear

TRAIN!reG                         THE  iNVEfndTORY

fty [s(3.l] The Black CIoisler

Featuring  a  Lightning  AItractor  (to turn  Greater
or Grclnd  Soul  Gems to  BIack)  in  its center
and a five-strong  Boneman ambush  if you  use
the attractor,  this three+ower ruin  is otherwise
dormant.

^v.   Lightning Attractor [4/4]

RE> [sc3.J] Soul Pool Foundation

Related Quest:  Side Quest:  Impatience of a
Saint

Easy to find  if you follow the  paths of the Soul
Cairn,  this area of flat scrubland  has a stone
foundation and a circular soul  pool.  Take

page near some loose gear, watching for
Wrathmen.

()  Jiub's Opus  (Page 5)  [8/1O]

()   Loose gear

ffiS [sc3.K] Saint Jiub
Ike Erqdicqtor

Related Quest:  Side Quest:  Impatience
Saint

Previously seen  in  Morrowind,  this Dark  Elf now
resides  here,  seemingly oblivious to his fate.
Speak to him to begin  his Side Quest,  and  bring
all ten of the found  pages fo him at this location, a
small campfire on the path through the heath.

()   saintJiub,s Opus

()   unique Item:  Locket of SaintJiub  [DG12/17]

ADDITIONAL LOCATIONS
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RES [S(3.L] The Obsidian Hall

Related  Regional Activity:  (Don,I Fear)  the
Reaper*

This  large  ruin  with  huge walled  sides  is
located south of the Boneyclrd  but north Of the
second Keeper,s location.  Beware of foes as

you  investigate  inside,  finding  a  small,  circular
teleporter that allows you to move to the upper
roof (rather than the roof section you can  reach
via the nearby stairs).  Beware of an  Ideal Master
Crystal  hovering above a chest to the south.
Among other items,  a  Reaper Gem  Fragment is
found  here.

"?   Ideal Master Crystal  [7/8]

('\   Reaper Gem  Fragment [2/3]

",.?,   Teleporter  [8/9]

nefa [s(3.M] Husk hsture

A doleful farmer and the souls of his two cattle
slowly move about this cluster of Soul  Husks,
lamenting  their lot.  This  is the  largest concentration
of Soul  Husks  in  the Cairn.

negiv [s(3.N] Arvqk,i Altar

Related  Regional  Activity:  Arvak the Spectral
Steed

he skeletal  horse whose ghost you may see
alloping  across the Cairn  from  time  ro time

lS bound  to this spot.  The skull  of Arvak rests
atop the small altar,  surrounded  by Mistmen..
Sometimes,  four souls stop and  pray from each
opening of the stone structure covering the altar.
Tackle the foes and claim  the skull.

"?   Arvak,s  Skull

flHEL       3

fy [s(3.O] Soul Pool Camp

ls there no end to this nightmare?  Not for the three
hapless souls seeking warmth from  a soul  pool
clmOng the thickets.  Speak to them for a one-sided
conversation.

B> [sc3.P] The Black Tower

The tallest structure that you can climb-at least,
one that is attached to the ground-this tower is

guarded  by Wrathmen and  Bonemen and has a
teleporter al its base,  transporting you to the top
vantage point.  Or, you can  traipse up the stairs to
the top instead.  Aside from the views,  there are  no
items to gather here.

()  Teleporter [9/9]

ife [sc3.Q] Foundation Allar

Related Quest:  Side Quest:  Impatience of a
Saint

Related  Regional  Activity:  Dark Coniurations*

East and  cl  little  north  Of Arvak's Skull  is a  stepped
area  leading to an open alidr just east of the
teleporter fo Keeper 3.  Beware of Bonemen

guarding  this altar,  which  has the Spell Tome:
Conjure Mistmcln on  it.  Below it is Jiub/s  Opus

(page 7),  hex"o a coin  purse and Soul Gem.
Watch for a Mistman ambush after you swipe the
book.

¬  Jiub,s Opus  (Page 7)  [9/lO]

(?,   spell Tome:  Conjure Mstman  [3/3]

Ifc  5f-,=e.- >=ri`,i_`:  `v,

smiry_RTri

REys [s{3.R] Boneyard Citadel

Related Quest:  Side Quest:  Impatience of a
Saint

On the opposite side of the Boneyard exterior
wall  from where Valerica  is  imprisoned  is a
fortification attached to the wall.  Clamber up the
steep steps,  passing  the three  lost souls to find one
ofJiub/s pages beside a chest in the highest of the
small  spires.  Watch  for the Mistman  guarding  it
and other foes close by.

i,,?  chest

"t,,  Jiub's Opus  (Page 4)  Ilo/10]

E» [s(3.S] The Black Temple

Related  Regional  Activity:  (Don,t Fear)  the
Reaper*

Just west of the floating citadel where the third
Keeper lurks  is a  blocklike temple with an  Ideal
Master Crystal above the roof.  Look for the open
doorway on the ground, and climb the steps to
reach  it. The chest the Crystal guards contains the
following:

(')   Reaper Gem Fragment [3/3]

".:)   Ideal Master Crystal  [8/8]
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ife S [DG.12]

Falmer

Vtile

Related Quests

Dawnguard Main Quest: Touching the Sky

Regional Activity:  Ancient Falmer Tomes*

Regional Activity:  Paragon of the  Frost Giants*

Recommended  Level:  1 8

Faction:  Folmer              Notable (htlrocters

Ancient Frost                     Knight_Paladin  Gelebor
Atronach                            prelate Athring

Arch-Curate Vyrthur      prelate celegrialh

Chaurus                              prelate Edhelbor

Chaurus  Hunter               prelate  Nirilo
Fledgling                             prelate sidanyis

Serana
Falmer Shaman

Frostbite Spider        Services

Frost Giant                        Special  [Gelebor]

Frost Troll                             Special  [Serana

Frozen Chaurus

Frozen  Falmer

Frozen  Shaman

Giant Frostbite
Spider

lee Wraith

Naaslaarum

Troll

Vale Deer

Vale Sabre Cat
Voslaarum

Special A'rea

Shrine of Auriel  [DG1/2]

Word  Wall:  Drain Vitality

(rolling
Alchemy Lab

Dangers

Bone Trap

Claw Trap

Puzzle                               Underground (onneclion

Ewer Water                     To Darkfall Passage
Drawlng

(ollectibles

Unique  Item:  Amethyst PclragOn  [1 /5]

Unique Item: Ancient Falmer Boots [DG5/1 7]

Unique  Item:  Ancient Falmer Cuirass  [DG6/1 7]

Unique  Item:  Ancient Falmer Gauntlets

[DG7/1 7]
Unique  Item:  Auriel's Shield  [DG8/1 7]

Bloodcursed Arrows  (from  Serana)

Unique Item:  Diamond  Paragon  [4/5]

Unique Item:  Emerald  Paragon  [3/5]

Falmer Hardened Armor

Falmer Hardened  Helm

Uniclue Item:  Ruby Paragon  [5/5]

Unique Item:  Sapphire  Paragon  [2/5]

Sunhallowed Arrows  (from Gelebor)

Unique  Item:  Unknown  Book Vol.  I  [1/4]

Unique  Item:  Unknown  Book Vol.  ll  [2/4]

Unique  Item:  Unknown  Book Vol.  lil  [3/4]

Unique  Item:  Unknown  Book Vol.  lV  [4/4]

unique Weapon: Auriers Bow [DG5/7]

Miscellancous

Area  is locked

Chest

Loose gear

Lots o' Gold

Potions aplenty

ife TopogmphicaI Overview
Thousands of years before the events in  Skyrim,  this valley was the nexus of the Snow EIves, religious

practices, which centered around the worship of Auri-El  (also known as AurieI,  or Akafosh among  men).
They called this place "the Great Chanfry of Auri-EI." If was here that the Snow Elves believed one could
reach  such a level of enlightenment they could "become one with Auri-EI." The vale featured a  mighty
temple dedicated to their god and was dotted with small structures known as Wayshrines' which pilgrims
would visit during their search for enlightenment. The entire vale was ruled by the Arch-Curate Vyrlhur,
assisted  by his Prelates and Paladins.

Prospective pilgrims ancl those seeking enlightenment began theI'r journey by being given an empty
omate vessel called the lnitiale's Ewer and told to visit a shrine^ learn the manfras, and then add some
of the pure wafer from the shrine's font to that vessel. Once the vessel was full, it was carried fo the
temple, and the initiate would pour the wafer info a basin,  representing fhaf they had reached a level of
enlighfenmenl worthy enough to enter.

For the purpose of this guide,  the Forgotten Vale is divided  into six areas. The boundary lines are
invisible and don,I show up during your adventure,. they have  been created to aid you  in locating the
many secrets and  hidden  remains that the Forgotten Vales shrouds.  Here,s what to look for:

@,``Major Location: This is an area of the
Forgotten Vale that is critically importonl to
investigate as part of Dawnguard Main Quest:
Touching the Sky. These are  larger-scale
locations and  usually  house an  impressive
revelation.

.-  I  ,:-'! Minor hocalion: A section of the
Forgotten Vale thatis optional to  investigate.
These may be as simple as waypoints to use as
landmarks or buildings containing one or more
of the many secrets that the Forgotten Vale
holds.

ln addition to flagged  locations,  the following
areas and items are shown on the map (along
with  the  number available):

© Paragons (5): The location of a  Frost Giant.
Each Giant holds one of the fabled  Snow Elf
Paragon Stones, which you collect and  use
during  Regional Activity:  Paragons of the  Frost
Giants.

dg7 unknown Books (4): The location of a
book written  in the ancient Falmer tongue.
As  part of Regional  Activity:  Ancient Falmer
Tomes, you can take these books to the
archivist at the College of Winterhold,  Urag,
who will  buy them from you for a  sizable sum
and give you a translated copy as well.

ln addition to the enemies you encounter and
collectibles you can find,  there are a couple of
other  items of interest:

Gleomblossom: This  herb  is potent when  used
in Alchemy. The Forgotten Vale has  numerous
clumps of this  plant.  Seek information  on  the

properties of the Gleamblossom on page  1 47.
Shellbugs: Hidden  inside the two Falmer
Caves,  giant docile Shellbugs  (usually guarded
by smaller hostile  Falmers or their Chaurus

pets)  can  be  mined  for their Shellbug  Chitin
if you  have a  pickcIXe.  You can then  use the
Chitin  to construct the unique Shellbug  Helmet.
See page 8l  for more information.
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ffify Area  I: Hidden Vile
Your first glimpse of the Forgotten Vale occurs after ascending a  pit from  Darkfall  Passage. A misty glen to be sure, this area  has strange wildlife,  some common
Falmer, and a Wayshrine off the beaten path.  Once your ewer is filled with water for a second time, you will  need to find a  narrow,  SPider-infested Crag Where
the true  maiesly of the Forgotten Vale is soon  revealed.

REae muior Locations

ife [FV1.I] Porlql lo Dqrkfqll
Passage, und Cave Entrance

Related Quest:  Dawnguard Main Quest:
Touching  the Sky

A portal  back to  Darkfall  Passage  is accessible
here.  Unless you wish to retrace your steps,  follow
the narrow cave tunnel as it winds to a curved
ledge ascending  the rocky pit you  started in.
Climb out of the  rocks and  into open air,  and take
in  your first view of the  Forgotten Vale.

REae [FVI.2] Wayshrine of Sight

Prelate Athring welcomes you to this Wayshrine

(the second of the five to find), where you fill your
ewer and continue your pilgrimage.  Eventually,

you can teleport to five locations from  here,
depending on the other Wayshrines you have
openecl.  Here,s where you ccln  journey to:

(?   Darkfall  Passage

(,?   shrine of Learning

"§   shrine of Radiance

()   shrine of Resolution

§  Temple  Balcony

§  wayshrine [2/5]

ire RAinor Locqlions

ife, [FVl.A] ForgoIIen Vile:
Pilgrim's Path

After centuries of neglect,  only a few fragments of
Snow Elf masonry remains,  forming a faint path
northwest through the Vale.  Watch for Vale Sabre
Cats attacking  from the sides as you  head through
the arch and  up the steps.

ife [FVl.B] Vile Sabre Cat Lair

on the Vale,s eastern side  is a  shallow cave with a
Vale Sabre Cat watching your progress,  ready to

pounce. Just beyond  is a  small  vein  of silver.

()  silver ore vein

ife [FVl.C] Frost Troll Den

Clamber up a steep rise to the southwest to
engage a  Frost Troll, the blood of his  last Vale
Deer meal  still  smattering  his  lips.  He's  standing

near a Silver Ore Vein  (and a collection of
carcasses).

§  silver ore vein

EN [FVl.D] Soulhwesl
Vile S{qr

You  may wish to maneuver along the ridge
above the Vale floor to negate a Vale Sabre Cat
ambush.  lf you do,  bring  a  pickaxe with you:

¢   silverOreVein  (2)        ()  GoldOreVein

RE» [FVl.E] Forgollen Vile Cave

Expect a  brief battle with a  Falmer on  the glade
slope outside this cave entrance.  Once inside,
navigate past the bone trap that alerts the
Chaurus in  the pen,  and slcly them-  Head to the
back of the cave,  pausing to step onto the deck
and  pull a  rope release.  This reveals a hidden
chamber in the back (west)  wall of the hatchery.
Then tackle any additional  hunters  before
investigating  the cave.  Mine Shellbug  Chitin  from
the rotund Shellbug  mass back here.

()   Danger:  BoneTrap           (?   ShellbugChitin

nets [FV1.F]  Pilgrim,s Pqth:
Froslbile Spider Al"ck

To progress deeper into the Vale, you must head
through the narrow gorge to the west.  Prepare
for a few Frostbite Spiders, followed by a larger
one. Check the desiccated corpses as you go for
a  little  loot.

")  Gold Ore Vein

ADDITIONAL LOCATIONS
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ire Area 2: Snow Lake and Frozen Lake
The main area of the Vale consists of two bodies of water:  an  upper Frozen  Lake where two dragons may lurk and a  lower Snow Lclke that has  more
free+flowing water and two ferocious  Frost Giants.  Explore as  much  or as little of this clrea aS you Wish,  but be sure tO enter both Wayshrines en  route to the
flssuretothenorth.

ife RAqior Locqlions

fry [FV2.l] Wayshrine of
Learning

Related Quest:  Dawnguard Main Quest:
Touching  the Sky

Prelate Celegriath

Prelate Celegriath welcomes you to this
\^/ayshrine  (the third of the five to find), where

you can scoop water into your ewer and continue
your pilgrimage.  Eventually/ you can teleport to
five locations from  here, depending on the other
Wayshrines you  have opened.  Here's where you
can warp toward:

?   Darkfall  Passage            (:,;)   ShrineofSight

"\;t   shrine of Radiance       i;.   Temple  Balcony

¢   shrine of Resolution      (,,I,'   Wayshrine [3/5]

ife [FV2.2] Wayshrine of
Resolution

Related Quest:  Dawnguard Main Quest:
Touching  the  Sky

Prelate  Nirilor

Prelate  Nirilor grants you  safe passage through
this Wayshrine  (the fourth  of the five to find),

where your ewer becomes ever more full and your

pilgrimage continues.  Eventually'  you can  teleport
to five locations from  here,  depending on  the
other Wayshrines you have opened.  Here,s where

you can  seek out:
::,,,   Darkfall  Passage              i:)   Shrine of Sight

".:i   shrineofLearning           f,   Temple  Balcony

(:)   shrine of Radiance         ¢;::,   Wayshrine  [4/5]

Tr¬   E:i   =e--S.cr|`1+S   t'
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ife Minor Locations

ife [FV2.A] Snow Luke Enlmnce:
The Sprawled Skeleton

_,_-_,i_fEL___________

Related  Regional  Activity:  Ancient Falmer

Tomes*

Head south down the slope toward the water,s
edge.  Between three ruined  pillars is a  skeleton
sprawled across a chest. Just out of its  reach  is a
tome written  in an ancient language,  one of four
Falmer texts you  can  collect.

(,,  chest              i,')   unknown  Book,  Vol.  I  [1/4]

ifegiv  [FV2.B]  Ice  Falls Alcove

(North)

of the Snow Lake,
below the partly frozen falls,  is an alcove where
a skeleton lies close to a chest [Novice] and a
satchel. Watch for an lee Wraith attack as you
emerge on the  lake bank. Then check farther
along the bank for a Malachite Ore Vein.

()  chest (2)            ,()  Malachite Ore Vein

ife [FV2.C] Ice Falls Alcove
(South)

On  the opposite bank of the Snow Lake from  the
Wayshrine of Learning  is a skeleton  slumped on a
rock.  A satchel and chest [Apprentice]  are nearby.
Beware of an  Ice Wraith attack after you  inspect
it.  Then check farther northwest for a Malachite
Ore Vein.

SKYRIM

(l`,,   chest  (2)                 (,;,.   Malachite Ore Vein

";()   Loose gear

ife [FV2.D] Wqlerfqll lo
Darkfqll Grorro

Related  Regional  Activity:  Paragons of the  Frost
Giants*

At the southern end of Snow Lake,  the lake

plunges  into a  terrifying  maw.  Fall  into ine hole,
and you  plummet past a  Paragon  Portal exit

(where you teleport to if you enter the Paragon
Portal  using  the Amethyst Paragon), and  land  in
the water below.  On the right bank is a  Falmer
camp with  Feral  Falmers,  driven  mad  in  this tiny
cleft between the Vale and Grotto.

Follow the  river  (by letting  the current take

you),  choosing  either of the  small  river tunnels  as
they both  spit you  out into  cI  Second,  lower river
tunnel  that drops you out over the  main  Darkfall
Grotto area  (Location  [DG.1  1]),  close to where

you found the first Wayshrine.
';,   Chest (3)

Amethyst Paragon Portal: Step out onto the
tall  stalagmite  island and clclim  a  POtiOn  and  its
from a chest.

;:,   chest

ife [FV2.E] Snow Path lo
Frozen Lake

A steep  path  up through the rocks is the quickest
way to reach  the Frozen  Lake from  the south.  Step
through the archway at the top.

":,,,   Malachite Ore Vein
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Dragon  Ri
up through the lake and begi

their affack, dive-bombing the ice onl
from  it a moment later!  This combat i

ve h^/o dragons to fclce,  but it is
e as your previous experience defeating

aside from the limited locations you can
hide  in)-

()   Dragon Soul  (2)

the arch.  The  potions are  usually helpful  if the  lake
dragons are readying their attacks.

¢  Loose gear

§   potions

ife [FV2.G] Emerald Paragon
Porlql

Related  Regional  Activity:  Paragons of the  Frost
Giclnts*

lf you  use the Emerald  Paragon at the portal, you
emerge at the highest point in  Forgotten Vale-a
rushing  river tumbling  from  a waterfall.

Forgoflen Vale
verlook: Vista

Related  Regional Activity:  Paragons of the Frost
Gianls*

Follow the rI.Vcr downstream from the POrtal to the
eclge of a second waterfall that plunges  into the
Frozen  Lake.  From the vista, you can  check out the
temple balcony of Auriel,s Chapel.  Look east to a
small  pillar ruin with  a  skeleton  and the following..

§  chest

?  Loose Gear

¬t   unknown  Book, Vol.  ll  [2/4]

At the base of the second waterfall from the
Overlook  is  a  hole  in  the  ice.  Plunge  ihto the  icy
lake and search for a  submerged chest.

§  chest

ifeys [FV2.J] Frozen Ltikeshore

Far below the temple balcony'  clnd Periodically
dotted around the edge of the lake, are a number
of ore veins to  mine.

§  Malachite Ore Vein

ife* [FV2.K]  Lake Bed:
The Heavy (hesI

this area  may have been dry land at one point,.
numerous  Snow  Elf ruins from  the old  pilgrim

path are doifed throughout. Check this area  in
particular for a skeleton,  crushed  beneath a chest.

a  chest

segiv [FV2.L] The Frozen  La

ife [FV2.M] Word wall:
Frozen Lqke

with a  single Word of Power set into  it.  Learn  the
\^/ord,  then  search the skeletal  remains for the
following:

iv\  chest
"v^,   potions

\?  word of power:  Drain Vitality [DG1/3]

[FV2.N] Pilgrim,s Pqfh:
Frozen Lake

ADDITIONAL LOCATIONS
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"p      Siop! Ther©isas signific«nt
shortcut theent  circumvents ffi!m®str

ti« of Area  3,  if you  alon/t wish to traverse

Forg®tie!i  Vffile  Fissure.  Simply  climb the

hii!/  fe!!¢wiesg the  gveide  mop over  «  ridge

io  Loetition  [3.C]..  Frozen  Ltik¢  Ridge

(Shoricut!,  Grad  then  dowm  fc  iise  6!ffieiesl

Crevice  emflrG«Ce!  However,  you/i!  miss out

on  the  ¬esve?htit has tile She!!hug  in  i?i

ne* [FV2.0] Frost Giant Lair
(Lower hke)

Related  Regiona
Giants*

dragons of the  Frost

The lake,s northwest end has a waterfall with a
Frost Giant close to it,  in a shallow cave.  There,s
a  snovy)/ path  northwest of here.  Defeat the giant,
then  claim the following  from  its corpse.

fj   unique Item: Amethyst Paragon  [1/5]

ife [FV2.P] Frost Giant Lair
(Pqrq9On Portal Plqlform)

Related  Regional Activity:  Paragons of the
Frost Giants*

Located at a shallow cave close to the rushing
river above the Snow Lake waterfall. Take the
Paragon from  its body.

§   unique Item:  sapphire paragon  [2/5]

Tf_±  g.,_.ie._. Sc=cJIS   `y'
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be [FV2.O] Pamgon PorluI
Plallorm

Related  Regional Activity..  Paragons of the  Frost
Giants*

This arch connects you to five other locations
within  the  Forgotten  Vale,  allowing  you  to visit
otherwise-inaccessible areas.  Provided you  have a
Paragon  (taken  from each  of the five Frost Giants),

you can  insert one  into the socket,  activate the
Paragon  Portal,  and  step through to the following
locations:

ElpARAGON         lO(ATlON                      I     `        `_`                 ``_`_-```_`IIIII
E» [FV2.R] Natural Bridge lo

For9Otlen Vole Fissure

Glacial Crevice.

ife Area 3: Forgo"en Vale
Fissure qnd Glqtiql (revile

Once you,ve explored the lake, you can  make

your way toward the lengthy and dangerous
fissure, carved  by the fast-flowing  river'  Here,

you,ll encounter numerous Falmer,  cross  bridges,
and follow narrow ledges until you  reach the
Glacial Crevice  lthe Major Location,  listed after
the Minor ones in this case). You will traverse even
more ledges until you  reach the other side of the
Forgotten Vale.

NO"     The Glacial trevi(a is Area 3Js
only mtiior location. You enter

his location after traversing through all of

the minor locutiens. Look for the 6lafial

Crevice Interior map utter the minor locations

of Areti  3.

SKYRIM

ife minor Lotalions

ife [FV3.A] Fissure Ledges

Cross from Area 2 and head down the ledge, the
first of many you,ll  navigate on your iourney to the
Glacial  Crevice.

R> [FV3.B] Falmer tamp (River)

Down at the river is a  small  Falmer camp with two
huts.  From  here you can  head along the river, or
travel up through the gate, toward the next natural
bridge.

()   potions

EN> [FV3.{] Falmer Camp and
Graveyard

Atop the short,  steep path  is another hut, with a
chest in  it.  Above that is a smclll  Falmer graveyard
with a  few weapons to sccIVenge.

(;')   chest            ;`)   Loosegear

E» [FV3.D] Natural Fissure
Bridge (North)

The real expedition  into the fissure begins  now,
as Falmer on  the upper rock islands can  see and
fire down  at you.  Cross this bridge to begin your

iourney.

i.'/;   Loose  gear

t+I:_i_-i  3~-  Sr,  '=  ,',i    BLACKREACH  AND OTHER  REALMS
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ffi# [FV3.E] Path Ascent and
RAining Remains

Continue up the natural  ledges and  bridges
towarcl the entrance to Sharpslope Cave.  Below it
are skeletal  remains,  some  Rock Warbler Eggs in
a basket, and gold to grab.

()  Gold Ore Vein and Gold Ore (2)

(i  Loose gear

§   Lots a, Gold!

B> [FV3.F] Sharpslope Cave
Enlrtlnce (Upper)

This connects to  Location  [3.G]  via  the Sharpslope
Cave.  This area  is optional and  leads to a  large
hole with a  Falmertower in the middle of itand
a curved  pclth that leads tO a  Small Cave Camp
with a hut and Falmer and Chaurus to face before
exiting at Location  [3.G].  However,  hcllfWay down
the curved tower path is an easily missed opening
in the perimeter wall.  STep through  into a side
chamber with c] Shellbug to mine.

(',,)  chest

(?   shellbug Chitin

ire [FV3.G] Sharpslope Cave
Enlmnce (River)

This entrance to the cave is located close to the
river rcIPidS,  Where a  number Of Chaurus Hunters
may hatch. You can also force your way up the
river (south) and  ignore the upper fissure area
entirely.

§  orichalcum ore vein  (3)

ife [FV3.H] Sleep

After crossing the Falmer bridge, check the hut

(with  potions  inside)  before ascending  the steep
rock path,  past a chest.

\?  chest

§   potions

as» [FV3.l] Frost Giant Lair:
Fqlmer CIiffs

Related  Regional  Activity:  Pclragon  of the
Frost Giants*

At the top of the steep rocky path  is a
circular path to the right (south)  that leads
counterclockwise past the shallow cave with  the
third  Frost Giant to tackle.  Watch your step, as
this  path  is  precarious!  If you wish,  you can  cl-rmb
atop the mountain the curved  platform  is fixed to
and attack from  range.

§  chest

§   unique Item:  Emerald  Paragon  [3/5]

ife [FV3.J] Fqlmer Village: Ro(k
Island (North)

A  lone  hut (usually with c]  shaman)  is clf the end
of the natural  bridge.  Nearby is a  Falmer bridge
to the south.

/\a/\  chest

§   Loose gear

RE» [FY3.K] Fqlmer Yillqge:
Island (South)

Rock

The collection of huts continues at the south end
of the Falmer bridge. There are two huts  (and
a  troll  skull with  gems above  it on  a  high  rock).
After navigating the  next Falmer bridge, there  is a
third  hut and  pen directly underneclth.  As always,
Falmer are here to be thwarted.

¢  Loose gear

(i)   Lots o, Gold

us> [FV3.L] Nqlurql Bridges

The last part of the fissure consists of natural stone
bridges down to the river level.  Expect more
Falmer trouble as you descend.

Fife [FV3.M] Falmer Hut/
Dead.End Ledge

Related  Regional Activity:  Ancient Falmer
Tomes*

Head across the two bridges (one natural, one
made by the Falmer)  to a  hut with a  mammoth
skull on  it.  There,s an  Unknown  Book to collect on
the table,  near some potions.

"i   unique  Item:  Unknown  Book,  Vol.  Ill  [3/4]

ADDITIONAL LOCATIONS
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RE [FV3.N] FIedgling Nest and
River Rapids (Riyer)

Below the final  part of the pathway throughout
the fissure  is an  optional area to  investigate or
to reach  if you've slogged along the riverbed
instead.  Expect Chaurus  Hunters to  hatch and
attack close to the  rapids.

ne» [3.II Glqciql (revile
(Inlerior)

E> [FV3.O] Frozen Lake Ridge
(Shorlcul)

To circumvent almost this entire area,  use this

snovy slope to a  ridge overlooking the Frozen
Lake,  if approached from the lake.  AIong the way,

you can  mine some Moonstone Ore.

(,  Moonstone Ore Vein  (3)

Related Quests

Dawnguard Main Quest:  Touching  the Sky

Regional  Activity:  Paragons of the  Frost Giants

Recommended  Level:  I 8

Fottion:  Falmer       Dangers                   Mistelloneous

Chaurus                      Claw Trap               Chest

Falmer                                                               Loose gear

Frost Troll

A glacial  crevice formed during  tens of thousands of years of water flow from the high  peaks of the
Haafingar Mountains,  this arecl  iS  now POPulated  by Falmer and  provides a critical  path  between two of
the areas of Forgotten Vale.

over Tunnel
directly under the  main exit tunnel  from  the

first crevice  is a tunnel  leading  up from the water,s
edge.  lt leads directly to  Location  5.

Tr t=   5lda_. ,8c._.i.,}:s   '/,
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ire [FV3.P] Enlmnce lo Glacial
(revile

At the end of this exterior fissure,  step  into the
river and fight two  Falmer before heading  through
the open gate and  into Area 4:  Falmer Fissure

(which  is  inside the  mountain  you,re entering).  The
Forgotten Vale exterior continues on the other side
of the Crevice.

Interior

ffiD  Exit to Forgotten Vole

@  I(eberg (overn (Lower)
This expansive cavern  has a  Frost Troll  and a
couple of Falmer to tackle along the icy ledges
to  the  south  (Location  6).  This  is  the optimcll  Path

through the Crevice,  although there,s a  lower
river tunnel  (Locations  3,  4,  and  5)  and  a  smaller,
underwc]ter tunnel  to the west,  which  leads to
Location  5.

©  water Tunnel (Lower)
Swim  through  this  narrow tunnel  From either
Location  I  or 5. There's a small cave with a dead
Falmer,  a chest, and loose gear to the west of the
tunnel  entrance.

I;,j   chest

:,,   Loose geclr

givi;  (revile River (Lower)
lf you swim along  the river,s surface from
Location  I, you  pass bya  Falmertent and a  small

(inaccessible)  boat.  Check the  hut,  then  optionally
continue along  the base of the crevice to Location
4.  Directly above are the ledges  (Locations 7
and  8).

i:;   chest

©  Fqlmer Hole (Lower)
This  large  ice  hole with  Falmer bridges across  it is accessI.ble from  the  lower Or
middle  levels.  The middle  level  is  LoccltiOn  10.  From  here you  can  head  farther ecISt,

up and  into the deeper crevice areas.

_-  _-   -I_-     :     ,    BLACKREACHANDOTHERREALMS
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©  Iceberg cuverm promontory (Middle)
Check the tents before exiling along to the ledges
above the river (Location  7).

(,i,  chest

§   Loose gear

©ffi,...  (revi(e Ledge (Middle)

Enter the  narrow crevice ledges above Location  3,
clnd Watch for a  trip Wire aS you  enter.  Continue
along the ledge,  fighting  a Chaurus and Falmer
aS you  gO.

()   Danger!  Claw Trap

@  (revile outlook (Middle)
HalfvI/ay along the ledge,  the fissure ledges
connect.  Investigate the ledge to the east on  the
opposite side to engage another Falmer.

§  chest

®3  (revi(e Falmer Hut (Middle)
The far end of the crevice holds a connecting
tunnel to Location  lO,  a  short bridge to a  hut,  a
Falmer,  and  a  chest.  Enter the tunnel,  watching  for
a trip wire as you  step around the corner.

¢  chest

§,   Danger!  Claw Trap

®  Folmer Hole (Middle)
This  large  ice  hole with  Falmer bridges across
it is accessible from  the  lower or  middle  levels.
The  lower  level  is  Location  5.  From  here you  can
head farther east,  up and  into the deeper crevice
areas.  You can also access a  small tunnel  below

you  (Location  1  1).  As you  climb the  ledge,  enter
a  tunnel.

©,  Folmer Tunnel (Middle)
A small tunnel with a  hutand a  Falmer atthe end.

()   chest  (2)

fas!;   Falmer hair (Middle and Upper)

VI/atch for foes,  ancl climb the ledge up and
around.  Enter the narrow tunnel to the east,
leading  ou"o Loccllion  1 3.

()  chest

®©!,  Iceberg (uvern Ledge (Upper)
This ledge is actually above the first chamber you
entered.  Navigate a  long  ledge with four Falmers

(and  nests).  Check one of the tents for a Chest.

¢,  chest

©d   Ruined Snow Elf Arch (Upper)
The remains of a  stone arch  marks the exit back to
the next part of Forgotten Vale.

GB  Exi"a Forgotten Vole

gB  Diamond Paragon Portal (upper)
Enter the Paragon  Portal  (see  Regional Actiyily:
Paragons of the Frost Giants),  and you,re
transported  to a  smclll,  high  ledge  near the Ceiling
of the Glacial Crevice.  Aside from a dangerous

jump down,  there's a  single chest to ransack
before you  return.

§  chest

ife Area 4: Fqlmer Fissure
This is a tight and  narrow fissure where the Falmer have made their home.  Expect combat all along the
maze of shaking bridgework, a long subterranean cave leading up to the final Wayshrine, and a final
crossing above the fissure to the Snow Elf Inner Sanctum, where only those pilgrims who have attained
enlightenment can  enter.

ire RAqior Locqlions

ifegiv [FV4.1 I Wqyshrine of
Rddiqn(e

Related Quest:  Dawnguard Main Quest:
Touching  the  Sky

Prelate  Edhelbor

Prelate  Edhelbor allows you  to commune with  this
Wayshrine  (the fifth and final one to find),  where

your ewer  is filled  to  brimming.  Eventually/  five
locations can  be accessed  from  here,  depending
on the other Wayshrines you  have opened.  Here,s
where you can be:

i/)   Darkfall  Passage

a   shrine of Learning

(;   shrine of Resolution

i.?   shrine of sight

?j  Temple Balcony

?  woyshrine [5/5]

[FV4.2] Entrance lo I
Sqnclum

¬ Inner

Related  Quest:  Dawnguard Main Quest..
Touching  the Sky

The imposing  Snow Elf Inner Sanctum,  accessed
atthe end  of this area,  is a  marvel of Snow Elf
construction.  Stride through the grand arch,  and

you're greeted  by a towering statue Qf the great
Auriel.  To  enter the SclnCtum,  QSCend  the Steps,

pour the water you,ve collected from the five
Wayshrines into the receptacle, and the door
will open. There are no other ways to pry open
this door'

ife NIinor Lotqtions

negiv [FV4.A] Glqciql Crevice Exit

The main fissure route between  here and  Location

[4.E]  (along  the ground)  has you  checking
two raised  Falmer Huts (one with a chest)  and
navigating a couple of trip wires along the

ground as you  pass under a third  hut. The path
splits  here and  has two stone ramps on  either
side at Location  [4.E].

i/)  chest               ()   Danger!  Claw Trap  (2)

ife [FV4.B] Frost Giant Lair
(North Fqlmer Fissure)

Related  Regional Activity..  Paragon  of the
Frost Giants*

After navigating  the bone trap strung across the

path head through the gate and engage the
Falmer,  or wait for them to perish as they battle a
Frost Giant.  Defeat anything  left alive,  as the giant
carries the Diamond  Paragon you,re after.

¢   Danger!  Bone Trap

§   unique  Item:  Diamond  Paragon  [4/5]

ife [FV4.C] Upper Fissure Walls

lf you  continue to climb from  the  Frost Giant,s
locc]tion,  past the  mammoth  skull to the remains
of a  Snow Elf arch,  you  reach the upper fissure.
The going  here is treacherous,  but you can edge
along above the Falmer huts,  all the way to
Location  [4.D].

§   Quicksilver Ore Vein  (2)

ADDITIONAL LOCATIONS
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ne# [FV4.D] The Overexuberanl
Ore Exlratlor

With  some careful  maneuvering  from  Location

[4.C],  you can  slowly step along  the fissure walls,
using  Bats  (Vampire  Lord)  or Whirlwind  Sprint

(Shout) to dash across to the opposite side if
you,re  in the  hclbit Of gathering  Bird  Nests  (there
are  13  to find  all along  here).  The real  prize  is
under the Sanctum  Bridge:  a  nook with a Gold
Ore Vein and the skeletal  remains of a  miner
who came a cropper here. Gather two Flawless
Diamonds too.I

§   Bird,s  Nest(13)

()   Diamond

";t   Flawless  Diamond  (2)

?  Gold Ore (2)

/)  Gold Ore Vein

§  Loose Gear
()   Lots o, Gold!

ife [FV4.E] Falmer Fissure
Village (Part I)

ife [FV4.F] Falmer Fissure
Village (PqrI 2)

Expect Falmer battles throughout. two stone ramps
appear along the bottom of the fissure;  check
each  one.  The  left  (north)  ramp  leads to a  hut.  The
right (south)  one enables you  to reach the bridges
crossing the huts, and the path on the ground
leads to a Quicksilver Ore Vein.  Check each  hut

(one has an  Emerald, for example).  Then  the path
narrows through to the second village area.

()  Alchemy Lab

/)   Danger.I  Bone Trap

"?,   Lots  o,  Gold!

i:I,,

Potions

Quicksilver Ore  (2)

/!  Quicksilver Ore Vein

mLE!

B> [FV4.G] Falmer Fissure
Village (Part 3)

Related  Regional  Activity:  Ancient Falmer

Tomes*

Expect Falmer battles throughout.  This  narrower
fissure leads to a  subterranean tunnel at Location

[4.H],  with  huts to search along the romped
area and a Chaurus Hunter or three to fight on
the ground  below.  Once you've secured the last
Unknown  Book from the farthest hut,  drop down
and  enter the tunnel.

/v\  chest

:?.   potions

(,,   unique Item:  unknown  Book Vol.  lV  [4/4]

uefty  [FV4.H]  Fissure Tunnel
(Pqrl I)

ire [FV4.l] Fissure Tunnel
(Part 2)

This  lengthy/  uphill tunnel  has  Falmer burrows
throughout and a trip wire to avoid (unless you
wish to be buffeted  by rocks).  The tunnel,s exit is
close to the final  Wayshrine  [4.1]`

()   Danger!  Falling  Rocks

§   Quicksilver Ore Vein  (4)

ife [FV4J] NIyshrine Falmer
(amp

Above the last Wayshrine are a few bridges and
Falmer huts to search through.  Try the top one for
the following:

I:    potions aplenty

Tf¬   E:)_c`.eJ £,CrCiS   `'(
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ife  [FV4.K] Bridge lo lhe Inner
Son{lum

One of the few pieces of Snow Elf architecture
that remain  intact,  this  bridge spans the fissure

you,ve  just crossed.  Optionally,  you can take your
life  into your hands c]nd  try Whirlwind  Sprinting

to the bird  nest on the broken column  nearby.  Or
try some  mining.

(:;   Bird  Nest

":)   Quicksilver Ore Vein

grgiv  [FV4.L] Auriel,s Lookout

A rocky promontory with a  Snow Elf arch  leads to
cl  half-burieCI  Skeleton  Of a  Person Who Was Once
of some stature, as evidenced by the remains
of a crown with three valuable gems.  Keep the

gems from  rolling  into the fissure!  Then continue to
Location  [4.2].

Flawless  Ruby  (2)

I.:,;   Flawless  Sapphire

',   Loose Gear

(:;   Lots a,  Gold!
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RE» Area 5: Fulmer Temple: Inner Sanctum and Chapel
These two  interior arecIS  (With  their Own  maps)  are the Culmination  Of your expedition.

RE Major Locations

ifefe [5.I I Fqlmer Temple

Related Quests

Dawnguard Main Quest:  Touching the Sky

Regional Activity:  Paragons of the Frost Giants

Recommended Level: 20

Foclion:  Folmer  Hive

Ancient Frost Atronach

Arch-Curate Vyrlhur

Frozen Chaurus

Frozen  Falmer

Frozen  Shaman

Spe(iol Area

Shrine of Auriel  [2/2]

Dangers

Falling  Ceiling

(ollectibles

Unique  Item: Ancient Falmer Boots  [DG5/1 7]

Unique Item: Ancient Falmer Cuirass  [DG6/I 7]

Unique Item: Ancient Falmer Gauntlets

[DG7/1 7]
Unique Weapon: Auriel's Bow [DG5/7]

Unique  Item:  Ruby Paragon

Miscellaneous

Area  is  locked

Chest

Loose gear

Lots o' Gold

Potions aplenty

ffiB)  Exi"a Forgotten Vale

gyi  sanctum of the Betmyed
A host of frozen Falmer are gathered around a
Shrine of Auriel.  Seek the blessing  of the shrine
if you wish,  and gather the numerous  items still
held by frozen foes and those you find around
the room.  But be warned:  Taking these items  may
cause them to awaken. The doors to the north are

your way forward,  but there is a hidden chamber
to the left (west).  Place the ewer on the pedestal
to  reach  it.

§   Loose gear

i  potions

§  shrine of Auriel [2/2]

a,.I_...a.S     a

O           a

Inner Sanctum
The most sacred temple of the Snow Elves,  the Inner SclnCtum  iS now reduced to a  ruin and the lair Of
Arch-Curate Vyrthur. This  is the culmination of your lengthy expedition  across the Forgotten Vale and
Dawnguard Main Quest: Touching the Sky.

©  Frost 6iqnt Lair
After a short corridor,  the temple gives way to
a cave where a  Frost Giant lurks.  ltcarries the
last of the Paragons.  Be sure to pick it up before
inspecting the chests  by the four skeletons.

A  chest

¢  unique Item:  Ruby Paragon

©  Hidden Amechumber
A pedestal  in the northern wall  (accessed with
the ewer,.  return to claim  it if you don't have  it)
unlocks a  hidden chamber with the following
items:

§  chest

S  Loose gear

§   potions

®  (onnetting (orridor
A corridor connecting the north and south sections
of the Sanctum contains several frozen  Falmer and
skeletons,  Collect the following along the way:

()   Loose gear

§   potions

®gr  Northem Corridor
Visit the southeast corner of this area, which  has
an antechamber with a chest atld  POtiOnS.  Then
head north,  passing a table and more frozen
Falmer as the Sanctum gives way to an  ice cave.
Take the tunnel to the northwest_

§  chest

¢  Loose gear

§   potions

ADDITIONAL LOCATIONS
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®  lceTunnel
On your way out of the Sanctum, take the side
tunnel to the  left (south)  to reach a  hidden area
with a chest to open.

/v\,t  chest

\}  potions

ffiB  ExiHo AurieI,s Chapel

ffiB  sapphire purqgon poml

®B  Hidden Passage
The only way to reach  this side chamber is to
enter via  the portal,  having opened  it using the
Sapphire Paragon.  Inside  is a  ruined  passage
with  the following:

§  chest(3)       ,t\   Loosegear         (::,,   Lotso,Gold

ife [5.2] AurieI's Chapel and
Temple balcony

ffiB  Exi"o Inner Sontlum

ifaej  (hqpel passage
A narrow passage leading  into the chapel.  You
can  also use this GIS a  Place to  hide during  the
next battle.

ffiS   Great (hopel
The battle within  the chapel  (which soon goes
from  indoors to outdoors)  begins here.  Expect
heavy concentrations of foes,  including  Frozen
Falmer and an Ancient Storm Atronach.

©  Temple Bulcony
This  is where you  face Vyrthur in  a  battle to the
death.  Once the fight is over,  the final Wayshrine
opens,  and you can claim Auriel,s Bow from
within.  lf you  have  Elven Arrows,  you  can  ask
Gelebor for a  blessing  (creating  Sunhallowed
Arrows)  or ask Serana for her blood  (creating
Bloodcursed Arrows). Then spend a moment
looking over the frozen  lake from the vista
balcony.

i?,   unique  Item:  Ancient Falmer Boots

[DG5/l 7]

?)   unique  Item:  Ancient Falmer Cuirass

[DG6/1 7]

§   unique  Item:  Ancient Falmer Gauntlets

[DG7/1 7]

f,i  unique weapon: Auriel,s Bow [DG5/7]

ffiB  wayshrine portal to Forgotten Vale

mmH

ife Area 6: ForgoIIen Vole Forest
Related  Regional Activity:  Paragons of the  Frost Giants*

This  sacred glade  is  unknown  to all  but the  most meticulous of adventurers,.  it is accessible only after
inserting  the  Ruby Paragon  into the  Paragon  PIarform  socket.  There are  no critical  Maior Locations to
findhere.

ifegiv Minor Locqlions

RER, [FV6.A] Ruby Pamgon Portal     Bae [FV6.C] Falmer Warmonger

This Snow Elf arch  provides  instant transportation
between the Paragon Portal Platform and  here,

provided you have the Ruby Paragon.

ae  [FV6.B] Frost Troll Den

lf Frost Trolls  haven't lumbered  out of the thick
woodlclnd tO  intercept you,  they Can  be found
here,  in  a  shallow cave with  little debris  but well
hidden  in  this glade.

Trc   3+c.e=Sc=cL:S  ''
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To the southwest,  a  powerful Falmer clad  in  fancy
armor  is  finishing  off the  Frost Troll  threat.  FcICe  the

Falmer Warmonger in  battle.  After you  best him,

peel off his armor and take the powerful artifact
he was carrying.  Auriel's Shield stores the energy
of blocked attacks.  Performing  a  power bash will
release the stored energy.

(::)   chest

()   unique Item..  Auriel's  Shield  [DG8/17]
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ln  some ways,  the northern climbs of Solstheim are slightly more  hospitable than the southern wastes,  since the ash  storms do not reach them.  Instead,
adventurers are left to traverse rocky and  snow-swept landscapes, with  more scree and dirt along the coastline.  Farther inland, there are soaring  peaks and a

grand temple to the new usurper of this realm,  and farther north  still  is a  large glacier field
Rieklings dominate many of the locations up  here,  but the Skaal people also call this ham
number of islands,  unmarked to the  regular traveler,  offer danger and treasure to those wi ng

in which an ancient castle to a  long-dead frost giant still  sfands'
village is set amid the frozen  peaks to the northeast.  Finally/  a

to swim through the Sea of Ghosts to reach them.

ife Routes and Pqlhwqys
With  no roads to find, you  must rely on goal trails and  the gaps between  rocky ridges when  maneuvering  around the  northern  parts of Solstheim.  lt,s helpful to
work your way around the coast,  perhaps starting at Buiold/s  Retreat and  moving counterclockwise from there.  Split the area  into more manageable chunks:  The



`/1wofoT:



Total 34-Shoal Vlllage and 33

[S.NOO]  Skool  Village

Chiefroin:  Fonari Strong-Voice

[S.NO1]  Domphqll  Mine

[S.NO2]  Water Stone

[S.NO3]  Fohlbth8rZ

[S.NO4]  Hvitkold  Peak

[S.NO5]  Abandoned  Lodge

[S.NO6]  Bristlebock Cove

[S.NO7]  Nothshore Landing

[S.NO8]  Broken Tusk Mine

[S.NO9]  Stolhrim Sour(e

[S.N1 0]  Cosfle  Korsrdog  Ruins

[S.Nl l]  Castle  Korsfuog Caverns

[S.N1 2]  Glociol  (qve

[S.N1 3]  Mortrog  Peak

[S.N1 4]  Frykte  Peak

[S.Nl 5]  Soering's Watch

[S.N1 6]  Benkongerike

[S.N 1 8]  Hrothmund/s Bflrrow

[S-Nl 9]  Moesring Puss

[S.N20]  Snowclad  Ruins

[S.N2 1 I  Mount Moesring

[S.N22]  Frosrfuoon  (rag

[S,N23]  Altar of Thrond

[S.N24]  Temple of Mirook  (Tree  Stone)

[S.N25]  BeoslStone

[S.N26]  Thirsk  Mead  Hall

[S.N27]  Heodwoters of Harstrod

[S.N28]  Wind  Stone

[S.N29]  Hoknir's Shoal

[S.N30]  Frossel

[S.N3l]   Buiold's  Retreat

[S.N32]  Gyldenhul Borrow

[S.N33]  Horker Island

[S.NE]  Riekling  Chest

[S.NF]  The Fisherrmn's Haul

[S.NG]  Riekling  Barrel  Hoard

[S.NH]  Horker I(eberg

[S.Nl]  White  Ridge  Borrow Hut

[S.NN]  Giant Nimroot Island

[S.NO]  Riekling  Outpost Island

[S.NP]  Lurker inbush  (Tidal  Pool)

[S.NO]  Temple of Mirook: Secret Exit

Related Quests
Dragonborn  Main  Quest  The  Fate  of the Skool

Drqgonborn  Main  Quest  CIeonsing the Stones

Drogonborn  Main  Quest: The Gardener of Men

Drogonbom  Main  Quest: At the Summit of Apocrypho

Solstheim  Side  Quest:  Filial  Bonds

Solstheim  Side Quest: A New Source of Stolhrim

Solstheim  Side Quest:  Lost Legacy

Solstheim  Regional Activity  (Skool  Village) :

A Mother,s hament*

Solstheim  Regional  Activity  (Skaol  Village) :  Retum

to Fo]kreoth*

Habitation: Skaql Village                 (rafring                   Collectibles

Services
Follower:  Freo  [DB1/7]

Morrioge Prospect Morwen  [DB3,/3]

Trader  (Apothecary):  Edlo  [DB1/I 6]

Trader  (Blacksmith) :  Boldor  Iron-Shoper

[DB4/I 6]

Trainer  (Master: Two.Handed) :  Wulf

ild-Blood  [DBl/l]

Blacksmith  Forge

Cooking  Pot

Grindstone

Smelter

Tanning  Rock

Wood  Chopping

Blo(k

Workbench

Unique  Item:

Bero's Ne(kloce

[DB6/3I ]



aegiv Lore: Seltlemenl Overview
kaal village is located  in the Felsaad Coast region of Solstheim,  north of Thirsk Mead  Hall. The origin of the

ime.  Who founded this village, and why? What clues exist that might shed  light on their history? And can this lost the events
thclt are Currently troubling Solslheim? These questions have been weighing  heavily on the mind of Tharsfan,  a visiting scholar.  He's always had a great

passion for history,  and the mystery of the village's or.lgins is one he would very much  like fo solve.

There is no real economy in SkaaI Village, as money is of little value to the seIFsufficient Skaal-  Hunting  is the main source of sustenance for most; the
Horkers on the northern coast and  neclrby Lake Fialding are relatively easy and  lucrative prey.  More adventurous Skaal hunters go after the elusive Snow
or Snow Bear, whose pelts are valued highly among them. The Skaal are skilled foresters as well, which makes sense since their village is surrounded by firs.  A
steady supply of firewood can mean the difference between life and death for these determined villagers.

Yeclrs of relative peace clnd  Prosperity for the Skaal  have been shattered  by the loss of most of the tribe to some unknown dark magic.  At the icISt moment,
the village shaman,  Sforn Crag-Strider, was able to shield the remaining few of his people from this spell,  but if is faking all of his concentration and he can't
keepitupforever.

Most of the town,s population  has been enslaved,  and  many are helping to  build a  strange arched  shrine around the Wind  Stone to the  northwest of town.  Free
these villagers and they head  back to the locations listed  below.  Consult the  Dragonborn  Main  Quest: The  Fate of the Skaal  for further information.  You cannot
fully interact with the Skaal  until you,ve  befriended them.

Areas of Interest

Barrier Focusing Stones and Well

their knees,  attempting to  hold back Miraak's foul
magic and  keeping  the minion  of Hermaeus Mora
from completing  his  subjugation  of Solstheim.

§  crafring:  Tanning  Rack

©  Grefllhqll

;

Fonari Sfrong.Voice

Ever since she was a  child,  Fanari  has

possessed a  singular focus, always knowing
what she wanted and doing whatever it took
to get it.  Seeing  Fanari,s determination to be
the  best hunter  in  the village,  Wulf Wild-Blood
was touched.  He decided to take the young
Nord woman  under his wing/  and with Wulf/s

guidance,  Fanari eventually became a superb
hunter. As she grew older,  Fanari decided that

e needed a new goal and she set her sights
ecoming the village elder.  She achieved this

still  in  her thirties,  a  remarkable feat for
kaal.  Her loyally to the villagers,  her
unflappable nature, and a good dose
tired of hearing  her go on about how

I to be the elder caused the other
her as chieftain.

n

n  is a visiting  historian who  has come
e with the Skaal  in order to write a  book

about their culture and  heritage.  He now
resides in a guest room  in the village Greathall.

tlllI

Tharstan  spends most of his days  reading and
writing  in  the Greathall and will  be  happy to folk
fo you about his research  into the history of the
SkaaI.

This  large  lodge-style  building  serves
as a  gathering  place for the villagers.  It has
traditioncllly also  been  the dwelling  Place Of
the village elder and  his or  her family.  The
current village elder  is  Fanari  Strong-Voice,
who succeeded  Skaf the Giant in that role less
than three years ago following Skaf,s  passing.
Outspoken and  opinionated,  Fanari  lets everyone
around  her know what she,s feeling.  However,
her devotion to the villagers and  her keen  mind
have  made  her a fine elder.  She is also an expert
hunter who has spent several years training  under
the tutelage of Wulf Wild-Blood.

Also  living  in  the Greathall  as a  guest of
the village  is the visiting  historian Tharstan,  an

of pearls  in a display case  [Apprentice].

(?  crafring: cooking  pot

i)   Book:  Ahzidal,s Descent

Shaman/s Hut

Sforn Crag-Sfrider

Storn  is the  Skaal  Shaman,  the spiritual  advisor
to the tribe.  Stoic and  patient,  the Skaal  look to
him  in  times of difficulty for guidance and  comfort.

Tf-e  3`i,_¬`e_- Sc:.Sis  i./

s--_-kTy_RTin

He communes with the land and calls upon the
All-Maker,  the creator and sustcliner Of all  things,
to protect his  people.  Storn/s daughter Fred  has
been groomed since childhood to succeed  him as
Shaman.  Now in  her early twenties,  she is quietly
rebelling  against the  idea.  Stern  believes this
will  pass  clnd  tries  tO  maintain  the Calm  that  has

served  him  so well over many years to wait until
Frea  realizes what she,s truly meant for.

Fred

Frea  is the daughter of Sforn Crag-Strider,  and
she  is conflicted  about her future.  Her fclther

expects that she,Il  someday fake his place as
the village Shaman,  but she's an accomplished
warrior and  hunter and thinks she might be chief
material  instead. You first meet Fred at the tom
of Miraak.

Stom, the village Shaman,  makes
here along with  his dclughter,  Fred.  One of
the persistent mysteries of Skaal village is I
identity of Fred,s mother. TwentyLfiVe years
befc)re becoming  the village Shaman,  Storm
out to learn the ways of the world. When he
returned five years later,  he brought
a four-yearold girl whom he introduced
daughter, Frea. Stom refuses to speak a
Fred,s mother to anyone,  including  Frea.
caused a rift between the two that prevents i
from ever being truly close,  but Stern  has
dutiful clnd  loving  father Otherwise,  SO  Fred  a
stay angry with  him  for long.

The  house is decorated with  pelts, various

plants,  herbs,  and other shamanistic totems, as
well as an Arcane Enchanter and an alchemy
table.  Tinkering  with  the creation  of potions  is one
of Storm,s  hobbies.

()  crafring:  Arcane Enchanter, Alchemy Lab

()   Follower:  Free  [DB1/7]

©   Baldor Iron-Shoper/s House

Balder Iron-Shaper
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tough, hard_nosed,nO-nonsense
and

He takes pride  in  his craft
say so to anyone who will listen.  The
Baldor wants most
of forging Stalhrim.  He knows how

cks the  material  itself.

aldor Iron-Shaper lives in a  modest house
near the village center.  He lives alone,  having
newer married.  Outside is his fine forge, where

an craft Stalhrim weapons and armor and
ciem Nordic Pickaxes.  Inside,  his house

is  usually locked  [Aclept]  ancl features some
displayed weapons, ore, a chest, cooking pot,
and  some  ingots and more weapons upstclirS.

#  Grafting:  Blacksmith  forge, cooking pot,

grindstone,  smelter,  tanning rack (2),
workbench  (2)

§  chest

§  Loose gear

¢   Trader  (Blc]cksmith):  Baldor Iron-Shaper

[DB4/1 6]

©  Dear Woodcutter,s House

Yrsa  is one of the younger women  in  Skaal
Village.  She is frienclly and  polite and  likes
baking.  She is married to Deor and  hopes they
will soon  have children,  if she can get Deor to
agree to it.

Dear and Yrsa are the youngest couple
living  in  Skaal village. They haye been  married
for eight years.  Both are ty
hclrd-WOrking  and  Self-Suffi

is meager but well construe

ical  SkaaI

supreme skills  in the crclfting ai

house are the rough essentials for life:

viIlasers,

cooking pot, and a copy of The \^foodc
Wife, as well as another tome of

§  Grafting: cooking pot, wood a
block

t3  Book:  Deathbrand

Oslaf

One of the many hunters in Skaal village,  Oslaf
would be very content if the rest of the world
would  just leave his village and  his people alone.
He is deeply mistrustful of outsiders,  owing to
an  incident in  his childhood where some Nords
from Skyrim  came to hunt in the land  near Skaal
Villclge, The Nords got drunk and  picked a fight
with  Oslaf/s father,  wounding  him  badly.  Oslclf iS
a devoted,  if stern, father and  husband.  He thinks

young  Nikulas is a fool for wanting to leave the
village,  and  he reminds his young daughter Aefa
on a daily basis thc]t her place  is with her people.

Finna

Finna  is a  kindhearted villager who  is almost the
complete opposite of her stern  husband,  Oslaf.
Where he dislikes strangers,  she is welcoming
and generous.  She is good friends with Yrsa,
and the two like to share idle gossip about the
other villagers.  Finna tries  hard to  instill  positive

qualities  in  her daughter,  to  provide a  balance to
her husband,s more strict approach to parenting.

Aeto

Children  in the Skaal Village are raised to
contribute from an early age.  The self.
Skaal do not have the resources to ge
everyone pitching  in,  so Aeta,  the vill
chilcl,  helps out where she can.  Aeta
many Nord children  in Skyrim,  hay
for play and no friends her own ag
had to grow up more quickly and  is
mature and  level-headed for a child.

This  building  is  home to Oslaf,
Aeta.  lt is a  modest homewith a i

kyard that houses a few
cabbage, and leeks.

herself to try to grow a meager crop
though the climate and soil are less I

for farming.  She spends most of her day

aranCe a

For most of his  long
been ire most accomplished hunts
Skaal village.  Now fc]cing  his twilight years,  Wulf
wants lo pass along his wisdom and teach a  new

generation of hunters.  He will eagerly offer advice
and wisdom.  He wants nothing  in exchange,  save
to keep his people strong by passing on what he
has learned.  His home features a variety of pelts,
skimed  meals,  and  mounted animal trophies.

§  crafring: cooking pot

§  Loose gear

§  Trainer (Master: Two-Handed):.Wulf
Wild-Blood  [DB1/l]

©  wulf Wild-blood,s Butcher,s Hut



e loss of his father shook the young  man greatly
and  made him question whether he really wanted
to spend his entire  life within the boundaries of
the Skaal  lands.  Pouring fuel on the fire were
Tharstan,s exciting tales of his grand excursions
exploring  lost ruins across Skyrim and  beyond.

This dwelling  is  home to  Edla  and  Nikulas.
Edla  has tried  hard to keep  herself occupied since
the tragic death of her husband,  a  hunter named
Heifnir who was mauled by a bear three years
ago. An unusually enterprising SkaaI,  she  has
taken to trading with travelers who  pass through
the village,  taking gold  in exchange for meat,
furs,  and other items that the villagers have in
excess. She then uses that gold to buy whatever
she thinks  is useful  or desirable.  Inside  her home
are some simple foodstuffs and a few trinkets
and  potions.

§  Grafting:  Alchemy Lab,  cooking  pot
i Loose gear

§   potions

§  strong Box

§  Trader (Apothecary):  Edla  [DBl/l6]

Morwen,s House

Morwen

Morwen,s mother, Bera, was one of those rare
Skaal who left the village to seek her fortunes
elsewhere.  She traveled to Skyrim with  Ulfarr, a
Nord sailor whose ship hacl wrecked near Skaal
Village.  Bera  raised Morwen with fales of the
Skaal Village,  For in  her  heart she missed  her
home.  Currently, Morwen works the smithy with
Baldor.

After years as a mercenaryJ Morwen has
chosen to put away her sword and live out her
remaining years in  peace.  Morwen,s  mother was
born  in  Skaal Village but left when she married a
sailor from  Skyrim  and  returned  home with  him.
Morwen  has  had  her fill of battle and  now spends
her days fishing  cmd  hunting to help provide food
for the villagers.  However,  she will  still  pick up
an axe should a threat to the village arise.  Her
house  is a  simple affair but cozy if you decide to
marry and  settle down with  her (after completing
Solstheim  Regional Activity:  Return  to Falkreath*,

page 671).

Display case [Adept]

OOSe gear

Marriage Prospect: Morwen  [DB3/3]

ue Item:  Bera's Necklace  [DB6/3 1 ]

`  lvoi2~
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Related Quests

None

Recommended Level:  I 0

Dungeon: Mine

Reaver

(rofting
Alchemy Lab

Anvil

Smelter

Tanning  Rack

Wood Chopping Block

Dangers

Danger!  Oil  Lamp Trap  (5)

Danger!  Rockfall  Trap

Miscellaneous

Chest

Potions

Loose gear

Lots o' gold

Exterior
An  abandoned  iron and  silver mine has been  repurposed  by a  band of Reavers.  lt is located on
the lower rocky abutments overlooking  the Sea of Ghosts,  just below the snow line.  The entrance is
slightly precarious,.  bring  your best Reaver-killing  equipment and slay the  single Foe outside,  near the
half-buried  cart.

§  Reaver

ffiEN   Grotto Entrance
Head down from the entrance, starting combat with two Reavers behind the fallen fencing.  There,s a
single potion and  purse to collect and  some optional  mining to attempt.

"¢   potions                 ,:A;)   pickaxe                  (,)   Iron ore vein

Tr-a  -Ji£i.er Sc=ci:a  V
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This roughly circular and waterlog
chamber is extremely steep.  Look u
shaped trapdoor two floors

your spectacular exit route!  The pool
has a chest, six skeletal remains, and

sos fo find.

hewer Pool and AIthemist,s Al(owe
For a more stealthy and safer way tc) remove the
Beaver threats  in  this area,  use the ledge left of
the waterfall and work your way around, passing
a tunnel fo your left; fight two foes here near an
Alchemy Lab and shelf of potions. The rickety
mine platforms lead down to a second tunnel
directly uncler the first. The water below is devoid
of items, save a Nordic Barnacle duster.

§  Grafting:AlchemyLab           §   Pickaxe

i?   potions                                         §   Reaver

®  Bridge (overn
Head through the lower tunnel,  passing the spiky

grass and an old campfire  (watch for the tripwire
trap!).  Head  into a  cave with  c]  low ceiling  and  a
natural  rock bridge ahead  (west).  Expect a silver
ore vein and two Reavers on this  bridge (shoot
the oil  lamp to splatter them  with  fire).  Before
continuing, take a dip  in the water,. there is a  gap
to swim through to the southeast leading to a  cave
alcove with the following:

t3   Danger!  Oil  Lamp Trap  (2)

§   Danger!  Rockfall Trap

§  Reaver

§  silver Ore Vein

§   Book: Ahzidal,s Descent

atue of Bib

lt tents and af least five Beavers eire
ing  in this cavern,  which grows verticc]lly with

two bridges ahecld Of you and ramps and ledges
to ascend. The lower camp has a chest [Novice]
and  some potions  in one tent and a smelter with
iron ore behind  it.  Use the oil lamp traps  if you
wish.  Climb the wooden  ramps  past a third c]nd
fourth tent to the ledge above and another ancient
Nord carving.  There,s a  narrow tunnel entrance
ahead  (southeast)  and a  moss-wallecl  leclge to

your right (west),  leading to a  natural arch where

lagmile As(ent

narrow,  steep, and
s around you,  paus

TfNI path to your right
idden chest.  Slay the Reav

pull the chain to release the roe

§   Beaver            .,.:;i   Chest

®  Rock Wtiterfoll and the Long Drop
The remaining  Reavers  (around three,  including
a  leacler carrying a Treasure Room  Key) are in
this final chamber, consisting of a  rocky waterfall

(which you can climb to reach a chest). The cell
door [Master]  is more easily opened with the key,
leading to a chest and some excellent gear and
valuables. When you,re ready to leave,  retrace

your steps or fall down the trapdoor into the
plunge  pool  (Location  [2]),  then  head  northwest.

§  Reaver                                    §  Loose gear

§  Treasure Room  Key             §  Chest (2)

§   Lots a, gold

ife [s.NO2] Water Stone

Recommended  Level: 25

Hqbitolion: All-Maker Stone

Benkum

Hicllfar

Liesi

PclleViuS  Lex

pe[iol Areti
Standing  Stones

Related Quests

Solstheim Side Quest: The Challenges of
Kagrumez*

Recommended Level: 25

Dungeon: Dworven (itv

AIbino Spider

Dwarven  Ballista

Dwarven Centurion

Dwarven Sphere

Dwarven Spider

Oil Spider

Riekling

Dangers

Dwclrven  Fire  Pillar Trap

Dwarven  Swinging Trap

Puzzle

Dwarven  Puzzle

CoIlectibles

Kagrumez Resonance Gem  [DB2/5]

Unique Item: Visage of Mzund  [DB20/

Miscellaneous

Chest

Loose gear

Lots o'  gold
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eek the area for a chest,
the  nQrlh.

ffiB  Door to Solstheim

®  Riekling (flmp
Enter the  sloping  stone corridor,  fight through
a  Riekling camp with  three or four foes,  and
descend south,  passing the  Riekling corpses and
engaging Automatons farther down.

§   Riekling

§  Dwarven Sphere

®  (ontrol Room
Besides a  locked door [Novice]  with  some  items
behind  it,  this chamber features barred windows
oyerlooking  the gigantic cranking  mechanisms of
the waterlogged chamber, and also a shut gate.
Activate the gate at the bank of buttons,.  look for
the second  button from the right side,  along the
bottom  row,  to open  it (the rest launch traps or
othing  ar all).

Danger:  Dwarven fire pillar trap

face south and drop down onto the cogs,
soufhwesl (ignoring  or fighting  the Automat{
Stay on the cogs until you  reach the door to
Fahlbtharz Corridor.

§   Dwarven Automation

oar to Fahlbtharz (orridor

ffiffi  Door ro FohlbThorz

®  corridor stairs and storage
Ascend the steps, watching  for the pressure  plate
that releases a  swinging trap.  Pass the gate

[Adept]  leading  to an alcove chest,  and ascend
back to the door to Fahlbtharz.

ffiS  Boilery Piston Gate
Move around to the south through a strange
chamber of pistons,  pipes, and embedded
mc]chinery.  Slay the  ballista  and climb the steps  in
the southeast corner. This leads to a  balcony with
a corpse clutching a bow,. arrows are nearby.
These are the  remains of Ulyn,  and  his  journal
reveals clues to the secrets of the boilery puzzle

you face.

Puzzle Solution: Face the circular piston  lock
to the west,  and view the six kinetic  resonators

(the propeller devices glowing turquoise,  three
on either side of the main  lock).  To open the
subsequent gate,  you  must pull  all  20 fuel
cylinders  into  plc]ce,  activating  the  boiler.  This  is

achieved  by shooting an arrow at some of the
resonators.  Each  resonator activates a  specific



grinds your way, moving west to the edge of the
bridge,  then  turning  right (north).

®  water (hqmber
(Third Visit:  Upper (ogs)

Jump onto the cogs,  moving west.

S  water (hdmber
(Third Visit: Second  Bridge and
Tonal Lo(k)

Leap to a second bridge and gatehouse section,
heading west to a  battle with a  ballista  near a
chest and a  resonator (in the gatehouse with  a
skeleton)  to shoot (there,s a  bow by the skeleton  in

lS

;you don,I have ranged magic or weapons).
aligns the bridges you were on at the

previous lever.

Wait!  Make sure you,re standing on the
bridge section  facing  west,  with  the  kinetic

®  Grand Hall
Clear away the Albino and Oil Spiders, and
battle two Dwarve
are two Centu

immediately. There
this chamber;  it is wise to

weed out your foes before you face them!  Move
to the walkway on the upper level and  inspect
three  pedestals  (known as Dynamo Actuafors) that
require a core to operate
Dynamo Actuators, you can
Centurions;  if not,  you will  need lo wrench them
from their corpses.  Attack the nearby Centurions
and  scrounge a Centurion  Dynamo Core from
each,  allowing you  to raise the steps and  remove
two sets of bars to the treasure room.

§   Albino  Spider

()  oil spider

§   Dwarven  Ballista

§   Dwarven Centurion

§  centurion  Dynamo Core  (2)

Grtind Hall Treasure Room

the treasure room thoroughly. Aside from
lcl,  chests,  and the unique dwarven

Qf Mzund, a Kagrumez Resonance
plate.  Take whclt you wish,  then

warven elevator to the left (east),
at the Fahlbtharz EIevato

age of Mzund [DB2O/

Resonance Gem  [DB2/5]

Elevtitor lo Solslheim

\   ToT6m

g» [s.NO4] Hvilkald Peak

Dangers

Falling  Adventurer!

Hvitkald  Peak  is one of four mountains on
Solstheim you can climb.  When you  reach the
summit,  a  landmark icon appears to  reflect
this  (optional)  accomplishment.  Begin  clt the

Abandoned  Lodge and climb west,  up  behind  the
building  fo the  sharp  mountain  ridge.  Turn  right

(north)  and  maneuver up the  ridgeline,  then  circle
around to face south when you,re almost at the
top.  Once at the summit, you  have commanding
views of the following  locations:

North:  Fahlbtharz elevator  is very close,  with
the  main  entrance to  Fahlbtharz a  little farther
aWary-

Northeast:  Mount Moesring

East:  The  path  up to Temple of Miraak.  The
circular indent is the entrance to  Kagrumez.

Southeast: Abandoned  Lodge,  Brodir Grove,
and  Highpoint Tower.

South:  Raven  Rock

Southwest:  BIoodskal  Barrow

[SN.05] Abqndon¬d

Related Quests

Solstheim Side Quest: A New Source of
Stalhrim

Hobitolion: Tholmor

Baldor Iron-Shaper

Thalmor

(railing                              Miscellaneous

Grindstone                         Chest

Exterior
A well-kept but sealed  lodge with a grindstone,
scattered  barrels,  and an  impressive view of Red
Mountain to the southeast.  Normally/  this place
is  silent.  During  the Side Quest,  four Thalmor are

guarding  this  location.  Find  a  key on one of their
corpses,  allowing you to enter.

\A/   Key to Abandoned  Lodge

Interior

Inside are two beds, a few scattere
and steps down  info a cellar bar area
Balder Iron-Shaper is kept prisoner,  n

[Novice].

i?   Baldor lronTShaper

Related Ouesls

Solstheim  Side Quest: The Great Skyrim
Strongbox Hunt*

Recommended  Level:  I 0

Dungeon:  Riekling (amp

Bristleback

Mounted  Riekling

Riekling

(olletlibles
East Empire Strongbox [DB1 /33]

Miscellaneous

Chest

Loose Gear



ExteriaI
Enter here to see  how the  Rieklings train  their
where the Rieklings have erected a  rickety w(
chest.  lt's empty.

":)   Riekling

ffiB  Exit lo Solstheim

©  Entmnce Tunnel
Expect an ambush  in the entrance tunnel,  near the
dead  Reavers. Just after, the tunnel forks left (west)
to the cave exit tunnel and drops north,  farther
into the  icy cave  system.

\Av?   Loose gear

a   Riekling

©  upper (amp
There clre two ambushes and three Or four foes
here,  along with
trinkets.

e number of lowvalue

vft  Loose gear

¬?   Riekling

ELife   upper village
Along with tents ancl  huts,  expect at least  1 2
Rieklings in this elongated  ice cavern, which
spreads out a little tO the east.  Search thoroughly
for two chests and a Strongbox.

()   Loose Geclr

§   Riekling

(v`,  chest (2)  [l  = Adept]

§  strongbox

®  Eosl Tunnel (omps
Watch for two more ambushes in the tunnel and
another one  in the small camp.  Don't oyerlook
the tunnel continuing down and to the south;  this
leads to a lower camp where you'll find an East
Empire Company Strongbox [Expert]  on a barrel
in  the southeast item alcove.

i;)   Loose gear

i?.   Riekling

i   East Empire Strongbox [Expert]  [DB1/33]
"!t   East Empire  Pendant

a observe the Rieklings,  hoarding tendencies.  Your exploration  begins at the rocky beach entrance,
the three foes here before entering,

®  western winding Tunnel

and be on the lookout for an ambush if you approach the

Beware of three ambushes as you mclke your Way
through  the winding  tunnels and occcISiOnal  huts.

§  Loose gear

§   Riekling

®  Low (amp find Brisllebock Pens
There  is a  sizable  Riekling  presence  in this  ice
chc]mber, with  at least four Bristlebacks,  one
Mounted  Riekling/  and five warriors  ready to
repel your advances.  Navigate the fissure and the
enemies to the exit tunnel  in the southwest part of
the chamber.  lfyou fall down the fissure,  there,s a
chest [Expert]  and a  narrow exit tunnel that leads

back to the southecISI Port Of this location,  Or you
can venture down the tunnel into the fissure to
avoid any falling damclge.

§  Loose gear

§  chest (2H1  = Expert]

i?   Riekling

(i;   Mounted  Riekling

§   Bristleback

©  ExitTunnel
Climb this  lengthy/  winding  tunnel with  few
enemies and a chest lo open along the way, and

you're able to drop down  near the entrance and
escape.

()  chest              §  Loose Gear

PRIMARY LOCATIONS
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[s.NO7] Norlhshore Landing        REP [s.NO8] Broken Tusk Mine

Related Quests

Solstheim Side Quest:  A New Source of
Stalhrim

Recommended Level: 25

Habifolion:  Dock

Old Salty

Thalmor Soldier

(rotting
Tanning  Rack

(ollectibles

East Empire Strongbox

Miscellaneous

Area is locked

Exterior
lf Solstheim Side Quest: A New Source of
Stalhrim  ism,I active,  this small dock  is deserted,
save for a few Mudcrabs and a particularly huge
specimen named Old Salty. Check the dock for
a  chest [Novice],  ancl look under the dock in
the water for a submerged  boclt With a Chest

[Apprentice]  next to  it.  Inspect the small  shack
with  the tanning  rack outside,.  inside  is a  chest
and an  East Empire Strongbox  [Expert],  close
to an  ebony vein. There's an empty chest along
the stream and another chest at the base of the
rushing  waterfall.  lf the quest is active,  a Thalmor
boat is  moored  here,  along with three soldiers
and a  leader named AncclriOn,  all  looking for
Stalhrim  on  this  blasted  isle.

§   chest (5)  [1  =  Novice,  I  =Apprentice]

§   East Empire Strongbox [Expert]  [DB2/33]

§   East Empire  Pendant

¢  EbonyOre

§  Tanning  Rack

§  Ancarion

#   stalhrim  Deposit (2)

Tr_e  Sf_c;:a,. £'¬_|>is  4f

`JO18,

Recommended  Level: 6

Dungeon: Mine

Riekling

(ollectibles

East Empire Strongbox  [DB3/33]

Mistellqneous

Chest                Lots o' gold

Exterior

A section of rickety ramparts guarded  by five
or six Rieklings  (one  mounted)  await you  on  this

snovy climb.  Ascend from the entrance area
below to the top watchtower, which  has a chest
and an  East Empire Company Strongbox  [Expert]
to open.

i/j  chest

fJ   East Empire Strongbox  [Expert]  [DB3/33]

#   East Empire  Pendant

Interior
The mine didn,t yield  much  before it was
abandoned by the SkaaI.  Now the single
chamber is home to three Rieklings and their

Hidden  in a circular burial  mound  below (west
of) White Ridge Barrow is a  huge quantity of
SIalhrim.  lf you wish to craft weapons and armor
of immeasurable quantity, you may want to come
here with an  Ancient Nordic Pickaxe.  Note that
this area, when discovered as part of the Side
Quest, will appear on your world map with a
landmark icon.

"::,   sralhrim  Deposit  (1O)

SKYRIM

Related Ouesls

Solstheim  Sicle Quest:  Karstaag,s Resurrection*

Solstheim  Regional  Activity:  Thiever) clnd  the
Karsfaag  Connection*

Recommended  Level: 50

Dungeon:  Riekling (amp

Karstaag

Mounted  Riekling

Riekling

Exterior:  Both Lotalions

Miscellaneous

Area is

Chest

Loose ge

Solstheim,s ancient tales speak of a frost gian
both  frightening  and furious.  But this  brute  is a
to have died more than ZOO years ago, during
the time of the Bloodmoon.  Head up the
snovy slopes toward Castle KclrSfaag
and Castle Karsfaag  Ruins. The castl
mouncl of sculpted ice and  looks
mountain.

Although the  interior of Castle Karstaa
long  since collapsed,  its remains,  worn down I

glacial  slclbS,  Still  form a  near-impenetrable Wall.
Unless you can pick the lock on the massive front
doors [Master], the only open path to the central
courtyard  (the  Ruins)  is through  the  icy'  partially
flooded tunnels under the castle (the Caverns),
where a clan  of Rieklings still defends  its ancient
home.

Interior: (astle Korstoag (avems

ffiB  Exit to Solstheim
After following the raging  mountain  stream  in the
ravine to the castle,s east, you enter the caverns
here.



is  interested  in,. see page 669).  Dive
nd swim  under the bridge to secure it

a sunken chest [Apprentice].  Now climb
icy banks,  fighting  Rieklings and checking  thel.r

all  camp for coin  purses before crossing a

ae heading west into a  narrow vertical fissure
age.

§   Esmond Tyne

S   Bonemold  Formula

S  chest [Apprentice]

i?  Loose gear

§   Riekling

giv   Ice (overn (Third Visit)
Head out to the  highest part of the c
cavern.  Dispatch  two foes,  cross the
heading  southwest toward a couple
and check the waterfall area for a c
keletal  remains.  An open  ice door I

leads up  into Castle Karstaag Cou

§  chest

§   Loose gear

#   Riekling

ffi3  Ice Ctlvern (Second Visit)
Move back out onto an upper walkway of the
massive ice cavern.  Deal with three or four more
Rieklings,  check the hut on the narrow ledge
around to the south,  then  cross the long wooden
bridge heading east.  Slay two more Rieklings on
the  bridge,s  far side,  then  head  up the  ice tunnel.

?)   Loose gear

i/,   Riekling

ee#t  Bristleback Pen
Peer down to a  Bristleback pen with four
and a  Riekling to ignore or slay.  If you
down, don't forget to claim the chest [N

fflRE  Exi"o Castle Korstoag Courty

lmerior: Coslle Korstaqg

PRIMARY LOCATIONS

Only the exterior walls  remclin Of this Once-mighty
astle,  forming an arena where three Riekl
wait you.  Engage the Mounted  Ri
aying the two on foot.  lt is  imperlant

the Mounted  Riekling,  as he is carrying the
is allows a swift exit through the ice cloor

wall  [Master],  which  is otherwise

y difficult to open.  Next, edge over to
arstaag's ice throne, where a scattering of giant

bones rests between two ice forches.

Are you  ready to meet Karstaclg? lf you have
Karstaag's Skull  (from Glacial  Cave,  [S.N1 2])
activate the throne to place it and prepare

yourself!

v^  castle Karslaag  Key
",^J   Karstaag

I,3   power:  summon  Karstaag

GLjE§T§ ATLAS GF SK



REgiv [s.NI 2] Glacial Cave

Related Quests

Soltheim  Side Quest: The  Resurrection of
Karstaag*

Recommended Level:  6

Dungeon:  Riekling (amp

Horker

Riekling

(ollectibles

East Empire Strongbox  [DB4/33]

Exterior

This cave is a  naturally occurring fissure,  located
on  Solstheim's northeastern coast.  Outside,  expect
a few Horkers,  cI Small Malachite c)re vein,  and a
Strongbox to open.

?   East Empire Strongbox [Expert]  [DB4/33]

§   East Empire Pendant

?  Malachite Ore

Interior
After a  short tunnel with old crclteS,  barrels, and
a  pickaxe set against the wclllS,  the Cave OPenS
up to a  small  Riekling  lair.  Check the walls

for cmother Malachite vein and engage three
Rieklings in combat. On the far wall  is a  strange
skull embedded  into the ice,.  it belongs to cl fabled

(and  frightening)  frost giclnt....

()   Karstaag,a Skull

§  Malachite Ore

()  pickaxe

lOZO

ife [s.Nl3] Morlrag Peak

Dangers

Falling Adventurer!

Mortrag  Peak is one of four mountains on
Solstheim you can climb.  When you  reach the
summit,  a  landmark icon appears to reflect this

(optioncll)  accomplishment.  Begin  by climbing
the rocks above White Ridge Barrow,  heading
roughly north.  Work your way around to the left

(northwest)  before heading  northeast,  jumping
among the small secondary peaks.  The trek is
exceptionally difficult but possible.  Once at the
top, you  have commanding views of the following
locations:

North:  Castle  Karsfaag  Ruins

NorthecISt:  Saering's Watch

East:  Frykte  Peak

Southeast:  Hrothmund's  Barrow and  Red
Mountain

South:  White  Ridge Barrow  (below) and
Fahlbtharz  (in  the distance)

Southwest:  Secondary Location:  Stalhrim
Source

_r¬   =h,1¬rSc--L`|:+   `J

s-iry~---RTgivI

seas [S.Nl 4] Frykte Peak

Dqngers

Falling Adventurer!

Frykte  Peak  is one of four  mountains on  Solstheim

you  ccln  Climb.  When you  reach  the  summit,  a
landmark icon  appears to  reflect this  (optional)
accomplishment.  Try starting your climb from
the henge just north of Horthmund,s Barrow,
before you head east and around to Saering,s
\^/atch.  Look northwest and carefully scramble
up the rocks to the top.  From  there,  you  have
commanding views of the following  locations:

Northeast:  Saering's Watch

Southeast:  Hrolhmund/s Borrow

Southwest:  White Ridge Barrow and
Fahlbthclrz  in  the distance

West: Mortrag  Peclk

Northwest:  Castle Karstaag  Ruins

±T_i:_  ==  :.'_3 ='"A   SOLSTHEIM   NORTHERN  MOUNTAINS
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REgiv [s.NI 5] Saering,s Wal{h

Related Quests

Dragonborn Main Quest: The Fate of the Skaal

Recommended  Level:  25

Dungeon:  Dragon  Lair

Dragon

Draugr

Spetiol Area

Word Wall:  Bend Will  [DB1/3]

Miscellaneous

Chest

Potions

Loose gear

The only dragon  lair on  the  island,  this  ancient

and once-venerated  place still  has a small

guard of Draugr.  This is one of the few times
you fight them  in the open air.  Watch for a
dragon guarding  the Word Wall  here. There is
a chest behind one of the stone guard  huts  in the
lower-level  snow courtyard.  The  right  (northwest)
setof steps leads to an  upper guard  hut and a
table with  potions. The left (southeast)  steps lead
up to the Word \^/all, a ceremonial altar, and a
large chest.  Expect at least eight Draugr  (plus the
dragon)  as you explore here.

¬,  chest (2)

/;.,.   Loose gear

(:\   potions

";i  word wall:  Bend Will  [DB1/3]

[S.NI 6] Benkongerike

Related Quests

Solstheim  Side Quest:  Black Book:  Untold
Legends

Solstheim Side Quest: The Great Skyrim
Strongbox  Hunt*

Recommended  Level:  6

Dungeon:  Drougr (rypt (Riekling (amp)

Bristleback

Mounted  Riekling

Riekling

(olleclibles

East Empire Strongbox  [DB5/33]

Special Area

Black  Book:  Untold  Legends

Word Wall:  Cyclone  [DBl/3]

ffiRE  Exit to Solstheim

®  Entronte Tunnel
The stone here shows signs of workmanship,
unlike the  naturally occurring  ice tunnels.
There's a very narrow side tunnel to your right

(north),  leading  to a chest;  this is the exit from
Location  [1 2].

fJ  Chest [Novice]

TRAINING                         THE  iP`jVEralTORY

Dflngers

Swinging Wall Trap  (3)

Puzzle

Nordic  Puzzle  Pillars

Miscellaneous

Chest

Potions

Loose Gear

Exterior
A vast and  icy cave system that intrudes  into an
ancient Nord crypt,  Benkongerike is one of the
largest locations in  the upper mountains that you
can explore. The entrance is along a  narrow bluff
southeast of Saering's \^/arch.  CIaim the chest
before you enter.

"?  chest [Novice]

Interior:  Benkongerike

gr:"  stone pillars Riekling (amp
There are four or five Rieklings and a  Bristleback
in this long  chamber of a halidozen  huts, with
fallen  Nord  pillars helping to steady the crumbling
roof. The camps have a variety of detritus  but
nothing  of high  value.

¢   Riekling

§   Bristleback

PRIMARY LOCATIONS
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®  I(eTunnel
Meander down here, watching for a couple of
foes as you emerge overlooking the ice cavern
camp. There,s a small,  deadend  ice tunnel with a
ches"o inspect.

§  chest

§   Riekling

©  Ice (tivern Riekling (amp
Aside from two or three foes,  there's little to worry
about here;  in  fact,  one of the huts has a flawless
sapphire to grab.  Continue deeper into these
tunnels.

?   Flawless Sapphire

¢   Riekling

®  Trap Tunnel
Carefully tread down this  narrow ice tunnel,
as there are three ambushes and two tripwires

(trigger them then  back up to avoid the swinging
wall)  before you  reach the small  hut to your
right  (east)  with  the  statue  of DibellcI.  Turn  left

(northwest)  and avoid another tripwire and
ambush  as you  exit this tunnel.

"^/   Danger!  Swinging  wall  trap  (3)

§   Loose gear

v^,   potions

i?  statue of Dibella

¢   Riekling

©  (qvern of Bridges
The  Rieklings have  been  busy constructing  bridges
across this large cavern,. there are six foes to
avoid or remove as you  head across,  pausing

just before the exit to cross over a  bridge to the
southwest.  Spin  back around the ledge  just below
the exit,  to a  pair of silver ore veins.  Optionally,
drop into the ankledeep water below: there is a
chest to the northeast [Novice] clnd two Silver Ore
veins to the  north.

()   chest [Novice]

§  silver ore vein  (4)

(,   Riekling

®  Antechamber

©  Door to Benkongerike Great Hall
Three  Rieklings  explode from their  hiding  spots on
either side of this door.

(,';?   potions

¢   Riekling

©  Exit Tunnel
Escape from Hermaeus Mora,s chamber down a
narrow tunnel  to a  pull  chain,. this allows access to
the  narrow tunnel  in  Location  [1].

Interior:  Benkongerike Great Hall

ffiB  Door lo Benkongerike

i. `.\`.`

lO2z

T_e  Sit:-Je-- Sc_-cii`:   I,

sTry__RIM

©  Emmnce and SpimI Steps
Someone hcIS  been  hoarding Copies Of The Lusty
Argonian Maid  in  this lent. You can also find a
Spell Tome here.

()   spell Tome:  Telekinesis

©i-)  (qged pedeslqls
Across from the corridor to Location  [1 O] are
two barred arches with cl door  [Expert]  leacling
to pedestals and a chest.  lf you ccln Cast the
Telekinesis spell,  pull  the  key through  the  bars
toward you and use it to open the door. You can
also  just pick the  lock,  but the  key  is  useless to you
if you do.

?,  chest
"f;?   Benkongerike  Key

©  6reot Hull and Word Wall
A  Bristleback-mounted  Riekling  and a  halfLdozen
infantry foes present a temporary problem. After

you  slay anything with  blue skin,  head  south  to
inspect the  Nordic  Puzzle.

Puzzle Solution: Ignore the pedestal with
the  handle  (it's a dart trap), and  instead  Search
the walls for petroglyphs corresponding  to the
moveable cylinders below.  The correct order from
left to right is  Hawk,  Whale,  Whale,  and Serpent.
The  second  petroglyph  clue  is  missing'.  find  il
as part of the tent decoration  on this chamber,s
eastern upper ledge. Check the chest by the Word
Wall, then absorb the Cyclone Word of Power.

t\   Danger!  Dart Trap

i?   Mounted  Riekling

\?i   Riekling

(::,   stalhrim  Deposit

(;)  chest
':i.   East Empire Strongbox  [Expert]  [DB5/33]

(;  word wall: Cyclone [DB1/3]

@`::  Hermaeus Morq/s (hamber.
Head east down the narrow tunnel and  into a
circular chamber where a  Black Book awaits. This
begins  Solstheim  Side Quest:  BIack Book:  Untold
Legends (see page 613).

(i   Black Book:  Untold  Legends

^iLt}`: a.a Sf,_I :        SOLSTHEIM   NORTHERN  MOUNTAINS
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Solstheim  Side Quest:  Black Book:  The Sallow
Regent

Solstheim  Side Quest:  McISkS Of the Acolyte
Priests*

Solstheim Side Quest:  Spider Crafting*

Recommended  Level:  50

Dungeon: Dmugr (rypt

Albino  Spider

Bandit

Draugr

Dukaan

Flame Cloaked  Spider

Jumping  Flame  Spider

Merilar Rendas

Servos Rendas

Special Area

Black  Book:  The  Sallow Regent

Word Wall: Cyclone [DB2/3]

Underground (onnection

(olle(tibles

unique Item:  Dukaan  (Mask)  [DB7/31]

elloneous

arrow entrance,  behind is a door leading
tomb of the Dragon  Priest Acolyte  Dukaan.

hits Ridge Barrow is also home fo some more
recent inhabitants: a gang of bandits and some
strange dark elven spider magic,

Interior: While Ridge Borrow

ffiRE  Door to Solstheim

®  Entrance Room
There are signs of violence at the entrance, where
two dead Reavers have barred the wooclen door
shut.  Remove the bar and a n the door.

S  Tomb Tunnel
Head east down  the tomb tunnel and
more  spiders  (including  Flame Cloak
as the passage separates into two
corridors.  Beware of exploding  egg
mine any geodes you see; there are
Geodes to the north.  Continue east
corridors,  past additional egg  sacs. T
a chain on one of the two end  pillars, w
releases a  bridge platform ahead  (

¢  pickaxe

§   RubyGeode  (2)

®  Eastern Balcony
The chamber,s far side  is inaccessible unless

you use the Whirlwind Sprint Shout (or a  similar
ability,  like the Vampire  Lord,s  Bats power),

®  upper Burial (homber
Cut through thick cobwebs to open an  ir
and enter a  burial chamber with a  nasty
at the far end.  There are two chests lo pilfer from.

i)  chest (2)

NoturqI Ctive

e corridor from the hallway chamber lead
here,  past Heart Stone and ruby deposits, fo

r to White Ridge Sanctum.

art Stone deposit (2)

i?  Ruby Geode  (2)

ffiEN  Door to While Ridge Santlum

Interior: While Ridge Sqnttum

ffiEN  Door to While Ridge Borrow

®  6rqnd (qvern
Move east and south,  removing c] bar fro
door leading to a grand cavern where you,re
upon  by bandits,  Flame Spiders,  and c] sor
named Meiilar Rendas, who actually throw
spiders at you!  Remove the key and  iourno

(revealing a difference of opinion with anorl
mage) from her corpse before you move on.
Slcly her fast enough,  and you Can lob Flam
Cloaked  Spiders and Jumping  Flame Spi
incoming  foes after taking  them from  her
Then  inspect the four exits  (including  the one y
entered  from) :

i  Merilar Rendas

§  Merilar,s Cage Door Key

?  Merilar,s Journal

i  pickaxe



givife  Tomb of Dukaon
lf you feel  up to the challenge,  optionally continue
south to a WorcI Wall and crypt with a frightening
Acolyte Priest named  Dukaan, who guards the
Black Book:  The Sallow Regent.  Consult the
Solstheim  Side Quests for  more  information on
them.

§  chest

\^;   Dukaan

§   unique  Item:  Dukaan  (Mask)  [DB7/31]

§  word wall:  cyclone  [DB2/3]

§   Black  Book:  The  Sallow Regent

®, ®/ and © side pqssoge/ well/
and Slreom
West of the Grand Cavern is a narrow winding
crypt passage leading down and eventually out
fo a waterlogged well directly below Location  [6],
with a chest.  There's a fissure and stream  running
through  it with more geodes to mine too.

Geode (4)

Mine and Imbuing (hamber
remains of cl  disused  mining
more gcodes,  spiders, and

andits to cull.  ln  the  north wall  is a
or [Adept], which Merilar,s key opens'
he wooden ramps to the cage [Expert]

you must reach  here to begin  Spider Crafring
The cage  holds the remains of Servos  Rendas,

a  Dunmeri  mage with a  ioumal explaining  how
badly wrong his
Of greater impo

ith  Merilclr Went.

odcl  metal device
and  Spicier Experiment Notes  near  it. This  is the
Imbuing Chamber, where the Dark Elves'  research
can  be put into practice!

(?   RubyGeode  (3)

(;3  Servos Rendas  (Deceased)

()  servos, Journal

;?   Imbuing chamber

:,::)   spider Experiment Notes

=r.±  ¬i.<te_-£'c=,=Ls  ''

s_Try__RTin

OT[      Forinformalion oncre

your own spiders,  con

pose 665.

figeeffii,.  servos Rendos'

The clead mage,s bedroom  is quickly fillin
with cobwebs,  but there are some hancly item
including gems and  books.

§  Merilar,s Cage Door Key

()   potions

f;i   Lots a, gold

® and #edRE Dead-End (orridor and
Bondil lncubolion (bomber
Head through some webs to a deadend corridor
with a chesland a  barred door to a circular
chamber filled with  possessed  bandits and
spiders.

ffiB  Ladder to Solstheim
This leads to Secondary Location: White Ridge
Hut,  a  small  hut with spiders and a  sapphire

geode,. this  is a great alternate entrance to the
imbuing device on  subsequent returns.

©  Northern Tunnel
Chip away at the deposits here before returning
to the main  mine room and  imbuing chamber.

\';   potions

".:,,   Rube Geode  (2)

"i,L±: ¬F :if`_`f'Fi,\,A\   SOISTHEIM:  NORTHERN MOUNTAINS
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Reloled Quests

Habitolion:  Riekling lump

Mounted  Riekling

Solstheim  Side Quest:  Retaking  Thirsk                                      Riekling

Dungeon: Draugr (rypt

Hrothmund

Miscellaneous

Area  is locked

Chest

Exterior

On  the eastern  side of the plateau  between
Solstheim,s  high  peaks  rests  Hrothmund,s  Barrow.
Hrothmund  was  the founder of Thirsk Mead  Hall.
The  remains of a  stone formation  in the shape of a
wolf are spread across the snow.

Interior

A dripping  wet initicll  Cavern  has  Steps that lead

you  up to a  set of double iron  doors.  Before
entering,  check to the  right  (ec]st)  for a  hidden  pull
chain and  rock wall  that opens to a tunnel.  At the
end of the tunnel  is a second chain that opens
an entrance to a small grotto with a chest and
scattered gold and gems.  Through the  iron doors
is a ceremonial  burial crypt,  half submerged  in

ater.  This recedes during the quest, when you
Bujold the Unworthy to meeHhe spirit of

an  unearthly
ere are two

(ollectibles

East Empire Strongbox [DB6/33]

Miscellaneous

Chest

To the northwest of the Temple of Miraak is a
mountain pass now guarded by a group of
Riekljngs and  their  rickety attempt at fortifications.
Drawn  by the strange vessel  (perhaps the  remains
of a  Dwemer Patchwork Airship that was  here
some 20O years ago?),  there are remains of
machinery and  a  small  interior to the vessel
containing two chests.  Outside,  across from a cart
with an elk head on  it,  is a  strongbox.  Expectto
find veins and geodes northeast of the  pass.

§  chest(2)

()   East Empire  Strongbox  [Expert]  [DB6/33]

ife [s.N20] Snowclad RUE

Dangers

FallI'ng  Adventurer!

Mount Moesring  is one of four mountains on
Solstheim you can climb.  When you  reach the
summit,  a  landmark icon appears to  reflect this

(optional)  accomplishment.  Start by  heading
down the snow between Moesring Pass and
Fahlbtharz,  and  look to the east.  Scramble up the
rocky slopes heading  northeast and then  north  to
the secondary peak.  The final  few steps are the
hardest.  Once at the top' you  have commanding
views of the following  locations:

North:  Moesring  Pass

Southeast:  Altar of Thrond and  parts of the
Temple of Miraak

South:  Almost the entire  southern  half of
Solstheim,  from  Tel Mthryn  to  Raven  Rock.  The
small  stone turret is  Highpoint Tower.

Southwest and \^/esl:  Fahlbtharz elevator and
Fahlbtharz.

Northwest:  The two tall  peaks are Mortrag
Frykte.

and

Solstheim  Side Quest:  Filial  Bonds

Recommended  Level: 25

Hob,llaliom: Werebear Lair

Werebear

Miscellaneous

Chest

Snowclad  Ruins is  home to a
werebec]rs.  Aside from three
two chests to find. The fi
under the waterfall  by the st
large chest,  is on the a
altar to  Hircine

PRIVARY LOCATIONS
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RE [S.N22] Froslmoon Crag

Reloled Quests

Solstheim  Side Quest:  Rings of the
VNere;walNes*

Recommended  Level:  1 O

HclbitatiOn:  Hunter Camp  (Werewolf)

Akar

Rakel

Services

Trader  (Special):  Maini  [DB14/16]

(rqfling
Tanning  Rack

(ollectibles

Unique  Item:  Ring  of Bloodlust [DB8/3 1]

Unique  Item:  Ring  of  Instinct [DB9/31]

Unique  Item:  Ring  of the  Hunt [DBIO/31]

Unique  Item:  Ring  of the Moon  [DB1  1/31]

Miscellaneous

Area  is locked

Chest

A small group of Nords have set up camp under
the rocky cliffs  in this area.  A strange,  bare-bones
retreat with a lot of blood,  raw meat, and fresh
kills.  Maini,  the current leader,  and  his  brother
Akar are the sons of the former pack leader, who
was  killed  in  a  skirmish  with werebears.  lf you
are also a werewolf, Maini welcomes you, and

you can  purchase rings from these lycanthropes.
Otherwise, you,re met with disapproving grunts
and  (eventually)  violence if you refuse to leave or
try to  steal  from them.

()  chest [Adept]

()   Tanning  Rack  (2)

¬,   Trader  (Special):  Maini  [DB14/l6]

§   unique  Item:  Ring  of  Bloodlust  [DB8/31]

§   unique  Item:  Ring  of  Instinct  [DB9/31]

§   unique  Item:  Ring  of the  Hunt[DBlO/31]

(?   unique  Item:  Ring  oftheMoon  [DBl  I/3l]

Tr-e  Sit-d¬-- Scrc.i-i  'r

`   TOw26~(

REP [S.N23] AIIar of Thrond

Related  Quests

None

Recommended  Level:  1 0

Dungeon: Hograven (oven

Ettiene

Fallaise

lsobel

Faction:  Hogrovem  Nest

(rofring

Alchemy Lab

Arcane Enchanter

Cooking  Pot

Dangers

Bone Alarm Traps

Miscellaneous

Chests

ExteTiOI

A small  rocky bluff with  a  recently sacrificed victim
on the altar.  A windswept cave  mouth  beckons....

and two Apothecary,s Satchels.  Check the cave
for ore deposits too.  lt appears that the sisters-
originally pclrt of the Glenmoril Wyrd during
the time of the Bloodmoon-were corrupted and
transformed  into their gnarled and wretched
current forms.

"3   Bone Alarm Trap  (5)

§  Arcane Enchanter

¬,  Alchemy Lab

§  chest(3)  [1  =Adept,

§  cooking pot

§  ore: Moonstone

()   ore:  Quicksilver

(\  ore: silver

SI{YRIM

Novice]

Related Quests

Dragonborn  Main Quest:  Dragonborn

Dragonborn Main Quest.. The Temple of
Miraak

Recommended  Level: 30

Dungeon: All-Maker Stone,  Dmugr (rypt

Cultist

Draugr

Fred

Gatekeeper
Oslaf

Yrsa

Special Area

Black Book:  Waking  Dreams

Word Wall:  Dragon Aspect [DB1 /3]

(rofling
AIchemy Lab

Dflngers

Danger!  Battering  Ram Trap  (2)

Danger!  Bone Alarm Trap

Danger!  Dart Trap  (2)

Danger!  Flamethrower Trap

Danger!  Oil  Lamp Trap

Danger!  Rockfall Trap  (2)

Danger!  Swinging  BIade Trap

Danger!  Swinging Wall Trap

Spe(iaI Area

Standing Stones

MiscelltlneOuS

Area is locked

Chest

Loose gear

Potions

uL=:-  3= S!j'fEj,I.   SOLSTHEIM   NORTHERN MOUNTAINS
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Miraak: Secret Exit

Exterior: Tree Stone
A lengthy subterranean crypt lies under one of the
All-Maker stones, where the bones of dragons and
recently construcfecl arches reveal the true extent
of Miraak,s  power.  Curreritly/  the construction
is built around  a central stepped courtyard,
where the ancient Tree Stone stands.  Miraak is
siphoning  its power,  and stone arches are being
constructed  by enthralled  Reaver and  Skaal
workers,  including Yrsa and Oslaf.  Frea  is here,
hoping to remove the curse that has befallen  her

people.  The completion of the Dragonborn Main
Quest is required to remove the trance the Reavers
and Skaal are under and cleanse the entire area
of Miraak,s influence. After you  meet with  Frea,

you can enter the temple here via a curved  path
carved  into the edge of the courtyard.

¢   power:  Root of Power

?   Reaver (enthralled)

§   skaal  (enthralled)

§   oslaf (enthralled)

§   yrsa  (enthralled)

§  Frea

¬,   cultist



®i  pit (bomber
There is a stone viewing  abutment and throne overlooking the vast St
Repel  Draugr threclts that burst from  their vertical  coffins.  After two or three
cu_ltists ascending from the  pit steps. After the fight,  manewer up the  rubble and
and then clamber atop the pillar,  scrambling  up to a  large treasure chest.

Cullist

Draugr

Chest

Danger!  Oil  lamp trap

ffiae   portcullis   EnT"nte
Activate the  handle  next to the  small  portcullis
door and  step through  into a small tomb where
the walled coffins contain  a variety of longrdead
Nords to cut down.

Draugr infesting them, and  both  have a floor plate
and a  battering  ram to avoid cls you enter.  The
lower chamber offers higher ground as you go in,
making  it slightly easier to navigate.

()   Draugr

f:?   Danger!  Swinging  wall trap

"?   Danger!  Battering  ram trap  (2)

®  Long Hdllwoy
The corridors merg
with  swinging  blacl

nee to a  long  hall
e floor plate and

fire trap as you  reach the double doors.  Enter this
long  hall of swinging axe traps and  make short,

quick sprints between the swings to avoid any
nasty contusions. A Whirlwind Sprint Shout can
see you to the hall's end,  but don't dash too early
and stop at a  blade,s arcing cut.  Pull the lever to
remove the spear bars.

".,i,   Danger!  Swinging  blade trap

";;)   Danger!  Flamethrower trap

:JO|8  i

I_¬.t=1|,=er£crcj:s   J

sTry-iirin-

®fro   Bridge Handle
Bars block the way fo the west,  so
the narrow passage,  ignoring the dead
that collapses out of its tomb,  Pull the ha
remove the barrier.

S  Three-Romped Chamber
A Cultist and two Drougr minions are waitin
repel you. Watch the floor plate and

you descend the steps to meet
ranged  foes,  then the Cultist,  and spli

your attacks with  Fred  if you wish.

/;i   Danger!  Bone Alarm Trap

§  Danger!  Dart Trap

!!   cultist

(:)   Draugr

ffiB  Door lo Temple of Mimok Sanctum

Interior: Temple of Mirqok Sanctum

ffiB  Door to Temple of Mirqok

©  (onnecting (age Bridge
Step across the scattered  bones,  into the
connecting  area,  and wind around,  slaying  four
to six skeletons and a couple of Draugr who step
out of their coffins and onto a floor plate that
activates battering  rams.

"::;   skeleton

i,;:,,   Draugr

"`',A,.,   Danger!  Battering  ram  trap  (2)

jill,S e:  Sf``y'R!)\f.,.  SOLSTHEIM:  NORTHERN  MOUNTAINS
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ffiee  Mqge,s Aheove
A gap in the south wall leads to a U-shaped
tunnel,  in the middle of which is a -ge,s
alcove, stocked with purses, Soul Gems, and the
following:

i?  potions

(:i   spell Tome: Magelight

fi  spell Tome:  Soul Trap

ffiEN  (avem of the Guardians
Watch for Draugr and bursting coffins as you go.
Descend the steps across the stone crypt, heading
to the cavern's right (northeast)  side so you  clon'l
end  up in a smc]ll dead-end  pit. Watch for a floor

plate and battering ram, and work your way
around the stone ledge to face down  more Cultist
threats.

§   cultist

?i   Danger!  Battering  Ram Trap

©  (rypl of the Gatekeeper
Step up to the Word Wall on your left (south)
and  learn  part of the Dragon Aspect Shout.  The
transference of power from the wall triggers
a  Draugr appearance; expect two or three
annoyances from the row of coffins and a

particularly nasty foe known as the Gatekeeper
to burst from the tomb below the dragon  skeleton.
Inspect the Gatekeeper's corpse lo claim  the key
to gain deeper progress into the temple. The door
is encased  behind the Gatekeeper,s sarcophagus.

§  chest
(i  Gatekeeper

t)  Temple of Miraak Key

?   Draugr

Word Wall:  Dragon Aspect [DB1 /3]

its longrdead
n door with the key.

corridor with a wind
hall,  devoicl of foes but

strange carved totems you haven,I seen

Pass by these weird fishlike heads into the
kitchens, which  hold a  few ingreclients and a
narrow windowed passage with a  handle to pull
This opens a secret door between two sets of
shelves  in the feasting  hall.

§  crafting:  Alchemy Lab

¬,,   potions

S  winding Tunnel
Continue down this hall  to reach the
Reading  Nook.

nd *"!  Ruined Reu
T"pdoor Room
This circular chamber has a  large
below,  but il is currently barrecl. i
a secondary chamber with a square-shaped
trapdoor and more menacing statuary. Activate
the handle in front of the fish-faces to open the
trapdoor.  Descend the spiral  steps,  which connect
to the ones you could see if you looked down
from the  reading  nook.

esEN  #T#OnTSpimI Steps and (on"ling

Descend fo the connected circular corridors with
the fiery maws  lighting your path.  At the end  is a
stone wall  with a  handle to  pull.

ffiR  stone spiml steps
Descend even lower, opening a wooden door.

ffiife  Altar to Hermqeus Moro
This  massive and  lengthy stepped chamber is
adorned with dragon  bones anal falling  boulders
as you  slowly ascend.  Prepare to be embroiled
in a fast-paced  battle with  some skeletons,  three
falling  boulder traps  (stay mobile and  leap to
the side if you  trigger any),  and a  nasty veteran
Draugr with a  sharp blade.

i?  skeleton

()   Draugr

i3   Danger!  RockfalI  Trap  (2)

®  winding Tunnel
A narrow stone tunnel  leading  to a strange,
circular room.

ffi"htimber of the Blqtk Boo
An  ominous final  chamber,  circular  i
dominated  by a  thickly hewn altar of
which  rests a weighty Black Book.

§.   BIack Book:  Waking  Dreams

ffiRE   Door to Solstheim
This leads to Secondary Location Temple
Miraak:  Secret Exit.

PRIMARY LOCATIONS

Currently/  its power is bein
and mysterious stone arches

constructed by enthralled  Riekling workers.  Th
Bend \Mll Shout is required to remove the Franc
the Rieklings are under (after which, they may
be hostile) and to cleanse the stone of Mraak/s
influence.

(?  power: conjure werebear

ife [s.N26] Thirsk Mead hull

Related Quests

Solstheim  Side Quest:  The Chief of Thirsk  Hall

Solslheim  Side Quest:  Retaking  Thirsk

Solstheim  Regional  Activity:  A Thirst  in  Thirsk*

Solstheim  Regional  Activity:  Berries out of
Reach *

Solstheim  Regional Activity:  Ore  lnspired*

Solstheim  Regional  Activity:  Primitive  Poinly

Slicks*

Recommended  Level:  I 5

Hobilolion:  Nord  Mead  Hall

Buiold the Unworlhyt

Elmust

Halbarn  Iron-Furt

Herkial

Hilundt

Kuvart

Riekling

Riekling  Chief

SirkiorgI

Follower:  Rieklings  [DB2/7]

Marriage  Prospect (Halbam  Iron-Fur):  [DB1 /3]

Marriage  Prospect  (Hilund):  [DB2/3]

Trader  (Blacksmith):  Halbarn  Iron-Fur  [DB5/I 6]

Trainer  (Heavy Armor:  Master):  Kuvar

(rofring

Blacksmith  forge

Miscellaneous

Area  is locked

Loose gear

R¥                      esLjEST§ ATLAS fJF 5K¥iriq!M                       ,APPENDICES AND  !NDE¥`



Exterior
Thirsk is located on the snovy slopes of eastern
Solstheim.  lt sits beyond the northern edge of the
ash and was spared the devastation that occurred
on  the southern  pclrt Of the  island.  Previously'  it

was a welcome oasis  in the middle ofa  harsh
wilderness,.  it has  much  the same feeling  2OO

years  later.  Since the time of Bloodmoon,  the
number of warriors at Thirsk has waxed and
waned,  and they,ve grown a  little softer in their
isolation.  A group of Rieklings took advantage
of their weakness  clnd  have taken  OVer Thirsk,
driving  out the  Nords.  The  place  is  an  clbSOIUte

mess,  filled with  strange  Riekling  artifacts and
random clutter.  When you first approach,  the
Rieklings welcome you  if you  don't attack them.  lf
the Nords retake this location,  the forge outside  is
relit and  becomes usable.

!)   Blacksmith  Forge

"'1htetior

lnitially'  the  interior  is  jammed  full  of  Riekling

detritus;  their chief sits on  the throne at the far
end.  lf Buiold  and  her Nords  retake Thirsk,  the
hall  is tidied  up/  beds are  mclde available  to
sleep  in,  and  cooking  pots are  lit,  Aside  from
some Ashfire Mead, you can  also scavenge some
bottles of Black-Briar Reserve,  which  is worth  1 00
coins  each.

()  Ashfire Mead  (5+)

§   Black-Briar Reserve  (2O+)

i)  cooking  pot (2)

!,   Follower:  Reiklings  [DB2/7]

§   Marriage  Prospect (Halbarn  Iron-Fur):

[DB1 /3]

§  Marriage Prospect (Hilund):  [DB2/3]

?   Trader  (Blacksmith):  Halbarn  Iron-Fur

[DB5/l 6]
()  Trainer (Heavy Armor:  Master):  Kuvar

[DB1/1]

REgiv [s.N27]  Headwalers of
Hqrslrqd

Reloled Quests

Solstheim Side Quest:  Healing  a  House

mmeIlded  Level: 25

n: Spriggan Grove

majestic views to the northeast,  the
aters catch the cascading glacial waters

mountains above. There are two
alls aHhis clearing/.  the. smaller of the two
a cave behind  it.  Expect a Spriggan to stalk

snowbanks close to here.

"30 >

Interior (Horslrod (qve)

Enter the cave behind the waterfall io the west.
This small grotto offers a  large chest,  a very dead
skeleton,  and  a  nasty Spriggan to battle. The
water in this flowing  pool  is where taproots are
soaked during the quest.

";A;   chest

ife [s.N28] Wind Stone

Related Quests

Dragonborn Main Quest:  The Fate of the Skaal

Re(ommended  Level:  25

Habitolion: All-Maker Stone

Baldor  Iron-Shaper                   Fanari  Strong-Voice

Deor \^foodculter                    Morwen

Edla                                                Tharstan

Special Area                               Mistelloneous

Standing  Stones                       Area  is  locked

This All-Maker Stone protrudes from the snovy

ground  northwest of the Skaal Village.  Currently,
Miraak is siphoning  the stone,s  power,  and stone
arches are constructed  by enthralled villages.
At various times,  Baldor Iron-Shaper,  Deor
Woodcutter, Edla,  Fanari Strong_Voice, Morwen,
and Tharstcln Work here, and their quests aren't

olleclibles

Solslheim Side Quest:
Deathbrand

Recommended Level: 36

Habilotion: Pirate (amp

Pirate

Pirate Captain

Pirate Mage

Special Area

Ancient Chest

[1 /4]

=r`e  3-de.:Sc:.c::s  '<'

s_Try_-_RTM

Deathbrand
Treasure Map
East Empire
Strongbox

[DB7/33]
Unique  Item:

Deathbrand  Helm

[DB12/31]

MisceIItineous

Area  is locked

Just off the rocky northeastern  shore of Solsthei
is a  sandbank with three  pirates

Death-Brand. When you a
Solslheim Side Quest:  Deathbran

page 617),  and the pirates  here will
ancient treasure chest.  Deal with lhel
the map from the body of the pirate I
the helm from the chest to continue I
While you,re here,  don,t forget to pl.y ape
East Empire Strongbox  [Expert]
and other valuables  inside,-  it,s
the tents to the south  of the campfire. There,s a
satchel to rummage in too.

§  Ancient Chest

(;)   Deathbrand Treasure Map

()   East Empire Strongbox  [Expert]  [DB7/33]

".,)   East Empire  Pendant

",?   orichalcum  ore  (2)

§   unique  Item:  Declthbrand  Helm  [DB12/31]

ife [s.N30] FrosseI

Recommended Level: 6

Dungeon: Riekling (amp

Riekling

Mounted  Riekling

mngers
Danger!  Swinging Wall Trap

Colle(Iibles

East Empire Strongbox [Expert]

Imperial War Horn

Mis¬eIIoneous

Chest

Potions

Loose gear

Lots o' gold

Exterior
Used as the breeding ground for Riekling
mounts  known  as  Bristlebacks since the time of
Bloodmoon,  the tribe has since expanded the size
of these caverns.  ln  addition  to the  Bristleback

pens,  they now include a  larger meeting  room
dedicated to the worship of a strange device they
recovered  from a  recent raid.

Just south  of the entrance fo  FrosseI,  you'll
find  the  bodies of the bandits  involved  in  the  raid
and a  note explaining what happened  up until
the attack.  You can also learn  more about the raid
in  Wilderness  Encounter:  The  Rabbiting  Reaver.
Inside,  you're able to  baffle the  Rieklings and
recover the actual  loot from the  heist, which  has
been discarded in the back of the cave to make
room for the wonderful cart!

(.,,',,   Loose gear

I;:;   Gold  ore vein

AT_£:-,.3.: :`if``.f'R!;fv1,  SOLSTHEIM:  NORTHERN  MOUNTAINS

/



Imerior

§   Riekling                     §   Loose gear

§   Bristleback               \ff  Strongbox

ffiEN   Ice Tunmel amd Small  Camp
Pass a second strongbox and watch for the
tripwire activating a swinging wall trap.  Check
the southeast tent area for an  East Empire
Strongbox [Expert],  half buried  in the snow near
crates and  a  barrel.  Of the chests,  only one is
closed.

©  Ice (orridors
Continue down the  narrow corridors a

passing  more  Rieklings and  an alcov
chest (and ambush)  to check out.
is an object of value overlooked  by
a fabled  Imperial War Horn!

§   Riekling

§  chest

§`  Loose gear

§   Imperial war Horn

®  (htimber of the sacred copt
The tunnel opens up to a  huge cavern. You can
sneak along the right ledges,  avoiding  foes
if you wish, or head  left and down  the snow
ledge into the main area where seven  Rieklings
and a Mounted  Riekling are worshipping a
strange contraption:  a  sacred cart,

Related Quests

Solstheim  Side Quest:  The Chief of Thirsk Hall

Solstheim  Side Quest:  Retaking  Thirsk

Recommended Level:  I 0

Habilotion: Hunter (amp

Buiold  the  Unworthy

Elmus

Halbarn  Iron-Fur

Hilund

Kuvar

Mis(ellaneous

Chest

Exterior

Nord  residents of Thirsk Mead  Hclll after the
Rieklings  drove them  out.  The  Nords,  leader  is
the  inept Buiold  the  Unworthy (known as Buiald
the  Intrepid  prior to the attack).  You may s
with  her or her kin to understand more

predicament,  and then work with  (or a
them.  Steal  from the tents if you wish;  I
one has a  chest [Apprentice]  and  knoF

t.

Chest [Apprentice]

ife [s.N32 Id¬nhuI Bq

Solstheim Side Quest..  Deathbrand

Recommended Level: 40

Dungeon: Drougr (rypI
Reaver

Haknir Death-Brand

Haknir,s Crew

Garuk Windrime

Thalin  Ebonhand



(olleclibles

Unique Weapon:  Bloodscythe  [DB1/1  1]

Unique WecIPOn:  Soulrender  [DB2/1  1]

Miscellaneous

Area  is  locked                Loose gear

Chest                                  Lots o'  gold

Potions

Exterior

Gyldenhul  Barrow  is the  long-lost tomb  of Haknir
Death-Brand,  the legendary pirate king who
also serves as the namesake for Haknir/s Shoal.
The entrance to the barrow  is difficult to open

[McISter],  although you Can  Obtain a  key for  il
(and  all  of the other locks within)  by completing
the Solstheim  Side Quest:  Deathbrand  (see  page
61 7),  which  begins at Haknir's Shoal  nearby.
The  fourth  and  final  trecISure Chest you  find  in  that

tulways contains the barrow key. There are a
ir of Reavers camped outside the entrance.

§   Reaver

Inlerior

ffiREi   Door To SolsTheim

dius*   Borrow Entrance

Check the corpse of the cldVenturer  in  front Of

you  and obtain the Torn  Note from  him.  The tomb
continues  past the sarcophagus to the southwest,
which  is covered  in  Stalhrim  deposits.  Produce

your Ancient Nordic Pickaxe,  and chip away until
you  make a  hole big enough  lo squeeze through.

",v\   Adventurer                §   Stalhrim  Deposit  (2)

";)   Torn  Note

'   1032
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ffirm   Door to Borrow Treasure Room
This  requires the Gyldenhul  Barrow  Key to open.

ifTgrxpggrife   Borrow Treasure Room
What a  haul!  Aside from  armor,  two chests,

potions,  precious stones,  and weapons,  there are
numerous  piles  of septims  that total  approximately
lO,OOO gold!  Open  the second  pair of iron doors
and  continue down  a  damp tunnel.  ls  there  more
treasure to steal?

§   chest(2)  [1   =Adept,  1   =Master]

()   potions

i/;)   Gold  (10,000,  approximate)

()   Loose gear

rffiife   Hoknir Deuth-Brand,s Tomb
The tunnel  ends  in a  grand  and  eerie tomb
chamber.  As you edge toward  the steps,  and
the ceremonial  coffin  with  the skeleton  lying  on
it,  a  sword  should catch your eye:  the fabled
Bloodscythe!  Claim  it for yourself,  then  prepare
for a  fight:  Haknir Death-Brand/s ghost appears
and  calls foryou  to  join  the dead.  Fightoff Haknir

and  all  his crew to claim  the equally impressive
Soulrender!

(:;;   chest

i:?,   Haknir Death-Brand

(?   Haknir,s Crew

()  Garuk Windrime

Tr_e  S1_|`|e_. cScrsllS   ''!
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ife [s.N33] Horker I

Recommended  Level: 25

Habilqtion: Ani"l Den
Horker

Lord  Tusk

Saden

(ollectibles

East Empire Strongbox [DB9/33]

Unique Wec]pon:  Horksbane  [DB3/1  1]

Miscellaneous

Chest

Loose Gear

On  this  small  island  off the  northeastern  coast
of Solstheim, east of Gyldenhul  Barrow,  is a
rookery of Horkers; expect at least two to be
roaming  this  rocky outcrop.  Working southeast

(clockwise)  around  the  islancl  is a  blood-splattered
chest [Adept],  two dead Reavers, Ike mast of a
longboat, and a second longboat half submergecl
in the water.  Dive  in to find  a chestancl an  East

iT_a,a Li= f,*,.`Y'Rir.,.I,   SOLSTHEIM:  NORTHERN MOUNTAINS
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A tiny island with two windswept and dying trees
and  some spiky grass wafting  in the breeze.

ife [s.NB] The Ever-Anchored
EH

Related Quests:  Dragonborn Main Quest:
Cleansing the Stones

Two  rowboats on the shore and a ghostly ship
anchored out to sea,  the sailors from this vessel-
Benkum,  Hialfar,  Liesi,  and  Palevius  Lex-are
bound to the Water Stone  until you free them.
There is  no way to board the ship/.  it waits for its
rev in  the mists of the Sea of Ghosts.

A small  herd of grcIZing  Netch are floating  above
the sea, at the base of a waterfall.

"3   Bull  Netch

?   Belly Netch

(:;   Netch  Calf

Related  Quests:  Solstheim  Side Quest:
Deathbrand

North of the Water Stone and  south  of Brislleback
Cave  is a windswept part of the coast.  During
Solstheim  Side Quest:  Deathbrand,  the water
in one of the tidal  pools  here  recedes, allowing

you to reach  a  half-submerged Ancient Chest
Expect Rieklings to swarm the Mudcrabs as you
reach  this  frigid  shoreline  (kill  them  all,  join  either

side,  and  mop up survivors,  or watch and slay
stragglers).  Inside the chest are some gauntlets.

§  Ancient Chest

(?/   unique  Item:  Deathbrand  Gauntlets

[DB5/3 1 I

(,A,)   Mudcrab

?   Riekling

aeS [s.NE] Riekling Chest

Related Quests:  Solstheim Side Quest: The
Great Solstheim  Strongbox Hunl*

North of Damphall  Mine,  on the snovy foothills
southwest of Fahlblharz  is a  platform  filled with
barrels.  Expect  Rieklings to  burst from  some of
them  as you approach.

?  chest
"!   East Empire Company Strongbox [DBl 0/33]

(:)   East Empire  Pendant

ne% [s.NH]  Horker Iceberg

sear [s.NF] The Fisherman's Haul

promontory/ with  some food and  ingredients
hidden  in the nearby rocks.

A few lazy  Horkers are  lolling  around  on  this
large  island-sized  iceberg.  You  can  also find
a  Draugr coffin containing a small deposit of
Stalhrim.

\^;,   Horker

(?   stalhrim  Deposit

ife [s.Nl] White Ridge
borrow Hut

Related Quests:  Solstheim  Side Quest:  Spide
Crafring *

Almost directly south  of the main barrow entrance
is a web-coated  hut teeming with Albino Spiders.
lf you can survive a trek through White Ridge
Barrow,  you  can  use the trapdoor in this  hut to

quickly return to the spidercrafting equipment
within  White  Ridge  Sanctum.

"?)   Albino  Spider

i/;)   sapphire Geode  (2)



Head  northwest from  Hrothmund,s Barrow,
looking  for a sapphire Geode,  and the summit of
a  long cascading waterfall that tumbles down to
Castle Karstaag.  On the rocky outcrops at the top
of the waterfall  is a chest [Aclept]  lo loot.

§  chest [Adept]

§  Loose gear

ife [s.NK] Desolqle Hunter,s
(amp

Great Solslheim Strongbox Hunt*

A windswept camp with a decld fire and an even
more deacl  Reaver  (recently pin{ushioned  by
Riekhngs, who ambush you  here)  holcls a couple of
secrets among  the  barrels and boxes:

§  chest

§  strongbox [Apprentice]

t\   East Empire Company Strongbox

(:)   East Empire  Pendant

((,)   Loose gear

",;,    Riekling

".:,:,.   corundum  ore vein

",(;I,.   EcISt Empire  Company Strongbox  [DB1 2/33]

§.   East Empire  Pendant

Av,,   pickaxe

()  sapphire Geode  (2)

?   shrine ofzenithar  [DB1/1]

"Aj   silver ore vein  (2)

RE» [S.NM] Dmgon Mound:
Frozen Shoals

Related  Quests:  Main  Quest:  Dragon  Rising

This  small  island  has a  dragon  mound,  and
a  small group of Horkers,  along with  a chest

[Novice]  near one of the  marker stones.  This
dragon  mound  is  initially sealed.  lt opens during
Main  Quest:  Dragon  Rising.  lf you  visit during

or after this point in the Main Quest,  the dragon
will  still  be circling  the  area.  Attack!  Rend!  Be

victorious!

§  Dragon

(:)   Horker

(:?  chest [Novice]

REife  [s.NL]  Shrine of Zenilhor

uests:  Solstheim  Side Quest:  The
olstheim Strongbox Hunt*

y, snow{lad ground south of
CISS,  above Frostmoon Crag/  are
I mining deposits,  along with a

Opt shrine.  Don't forget the cldiaCent East
Strongbox  [Expert].I

§  corundum ore (2)

lO34`

Related Quests:  Solstheim  Side Quest:  The
Great Solstheim Strongbox Hunt*

On  the small,  dark-soiled  island  north  of Haknir,s
Shoal  is a  small  Riekling  outpost.  Expect a  mounted
Riekling  and  at least four lesser foes to slay,  before

you  pick through  their hoard  of items.  The  East
Empire  Strongbox  [Expert]  is  inside  the watchtower

"f;   chest  (3)

"^J   East Empire Company Strongbox [DB1 4/33]

()   East Empire Pendant

§   Mounted  Riekling

()   Riekling

ne» [s.NP] Lurker Anlbush
(Tidal Pool)

Related Quests:
Great Solslheim Strongbox Hun

To the very northeast of the
island where Spriggans

West:  The

es a strange
east six incredibly

large Nirnroot plants.  Recently, an  ill-equipped
alchemist moored his boat
shore, with an  East Em
inside)  but was
softly chiming  I
the middle of the isle.

§  East Empire Comp

(A/i   East  Empire  Penclant

§,  spriggan

re (on  the southeast

Old  harvest the
be  found  in

{  [DB13/33]

Across from Ha

pool. As you progress thr
Main Quest,  Lurkers may appear her

(;i,   Lurker

ife [s.NQ] Temple of RAirqq

Se(ref Exit

Related Quests:  Dragonborn Main  Quest: The
Temple of Miraak

A pull  chain  allows you  (and  Fred)  to exitthe
Temple of Miraak here,  iusl southeast of the
Headwaters of Harstrad and west of the Wind
Stone.  After you  have left the temple this way, you
can  reenter it from  here at any lime.
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Centuries of constant eruptions from  Red Mountain-the towering volcano located on the island  of Wardenfell  fo the east-have devcIStated the Once-thriving
settlements and fertile pine forests of southern Solstheim.  The  land  here has been strangled  by continuous ash deposits and  beset by terrifying creatures
seemingly risen from the ash.  Still,  many continue to eke out an existence here despite the formidable danger.

ife Routes and Palh"ys
When traversing the choking  ash wastes,  it is  important to situate yourself by locating the landmarks that are easiest to spot.  Obviously/  the volcano  in  the far
distance  is one such object. The giant fungal tower of Tel Mithryn to the southeast is another.  Highpoint Tower/  the aptly named tumbledown  fortification  in  the
middle of the ashlands,  is your midway point. To the southwest is Raven  Rock, your first port of call and the largest settlement on the  island.

Move farther inland and you,ll  note a  lack of thoroughfares;  there  is only a  single north-south  path. Try to trek along  the coast first,  to get a feel of the
lay of the land;  then  use the Harstrad  River, which  is now little  more than a stream that winds south from Ashfallow Citadel fo the Sea of Ghosts just west
of Tel Mithryn,  as another helpful orientating  point.  As you trek north,  be aware that once you  step from ash  onto snow, you,re venturing  into the Northern
Mountains-a  helpful way to realize how far across the island you,ve traveled.

Traders:  [DBl i/I 6]

Apothecary:  [DB2/3]

General ¬oeds:  [DB3/4]

Enchanting:  FT)Bl /1 I

[DBO/i I

h'gmrmor:  [0/0]

Lockpicking:  [0/0]

One-Handed:  [0/0]

Pickpocket:  [0/0]

Restorotl'on:  [DB I /1 I

Smithing:  [0/0]

Sneak:  [0/0]

Speech:  [0/0]

Two-handed:  [DBO/II

Innkeeper:  [DB1/l]

Special:  [DBO/1 I

Spell Vendor:  [DB2/2]

Sfublemoster:  [0/0]

Collectibles

Special Objects
Shrines:  [DB4/5]

Kynoreth:  [DBl/1 I

Zenithor:  [DBO/i I

Azuro:  [DBl/1]

Boethiah:  [DB1/1]

Mepholo:  [DB1/1]

Satred Stomes: [2/6]
hrth Stone

Sun Stone

Word Walls: [DB5/lO]

Dragon (lows:  [DB2/2]

Acolyte Priest Masks:  [DB2/4]

East Empire Strongboxes:  [DBl 9/33]

Treasure Mops:  [DBO/I ]

Unique  Items:  [DB18/31]

Unique Weapons [DB6/1 1]

Bo»Ie Fury:  [DB3/3]

Bend Will:  [DBO/1]

(y(lone:  [DB1/3]

Dragon Aspect:  [DB1/3]

SOLSTHEIM  (RAFTING STATIONS:  SOUTHERN  ASH  LANDS

Raven  Rock  (lenth  Form)

Raven  Rock  (Morvoyn

Manor)

Tel Mithryn  (Apothecary)

Tel  Mithryn  (Tower)

Raven  Rock  (Clover Mollory,s

House)

Cooking  Pot Raven  Rock  ((oerellius

House)

Raven  Rock  (Severin Manor)

Tel  Mithryn  (Kitchen)

Raven  Rock  (Clover Mollory,s

House)
Raven  Rock  (Alor  House)

Raven  Rock  (Clover Mollory,s

House)
Raven  Rock Mine  (Entrance)

Staff Enchanter Tel  Mithrvn  (Tower)

Tanning  Rock
Raven  Rock  Docks  (near

Northern  Maiden)
Raven  Rock  (Alor  House)

Raven  Rock  (Alor  House) Raven  Rock Mine  (Enfronce)

Workbenth
Raven  Rock  (Clover Mollory's

Raven  Rock  (AIor  House)
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Total:  1 7-Two settlements  (Raven  Rock and Tel Mithryn) and  15  locations

[S.SOO]  Roven  Rock

Leader:  First (oumilor Lleril Mormyn

[S.SOO]  Tel  Mithryn

Master Neloth of House Telvonni

[S.SOl]  Eowh Stone

[S.SO2]  Bloodskol Borrow

[S.SO3]  Old Affius Form

[S.SO4]  Kolbjorn  Barrow

[S.SO5]  WTeCk Of the Strident Squall

[S.SO6]  Hrodulfi  House

[S.SO7]  Brodir Grove

[S.SO8]  Kogrumez

[S.SO9]   Romshockle Trading  Post

[S.S1 0]   Highpoint Tower

[S.S1 1]   Fort Frostmoth

[S,S1 2]  Ashfollow  Cifudel

[S,Sl 3]  Vohlok's Tomb

[S.S1 4]   Nchardok

[S.S1 5]  Sull  Stone

Totc]l:  24  points  of interest

[S.SA]  Driftwood  Isle

[S.SB]  Isle  of  Bosolt

[S.S(I  Reovers' Folly

[S.SDI  Bloodshal  Copse

[S.SE]  Wildemess Shrine of Kynoreth

[S.SF]  Coldcinder Cove  (Exit)

[S,SG]  The Miner's  Lament

[S,SH]  Spider Nest  (Logs)

[S.Sl]  Hrodulf's  Lest Sfund

[S.SJ]  Spider  Nest  (Kogrumez)

[S.SKI  Dragon  Mound:  Temple  Foothills

[S.SL]  Gold  Miners,  Floodgate

[S.SM]  Dunmeri  Camp

[S.SN]  Spn'ggon Grove

[S.Sol  Ashfollow Reover Camp

[S.SP]  Lurker Ambush  (Ashfallow  Dunes)

[S.Sol  lmpo(I Crater  (Burnt Spriggon)

[S.SR]  Bloodied  Grove

[S.SS]  Vorono's  Remains

[S.ST]   Dusty the  Silt StTider

[S.Su]  Impact Crater  (Tel  Mithryn)

[S.SV]  Lurker Ambush  (Tel Mithryn  Peninsula)

[S.SW]  Bosolt Cousewoy

[S.SX]  Miner  Immolation

Related Quests
Drogonbom  Main  Quest:  Drogonbom

Solstheim  Side  Quest:  The Final  Des(ent

Solstheim Side Quest:  March  of the  Dead

Solstheim Side Quest:  Reluctant Steward

Solstheim Side Quest  Served (old

Solstheim Side Quest: The 6reot Solstheim  Strongbox  Hunt*

Solstheim  Regional Acfl.vity:  Take Your  Pick*

Solstheim  Regional Act.vity:  Emberbrond  Emborgo*

Solstheim  Regional Adivity: Jelly from  Notch to  Fetch*

Solstheim  Regional Activity: Tomb  Erodicotor*

Solstheim  Regional Act.vity:  Sodrii Suiomma*

Solstheim  Regional Acfl.vity:  All Are Wel(ome*

Solstheim  Regional Activity: Tome  Roider*

Solstheim  Regional Act.vity: Thievery and the  Korstoog  Connecfl'on*

Hobilation: Solslheim  CtipfroI

Servi{es
Follower: Teldryn Sere  [DB3/7]

Trader  (Apothecary) :  Milore  lenth  [DB2/1 6]

Trader  (Blacksmith) :  Clover Mollory  [DB6/i 6]

Trader  (Ferryman):  Giolund  Salt-Sage  [DB7/1 6]

Trader  (Food Vendor):  Goryn  lenth  [DB8/1 6]

Trader  (General Goods):  Fethis Alor  [DB9/1 6]

Trader  (Innkeeper):  Geldis Sodri  [DB1 3/1 6]

Trainer  (Alchemy:  Expert):  Milore  lenth  [DB1/1]

Trainer  (Restoration: Journeyman): Aphio Velothi  [DB1/1 I

Spe(iuI Area
Block Book: The  Winds of (honge

Shrine of Azure  [DB1/1 ]

Shrine of Boethioh  [DB1/1]

Shrine  of Mepholo  [DB1/1]

Word  Wall:  Dragon Asps(t  [DB2/3]

(rofting
Alchemy  Lob

Arcane Enchanter

Blacksmith,s forge

Cooking  pot

6rindstone

Smelter

Tanning  rock

Workbench

Wood  chopping  block

TRAiNlfed#                        THE  lralVE"TORY

Dangers
Magic (oster trap

Swinging  blade mp

Puzzle
Runi(  Door  of  Bloodskol

(ollectibles
East Empire Strongbox  [Experf]   [DB1 5/33]

East Empire Sfrongbox  [Experf]   [DB1 6/33]

East Empire Strongbox  [Experf]   [DB1 7/33]

East Empire Strongbox  [Expert]   [DB1 8/33]

East Empire Strongbox  [Expert]   [DB1 9/33]

East Empire  Strongbox  [Expert]   [DB20/33]

East Empire  Strongbox  [Experr]   [DB21/33]

hst Empire Strongbox  [Experr]   [DB22/33]

East Empire Strongbox  [Expeh]   [DB23/33]

East Empire Strongbox  [Experf]   [DB24/33]

Unique  Item:  Blockguord's  Armor  [DB1 3/31]

Unique  Item:  Blockguord's Boots  [DB1 4/31]

Unique  Item:  Blockguord's  Gloves  [DB1 5/31]

Unique  Item:  Blockguord's  Hood  [DB1 6/3l I

Unique  Item:  Exquisite  Sapphire  [DBl 7/3l]

Unique  Item:  Zohkriisos  [DB1 9/31]

Unique  Weapon:  Bloodskol  Blade  [DB4/I 1]

PRIMARY LOCATIONS      SECONDARY LOCATIONS RAVEN  ROCK

BESTIAeeY                         G!uESTS ATLAS GF  f?KYR!M

Miscellaneous
Area  is lo(ked

Chest

Potions aplenty

Loose gear

Lots o' gold
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ife Lore.. SeIIIemenl Overview
Raven  Rock is a  seftlemenf located  in the remains of the Hirsfaang  Forest.  It is sifuafed
frafegicaIIy in a small cove on the southern end of Solstheim.  In the fown's glory days, a  pair of
arge docks jutted out into the cove,  which provided access fo the cargo ships the East Empire

company needed to ship ebony out and bring supplies into the colony.  Now, only a single,  rickety dock
remains. The eastern end of the city is dominated  by the Bulwark,  a  massive stone wall once used fo

protect the town from  relentless marauders and  indigenous creatures.  A long, fall cliff encompasses the
northern side of the town, sheltering  if from  solstheim's harsh conditions.  Ever since the Red Mountain's
eruption,  the once lush  pine forest has been transformed  into a wasteland. The Shield Wall  now serves
as a different kind of barrier...protecting  its inhabitants from ash storms.  Over the years,  the cISh  has
formed large dunes against the wall,  obscuring  most of the stonework.

ife Lore: A History of Raven Rock
During the year 3E 427, the colony of Raven Rock
WCIS established by the East Empire Company
in response fo a rich ebony mine discovered on
the southern tip of Solstheim.  Five years later,

fawn was a bustling throng with over 30
abifants, all of whom depended on the mine

for their livelihoocl.  Ebony was shipped by the
boafload fo the mainland.  Raven Rock remained
largely untouched during the Oblivion crisis,  but
a few mining families left an)^^/ay'  fearing that
the.Ir town  might be the next fo fall af the hands Of
Mehrunes Dagon,s forces.

Aher the destruction of Ald'ruhn  in the early
Fourth  Era,  House Recloran bet:ame divided.
Brara Morvayn,  one of the six Redorcln Council
members,  led a small group of Dark EIves to
Raven Rock. After striking a deal with the East
Empire Company (and some hefty payments), the
Dark fives were allowec] fo settle in the colony

provided that they worked in the mines and kept
the best interests of the East Empire Company
at heart.  But in the fourth year,  Raven Rock
was attacked by Rieklings. The Factor of Raven
Rock and six miners were slain  in the assault.
Brara and  her men fought off the Rieklings and

prevented the entire town from being overrun. The
East Emp.Ire Company was grateful for Brara,s
assistance and named her the new Factor of
Raven  Rock.

One year later,  in 4E 5, the explosion of
Red Mountain sent a shock wave cuffing across
most of Solsfheim. The town suffered c]amage
from the blast, and the southern portion of the
island was buried under the ash. A set:and
boafload of refugees arrived in Raven Rock, and
Brara  immediately took them  in,  offering food'

protection,  and shelter in exchange for their
assistance in the mines.  By 4E 7' ash from the
wastes made life exceedingly difficult in  Raven
Rock.  In order fo profecf the fawn from  the ash
storms and the massive ash drifts if left behind,
Brclra had the miners build a mighty wall on the
eastern side of the fawn. The construction took

Thirty years later, an attempt was made on
LIeriI Morvayn's  life.  The culprit was captured  and
identified  himself as Vilur Ulen of House  HIaalu-

The Redoran Guard  invesfigafed and discovered
fhaf Vilur had  been organizing a coup  in an
attempt fo wrest control of the colony- Vilur and
his conspirators were executed and the coup

quelled.

By 4E  1 30,  several  improvements were mclde
fo the Bulwark to strengthen  it. Over time,  the ash
dunes piling  up on the outer side of the curtain
wall  placed tremendous pressure on the sfrucfure.
LIeriI Morvayn spent a good deal of what was
left of his fortune bringing  in  builders from the
mainland fo help permanently reinforce the wall.

ln 4E  150,  a small Argonian  strike force
landed af Raven  Rock.  LleriI Morvayn was
there with his Redoran Guard to repel them.
Forfunafely|  Lleril WCIS able to speak fo the
Argonian commander and convince him fo stand
clown. This moment.IS remembered quite fondly
by most of the citizens of Raven Rock, who admire
their leader and  consider him their  sav.IOr.

By 4E  170, the ebony mines under Raven
Rock had begun fo c]ry up. A few of the miners

almost a year, and the people of Raven Rock took
fo call.Ing  if "the  Bulwark."

By 4E  16,  Solstheim passed info the
ncls of the Dunmer people, The East Empire
mpclny relinquished  its  rights fo  Raven  Rock but

tiated a deal with Brara Morvayn fo continue
ly ore for supplies and gold. Most of

population  left Solstheim for good.
continued to welcome the Dunmer that

to se#le on Solsfheim.  Some chose fo stay

5teS.

ck; others began a nomaclic life in the
After almost 50 years of prosperity  in

r 4E 65,  Brara Morvayn succumbed to old
d died.  Her son,  LIeril Morvayn, took her

Guard maintains order within the town and the
surrounding area,  keeping Raven Rock|s residents
safe and in line. lfeven so much as a rumor of
dissent reaches  Lleril's ears,  he has it quashed
immec]iafely. He's well aware that there may be
a few Hlaalu  loyalists still present among the

population that would see him  kfllecl.  He keeps his
distance from the Nords in the Skaal Village, and
in turn, they leave him alone as well, each having

Tr±  3J3e_- Scrr,is  1<'
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Giolund Salt-Sage

Gialund,s surname  is  born  from  his  love of the
sea.  He,s the proud captclin Of the  Northem
Mar.den,  one of Raven  Rock/s only lifelines to the
mainland, and commands a great deal of respect.
Gialund/s passion  for the sea  is evidenced  by his
commitment to  his  ship/  which  he  keeps  in  I,lne
working  order.  Ferrying  individuals and  supplies
to and  from Windhelm  has kept him occupied for
a  better part of the last 2O years,  and  he  insists
he,ll  keep doing  it until  he dies.

Lygrleid

Sagrlaf

The docks of Raven  Rock,  once bustling with
activity, are long overgrown,  rotten, and barely
standing.  Only one ship,  the  Norfhem Mo/.den,
makes  Raven  Rock  its  port.  The first time you
visit Raven  Rock, you arrive here and are  met by
Second Councilor Adril Arano, who  recommends

you abide by all  local  laws.  The slightly ra
banners on the docks bear the mark of
Dunmer House Redoran.  Expect a few
wandering these docks.  Check und
an  East Empire Strongbox [Expert].

(i?,   Tanning  Rack

"','j   East Empire Strongbox  [Expert]  [DB

i:,..   East Empire  Pendant

i/;,  Trader (Ferryman): qalund

[DB7/1 6]

©  (tierellius House

Crescius Caerellius

Crescius Caerellius  is a direct descendant
of Gratian  Caerellius,  one of the original
inhabitants  of Raven  Rock  (Gratian  was  his great-

grandfather).  Crescius comes from  a  long  line of
miners  but was  never able to fully ply  his trade.
Bythe time he was of age,  the ebony mines  in
Raven  Rock had already been depleted,  casting
Crescius info a deep depression.  At one point,  he
outright refused to even  leave his home,  forcing
Lleril Morvayn to order the  Redoran Guard to
break in  his door for fear that the old  man was
starving  himself to death. When they found  him,
he was on the edge of death,  but Aphid Velothi
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was able fo use her healing arts to b
back. Ever since that day/ Aphid
Crescius,a side.  Crescius was grateful for
suppert, and in time, they grew to care for each
other quite deeply.  Even though  it broke Dunmer
tradition,  LleriI Morvayn allowed them to wed
and they,ve been living together as man cmd wife
ever since.

Aphid Velothi

Aphia Velothi was originally an  acolyte at the
Temple.  Under the tutelage of Elder Othreloth,  she
studied the healing arts and was beginning  to
learn the traditions of the House of Reclamations.
The idea  that the TrI.bunal Was gone Was
unbelievable to her;  she Firmly believed that the
eruption of the  Red Mountain wasn,I a  punishment
from the Daedra  but from the Tribunal. This view
led to many arguments between Aphia and Elder
Othreloth,  which culminated  in  her being  strippecI
of her duties and  excommunicated from the
temple,  Elder Othreloth wished  her exiled from
Raven  Rock altogether,  but Lleril Morvayn  refused
his request, citing the fact that she had  nowhere to

go.  She married Crescius after nursing  him  back
to  health.

This  is  the  home of Crescius CaereIIius,  the

sole  remaining  descendant of the  Imperial  settlers
who once  lived  in  the  Raven  Rock colony.  His
family has  maintained  this  house  since  Raven
Rock was founded  in  the Third  Era.  The  house  is
strictly Imperial  in  design,  bearing  absolutely no
Dunmer decoration or construction whatsoever.
Crescius,s wife,  Aphia,  is a  Dunmer but has
forsaken  their ways and chosen  to live a  "purely
Imperial  lifeslyle,,  in  honor of her  husband,  whom
she  loves dearly.  This  has led  to quite a  bit of
animosity with the rest of the town.

Inside the  house there are various scattered
books  (read  up on the history of Raven  Rock
here),  cllOng With  a  bounty Of food,  a  COOking

I,  and an  East Empire Strongbox  [Expert]. The
well has more food, while the small  upstairs

om has coin purses, an owned bed, and a

Journeyman): Aphia
Velothi  [DB1/1]

n Mqnor

ituation  has been wei

Adril Arano and  Lleril Morva
best of friends ever since they
ranks together  in  House Redo
trouble threatened the warrior
them could be found on  the front lines,  fighting
back with everything they hacI. This bond

persisted, and when the Red Year came, Adril
was granted  passage on  Lleril's vessel  that set
out from  Wardenfell.  Adril  and  Lleril  remained
close while  living  in  Raven  Rock,  even  helping
out in the mines and  patrolling the Bulwark when
necessary. When Brara Morvayn finally passed
away and  Lleril was  made councilor of Raven
Rock,  he  immediately took Adril as  his adviser.
Even  though  Lleril  is  technically Adril,s  superior,  he
treats Adril  as  his equal,  even allowing  him  to  live
in Moryayn Manor.

Cindiri Arano

Cindiri  Arano  is Adril Arano's wife.  ancliri
arrived on one of the few refugee ships that
escaped Wardenfell and struck our for less
"volcanic"  pastures.  Shortly after her arrival on

Solslheim,  she  met Adril  and  they quickly fell  in
love.  She's been quite supportive of her husband
but takes exception  fo the danger he keeps

placing  himself in.  She  understands the close
relationship  between  LIeril  and Adril  but fears that
the violence targeting  the councilor might bring
harm  to  her husband  as well.  Cindiri  can  usually
be found within Morvayn Manor or out on the
streets when she  needs some time to herself.

Once an  opulent mansion,  Morvayn Manor
now serves as the government building for Raven
Rock.  ln  addition  to Councilor Morvayn,s  hall,  it
also contains  his  living  quarters and  those of his
advisor Adril.  The banners of House Redoron are
hung  on  the  building,s circular tower
reminder of who,s  in charge.

Enter the  manor to visit  LleriI,  sit

and  check his  local  book collection.
of food, a Redoran Guard to ensure
eat any/ an Arcane Enchanter,  more food, a
cooking  pot in the stairwell chamber.  Upstair
the Morvayn Manor Chambers
in  here to find a fair few bottles
an  East Empire Strongbox
becl chambers  include a display case [Expert]
with Chitin Armor and a  Helmet,  a  book called
Deathbrand that begins a  quest, gems, and Adril,s
Survey Results  regarding the upkeep of the city,
along with a  reply from  House Redoran.

§  Arcane Enchanter

§  cooking  pot

§   East Empire Strongbox  [Exp

a                     THE !NVE

The Temple honors
ng of the Fourf
ouse of Reclan

the return to worship of ike Daedra after the
loss of the Tribunal.  Elder Othreloth has been

quite  instrumental  in  stabilizing  the  beliefs of the
resiclents  in  Raven  Rock ever since the destruction
of their homeland.  He,s convinced almost
everyone that the eruption was punishment for
forsaking the Daedra,  making  him quite feared
and  revered  in town.  This  has kept the Temple
completely free from the  political  mechanizations

going on  in Raven  Rock, as neither House
Redoran  nor the remnants of House Hlaalu wish
to anger  him.

Galdrus Hlervu

Galdrus  Hlervu  is a  relatively recent addition
to the Temple.  Hoping to pass along the "new
oldw  ways of thinking  to someone else,  Elder
Othreloth  has taken Galdrus  under his wing
and  has spent a good decll Of his time PrePPing
him  for the  inevitable.  Unbeknownst to  Elder
Othreloth,  Galdrus has been tampering with  a
bit of necromancy research  on the side,  using  the
ash  pit in  the  lower level  (where the Dunmer are
interred)  as  his laboratory.

Raven  Rock/s temple is dedicated to the
renewal  of the ancient Dark  Elven  faith,  with
shrines to the three  Daedra who traditionally
aided the  Dunmer:  Azura,  Mephala,  and
Boethiah.  After the downfclll  Of the Tribunal  at the

end  of the Third  Era, these temples  have begun
to replace the Tribunal  temples as the
return to the old ways.  While these Da
Princes were originally seen  as the  "Ar
to Almalexia, Vivec,  and  Sotha  Sil,  they have  now
been cast in a  new light,  as a  partofthe "House
of Reclamations,/...signifying  the  Dunmer,s re
to the old ways and  an  offset fo the H
Troubles  (the other Daedra). The city,
Tomb is located in the basement area
level)  of the temple.  This  is where the
have fallen are interred.

ither
mer the temple if you wish io speak to
Elder Othreloth or his equally haughty

assistant.  lf you,re collecting ash yams, there are
over 6O between the urns outside and within
these chambers. On the main floor are pyres and
unique shrines to Azura,  Boethiah, and Mephala.
There clre Purses tO Steal here too.  Downstairs
in  the tomb cellar are two chambers. To

(west)  is Otherloth/s, with a  number a
servings,  books,  and a Strong  Box [E

you can open easily if you have the Rave
Temple Key (carried  by both priests). To th
is  Hlervu,s room, with  scaiferecl  bcoks  (inclu
Deathbrand) and a chest. Ahead is a cloor to the
Temple Ancestral Tomb  (which  is also accessible
via the Morvayn Ancestral Tomb).  You will visit
the tomb during  Solstheim  Regional Activity:  ll
Eradicator*.

§   Book:  Declthbrand

()  chest

i   Raven  Rock Temple Key (2)

§   shrine ofAzura  [DB1/1]

§   shrine of Boethiah  [DB1/l]

§  shrine ofMephala  [DBI/1]

i!   strong  Box  [Expert]

RAVEN  ROCK



Interior: Temple Anceslrol Tomb
These chambers are unlocked  during  Solstheim
Regional  Activity:  Tomb  Eradicator*  (page 67O),
once you  receive the Raven  Rock Tomb Key from
Otherloth.  The  pyres are  laid  out in  a  similar
fashion to those in  the upstairs temple area. The
side exits to the Morvayn and  Ulen ancestral
tombs can  be opened  using  the same key.

§   Raven  RockTomb  Key

¢  Ash Spawn

§   East Empire Strongbox  [Expert]  [DBl 8/33]

©  Morvayn Ancestml Tomb

[Expert]  or  using  the  Raven  Rock Tomb  Key.  This
is a  smaller tomb with onlya  single door to the
Temple Ancestral Tomb.  Inspect the  many  urns
for ash yams, and slay any Ash Spawn you see.
Otherwise, this tomb is relatively empty.

(!  Ash Spawn

©  ulem AmtestraI Tomb

You can  easily enter this crypt without a key,
although you  need the Raven  Rock Tomb  Key to
unlock the door leading to the Temple Ancestrol
Tomb.  Check the  urns for ash yams, deal with any
Ash  Spawn,  and wait for Tilisu  Severin  to arrive,
as  part of Solstheim Side Quest:  Served Cold.

()   Ash  Spawn

©  The Bulwark

vro4wov

served as a  military officer in Wardenfell and
was sent here by the  Redoran Council to  protect
Raven  Rock  (which  il sees  as  one  of its  holdings).
He wishes  he was serving  House  Redoran  back
on the  mainland  but never complains about
his current posting. When Modyn arrived at
Raven  Rock,  the Bulwark was  merely a shadow
of how it appears today.  Using  his knowledge,
he was able to enhance the wclll'S Strength and
suggest improvements,  such  as the  massive

protective gate.

The massive wall constructed  after the
eruptions on Wardenfell  serves  multiple  purposes.
ln addition to holding  back the waves of ash  and
fell  creatures that assault Raven  Rock,  the wall
also  houses the guard  barracks,  the captain of the

guard's  living  quarters,  and  the ciry's  jail.  The wall
also features a  large set of steps that climbs the
northern cliff face and  ends  in a watchtower with
a  large  pyre.  lf the  pyre  is  ever  lit,  this  signals

those on  the wall  below that a threat approaches
from the north.  The Bulwark has a  large gate,
one of the only defenses  keeping  the ash
abominations from  overrunning  the  small  town.

The exterior of the Bulwark,  accessed from
the basalt cliffs above,  the main  gate below,  or
the balcony steps  near the Temple,  offers views of
the Sea of Ghosts,  Red  Mountain,  and the harbor.

The  interior of the  Bulwark,  accessed  from
the  main gate,  has a  guard  presence.  There are
various  (owned)  cots and a  bed,  a fireplace with
a cooking  spit,  an evidence chest should you
need to  retrieve belongings,  and an  East Empire
Strongbox  [Expert]  sitting on  the table at the end
of the  interior corridor.

¬\   cooking  spit

S   East Empire Strongbox  [Expert]  [DB19/33]

?;   East Empire Pendant

i?)   Evidence Chest

The  Redoran Guard  maintain the  peace and  see
to the defense of Raven  Rock. Crimes committed
against the residents of Raven  Rock are  judged  by
Lleril,  and  prisoners are placed  in  the tiny prison
in  an antechamber of the  massive Bulwark.

Aside from a couple of books,  the  iail  cell
features a solid door lock [Expert]  and  cl guard
who  isn,I the most perceptive of chaps.  This
allows you to sneak out if you wish,  sleep in the
cell,s bed, or locate the hidden exit-the grate

[Novice]  in  the fireplace.  This  leads  to an  ash
and cobweb-lined passage to a second grate
(under the  belongings chest,  allowing you  to snclg

your stuff), which drops you  down  to a  stone
tunnel dug  by Draugr. This ends ata  door to
Coldcinder Cave.

(?,   prisoner Belongings Chest

'?;   Redorcln Guard

Tr_i,  5.£e= Scr`^,i's  -v
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Coldtinder Cave

This picture shows the exit trapdoor lust outside
Raven  Rock.  You can enter from  here,  but for a full
exploration,  begin  inside  Bulwark Jail.

©  Door to the Bulwark Jai`l

©  DryBones
A set of ancient steps leads down,  past the ruins
of a  nasty spike trap with  scattered skeletons  near
it,  and out into a  narrow basalt corridor with
a  Skeever and a  skeleton  jammed  up  into the
columns.

(?.   skeever

®  Notch Hatchery
A small group of Netch are floating about in the

gloom of this  basalt clearing.

('t   Bevy Netch

(:'   Netch  Calf (2)

(RERE}   Draugr Causeway

ffiB  Tmpdoor to Solstheim
Up a stone causeway is an  exit ladc!er,

you out at location  8B on  the Raven  Rock
a  trapdoor just outside  (and  southeast)  the

gates.

fffi?  (old{inder Barrow Ruins
'   fy~-i/i,

Head through this easily overlooked na"ow
basalt passage to reach the
of a barrow. Approach and an Ash Sp
will appear, with two more foes emergin
alcoves as you approach the large chest.
a second chest [Novice]  on a circular plalf

jump to and some Heart Stones lo mine.

?  Ash Spawn

()  chest [1 ,  Novice]

(i/   Heart Stone  (3)

©  Min Thoroughfare

The main  route from the bulwark gate to the east,
around to the Earth Stone to the west,  is where

you,ll find  most of Raven  Rock/s  inhabitants.

()   Redoran Guard



a works his smithy,
vcr is a Breton,
almost excltJSiVely Dunmer town,  but

grated quite Well with everyone.  He,s
be quite adept at his trade and has even
contributed to the town,s meager coffers. c)utside,

you can trade with Glower, ask about his Regional
Activities, and use his Grafting areas.

Calc!cinder Cesve

observant members of the Thieves Guild  might
notice the Shadowmark displayed near the door to
the interior of the home.

Inside his  house is a variety of food,  some
books, a cooking  pot,  and an  East Empire
Strongbox  [Expert].  Upstairs is a chest and  a copy
of Ahzidal,s  Descent, which  begins Solstheim Side
Quest:  Unearthed.

After successfully completing  Solstheim
Regional Activity: Thievery and the Karstaag
Connection*  (see page 669), you're given the Key
to Clover Mallory,s House, which allows you to
open the locked door downstairs.  Inside is a thief/s
treasure trove,  including a weapon and  shield on
a  rack [leveled],  poisons and  potions,  sweetrolls,
a Thief Cache barrel with a Shadowmark on  it,  a

generic strongbox, a set of Blackguard,s Armor,
and Clover,s Letter, which  reveals his past and  his
daughter,  The thief Sapphire.  lf you  meet up with
Sapphire in  Rifren,s Ragged  Flagon and talk to her
about this note,  she offers you an exquisite gem
bearing  her name.

t;A   chest

?  crafring:  Blacksmith,s forge, cooking  pot,

grindstone,  smelter, workbench
^v   Trader  (Blacksmith):  Clover Mallory

[DB6/1 6]

§   East Empire  Strongbox  [Expert]  [DB2

§   East Empire  Pendant

i)   Book:  Ahzidal,s  Descent

§   Key to Clover Mallory,s House

Unique  Item:  BIackguard/s Armor

[DBl3/3l]

Unique  Item:  Blackguard's  Boots  [DBT4/31]

Unique  Item:  Blackguard/s Gloves

[DB15/3l]

§   unique  Item:  BlcICkguard'S Hood  [DB16/31]

©  GIover Mullory,s House

¢   unique  Item:  Exquisite Sapphire  (reward
from Sapphire if Clover,s letter is given to

her)  [DB17/31]

fj  sword and shield  [levelecl]

§  strong box

¢  Thief Cache

i)  Clover,s Letter

©  lenth Farm

Garyn lenth                Milore lenth



Garyn and Milore lenth are recent additions to
Raven  Rock.  Seeking a  home after theirs was lost,
they wandered the mainland of Skyrim for a while
until they se"led  in Wndhelm.  After staying there
for a few years, they heard about the Dunmer
settlement at Raven  Rock and decided to take their
chances.  They packed up their things,  boarded
a boat, and  never looked  back. Garyn  brought
his knowledge of agriculture to Raven  Rock and
has  become an  integral  part of the community.
He provides quite a  bit of grain and other dry

goods to the town  in exchange for other services,
only keeping what he and Milore need  to survive.
Thanks  in  part to Mlore,s alchemical  prowess,
she,s been able to accelerate the growth of some
of the crops,  producing  higher yields.

Having descended from a  long  line of
farmers,  the  leniths,  struggle to  raise their crops
as they did when they lived  in Morrowind.
Fortunately/  after years of trial and error,  the farm

ot)fishing.  This  has  provided  quite the  boon  to
food supplies of the town,  and  LleriI Morvayn

now considers the fclrm  important enough tO

post a  permanent guard there.  Milore lenth  has
taken  on  alchemy as a  hobby and  has  recently
converted the area  in front
makeshift apothecary sho

The grounds of the

yam and scathecraw, and th

their home  into a

re dozens more
to steal  al the stall  in  front of their home.  There  is
also an Alchemy Lab where Milore trades  (you
can  complete a  Regional  Activity for her).  Inside
the house are dozens more ash yams, a cooking

pot, and a note to Milore from Nilara.  Downstairs
is where more ash yams are kept, along with an
Alchemy Lab and various ingredients.  Through the
door is a bedroom with a few books and a chest.

i/  crclfting:  AIchemy Lab  (2), cooking  pot

§  chest

§  Note: To Milore from  Nilaro

§  Trader (Apothecary):  Milore lenth  [DB2/1 6]

§  Trader (Food Vendor):  Garyn  lenth

[DB8/l 6]

§   Trainer  (Alchemy:  Expert):  Milore lenth

[DB1/l]

®  Alor House

s this  house and  runs  his general goods
ram it.  He's gained the  reputation of
town curmudgeon,  but his  presence
d and his shop frequented due to the
decent goods  he brings into  Raven

h  his old East Empire Company
is  is quite  proud  of his connections

COmPony clnd  COnSfantly  brings  it UP

rsation.  He considers them an  "ally" that
rotect him  if he ever needed  it cmd  uses

Overage whenever a disagreement arises
himself and  one of his customers.
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Dreylo Alor

Dreyla  is the daughter of Fethis and works at her
father's shop doing  mostly housekeeping and
menial chores.  Dreyla's  mother recently died
during an Ash  Spawn  attack on  Raven  Rock,  so
she,s taken  it upon  herself to  handle  her mother,s
duties.  She loves  her father dearly but doesn't
share  his views of the  East Empire Company.

This  is a  general  goods  shop that sells all

sorts of supplies.  lt,s  seen  its  share of hard  times,
which  is evidenced  by the reduced  inventory
available.  The owners do their best to  maintain
the  shop,  convinced  that Raven  Rock  isn't finished

yet.  Outside the house  is a tanning  rack,  a wood
chopping  block,  and  usually  Fethis Alor,  who
offers  an  island-spanning  Regional  Activity:  The
Great Solstheim  Strongbox  Hunt*.

Enter the house to discover a cooking  pot and
a  note:  Dearest Dinya,  as well as an  assortment
of books and a  large number of barrels and
crates.  Downstairs is a  second tanning  rack,  a

grindstone, a workbench,  and some  iron  ingots.
The southwest bedroom  has assorted apples
and  books and  a chest.  Remember to check
the southeast bedroom of the cellar for a  purse,
chest,  copy of Hallgerd's Tale  (Heavy Armor Skill
Book)  on the bedside table,  and an  East Empire
Strongbox  [Expert]  on the  larger table.

()   chest (2)

()   crafring:  cooking  pot,  grindstone,  tanning

rack  (2), wood chopping  block,  workbench

()   Trader  (General  Goods):  Fethis AIor

[DB9/1 6]

§   skill  Book:  Hallgerd's Tale  (Heavy Armor)

§.   East Empire Strongbox  [Expert]  [DB21/33]

©  The Retching Notch

Geldis  is one of the longest inhabitants of Raven
Rock,  arriving at the small town  just after the mass
exodus from Wardenfell.  Originally a  miner in the
ebony mines, Geldis earned a respectable amount
of money and was able to amass a small fortune
for himself.  When the East Empire Company
abandoned the town and as the population slowly
changed from Imperial to Dunmer,  he purchased
the town's only inn.  Lleril  M
of his own funds to augme

Drovas Relvi

Drovas is friendly but a
tends to be a  bit naive an

vayn provided some
inn  to  their  liking.

erbrained.  He
as made a couple

of foolish  decisions  in  his  life.  One of them
was borrowing  money from Mogrul.  Drovas is
apprenticing  under Geldis Sadri, which  basically
means  he,s doing all of the jobs around the  place
that Geldis doesn't want to do.  He does his  job

passably but has bigger aspirations.  For the
moment,  he desperately wishes to flee Raven  Rock
before the ore that's after him demands pieces of
flesh,  rather than  bags of coin.

Tr.E  -=J^-C_« SC=CJ:S  lv'
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Notch after his previous backer ordered an
attack on a particulclrly large and WellrdefenC
lair of bandits.  He  is ourfitted with  lightChmn
Armor, which  he normally refuses to  remove,
and  is skillecl  in both sword and  magic.  He
spent his youth  in  Blacklight  (in  Morrowind)  and

professes to have met Saint Jiub  (prior to the
latter,s disappearance)  before plying  his tcll¬
Windhelm.

MogruI

SIitler

Mogrul  is a  two-septim  thug who  usually  runs a
small-time gambling  operation.  But currently  he,s
in  Raven  Rock with  his  murmuring  associate Slitter

to settle an outstanding debt.  Mogrul  is a  heartless
bastard.  People who don't pay up tend to get
hurt.  lfa  debtor dies or flees the  island,  he  has  no
compunctions about going  after their relatives or
friends to collect.  He even  has access to thugs and
bandits to do some of the dirty work.

ln  recent years, The Retching  Netch
Cornerclub  has served as Raven  Rock/s  main
watering  hole. The meager common  room can
barely accommodate the small  population of the
town,  but nevertheless,  at night,  the  inn  is filled
with a good deal  of the town's residents as they
contemplate their bleak futures.  A single room for
rent is available  here but hasn'l been  used  in quite
a  long  lime.  A Redoran Guard stands outside,  in
case of trouble.

Inside is a  hearth  (close to where Teldryn
Sera usually sits)  and cooking  pot,  and  stairs
down  to the large cellar cornerclub  itself, wher
Geldis  is plopped  up behind the bar (guclrdin
East Empire Strongbox [Expert]). To the so
ancl west are beclrooms, the larger of whic
two chests and a large amount of cheese t
To the  north  is another bedroom  (usually your
room  if you spend the night) with a chest and
copy of Deathbrand to reacl. The locked roo
[Apprentice]  leads to another room

Crafting:  Cooking  pot

(,?   Chest  (4)

\\ East Empire Strongbox [ExperlHD

i;.   East Empire  Pendant

(:,   Follower:  Teldryn Sero  [DB3/7]

()   Trader  (Innkeeper):  Geldis  Sadri  [DB1 3/1 6]

§   Food,  room, and board

§  Quest rumors

©  Abandoned Building

Bralsa Drel

Bralsa  is a  suiamma  addict.  She  began  drinking
the potent beverage when she was in her teens
and still  imbibes the liquor today.  She worked

i,TL£.<S  3F  5f,:''?'i  ,i,R,..  SOLSTHEIM:  SOUTHERN  ASH  LANDS
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the mines for years before they were shut down,
and then turned to the suiamma to drown  her
-sorrows.  Bralsa  performs odd  jobs around town
occasioncllly  (When  She Can  remember),  but
instead of saving  her coin or using  it to clothe
or feed  herself,  she plunks the money on the bar
at the cornerclub and drinks it all away. Geldis
Sadri  usucllly cuts  her off when  he thinks she's  had
enough,  and oflentimes she can  be found sleeping
on cl bedrOll  in the back room  Of the tavern.  On
the rare occasions she is encountered sober, she,s

quite a  bitter woman,  lamenting about being
stuck in  Raven  Rock and  musing that she,d  haye
been better off dying  in the eruption  like so many
others.

Rirns LIervu

lf every town  has an odd  man out,  Rirns would
be Raven  Rock/s. Arriving  as a stowaway on
ine Northem Maiden a few c]ecades agol
the  Redoran Guard  had to remove him from
his  hiding  spot in  a crate of supplies.  He was
shivering  uncontrollc]bly and  talking  in  nonsensical
whispers about ''fish  men''  that walk the bottom of
the sea. When pressed about this, he was unable
to give a coherent answer. A few folks in  Raven
Rock have tried to give Rirns a chance at odd

jobs,  but he can  barely form a  sentence,  let alone
perform  menial  tasks.

You can find one runrdown  and two
collapsed  buildings on  the outskirts of town'
These are the remnants of homes and  businesses
that were left when  the people and  prosperity
abandoned  Raven  Rock. The relatively intact
home  is occupied  by some of the destitute
members of the colony.  One of them  (Bralsa  Drel)
has a  Regional Activity you can  help her with  (see

page 668). A few tattered books and  Nord mead
bottles are the only items among the cobwebs
in  here.

©  severin Manor (House lo Own)

The Severin family are an enigma to Raven  Rock.
Arriving  in the small town only ten years ago,
they brought large amounts oF wealth with  them
and  built their own  manor house.  No one in town
is certain  how the Family attained their wealth,
but since they,ve contributed so much of it to the
town,  most don,I care.  Lleril Morvayn  has always
been  a  bit wary of new faces in  RcIVen  Rock

(because  House Hlaalu  has a  price on  his head),
but after getting to know the family,  his suspicions
were averted. A few in town have noticed  how
oddly close  in  clge Mirri  Severin  is to her father
but haven,I paid  it much  mind.

ln  actuality,  all three Severin are not who they
appear to be  (his real name is Ulen, descendant
of Vilur Ulen  from  House  Hlaalu).  They are
aligned with  House  Hlac]lu/  specifically hired to
kill  Lleril Morvayn  to avenge the death  of Vilur
Ulen. The Severin name had been created as a
cover for the trio,  whose sole purpose is to lay
the groundwork for their plan.  Knowing  that the
enterprise would  be quite difficult,  the trio has

hired cI  Small  Cadre Of Morag Tang  in a  ruined
fort not fclr from  Raven  Rock.  When the time  is

they feel they'Il  be able to strike, taking out
doran  Guard and  Lleril at the same time_

This house becomes yours after the successful
completion of Solstheim Side Quest:  Served Cold.
lt cannot be furnished,  but it does come with a
full complement of helpful clutter to cldOrn your
weapons,  equipment,  clothing,  and other items.
Enter the plclce to view the hearth,  then  head
downstairs.  To the southeast is a  large  bedroom
with a chest and ash yamngrowing area. To the
northeast is a  blacksmith's smelter,  forge,  and
training area with a  number of ingots and other
crafring  areas. To the east is an Alchemy Lab
alcove and  many ingredients. To the west is an
Arcane Enchanter alcove and weapon plaques.
To the west is the main  bedroom with three
chests,  display cases,  and  a variety of pleasantly

positioned skulls.  Hidden  near a  bookcase is
the Severin  Family Safe  [Expert],  which you can
unlock with  a  key Mirri  carries.  It contains on
interesting  note  inside.

§  crafting: cooking  pot, Alchemy Lab, Arcane
Enchanter,  blacksmith forge,  grindstone,

smelter,  tanning  rack,  workbench

"/v\   chest (4)

§   potions

§  severin safe Key

§)   severin  Family Safe

0  The Ulen Matter

©  Raven Ro(k Mine

(,)  underground connection

Grarion Caerellius (Deceased)

Millius (Deceased)

Evul Seloth*

Meden Maren*

Noris Mavani *

Tolenos Omoren *

ExterioI

Raven Rock Mine, once one of the most abundant
sources of ebony in Morrowind, was shut down in
4E  17O.  This  led to a mass exodus from the town,
cutting  the population  in  half.  Follow the  path  up
behind Alor House,  passing  cI wood Chopping
block,  smelter,  and various old East Empire crates.
Then enter the mine.

/)  crafring: smelter, wood chopping  block

Interior

ffiEN   Door lo Solstheim

L;ffiS  Mine Entrflnce
ln  the gloom,  you,ll find  Crescius Caerellius
and  his wife, Aphid Velothi,  bickering about his

precarious ventures deep  in the  mine.  To progress
farther into this mine,  it,s wise to speak to Crescius
for his key and begin Solstheim  Side Quest: The
Final  Descent. A quick check of the area finds
a grindstone,  pickaxes,  and an  East Empire
Strongbox  [Expert]  under the balcony table
upstairs. When you're  recldy for a descent,  Step
onto the wooden floor and peer down the steps.
They are hooked  by chains to a gigantic mine
shaft with an almost bottomless drop.  Nimbly
descend onto the wooden  platform to the west.

()   crafring:  Grindstone

§   pickaxe  (3)
"?   East Empire Strongbox [Expert]  [DB23/33]

§   East Empire Pendant

(A/   Raven  Rock Mine  Key

§  Ebony Ore (9)

FIE       On(e you comp!eie the Sc!stheim

Side  Guest: The  Fintii  D¢scsnt/

four  miners  (listed  previously)  r©*evrre ic the

mine/  and  fi tottil  of nine  Ebony  ®ffe  veines

become cccessibie.

©   FIoating Balconies and the Pit

GB  planks
Follow the precarious floating  balconies down
to the opening  in the south wall of this epic hole,
watching for Skeever here before continuing  past
a  Frostbite Spider and another alcove to the e
with a  spider and some rickety platforms.  Ba
in  the central  pit,  continue  north  to c]  third  ale
leading down a stepped tunnel to the west, then
the south and east,  with  more spiders, escaping

gas,  planks, and a web to cutasyou burst
through  into a locked gate next to Qn  East Empire

"   Strongbox.  Open the gate using the key you
:   received from Crescius.

(,)   Danger!  Explosive           (,'.I;.   Frostbite Spider

gas trap                               ()   East Empire

¢,   pickaxe  (3)                               Strongbox  [Expert]

¢  skeever                                  [DB24/33]

Tip       You mflywisha i9teSiy¢ur

ticrobtiti¬s tend  alr¢p  from  ledge?c

iealge while  des¬entiing.

©  waterlogged Dmugr (rypt
Cross  into a  roughly mined arecI,  Which breaks
through  into a  Draugr tomb that is anklerdeep in
water.  There,s movement here,  as  Draugr rise from
their walled  resting  places to delay you.  Fight four
or five as you work your way through the crypt.
Check the left area for a chest before heading
east and avoiding the floor plate and  swinging
wclll  trap.

()  chest

(?   Danger!  Swinging wall trap

RAVEN  ROCK
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®  The Dead SIumbering on Their Thrones
Head  up the steps and around to the west.  Here,  four thrones are occupied  by two slumbering  dead  (one
on each  side, with  potions between them), who awaken to attack,  along with a third  foe farther along
the hall and a  locked chest [Master].  Be sure to defeat these enemies, as the circular chamber ahead
features at least six Draugr of varying degrees of toughness.

§  chest [Master]

§   potions
Av   Draugr

ffiae  stolhrim Sor(ophqgus (orridor
Open the door to the west and wind your way
through a  narrow crypt corridor,  passing  a tomb
with  a  Stalhrim deposit embedded  into  it.  Check
the area  for Draugr and  potions,  as well as
scattered  ingredients.

§   potions

()   stalhrim  Deposit

§   Draugr

®  stepped pqssoge
Pass the Alchemy Lab and  shelves of ingredients

(snag the Netch Jelly here  if you're completing
the Solstheim  Regional  Activity for Milore  lenth,.

see page 668), then move north along a stepped

passage, watching for magic caster traps in the
shallow alcoves (race through or knock the Soul
Gems off their pedestals).  Back in the water, open

Tf-e  3_3e_.Sc=cjs  `,,I

s_iZiF+RT_in

©  Interior (onol
Battle the Draugr around this  interior canal and
on the precarious wooden  bridge.  Climb up
to the alcoves and cross the wooden bridge
to a  high alcove with a chest [Expert] and an
Arcane  Enchanter- Yank the handle on the nearby

pedestal, which opens a door on the chamber,s
eastern  upper side.  Move  back across the bridge
to  reach  it.

()  Arcane Enchanter

(,'   chest [Expert]

(I;,,,   Draugr

ffiB   Door lo BIoodsktil Barrow Alcov

[Apprenljce]

©  Bloodskal Borrow Alcove
Behind the waterfall is a door thclt leads I
Bloodskal Barrow Alcove and the fo"owin

/)   stcllhrim  Deposit

ffiJS`  Spell Pedesfol
Head south to a corridor junction.  Left (eas

pedestal surroundec! by candles, where a
Tome for lee Spike is  located,

(;  Danger!  Magic caster trap

/;)   spell Tome:  lee Spike

©  spiral Steps to (age Bridge
Head  right (west),  up the spiral steps to the
balconies overlooking the Spell Tome pedestal.
Dodge or remove the Soul Gem from the  lightning
trap/ and work your way around to an open
wooden door and a  narrow cage bridge to the
north,  above the interior canal.

",\A;.   Danger!  Magic caster trap

©  Trapped Alcove and Low Tunnel
Carefully tread on the ground  near the torch and
steps, as a dart trap iS easily activated.  Rush
through or avoid  it before opening  the wooden
door,  securing  goods from a  locked chest [Adept].
Head back down the steps and check the low
tunnel  to the west.  This  brings you  out onto a  high
chasm.

",I;,,  chest [Adept]



©  High Chtism and Runic Door of

Bloodskql

Two cave streams and  numerous  interlocking
bcISalt COIUmnS Offer a tremendous View Of a

strc]nge and  dimly lit wall  of odd  carvings.

Carefully descend to the ground and  inspect the
old  bones of Gratian Caerellius,  near the Tunic
door. Gratian's Journal  is on the corpse,  along
with a strange and wondrous blade. Grab both,
check downstrearrl for an alcove with  a chest,
then  inspec"he Tunic door`

§  Gratian,s Journal
"3   unique weapon..  Bloodskal  Blade  [DB4/I 1]

(?  chest

Puzzle Solution: The Bloodskal  BIade is your key.
Equip this two-handed weapon, stand so you,re
targeting the  red slit in the outer arch,  and  make a
horizontal power attack with the blade (sidestep,
hold down your Attack button,  release).  If you,re
successful, you'll  hear stone grinding and  part of
the arch will  move up.  A vertical glow appears.

Make a vertical  power attack (hold down

your Attack button,  release),  and  be sure the
ribbon of red  hits close to the glow in the arch.  A
section  indents,  clicks,  and  the outer piece slides
farther toward the apex of the arch. This time
a  horizontal  glowing  slit is formed.  Execute a
horizontal  power attack,  and the entire left side of
the outer arch  slots into place.

Now move to view the right side of the outer
arch.  Perform exactly the same power attacks,
and watch the sections of archway maneuver into
new and  unlocked  positions. Assuming you,ve
correctly slashed,  the entire arch glows  red,  and
a  massive vertical slit appears through the circular
door.  Launch  a final, vertical  power attack from
the Bloodskal  Blade and  the door opens-

ffi:fr   Nord (urved Hall of Traps
Head through the long  Nord  hall, deftly avoiding
the swinging  blade traps.  Activate the lever at the
far end to open the heavy gate, allowing access
into the lair of Zahkriisos,  one of Miraak/s Acolyte
Priests.

(t  Danger!  Swinging  blade trap

®  hair of zohkriisos
The powerful Acolyte Priest Zahkriisos confronts

you  in  this chamber.  This fiend  can  summon
Seekers and  strike you  with a  powerful  blcISt Of
lightning.  Swap to your preferred weapons and
engage this troublesome foe.  lf you're currently
completing Solstheim Side Quest:  Masks of the
Acolyte Priests*  (see page 662),  this  is one of the
masks you,re looking  for.  Grab  it from the ash  pile

you've reduced Zahkriisos to, and learn a Word
of the Dragon Aspect Shout.

()  chest

§  seeker

()  zahkriisos

()   unique  Item..  Zahkriisos  [DB19/31]

§  word wall:  Dragon Aspect [DB2/3]

asffi.s   BIG(k Book: The Winds of

Move west, through the arch to a pedestal at the
bottom of a spiral set of steps and small waterfol
Check the alcoves for a chest and Arcane
Enchanter.  On this plinth  is a  legendary Black
Book.

\^/  Arcane  Enchanter

§  chest

i  Black Book: The Winds of Change

GB  Door to BloodskoI Barrow
Ascend the spiral steps to the door and enter
Bloodskal  Barrow.  Move along the rough tunnel
to the handle, which  reveals a secret rock door.
Enter the subsequent Draugr tomb and engage a
motley collection  of Reavers, one singing cl witty
tune.  This area  is mopped and described  in the
Primary Location:  Bloodskal  Barrow  (page  1 O47).

§   RecIVer

OT[      Nolethatthetunnel fro

Related Quests

Dragonborn Main Quest:  The Path of
Knowledge

Solstheim  Side Quest:  Azra,s Staffs

Solstheim  Side Quest:  Black  Book: The  Hidd
Twilight

Solstheim Side Quest:  Briarheart Necropsy

Solstheim  Side Quest:  Experimental  Subject

Solstheim Side Quest:  From the Ashes

Solstheim Side Quest:  Healing  a  House

Solstheim  Side Quest:  Heart Stones

Solstheim Side Quest:  Lost Knowledge

Solstheim  Side Quest:  Old  Friends

Solstheim Side Quest:  Reluctant Steward

Solstheim Side Quest: A New Debt

Solstheim Side Quest: Telvanni  Research

Solstheim Side Quest:  Wind and Sand

Solstheim  Regioncll Activity  (Tel Mthryn):  Eyes
and  Ears*

Solstheim  Regional Activity  (Tel  Mithryn):

Elynea,s  lngredients*

Habitation: Telvqnni Tower

TRA!N!veG                         THE  iPJVENTOR_Y

Servi(es
Follower: Talvas  Fathryon  [DB4/7]

Trainer  (Coniuration:  Master):  Talvas  Fathryon

[DB1/1]

Trainer  (Enchanting:  Master):  Neloth  [DB1 /1 I

Trader  (Apothecary):  Elynea Mothren

[DB3/1 6]
Trader  (Spell Vendor):  Neloth  [DB1 5/1 6]

Trader (Spell Vendor): Talvas Fathryon

[DB16/16]

Special Area

Black  Book:  The  Hidden Twilight

(rofting
Arcane Enchanter

Cooking  Pot

Cooking Spit

Staff Enchanter

(olleclibles

Unique  Item:  Neloth's  Ring  of Tracking

[DBl8/31]

MiscellaneolJS

Area  is  locked                      Potions aplenty

Chest                                      Loose gear

Lots o'  gold

RAVEN  ROCK  ,:  TEL MITHRYN
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ife Lore: SelllemenI Overview
Mithryn  is cI I;elvanni I;ewer along

he soufhem coast of the island, east of
the  ruined  Fort Frostmoth.  ll has a  classic

mushroom shape, with a disk-shaped top floor
and a stalk holding  it up off the ground. Currently,
a section of it appears to be witherecl and dyin
AI the base of the stalk are bulbous gro`whs
that form ground-floor dwellings. The master of
I;eI Mithryn  is Neloth,  a Tielvanni wizard who
survived the Red Year of VvardenfelI.  Nelofh  has
been experimenting with the ash anc] other debris
from the eruption of Red Mountain,  such as Heart
Stones.  He has multiple goals,  but all of them
involve returning to WardenfeII and becoming
Archmag.ISfer,  although  sometimes  if just looks like
accumulating power for power,s sake.

ife lmporlanI Areas of lnleresI

Ulves Romoran  is Tel Mithryn's cook and

gardener.  He is ouurly, gruff who tc]lks

Varona  is the steward of Tel Mithryn.  Haggard
and giving the constant appearance of being
overburdened,  in  truth there isn,I much to be
done as  Neloth's steward,  so  most of it is an act
to cover her inherent laziness.  EIynea takes care
of the tower and Uvyn  prepares the meals,  so
Varona,s biggest job is to procure supplies for the
others.  However,  she makes this seem  like a job
that really requires ten  people-

The Steward/s House has several books and a
chest to steal  from.  lf Varona  (or Drovas)  isn't
here,  the place is locked  [Novice].

i?   Book:  Deathbrand              i::?A   Chest

I



©  TeI Mithryn Tower

Neloth

Master Neloth  is a Telvanni wizard and seems to
have difficultly with the concept that other people
mcltter.  He  judges their health and well-being
solely based on  his personal comfort and  needs.
That said,  he is no fool.  He recognizes power
and that power in others must be respected. At
this  point in  his  life,  he  has given  up  kidnapping

women.  He claims  it,s  because there are no
suitable females  in  Solstheim,  but the true  reason
is that it no longer interests him.  Once you,ve
kidnapped someone, you  have to put up with their
whining  and  complaining:  it just ism,I worth  it.

Tohas Fothryon

Nelolh's current apprentice, Talvas,  is harried and
somewhat put upon.  At his core,  he,s really too

pleasant a  person to be in Tel Mithryn.  When first
encountered,  he is attempting to summon an Ash
Guardian,  with what could only be described as
limited,,  success.

Neloth,s  home is the source of many quests.
This towering  mushroom structure,  although

partially withered,  is  still an  impressive  (and
living)  building.  Ride  up to the central  chamber

via  a floating  lift (use the lift,  especially on  the

wcly down,  tO avoid an embarrassing death).
Consult with  Neloth  (and Talvas, who moves in
here after your initial  outside encounter) whenever

you want a  new tcISk.

Main Chamber: There's a large number of

potions,  scattered items  (some dwarven  in  nature),
maps of both Skyrim and  Soltheim, and books to
check.  Stealing  isn't encourclged,  unless you Wish
to feel Nel;th,s wrath.

Talvas's Bedroom (north): A few cobwebs and
little else.

Storage Room (cast): Little more than crates
and a few sacks.

Specimen Room (west): The blight that afflicts
Tel Mithryn  is most easily seen  here,. a diseased

growth chokes off the western side of the main
chamber. After completing Solstheim Side Quest:
Healing a  House,  the blight is removed,  and
Neloth  puts  his  new room to good  use,  capturing
two Spriggans to assist him  in  his  research.

Staff Enchanter Room (south): This chamber
is firmly locked and can only be opened with the
Staff Enchanter Key' your reward for completing
Solstheim  Side Quest:  Reluctant Steward.  Inside  is
an Arcane Enchanter,  potions,  a  Black Book,  and
a  method of easily crafring  exceptionally potent
staffs (see page 75).

§   crafring: Arcane Enchanter (3),  Staff
Enchanter

"';)   potions aplenty

(.:i,.   chest  (2)

(,6,.,.   Black  Book:  The  Hidden  Twilight

\?   Book: Ahzidal,s Descent

(.A,)   Book:  Deathbrand

/vi\   staff Enchanter Key

#   Follower:  Talvas Fathryon  [DB4/7]

i\  Trainer (Coniuration:  Master):  Talvas

Fathryon  [DB1/1]

",;?   Trainer  (Enchanting:  Master):  Neloth  [DBT

f,,,  Trader [Spell Vendor):  Neloth  [DB1 5/1 6]

4vt  Trader (Spell Vendor): Talvas  Fathryon

[DB16/16]

()   unique  Item:  Neloth,s  Ring  of Tracking

[DB18/31]

Hip        T«l\'rjs  is  ti  grealE «sset to  h«ve  as ev  FS!i©wer. ifelv«s «!s3 ¢fferS Spells for Stile fh«i tiren,i

t!vfliitib!e  GnyWkeere  e!S©.  See  p«ge  i 3i  f®r  m  (®mp!ete  !isf.

segiv [s.sol] Earth Stone

Reloled Quests

negiv [s.so2] BIoodskql borrow

Related Quests

Dragonborn Main Quest:  Dragonborn                                   Solstheim  Side Quest: The Final Descent

Dragonborn Main Quest:  Cleansing the Stones

Recommended  Level:  25

Hobilotion: All-Maker Stone

Bralsa  Drel                            Lurker

Cindiri  Arano                    Milore  tenth

Dreyla Alor                       Redoran Guard

Fethis Alor                              Rims  Llervu

Clover Mallory

Spe(iql Area                               Miscellane

Standing  Stones                       Area  is

This  is one 6f the All-Maker Stones,  nestled  just
outside and southwest of Raven Rock. You  -y
meet the Dunmeri  mage Neloth  here in the initial
stages of the Dragonborn Main Quest,  before he
moves to Tel Mithryn.  Currently,  the stone,s power
is being siphoned  by Miraak,  and  stone arches
are constructed  by enthralled town citizens and
Redoran  Guards.  At various times,  Bralsa  Drel,
Cindiri  Arano,  Dreyla  AIor,  Fethis Alor,  Clover
Mallory,  Mlore lenth, and  Rims  Llervu work here,
and their quests aren,I accessible until the stone
is cleansed.  The  Bend  Will  Shout is  required  to
remove the trance the population  is  urlder and to
cleanse the stone of Miraak/s influence.  \^/hen this
happens, expect a Lurker to appear, along with a
second Lurker down by the water,s edge.

§  pickaxe

"f;  power:  Bones of the Earth

TRAINING                        THE  !NVENTORY

Recommended  Level:  I 0

Habitation: Reover (amp

Reaver

(rofring Mis[ellone

Alchemy Lab  (2)                            Area  is  locked

Cooking  Pot (2)                              Chest

Tanning  Rack  (3)                              Potions

Wood Chopping Block              Loose gear

Underground (onnection

ExterioI
At the fool of the sharp,  rocky slopes north of
Raven  Rock is the entrance to a  Drougr tomb,  now
controlled by Reavers. There are two towers on
the beach,  one connected by an ancient stone
bridge to the barrow interior.

Northern Tower

Expect around  six Reavers as you  investigate the
ruins,  heading for the lit torch at the base of the
northern tower. This leads up to a  second-floor
stone bridge to the next tower and a wood6n
rclmP UP tO Sleeping  quarters.

Southern Tower

Cross the stone bridge to reach a bed, chest, and
steps up to a table with potions and an exit ramp
that leads to the main  stone bridge leading  into
Bloodskal  Barrow.  Or,  continue into the fewer,
checking a  living area with  a cooking  pot ancl a
few  bits of Chitin  armor.  CIimb the stairs  up  to The
roof.  Here, you can find an Alchemy Lab, three
tanning  racks,  and some books.  Up more steps  is
a rickety wooden platform back to the otherwise
inaccessible roof chamber of the Northern Tower.

(tj   crafring.. Alchemy Lab,  Cooking  Pot,

Tanning  Rack  (3)

§  chest                  ,v^  potions

TEL MITHRYN  ,,  PRIMARY LOCAIIONS
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Northern Tower (Return)

Drop down and check the bed, chest [Adept], and
scrawled  note on  the table.

()  chest [Adept]

§  scrawled Note

Interior

©  Door to Solslheim

®  (orpses Fresh and Fetid
The  initial  part of this  Draugr crypt,  now overrun
by three or four Reavers,  has a couple of strewn
corpses with common clothing on their backs.

()   Reaver

©  (orpse Fire
The Reavers  have  been  burning the dead.

ife [s.so4] Kolbiom Barrow

Related Quests

Solstheim  Side  Quest:  Black Book:  Filament
and  Filigree

Solstheim  Side Quest:  Unearthed

Recommended  Level: 50

Dungeon: Dmugr (rypt

Ahzidal

Albino  Spider

Draugr

Miner

Poison  Spider

Ralis Sedarys

Special Area
Black  Book:  Filament and  Filigree

Word Wall: Cyclone [DB3/3]

(rofling
Cooking  Spit

Dangers

Battering  Ram Trap

Magic Caster Trap

Rockfall Trap

Swinging  Blade TrcIP

©  Beaver (amp
Expect the  majority of the combat to occur here.
Check the area for a  bed,  assorted  books and
food,  coin  purses,  and  the following:

()   crafring:  Alchemy Lab,  Cooking  Pot, Wood
Chopping  Block

",,3.,   chest

"\';,.   Book:  Deathbrand

S  se(rot Tunnel
(from Raven  Rock Mine)

The barrow ends at a  rock wall that looks like  it
may move.  lt is activated  via  a  pull  chain  on  the
opposite side:  This  is actually the exit from  Raven
Rock Mine  (see page  lO43).  You  must complete
Solstheim  Side Quest:  The  Final  Descent to fully
explore this area

Puzzle

Nordic  Puzzle  Pillars

Rotating Walls

Servi(es

Follower..  Ralis Sedarys  [DB5/7]

Colleclibles

Unique  ltem:  Ahzidal  (Mask)  [DB21/31]

Unique  Item:  Ahzidal,s Armor of Retribution

[DB22/3 1 I
Unique Item: Ahzidal's Boots of Waterwalking

[DB23/3 1 I
Unique Item:  Ahzidal's Gauntlets of Wording

[DB24/3 1 I
Unique  Item:  Ahzidal,s  Helm  of Vision

[DB25/3 1 I
Unique Item:  Ahzidal,s  Ring  of Arcana

[DB26/3 l I
Unique  Item:  Ahzidal's  Ring  of Necromancy

[DB27/3 1 I
Unique  Item:  Skull  (Runic)  [DB28/31]

Unique Weapon:  Hoarfrost [DB5/1 1 I

Miscellaneous

Area  is  locked

Chest

Potions

Loose gear

"o48       §  Sfr5f-iirin
Y

ae* [s.so3] Old Allius Farm

Related Ouesls

Solstheim  Side Quest:  March of the Dead

Recommended  Level: 20

Hobilotion:  Ftlrm

Ash Spawn

Captain Veleth

The first time you  come across  this decrepit
structure by the Sea of Ghosts,  Captain Veleth
is valiantly fighting  off three Ash  Spawn,  as
Solstheim Side Quest:  March of the Dead  begins.
Nearby is a  slain  Redoran Guard,  who  has some
Bonemold Armor you can take  if you wish.

"::::   Bonemold  Armor

Exterior

"¬+;;S   NOTE      This lo(qtion reveals its se(refs

over the (Curse of several

visits qs you fund Rolis Sedorys/s exftivqtio

There are four phases, each allowing deepe

progress into the barrow. The phase you must
reach lo a(less (hambers is flagged below

This location  constantly chclngeS throughout
Solstheim  Side Quest:  Unearthed.  The first time

you arrive, a  Dunmer named  Ralis Sedarys is
digging at a  half-buried  barrow entrance. The
Journal  of Ralis  Sedarys,  volume  19,  is  near a
hay pile.

Phase  1: There are a few miner tents and  Ralis  is
on-site,  moaning about Draugr.

Phase 2: There is a cooking  spit,  two more tents,
and  Ralis  lamenting  the constant Draugr threat.

Phase 3: There are  more tents,  at least one living
miner,  and  Ralis  in  one of his  moods again.

Phase 4: The camp  is  more  like a  small  settlement
now,  with  numerous tents and several  murdered
miners.  Optionally  mc]ke a  point to  enter  Ralis,s

tent,  and  read  some of his  journals.  Volume  23  is
most  illuminating.

(?.   crafting:  cooking  spit

",A,,   chest

Kolbiorn Guard

",,,,?.   Miner

Rolls  Sedarys

"    TheJournal  of Ralis  Sedarys,  volumes

1 9-23
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Inferior

ffiB  Door to Solstheim
Accessible from  Phase  1  onward.

©,  Entryway and Initial Burial Chamber
Phase  I:  Expect at least six Draugr to contend
with,  both  in the entr)M/ay and  from the four
raised corners of the burial chamber.  Locate the
main  altar  in  the center of the  burial  chamber,
and  study the  red  skull.  Lift it from  its  pressure

plate, and a rotating wall arch ahead of you
grinds open.

Phase 2:  ln the entr)^^/ay'  take the first right to
claim a  chest at the dead  end.  Expect another
Draugr ambush as you enter the  burial chamber,
including  archers firing  down  at you  from the four
raised  corners of the chamber.

Phase 3:  Be  prepared for two  Draugr to rush you

just inside the entrance.  A third,  more  powerful
foe awaits you  in  the chamber below.

Phase 4: Unchanged.

I/j  chest(3)  [1  -  Novice,  1  -Adept]

¢,   Loose gear

(AJ,,   Draugr

i/)   unique  Item:  skull  (RunicHDB28/31]

8nggrgr   (entrOl (bomber

Phase  I: This chamber has almost completely
collapsed and  is filled with ash and  rubble.
However,  cI  Set Of unique boots awaits you On the

pedestal  in  the center of the room.

Phase 2: lt looks like Ralis and the miners have
made some progress here.  A tough  Drclugr archer
attacks from the circular platform  in the center,.
strike with  ranged spells or attacks to take him
down quickly.

Phase 3: By now,  most of the room  has been
excavated,  although the Word Wall  is still
inaccessible (you can hear it but not reach  it).
Another Draugr awaits you on the central  bridges.

PhcISe 4.. Descend and approach the Word Wall,
learning the Word of Power before continuing
and optionally taking the short route back to the
sc]crificial  chamber  (Location  [7]).

(;,   Draugr

(:?   unique  Item:  Ahzidal,s  Boots of

Waterwalking  [DB23/3 1]

i?  word wall: Cyclone [DB3/3]

©, ®, and ®  Dmugr Crypt
Phase 1: Inaccessible.

Phase 2: You  must seclrCh these Crypts for the
corpses of two dead  miners,  Bradyn and Mreli.
Bradyn  is found on the lower floor to your left

(west).  He's quite dead.  Kill  three  Drclugr and
then venture farther (northwest)  into the crypt,

yanking the pull chain on the candlelit alcove

ahead of you.  This opens a  rotating door to
right (east),  exposing a tough  Draugr ta fa
Pull a second chain  in this new chamber's
which  opens a  rotating door to the southwest,
behind you. This  leads to the upper crypt and
another Draugr to tackle.  Optionally/  step on the
tripwire to trigger the battering  ram  trap  (which
often  kills the  Draugr),  or slay  it yourself.  Avoid
the  pressure plate that sets off the magic caster
trap/  pluck the Soul Gem from the  pedestal,  then
move to the portcullis  puzzle with four handles to
the  right of  it.

Puzzle Solution: The top handle releases only
the first portcullis.  The second  releases darts,  so
ignore  it.  The third and fourth  handles  release the
remaining  portcullises,  so  pull  them  and continue
uP.

As you  enter the upper crypt,  the  portcullis
slam  shut,  trapping  you  in  a  small  crypt with
four Draugr.  Deal with them,  then examine the
splaHered  remains of Mireli. Take the letter to her
mother if you wish.  Locate the seeming dead end
to the northeast (Location  [4]),  hunting for a  low
handle fo your right, which slides open a secret
alcove allowing you to pick up Ahzidal's Ring of
Necromancy!

Phase 3: Bring death to the Draugr inside this  now
fully excavatec] crypt.  Head to the middle level
where a sarcophagus has been uncovered  (a
Draugr bashes its way out to meet your blades),
and cln  iron door  [Expert]  has been  unsealed.
Pick this  lock fo reach a  hidden antechamber with
spiders to crush and a chest to pilfer.  Continue
down the stairs  (avoiding the traps if you didn,t

deal with them earlier),  then continue back
around to the chamber where you found Bradyn
on your first visit.  A new tunnel  has been opened
here,  leading  to a room with an  iron door.  Instead
oF continuing  through  it,  kill the dormant Draugr  in
this  room,  then  locate a wall chain  in the alcove
nearby. Yank it to expose a hidden room to the
northeast (Location  [5])  where Ahzidal,s Gauntlets
can be found. faking them sets off a dart trap,  so
step back quickly to avoid being  hit.  Then  head
back and continue through  the iron door.

Phase 4: Unchanged.

§   Draugr

fj  Albino Spider

/:)   poison  spider

§   Bradyn  (Deceased)

()  Mireli  (Deceased)

§  Mireli,s  Letter to Mother

§   potions
"v^,   Emerald Geode

"§   chest (2)

S,  Loose Gear

(,,   Danger!  Battering Ram Trap

§   Danger!  Dart Trap

§   Danger!  Magic Caster Trap
",?   unique Item:  Ahzidal,s Ring of Necromancy

[DB27/3 1 I

()   unique Item:  Ahzidal,s Gauntlets of

Wording  [DB24/3 1 I

PRIMARY LOCATIONS
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ffiBi  Gmnd Stair(use and (orridor
Phase  I:  Inaccessible.

Phase 2:  Inaccessible.

Phase 3: Just inside the  stairwell,  hit the tripwire,
then  stop/  allowing the rockfall trap to remove
Draugr threats ahead of you.  At the  intersection,
turn southeast,  then continue up the steps and  into
a  large sacrificial chamber.

Phase 4: After passing  through the sacrificial
chamber, descend the steps back to the
intersection, where the other end of the corridor
has been  unblocked.  Continue  into the Throne
Chamber  (Location  [9]).

i)   Draugr

§   Danger!  Rockfall  Trap

®, ®  socrifi(iol (hqmber and
Antechamber

Phase  I: Inaccessible.

Phase 2: Inaccessible.

Phase 3:  Expect to face about five Draugr in
this chamber, with  several  bursting out of the
sarcophagi  on the walls.  Before you  leave,  check
the  room for dead  miners and guards,  then  look
to the left (northeast),  into a  small antechamber
with  a  pedestal  (Location  [8]),  upon which  rests
a  ring.  You  can  use the Telekinesis  spell  to  pull
the ring to you,  or open the portcullis by running
across the central  pressure plates so they all
activate.  You have only a few seconds to do this
before they reset,  so aim carefully and  make sure
to sprint.  Claim Ahzidal,s Ring of Arcana from
the pedestal,  then optionally swim down  into the
water for some minor loot. To leave,  head  up the
side steps in the sacrificial  room and yank a chain
to open the portcullis,  watching for a  subsequent
blade trap and another chain that opens a

quicker way back to the central chamber.

Phase 4.. On your final visit to Kolbiorn  Barrow,
cross the Central Chamber's bridge and approach
the  hallway with  the  blade traps.  A pclir Of Draugr
will charge at you;  pull  the chain  above the door
to trigger the trap and cut them clown. Then  pull  it
again  and  proceed  into the  ScICrifiCial  Chamber,
where three more Draugr await you.  Deal with
them,  then continue down the stairs  into the
corridor  (Location  [6]).

(:)   Draugr

()   Danger!  Swinging  Blade Trap

()   unique  Item:  Ahzidal,s  Ring  of Arcana

[DB26/3 1]

®  Throne (hqmber
Phase  I: Inaccessible.

Pllase 2: Inaccessible.

Phase 3: Inaccessible.

Phase 4: Head down to a throne Chamber With
three Draugr to slcly aS they  rise from  their Seats.
After that,  ponder a small  puzzle:

Puzzle Solution I: A suit of armor rests
behind a  barred arch.  Face north and  south and

pull each chain to rotate the wall so a whale
pefroglyph  is exposed  in opposite alcoves.  Behind
the two thrones are rotating  pedestals.  Shift both
of them fo Whale and pull the lever between
them. The bars retract,  allowing you to grab
Ahzidal,s Armor.

rfure   I,_,_`_t.I - J>C--_`,LI.:      _

1050   ;

Puzzle Solution ll: Your progress  is stalled. To
continue, you  must open the central trapdoor.  ln
front of it is a carving with  two Hawk petroglyphs.
Turn the pedestals so they are both  Hawks,  pull
the lever,  and the trapdoor opens.

(::   unique  Item:  Ahzidal,s Armor of Retribution

[DB22/3 1 I

©  Lower (rypls
Phase  1 : Inaccessible.

Phase 2: Inaccessible.

Phase 3: Inaccessible.

Phase 4: Descend the spiral steps,- passing the
scattered  potions on  the ceremonial  table,  then
move into the lower crypts.  Remove a  Draugr to
the  right of the entrance before setting  the floor
ahead ablaze  (via  magic or a falling oil  lamp
shot by your bow).  This  helps  remove the four
Draugr in  the  main  corridor and  minimizes the
damage from the forthcoming  puzzle if you  make
a  mistake.  Turn  right (north  east).

Puzzle Solution: Ahead  is a  portcullis with a
chain and  two petroglyph  pedestals.  lf you  pull
the chain,  a  fire trap engulfs you.  Instead,  turn
the pedestals so the Serpent petroglyph  points
at the ground  marking on each  pedestal.  This  is
the third of the puzzles,  and two Serpents  is the
only remaining  pair that hasn't been chosen.  Pull
the chain  and  claim  Ahzidal,s  Helm.  \^/atch  for
another fire trap as you take it!

Pass the sarcophagus with the Stalhrim
deposit and move to the door opposite

(southwest).

(?.   potions

(``)   Loose gear

",::,   stalhrim  deposit

(:,I;   unique  ltem:  AhzidaI,s  Helm  of Vision

[DB25/3 1]

©!  AhzidtiI,s (hamber
Phase  1 :  Inaccessible.

Phase 2: Inaccessible.

Phase 3: Inaccessible.

Phase 4: You enter the chamber just as Ralis
finishes  his dark ritual and the Dragon Acolyte
Priest Ahzidal  rises from the seal  in the center of
the  room.  Expect a constant stream  of Draugr to

pour from  the wall crypts' with Ahzidal  raising
them to fight anew as combat progresses.
Concentrate your attack on Ahzidal,  countering
his fire-based attacks and using the columns
around the chamber as cover.  When the fighting
is over, check the ashes for his mask.

i,A;   Draugr

"§   Ahzida!

".'?   Follower:  Ralis Sedarys  [DB5/7]

i!   unique  Item:  Ahzidal  (Mask)  [DB21/31]

",,:?   unique weapon:  Hoarfrost [DB5/1  l]

ti®:i  Hermeus Mom,s Chamber
Phase  1: Inaccessible.

Phase 2: Inaccessible.

Phase 3: Inaccessible.

Phase 4: Leave Kolbiorn  Barrow via the gap in
the sarcophagus to the southwest,  passing a large

SKYR]M

chest in the tunnel  before reaching a pull chain
and allowing access into a strange and terrible
chamber.  Here you find an effigy of Hermaeus
Mora, another huge chest and assorted items,
and  a  fabled  Black Book.  This  begins Solstheim
Side Quest:  Black Book:  Filament and  Filigree.
Consult page 608 for more information.

:,\   chest  (2)               ,j)   Black  Book:  Filament and
A,.,   Loose  gear                 Filigree

/:)   potions

©i  Rotating Staircase
Phase  I: Inaccessible.

PhcISe 2: Inaccessible.

Phase 3: Inaccessible.

Phase 4: Exit to the northeast,  checking a Stalhrim
deposit before activating a  lever to summon
a  rotating  staircase up to your level.  Ascend,
emerging  in the central chamber.

\:,   stalhrim deposit

ife [s.so5] Wreck of lhe
Slridenl Squall

Related Quests

Solslheim  Regional Activity:  Tome  Raider*

Recommended Level:  1 0                (ollectibles

Habitation: ReoverComp                   ;:r:lnEgmb:;re
RecIVer                                                       [DB25/33]

(mfring                                                Miscellaneous
Cooking  Pot                                        chest

Loose Gear

A band of five Reavers has succeeded in
reinforcing  the  ruins of this  merchant ship,

constructing  a walled encampment, with flayed
and buried  bodies of the previous crew on

poles to put off potenticll  invaders.  On deck are
battlements and the entrance to the wreck proper,
with  a  chest  [Adept]  and  sleeping  rolls.  Down
into the  hold,  expect shelves with  an  East Empire
Strongbox [Expert],  a couple of skeletons,  and
steps  leading  underwater.  Drowned  in the  bottom
of the hold ore an Alchemist,  an Argonian,  and
in the otherwise-sealed area,  a  Redguard with
a  scimitar and  knapsack.  The hold also has a
large chest that holds a special folio  needecl for a
Regional  Activity.

"',i   chest (2)  [1   = Adepl]

i:   cooking  pot

"::?   East Empire Strongbox  [Expert]  [DB25/33]

/.'.,   East Empire  Pendant

(,t   Heart Stone

"`    The  Lusty Argonian  Maid  Folio  Edition

-.__-a  ==  _-I'`_, --"a    SOLSTHEIM   SOUTHERN  ASH  LANDS
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ffifty [s.so6] HroduII,s House

Recommended Level:  20

Hqbitution: Hunter Camp

Ash Spawn

Beaver

Puzzle

Secret Bookcase  Door

(ollettibles

East Empire Strongbox  [DB26/33]

Miscellaneous

Area  is locked

Chest

Potions

Loose gear

Exterior
This  hunter's  hovel appears to  have recently
caught fire from  the ashen  rain  that falls from  Red
Mountain,s  rumbling  eruptions.  As you explore
thI.S dwelling/  expect two Ash Spawn to appear
and attack.  Find two Heart Stone deposits  just
east of the structure.  By the missing wall where
the Ash Spawn  enter is an  East Empire Strongbox

[Expert],  and opposite (south)  is a chest and
trapdoor into Hrodulf/s House  (cellar). The corpse
of the resident, who appears to have been killed
by Beavers,  is on the shore directly south of here,
at Secondary Location  [S.Sl]  Hrodulf,s  Last Stand.

()   Heart Stone (2)

i;i   East Empire Strongbox  [Expert]  [DB26/33]

i,,,;   East Empire  Pendclnt

Interior

Two  Reavers are chatting about their kills near
a  letter on the table, which was from  Hrodulf/s
lover  Biornolfr.  The cellar hold,s  Hrodulf,s Journal,
which  hints at a  hidden  location off this chamber.
There are scattered books and a bookshelf
to activate, which opens a  hidden tunnel to a
Dwemer antechamber where Biornolfr,s corpse
lies.  Search  the corpse for a  bloodstained  letter-

(:)   Letter

(:)   Hrodulf,s Journal

()   potions aplenty

(;)<   chest

i/   Dwarven Metal  Ingot (3)

()   Bloodstained  Letter

aeS [s.so7] Brodir Grow

Recommended Level:  I 0

Hqbitalion:  Bandit (amp (Reqver)

Reaver

(rolling
Cooking  Pot

Grindstone

Dangers

Bear Trap

(ollectibles

East Empire Strongbox  [DB27/33]

Unique Weapon:  Stormfang  [DB6/1 1]

Mistelloneous

Chest

A circle of stones  (without any  magiccll  abilities)
stands near the edge of the woods northwest of
Highpower Tower,  within which  is a  Reaver camp.
Expect three foes,  the most troublesome of which
is carrying a  unique weapon:  Stormfang.  Watch
for a  bear trap  in front of the large chest,  look for
various plant ingredients to pick, and claim  the
following:

S  chest (2)

¢!  cooking  pot

i?   East Empire Strongbox  [Expert]  I

S   East Empire  Pendant

()  Grindstone

7/33]

(,)  Ore:  Heart Stone (3)

i?  unique weapon:  stormfQng  [DB6/I 1]

Related Ouesls

Solstheim Side Quest:  The Challenges of
Kagrumez*

Recommended  Level: 25

Dungeon: Dwqrven (ity

Dwarven Automaton

Reaver

Servi(es

Follower:  Steadfast Dwarven Sphere  [DB6/7]

Follower:  StecldfaSt Dwarven Spider [DB7/7]

Dangers

Trial Chamber

Puzzle

Dwarven  Puzzle

(olletlibles

Kagrumez Resonance Gem  [DB4/5]

Kagrumez Resonance Gem  [DB5/5]

Unique Weapon:  Dwarven  BIack Bow of Fate

[DB7/I  1]

Miscelltlneous

Area  is locked

Chest

Loose gear

Lots o' gold

Exterior
A dead  Dunmeri  mage is sprawled inside his
tent, near a knapsack and a few dwarven parts.
Otherwise, this area is desolate. The real entrance
lo Kagrumez is below.  Excavation and rock slides
have decimated one of the walls,. there's a chest
among the stonework. Activate the elevator to
head  inside.

¢  chest

§   Raleth  Eldri  (Deceased)

TRAINING                        THE  !NVENTORY

PRIMARY LOCATIONS
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Interior

ffiE)  Elevator lo Solstheim

®  (orridor to the Golden Door
This  is the entrance chamber, with dwarven  metcll and  Parts
totake.

©  Trial (homber
As you enter,  a  Reaver is talking about things coming out of
the walls and suggests they return with  more men.  Another
replies they have the mettle to slay a few spiders,  before
claiming the treasure of Kagrumez.  Search the leader,s
corpse for two Kagrumez Resonance Gems,. you need these
to activate the strange pedestal  receptacle  in the middle of
the chamber, which  begins the forthcoming trials.  There  is a
small  journal  to  read,  too,  offering  hints  at whc]t is to come.

§   Kagrumez Resonance Gem  [DB4/5]

()   Kagrumez Resonance Gem  [DB5/5]

??   Raleth  Eldri,s  Notes on  Kagrumez

"\.   ',,I -;   ffiiP       Theset\v® gems fj!!8¥";Su tO

gempiefe the firs"i,i«i v7#heui

"     findiffig  esmy  ®f?its  others.  Itowe¥sF,  y®ue  musSt

gegusre  7w¢  mere  gems  fe  m¬cess?he  remg!ini!1g

iriex!s.  ¬onsus!i  Seisi!1eiiue  Siiie  ©eeest:  The
"      ¬heesl!emges  ®f  Kffgiasmez``   {peege  £5®)  f®F  esi!

(       REes©n««¬e  ¬©rm  if!ese9i®ffisq

Trial  I : Automaton Atlqck

The resonance receptacle receives any Kagrumez
Resonance Gems you wish to insert,  and you
can  remove them without any problems.  Look
to the northern gate  (Location  B).  Above it is a
resonance  marker,  a golden  plate with the fourth
and  ninth  holes covered.  Return to the receptacle
and  place the gems  in  that pattern  to begin.  You
will  face  Dwarven  Spiders  (3)  and  Dwarven
Ballistas  (3).

Trial 2:  Flame and  Fireproof Spheres

ln  Location  3,  locate the gate on  the east wall

(Location  C).  Above  it is a  resonance  marker with
the second,  eighth,  and  ninth  holes covered.  Place
the gems,  clnd the trial  begins.  two flame gOutS
shoot vertically/  while steam  blasts between the
walls on  the east and west sides. Toward the north
and south edges of the arena are rotating fire

pedestals that activate when you  move near them;
therefore,  stay on  the outer edges or the middle
of the arena when fighting.  You  must defeat
Dwarven  Spiders  (5)  and Tempered Spheres  (2),
which are immune to fire damage.

Trial 3: A Short, Sharp Shock

ln  Location 4,  locate the gate southwest of the
room  (Location  D).  Above  it is a  resonance
marker with  the first,  fifth,  seventh,  clnd  ninth
holes covered.  Place the gems to begin your
final  trial.  The chamber fills ankledeep  in water,
with  islands  in the center and around the edges.

As you navigate the water, expect shock damage

(which  is extra-nasty if you,re  in  the water)  from
Tempered  Spheres  (2),  Dwaryen  Ballistas  (2),  and
Dwarven  Spiders  (3).

GB)  Northern Gate

©  spider storeroom
Head through the northern gate and up the

passage.  Among shelves of ingots is a  lever that
opens a  strange cage.  Inside is an  automaton that
acts in the same wcly as an Animal Companion.
lt can fight alongsicle you or "go home"  (which  is
here).  See page  1 04 for morE! information.

i,   Dwarven Metal Ingot (15)

(:`   Follower:  Steadfast Dwarven  Spider

[DB6/7]

en  Eastern Gate

©  sphere storeroom
This  is another storage chamber with  a chest and
a  lever to  pull.  This  reveals a  new cIUtOmatOn  tO

control,  the Steadfast Dwarven Sphere!  Choose
this or the  Spiderto aid you,  if you wish.

I,;  chest

()   Follower:  Steadfast Dwarven  Sphere

[DB7/7]

GB  southwestern Gale

©  upper (hqmber
Head  up to a  long  hall.  Among the other treasures
is the Dwarven  Black Bow of Fate,  cm  impressive
haul  for your final  prize.

".:\   chest                                      .,:,    unique \^leapon:

(?   FIawless  Diamond                Dwarven  Black

"`   Diamond  (2)

"':)   Gold  Ingot  (7)

Bow of Fate

[DB7/1  1]

I.1r|¬   a_,Jc`.'j3C=C,i_'i     .

sitiJ_RTri

©B!  viewing Balcony
Although you can  use Whirlwind Sprint to access
balconies overlooking the trial chamber,  they lead
nowhere.  This location  has two stone seats but
little  else.

RE£¥y  [s.so9] Rqmshqckle
Trading Post

Recommended  Level:  I 0

Habitolion: Trading Post

Falas Selvayn

Services

Trader (General Goods):  Falas Selvayn

[DB10/16]

(ollectibles

East Empire Strongbox  [DB28/33]

Unique Weapon:  Glass  Bow of the Stag  Prince

[DB8/1  1]

What looks to be an abandoned  (and certainly
ruined)  trading  post is actually still  used  by Falas

Selvayn.  Enter the  structure,  looking  for an  arrow
that pins a  note to the  northwest corner wall.  lt
reads Meet me  here at midnight.,, Just outside  is
an  East Empire Strongbox  [Expert].  Falas turns  up

just after midnight (stay away from the location,
then  return  to  meet him).  He  remains  here until
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around 4:OO a.m.  PurchcISe  (Or Pickpocket)  a

unique bow from  him.

()   East Empire Strongbox  [Expert]  [DB28/33]

()   East Empire  Pendant

()  Trader (General Goods):  Falas Selvayn

[DBIO/16]

?,.  unique weapon: Glass Bow of the Stag
Prince  [DB8/1  1]

ife [s.slo] Highpoinl Tower

Related Quests

Solstheim  Side Quest:  Old  Friends

Re(ommended Level: 20

Dungeon: Ash Spawn  Loir

Ash Spawn

Flame Cloaked Spider

Albino Spider

Niyya

lldari  Sarothril

(rofling
Alchemy Lab

Arcane Enchanter

Dangers

Magic Caster Trap

Rune Trap

(olle(tibles

Unique  Item:  Telvclnni  Robes  [DB29/3 1 I

Miscellaneous

Area is locked

Chest

Potions

Loose gear

Lots o' gold

Exterior
Highpoint Tower is a  lonely ruin with commanding
views of the southem  ashlands.  The exterior is
devoid of life,  aside From the hated Ash Spawn.
The fewer turret has a chest you can scramble up
to (use the lip edge to maneuver around) and a
deposit of Heart Stone.  But the entrance  is under
the tower, cunningly hidden and guarded  by
Ash Spawn. To find it,  stay below the rocky area
around the tower and  move clockwise around
until you're slightly north  of the  location,  facing
south. A group of Ash Spawn are  lurking  near the
dying  pine trees and trama  roots.  Defeat the foes,
locate the roughly hewn  steps  in the rocks thclt
wind up to the southeast, and approach the stone
tunnel entrance to the tower.

()  chest

§  Heart Stone Deposit

Interior

ffiB  Door to Solstheim
This  is firmly sealed  until  the aforementioned Side
Quest is active.

®  Tower (hqmber
The entrance area  is  half filled with  rubble and
ash; there,s little of worth  here or in the caved-in
entrance to the south.  Head down  three levels of
spiral steps,  pausing at the table two floors down
to secure the first of lldari,s Journals.

§   lldari,sJournaI,  vol.  I

®  Rocky (qve and Low (overns
A curved stone tunnel  leads  into a  rocky cave
attached to the base of the tower structure
with  numerous  revolting egg sacs to your left

(southwest). These burst as you  head toward them,
so slay any Flame Cloaked or Albino Spiders
here or in the small cavern with the ruby geode
deposits. The low caverns have more geodes and
scattered bones.

fJ`  Amethyst Geode

()  Emerald Geode

§   RubyGeode (2)

()  sapphire Geode

fj  Flame Cloaked Spider

EL;ffl=j  (urved Stone Tunnel
Move north  into the next section of tunnel,

plucking the Soul Gem  from  its focusing cradle so
it doesn,I spit shock bolts at you.  Head  past the

partial collapse and Ash Spawn waiting to repel
you.  Rush  the next magic caster trap and  halt the
electrical damage  before continuing east to the
tunnel  exit.

v^  Danger: Magic Caster Trap

A  Ash Spawn

®  (irculor side (hqmber
Check here for more foes,  scattered iron  ingots,
and a  bird,s nest.

A/  Ash Spawn

®  (irculor Torture Room and Bridge
Watch the fire rune on the ground  in the roughly
circular chamber with the Arcane Enchanter
and woodcutter,s axe. You return here when
navigating the wooden bridge above'

¢  Grafting:  Arcane Enchanter

§   Danger:  RuneTrap

PRIMARY LOCATIONS
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®  Dumgeon Passage
Head east down the large dungeon passage,
watching for a wall  rune at the far end. To the
right (south)  is a  small deadend  passclge With
cells.  To the left (north)  is a  blocked area and
bowl torch.  A gap to the  right (east)  allows access
into a  mine area.  Grab the flawless diamond and
coin  purses  protruding  from  a  half-buried  chest in
the  ceiling!

§   Flawless  Diamond        §   Danger:  RuneTrap

® (ells
One still  has a  prisoner inside:  Ni)rya.  lf you
unlock her door [Adept],  she tells you  lldari
sealed her and other miners  into these cells and
used  them  in  her experiments.  lldarI'  Seems quite
deranged. Just how deranged  is detailed  in the
second of her journals,  found on the table in
the  jail c]rea.  The other two cells  [Novice]  have

prisoners a  little too bony to be of any use to you.

§   lldari,sJournal,  vol.  ll              (;?   Ni)rya

©  oricholcum Mine Workings
Drop down  into the  mine where veins of gold,
Orichalcum, and sapphire ore are located.  Then
head  northwest,  under the inree hanging  lanterns,
and  prepare for fraught combat.

()  Gold Vein

ft  orichalcum ore (3)

§  sapphire Geode (2)

®  summoning Buttlememts (Lower)
A small fortification  built within  a  large cave.
lldari Sarothril appears atop the battlements:  She,s
not the Friendly sort,  as  indicated  by the minions
she summons before fleeing.  She coniures an Ash
Guardian,  and three or four Ash Spawn also join
in  the throng.

\t  Ash Guardian              ()  Ash Spawn

@  Dead-End Mine Shqfr
lf you collect toadstools and cheese,  prepare to
be pleased.

¬©  summoning Botllements (Upper)

Climb the wooden  scaffold  steps surrounding
the old fort,  passing the summoning circle and
an apothecary satchel.  Cross to the interior of a

partially ruined tower where lldari yelled at you
from.  Drop down  and  inspect the shelves and
room,  grabbing any items you wish.  The area
has  potions,.  ingredients;  several  books of interest,
including Ahzidal's Descent,  Deathbrand,  and
lldari,s third  journal; and a  strongbox (not made
by the East Empire Company).

"l?  crafring:  Alchemy Lab

§   Book:  Ahzidal,s  Descent

(?   Book:  Deathbrand

§   lldari,sJournal,  vol.  Ill

§   potions

§  strongbox

©#  Mine Fissure
Cross to the exit and southwest tunnel that winds
up and turns into a fissure with Ash Spawn
appearing as you progress.

©  (ostle (orridor
The only way is to the right (southwest),  over a
bridge  (above Location  [5]).  There,s a chest at the
opposite end,  in the rubble,  already opened.

()   potions                §   Loose gear

©  Ildqri SarothriI,s (hqmber
This chamber is a grand,  two-story hall
wllere  lldari  resides.  Face  her ice  storms clnd
thunderbolts  in an epic battle, watching  for
her fast healing  and other possible magical
enhancements.  Long-range attcICkS may be easier,
os fighting on the narrow bridge to  her balcony
bedroom  is tricky.  When  she finally drops to her
knees,  race  in  c]nd  rip  her heart out,  finally ending
her malicious ways for good.  Seclrch  her corpse
for robes and a  staff. The room also contains a
variety of ingredients and  loose geclr.

§   crafring: Arcane Enchanter, Wood
Chopping  Block

i:)  chest

\fj   Loose gear

()   potions

"?,',   lldari  sarothril

§   Heclrt Stone

"/I   unique  Item:  Telvanni  Robes  [DB29/3l]

©  Barred Ar(hway Exit
Activate the lever near the small  bridge,  and a
barred archway opens, allowing you to exit via a
long  second  tower stclirCaSe.

©  secret Exit
A pull chain  here opens a  section of wall  leading
back to the initial  tower chamber.

ffi» [s.sl l] Fort Froslmolh

Related Quests

Solstheim Side Quest.. March of the Dead

Solstheim  Side Quest: The Great Solstheim
Strongbox Hunt*

Recommended Level:  25

Dungeon: Military Fort

Ash Spawn
General  Falx Carius

(ollectibles

East Empire Strongbox [DB29/33]

Unique Weapon:  Champion's Cudgel

[DB9/1  1]

Mis(ellaneous

Area  is locked                  Potions

Chest                                   Loose gear

=r.a  £i_=c..£c:-Sis.,

FryiITin

Exterior

This was once a  sizable Imperial garrison, where
unruly soldiers were sent as penance.  Now it is a

ghostly shell.  Ash  Spawn  patrol the walls,  and the
booming voice of General  Falx Carius  instructs
his minions to attack.  Expect around  six foes to
contend with  along the battlements and  in the
southeast tower (where you find  skeletal  remains
and a knapsack). To the south  is a sunken  Nord
merchclnt boat With a few mead  barrels and a
skeleton, and a lhreetiered harbor wall with steps
up to the  main  southern entrance.

The fort proper is  half buried  by the ash, and
there are numerous gaps  in the  battlements that
allow you  into the central courtyard. The western
tower is accessible,  with a Foe at the top and a

good vantage point for long-range attacks.  But the
most intact sections of the fort lie along  the  north
and west walls.  The north wall  door is accessible
only from  the  inside,  leaving you  with  one
entrance-to the west.  Heading  inside  is the only
way to reach the western and  northern  rooftops,
where you find a chest along the western  side.

()  chest             ;,.:,.   Ash  Spawn

Interior

©  Door to Solstheim

©  western Entrance (orridor
The choking ash  is ever)IVhere,  aS are three
or four Ash  Spawn to contend with,  throughout
Locations  1,  2,  and  3. Adiacentto the door is a
small guard chamber with a couple of potions.
Move to the main  north_south corridor and check
the nearby small armory lo the southeast for
Imperial equipment, some books,  ancl an  East
Empire Strongbox  [Expert]

:,,   Ash  SpcIWn

/:;,   potions

\^,,\   Book:  The  Legend  of Red  Eagle

".i?,   East Empire Strongbox  [Expert]  [DB29/33]

?:',.   East Empire  Pendant

(\?   Loose gear

©\g  Imperial Bormcks
The ruined  remains of beds and  imperial
equipment are located  here. Watch out for the foe
and the chest [Adept].

(?  Ash  Spawn             <3   chest [Adept]

®  Trot.ming Room
A ramp to a ladder and trapdoor allows access
to the western  roof, where you,ll find a chest,  The
room  has scattered  items and a few potions.

",,,.i,,,.   Ash  Spawn               ,,`^\   Potions

©  Trapdoor to Solstheim

©;  Ruined Hollwoy
Including the steps down you've idken to reach
here,  there are five separate exits and one
blockedoff alcove  in  this chamber, along with
two Ash  Spclwn. There's scattered equipment
and a cobwebbed entrance to the west. There,s
a  locked cell door  [Master]  to the  north  (you can
also  unlock  it with  the  Fort Frostmoth  key,  found
in  Location  [6]).  Inside  is a  chest,  some  hidden
moon sugar,  and a variety of drinks.  The other
exit north  leclds down to the crypt.  To the east is a
wooden door requiring the  Fort Frostmoth  Key to
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open  (which  is  in the crypt).  To the south,  a wall
has fallen  on the skeletal  remains of Maximian
Axius,  with  a  letter and knapsack nearby.  Check
the knapsack for three  more letters.

()  Ash Spawn             fJ  Maximian,a Knapsack

()   Loose Gear             ,:?  A Letter to Selina,  I-lV

i)  chest

aebiE  Geode (hamber
Five nasty little spiders guard seven egg  clusters in
this gloomy rock caye, with  Heart Stone and  ruby

geodes to mine afterward.
?  Albino Spider                        ,;)   Heart Stone

(;)   FlameaoakedSpider             Deposit(2)

i  Jumping Flame Spider       tmubyGeode (3)

© (rypt
Face Ash  Spawn  in this narrow crypt lined with
Imperial coffins, with  two stocked atop each
other at the chamber,s west end. Aside from a
chest and a few potions, there's a knapsack with
a key inside that opens the wooden door to the
east in  LoccltiOn  [4].  lldari,s Journal  is atop the
coffins,  detailing  Neloth's old apprentice lldari
Sarothril and  her attempts to raise the dead  (for
more about lldari,  see Solstheim Side Quest: OId
Friends,  on  page 635).

i  Ash Spawn               §   Fort Frostmoth Key

!t  chest                          ,/j   lldari,s Journal

§   potions                       i?   Loose Gear

i3   Knapsack

ffiB  wooden Door [Requires K
Use the  Fort Frostmoth  Key to open  thi

®  General Falx (qrius,s (hqmber
lf you're here for Solstheim  Side Quest: Mc)rch of
the Dead,  the resurrected  remains of the general
fight you  here,  along with four Ash  Spawrl
minions.  There,s a chest,  some books,  and  potions
to obtain.

i?  Ash Spawn

ft   Book: Ahzidal,s  Descent

()   Book:  Deathbrand

i  chest

()   General  Falx Carius

§  unique weapon: champion,s cudgel

[DB9/1  1]

ffiB  Trapdoor to Solstheim
This  leads  up to the roof for a quick escape.

ffiB  Door to Solstheim [Requires Key]
Use the Fort Frostmoth  Key to open this door.

ffigiv [s.s1 2] AshlaIIow CilqdeI

Related Quests

Solstheim Side Quest:  Served Cold

Solslheim Side Quest:  The Great Solstheim
Strongbox Hunt*

Recommended  Level: 25

Dungeon: Military Fort

Mirri  Severin

Morag Tong

Tilisu  Severin

VendiI  Severin

(rofling
Alchemy Lab

Arcane Enchanter

Miscellaneous

Area  is  locked

Chest

Dangers

Bear Trap  (5)

Swinging Wall
Trap  (3)

Spear Trap  (2)

(oIIectibIes

East Empire
Strongbox

[DB3O/33]

Potions

Loose geqr

Exterior
An old  Imperial fort now controlled by the Morag
long  (an  ancient assassins guild from Morrowind
who pray to Mephala), Ashfallow Citadel  is an
unassuming  ruin  from  the outside.  The fort is  half
buried  in ash,  and enemies  prowl only the stone
battlements  if Solstheim Side Quest:  Served Cold
is active.  Stone  piles stained with  blood and  bone
dissuade you from exploration,  but cISide from the
steep ground,  there,s little to threaten you  here

(until  you  enter).

§  Morag Tong

()   Heart Stone Deposit (2)

PRIMARY LOCATIONS
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ffiBi   Door to Solstheim

a  Tower Room
Check the bookshelf to your left (west), where an
East Empire  Strongbox  [Expert]  sits on  the  middle
shelf. There,s a  skeleton to  loot and  steps down
to the  north.  These lead to a  storage room with a
chest and a  narrow tunnel, which  is sealed  unless
Solstheim  Side  Quest..  Served  Cold  is active.
Morag Tong appears only during this quest.

i?  Morag Tong

ft   East Empire Strongbox  [Expert]  [DB3O/33]

"?   East Empire Pendant

(\  chest

ffirm  Rock Wall Entrants
There are  no  levers or chains to  pull;  this  rock

wall only recedes during  Solstheim  Side Quest:
Served Cold.

LmM

¬seT}   Dungeon (orridor (Port  1 )

This corridor  is filled  with  pull chains to  remove

the numerous  iron  bars  preventing your progress.
Ahead  is an open door to your right (west)  and a
bookcase of books.

(:)   Morag le)ng

(grgiv  Assassins, Dormitory
CIear this dormitory of assassins and any other
foes you find.  Grab any books,  chitin,  or Morag
Tong armor you wish,  then  head  back to the  main
corridor.

:`?   Loose gear

"'.A;.   safe  [Adept]

¬S  Magic Preparation Nook
Locate a small chamber with an Alchemy Lab,
Arcane Enchanter,  books,  potions,  and a  pull
chain  by the entrance. Yank the chain  to remove
the  bars.

(,-,)  Morag long

",.?   crafring:  AIchemy  Lab,  Arcane  Enchanter

(;,`,   potions

",,   Loose gear

lffisS'i   Dungeon (orridor (Port 2)
Note the three Morag Tong assassins you must
kill,  Don,I  pull  the chain  on the  left wall  (it raises

the  bclrS  behind  you).  Farther down  the corridor  is
another barred area and a bookcase.

(?,  Morag Tong

(i   Book:  Ahzidal,s  Descent

©  Bear Trap Passage
\^/atch out for bear traps before you reach
another chclin.  Pull  that,  which  removes the first set
of bars farther clown the corridor.

()   Donger!  Bear Trap  (5)

ffiEN  Training  Room.
Outside this door is a third chain, which opens
the  next part of the corridor.  Inside  is a  training
ring  and  some  loose gear.  lF you  didn't kill  Mirri

Severin  back  in  Raven  Rock,  she will  confront

you  here.

",i:?   Mirri  Severin

(::,   Morag Tong

'    Loose  gec]r

Lf_2_   I_=¬=b=='C_S     i

sirV_--RTri

ifeREti,i;a   Dungeon (orridor (Port 3)

ln the next port of the corridor clre eight Pressure

plates linked to three separate swinging wall traps
and two wall spear traps, so take extreme care
as you tread forward.  The safest way to reach the
two pull chains in the alcove to your right (west)
is to look down and avoid all  pressure plates,.
maneuver past the alcove,  turn  right,  and edge
between the left wall of the alcove and a swinging
trap. \^/atch for more plates as you look for two

pull chains,  both  on  the  pillars  in  this alcove.  They
open  the two  remaining  bclrS.

".I,A)   Danger!  Swinging  Wall  Trap  (3)

''`',.   Danger!  Spear Trap  (2)

©giv  vendiI Severin,s Ouqrters
Ignore the  pull chain  to your right,  just before the
final  arched  entrance,  as this  simply raises the
bars directly behind you,  cutting  off your only
retreating  route.  You  must slay Vendil  Severin,

along  with  his  fellow assc)ssins,  including  Tilisu,  iF

she  still  lives.  When  Vendil  finally yields,  check  his

corpse for the  key to  his  manor  in  Raven  Rock.

(,:;   Tilisu  Severin

(,,:,,   vendiI  Severin

(:,,,,  severin Manor Key

",:.I,I,   Morag  Tong

(,)  chest

g», [s.sl3] Vqhlok's Tomb

Related Quests

Solstheim  Side Quest:  Lost Legacy

Recommended Level: 30

Dungeon: Drougr Crypt

Corrupted Shade

Draugr

Thartan

Vahlok the Jailor

Special Area

Word  WcIIl:  Battle  Fury  [DB1/3]

Word Wall:  BaHle Fury [DB2/3]

Word Wall:  Battle Fury [DB3/3]

Dangers

Flamethrower Trap

Puzzle

Nordic  Puzzle Door

Nordic  Puzzles

Miscellaneous

Area  is  locked

Chest

Loose gear

Lots  o'  gold

f_,  -:  :Ff'   ,-l'      SOLSTHEIM   SOUTHERNASHLANDS

'                                      I,,                 ,/,,;



Exterior

Recent seismic activity has  uncovered a crack in
the earth  southecISt Of Thirsk Mecld  Hall.  During

solstheI.m  Side Quest:  Lost L6gacy/  Tharsten,  the
historian  in  Skaal Village,  asks you  to explore  it

with  him. Your journey takes you to the previously
hidden door to Vahlok,s Tomb.

Inlerior

ffiB  Door lo Solstheim

REHiLife  Main  Emmnte (bomber
This grand chamber allows access to the two
separate  ,,wings,, of this dungeon,  as well  as the
fincll  Series Of Chambers ahead  (West)  Of you.

Move to the pedestal, where Tharslan reads off a
cryptic riddle:-''A sacrifice will  bring you closer to
that which you seek.// Al the glowing grating on
the lower stone plateau,  there are corpses strewn
about the floor here.

Puzzle Solution: Locate one of the dead
Drclugr and  Pick  it uP  (manually,  Press and  hold
down the  button  or key)'  and then drag  it onto
the glowing  grating.  Move to the pedestal with
the  inscription  and  pull  the switch.  The grating
opens,  and the corpse tumbles into the fire below.
Ceremonial torches flicker into life on either side
of the stone plateau,  and  portcullis to the left

(south)  and  right (north) open.  You're able to head
in  either direction.

There are also two chests to discover,  low
down on the northern bank by the water and
underwater,  just below the cage.

Main Entrance Chamber (Return): After you,ve
explored  both  wwings" of the dungeon,  return
here and move to the cage on the western side of
the fiery stone  plateau.  Inspect the  indentations.
These circular keyholes require you to place
each of the Amethyst Claw halves  into them,
unlocking  the cage  in  front of you.  Pull  the  handle
on the cage's pedestal, and a series of ethereal
blue platforms appears,  creating  a  path to the
ledge clnd  door On  the Opposite Wall.  Follow the

snaking  path to the far ledge,  drop down onto
the dungeon  passage heading west,  and pass a
barred door.

Hip        These  ©fiteretii  p!caif®rms ©ff mtigis

esppetir  f®r  es  few  sec©mals  ffimd

Fheffi  vanish.  So,  you  fleeti  to step  om  ecegh

©f?hem  qui¬kiy,  m®vimg  t®  ihae  reexT  tis  ii

evppecars emd  s?®ppi!ig  eff  before tile  Pier?fSrm

E!iSffixpPefflerS.   if  y@us  fti!i,  giiffiPiy  Westle  isesgk  ffmdi

!Fy  ffigasim*

§  Tharsfan       ()   Chest(2)

(;iae;i   Dmugr Crypt (South)

Open the  iron door and  move  into a  Draugr
crypt, where you  have company.  Slay four or
five Draugr,  then climb the steps to the east,
encountering  one or two more Draugr before
reaching  a  pull chain  and barred archway.  Pull
the chain.

(,i   Draugr

REfii   Nordic Puzzle (hqmber (South)
The exit arch opposite  is currently sealed with a

portcullis.  Inside the chamber are three  pillars
around  a central  cylinder with colored  runes that

glow with  unnatural  light.

Puzzle Solution: The central  pillar has three
sides,  all  differentLCOIOred.  Each  side  has  a

different weapon  resting on or nearby its own

pedestaI:

There  is a green  side with an Ancient Nord
Bow.

There  is a  blue  side with  a  Staff of Flames.

There  is a  red  side with an Ancient Nord
Sword.

The three smaller  pillars  have  ,,impact stones,,
encased  into them.  These activclte (glowing and
changing color to  match the part of the central

pillar opposite) when a  particular weapon  is used
to  strike any part of the smaller  pillar.  However,
the type of weapon  is  important:

Use the Ancient Nord  Bow (or any other bow)
and fire an arrow at the small  pillar opposite
the green  side,  so  il lights  up green-

Use the Staff of Flames  (or any other staff)  and
unleash  it at the  small  pillar opposite the  blue

side,  so  it  lights  up  blue.

Use the Ancient Nord  Sword  (or clny Other
blade)  and  slash  at the small  pillar opposite the
red  side,  so  it lights  up  red.

The  portcullis  raises.

PRIMARY LOCATIONS
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¬aeffi!   Dmugr Guardians (hamber (South)

A  particularly  nasty  Draugr rises from  his central
coffin,  flanked  by two lesser Draugr who  break
free of their nearer tombs.  Inspect the  Draugr
corpses  (the  most troublesome of which  is carrying
the left half of an Amethyst Claw),  pry open  two
chests, and gain a Word of Power.

",,':)   chest  (2)

a.',)   Amethyst Claw  (left  half)

(;  word wall:  Battle Fury  [DBl/3]

iffS.   Exit Tunnel (South)

Leave through  the gap  in one of the western
sarcophagi.  Pull  the chain  at the end  of the tunnel
and slop back into the  initial grand chamber.

ffiS,:i   Nordic Puzzle (homber (North)

Enter a  short tunnel  heading  north.  Turn  left  (west)
as the tunnel winds down,  past a  chest,  and  into
a  rather puzzling chamber.  Ahead are three
archways,  each with  spears  preventing your

progress.  Inspect the  raised  pedestal  near a group
of nine  pressure plates:

Puzzle Solution: Simply step onto the first

plate  in the near-right corner and sidestep left,
zigzagging  so you  tread on each of the  nine

pressure  plates only once.  This  is deceptively
simple,  as long as you don,I step on any plate
more than once before all  clre Stepped On,
and you don,I miss any plates.  Once you step on
the ninth  and  last plate,  the spears  retract and

progress  is  possible.

#EL§:   Drougr Guordions (hamber (North)

A powerful and troublesome  Draugr clambers
from  his central  coffin,  joined  by two  lesser
Drougr who smash out of the  nearer tombs.
Inspect the Draugr corpses  (the most dangerous
of which  is  holding  the  right half of an  Amethyst
CIaw),  wrench  open the chest,  and obidin a
Word of Power.

(::)   chest

I()   Amethyst Claw  (right  half)

!,  word wall:  Battle  Fury [DB2/3]

"©,:   Exit Tunnel (North)

Leave through the gap  in  one of the southern
sarcophagi.  Pull  the chain  at the end  of the tunnel
and  step  bcICk  into the  initial  grand  Chamber.

ffiB  Barred Door

6Sfty   Ethereol Platforms and Waterlogged

(homber
At the far end  of the  short tunnel  is another

pedestal and  a  handle.  As expected,  this releases
another set of platforms,  so quickly stand  and
follow each of them across the large waterlogged
chamber to the upper tunnel  across from you.

"lt.   potion

f`ffi;Si   Ethereol Platforms and Waterlogged

(hqmber
This leads to another set of platforms,  each  set
moving  a  little faster than  the  previous.

";;',   Emerald

¬ife,,.   Ethereql PIatforms and Waterlogged

(hqmber
Then comes a final set,  moving  so quickly you
really need to run  most of the time to reach the
final ledge and double wooden doors.

i,A       ffiigS          £!iife ¥L"  rju¬CSSSfar!!i""Vigfi!e

I                                        `                                  :                                                              .

i;i   ;3!fj¬aul.

fgrg.   Hall of Stories and Nordic Puzzle Door

Through the doors  is a  Hall of Stories and a
Nordic  Puzzle  Door at the far end.

Puzzle Solution: Those adventurers familiar
with  such  a  puzzle will  think the  rings on  this door
correspond to a  key on the palm  of the claw the
door opens.  Notso this time!  The  palm  of the
Amethyst Claw is  blank!  While you're  scratching

your head,  Tharstan arrives and  studies the door,
then  heads to the wall carvings to ascertain
cI  combination.  Among  the etchings  are the
following  clues:

"A breeze,  or  maybe  it,s wind.w This  refers to

the Hawk,  to be  moved on  the outer ring.
"The  night sky'  and  the  moon." This  refers to

the Wolf,  to be moved on the  middle  ring.

Something  to do with  fire,  and  scales.,, This
refers to the Dragon,  to be  moved  on the inner
ring.

¬\©`\:  vohlok/s (hqmber.

This  is a  high-status ceremonial tomb.  As you
edge forward, the stone sarcophagus ahead of

you cracks open and the Dragon  Priest Vahlok the
Jailer frees  himself to face you!

The  battle  is frantic and  all  the  more tricky
if you don't combat Vahlok's  mainly firebased
attacks.  Expect him  to  use  Firebolt,  Flame Cloak,
Flames,  and  Incinerate and to summon a  Flame
AIronach.  Also watch for fire damage from the

pressure plates dotted around the tomb;  stay on
the edges of the walkways or in the water, movin
to the Word Wclll  to keep them  from triggering.

ly;    Danger!  Flamethrower Trap

"\:i,   vahlok

"',I,\   Chest

"',i,  word wall:  Battle Fury  [DB3/3]

tlmL
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Dragonborn Main Quest: The Path of
Knowledge

Solstheim  Side Quest:  The Challenges of
Kagrumez*

Recommended  Level:  25

Dungeon:  Dworven  City

DwclrVen  Ballista                   Krosulhah

Dwarven Centurion            Neloth

Dwarven Sphere                 Reaver

Dwarven  Spider

Spe(iol Area

Black  Book:  Epistolary Acumen

Dangers

Danger!  Dart Trap

Danger!  Dwarven  Fire  Pillar Trap

Danger!  Dwarven  Piston  Trap

Danger!  Dwarven Thresher

Danger!  Swinging  Wall Trap

Puzzle

Dwarven  Puzzle

Resonance Gem

®

[DB3/5]

platform where the Reaver leader awaits.  Inspect the control  switch  to the  left of the door

§   Beaver                                                                       t\   Crafring:  Cooking  Pot,  Tanning  Rack  (2)

§   chest  (2)  [1   =  Novice,  1   =  Expert]             §   Loosegear

ffiREi  To  Nchqrdqk  Reqdimg  Room



Interior:  Nchqrdtlk Gretit (bomber

ffiRE   Elevator to  Nchurdok Reading  Room

!:f¥¥;?   Fallen  Pqssoge

This  sloped  corridor and  ramp  leads to  the  main
section of the Great Chamber.  Check under one
ramp for a  partly submerged  chest [Expert].

".?   chest  [Experl]

ifigr)         As  ¥®us  #¥«p!¬"s  i\!gifeg"f!gng!fi  y®!f
-I,'._,-,,,           .i-     i_;t,=zf,,,:I..,,     ;

`

irae?alssfexi§  res;asire  y®us  i.raf  !ggrulvee  gfi  fruae£f¬J!   fl!iS@

es¬"ape  iRE®rm6   l!eal  ¬mSS  y®as  iSjS!  m®@!:US  i!!es::e

I:*,:     ,;,+..U,,,":-.     :,-    ::    ^`L;   ;,;        ,:,     \r,`pt,<.Z.I,

reot (homber (Promomtory)

gngSs  6reqt (hdmber (South)

?rddise?   Great (hqmber (North)

First Visit: The  promontory you
of a vast, waterlogged c
are two  blue-colored

ach  hasa view
ln  front of you

hes.  When
Dwemer Cubes are placed  on these pedestals,  the
water  level  falls.  You  only have  Neloth,s  Cube,
so you  must investigate the  Nchardak Workshop
before you can proceed.

Second Visit: You  now have a total of four
cubes.  The fifth cube is beyond a door to the
north,  but to access  it,  you  must drain  the entire
room.  Place a cube on  each  of the blue pedestals
and  leave them  there.  Retaliclte aS  a  Small group
of Dwarven Automatons attacks,  then follow
Neloth down  into the drained Great Chamber.

Second Visit (Location 3B): Great Chamber

(South): To the south  is a  Sphere to battle,  a
chest  [Novice],  and  a  blue control  pedestal.  Slot
in  a  cube,  lowering  the water still  more,  and
head down  a curved  platform  to a door and
red  pedestal to the west.  Open  the door via the

pedestal,  claim  the  items  from  a  chest inside,  an
optionally wander the floor of the chamber for a
second  chest  [Apprenlice].  Then  return  ancl  grab
the  cube  to  continue.

Second Visit (Location 3C): Great Chamber

(North): As you  reach the  northern  part of the
chamber,  work with  Neloth to defeclt the two
ballistas.  Then  place  a  cube  into the  red  control
switch,  opening  the gate to the  Nchardak
Aqueduct.

(:)   Dwarven  Spider

(:)   Dwarven  Sphere

()   Dwarven  Ballista

i?   chest  (3)  [1   =  Novice,  1   =  Apprentice]

(;?   Malachite Ore Vein  (4)

§   Loose gear

lO60

H_e   ei(.£ef S4==:_.,i:a   `f

sirY-_RTgivI

Third Visit (hocclfiOn 3C): Great ¬hclmber

(Boiler Control
the blue pedes
remaining  four

Centurion  here or use the huge chamber to dro
it from afar.  The Centurion was
alcove with a treasure chest.  Make sure
boiler pedestals  are still  active  (you  shou
carrying any cubes)  and  return  to the  Reading
Room.

(,:)   Dwarven  Sphere

(,:)   Dwarven  Centurion

(;  chest

(,?   Loose Gear

;TJ4 :.  ,:`F  :i.'`f:-,,';   SOLSTHEIM   SOUTHERN  ASH  LANDS

<        i                                                                                                                                              <>3f5iv



ffiffi  Door to Nthardak Great (hamber

tiasi  Dwemer Fire (orridor
A few pcICeS down  the Winding  corridor to the left

(southeast)  is a  pedestal with a second Control
Cube.  Take the cube,  and the blasting fire trap
ahead of you subsides,  but Dwarven Spiders and
Spheres are released.

(A;,   Dwarven  Spider

(?  Dwarven Sphere

i;`   Dwemer Control Cube

4J   Danger!  Dwarven  Fire  Pillar Trap

§.   Loose gear

iife`3  The Greor Workshop

Check the  half-flooded chamber.  To the  left (north)
behind a  barred wall  is another cube.  You
can,t reach  it yet,  so stay on the
bridge and  move to the opposite

(eastern)  side where there are
two blue pedestals.  Slot one

(not both)  of your cubes  into
either pedestal,. they lower
the water level,  exposing
the waisrdeep water of the

ground  floor.

Head down to the

ground floor,  and  locate the
red  pedestal  in the water on the
northern  side,  below the small gold

i,RE?   Bqllisto  Bqlcony and  Bridge

Beware of Spheres and  hardy Dwarven  Ballistas.  Find your next Control Cube  in a  rubble-filled alcove to
the  north.  As expected,  the Centurion  behind you clanks into life when you fake  it.  Hurry up and arouncl
the steps to the balcony atop the flooding  room.  Place a cube  in the red control switch,  lowering a
bridge and allowing you to escape this chamber.

<i   DwemerControl Cube       (?   Dwarven Sphere       ()   Dwarven  Ballista        :;   DwarvenCenturion

Interior:  Nchardok

Aqueduct

bridge.  Place your only cube  into this

pedestal  (you automatically remove it again),  and
a  set of stone steps  behind the bridge grind  into

place.  Climb  up to the gold  bridge,  optionally
dealing with the Centurion who awakens  if you
step on  the western  platform.  You can  ignore the
second  red  pedestal  (as this simply raises and
lowers the bridge),  and bound  up the steps you

just created  to reach the gold  door in  the  north
wall.

(:(.;,   Dwarven  Spider

(.;i,   Dwarven Sphere

"t,,.   Dwarven Cenlurion

(,c\`?<   Loose  Gear

ngrfe;(  workshop Annex
A small,  reasonably wide chamber with two
secondary areas around and to the right (north,
leacling  to a door and Chest [Adept]),  and  left

(south),  leading to a  new Control Cube  (behind
the barred wall you couldn,I get to earlier). Take
the cube,  slay the Dwarven Spiders that emerge,
and  retrieve the Control  Cube from one of the
two blue  pedestals you  left earlier.  This  raises the
water level  still  more,  which  is  hancly/  as this  is

the only way to traverse the next chamber.  Head
south toward the gold door.

"fj   Dwemer Control Cube

(::/   Dwarven  Spider

(,?   Dworven Sphere

"3  chest [Adept]

i:,?   Loose Gear

en#ftyii  (oIIopsed Possqge
The only way to reach the other end of this

passage is to retrieve all three of the cubes  in this
area, which  raise the water level  high enough for

you to swim across to the other sicle.

ffiB  Door to Nchqrdqk Great (hamber

#ELasi  Aqueduct Bridge (ontrols

All  three gold  bridges  must be  lowerecl to recICh
a  pump activator.  Locate the three  red pedestals
above the entrance corridor,  and activate the  left
and  right pedestals to lower all three bridges.
There,s a chest [Apprentice]  behind the stone-
surrounded waterfall,  by the middle bridge.

()  Dwarven Sphere

#  chest [Apprentice]

¬REB  Aqueduct Overlook

This balcony overlooks the entire chamber.  Place

(and  leave) a cube in the blue  pedestal  here,
lowering  the water level  below.

ffiedife   North Side (hqmber

You can  reach this side chamber by carefully
climbing across the roof of the Overlook or by
swimming  up once you  have retrieved the final
cube.  Insert a cube into the control switch  here
to open the door. The room beyond contains a
lone Ballista and a Kagrumez Resonance Gem,
which  is necessary for Solstheim Side Quest:  The
Challenges of Kagrumez*.

i?)   Dwarven  Ballisfa

i  chest
i)  Loose Gear

§   KclgrumeZ Resonance Gem  [DB3/5]

iSife  south side (homber
The gate to this chamber is sealed,  and there,s
no Control Switch nearby.  So how do you open
it?  lt actually opens only when  the  bridges are  in
their  initial  positions.  Unless you  used Whirlwind
Sprint to  reach the Overlook (instead  of solving
the bridge puzzle),  don,I bother with  ir for now.
Instead,  wait until you  retrieve the final  cube,  then
swim  up to the  bridge controls and  reset them.
You can then  swim over to this chamber and claim
the chest within.

()  chest

¬ffigr)#  Aquedutl Waterlogged (orridor

The gold door at the chamber,s far  (west)  end  is
accessible now that the water has drained. Open
it using  the  red control  switch.

fng=fty;`  Aqueduct Sunken (hqmber

Beware of floor plates so you aren't stabbed by
the wall trap and  rotating  blades  in the next room.
Activate the red control  switch  to open the gold

gate,  and claim your last cube.  Stand to the side
when you  do,  or you,ll be  pierced  by numerous
darts.

(),   Danger!  Swinging  Wall Trap

(:?   Danger!  Dwarven  Piston Trap

(;,   Danger!  Dwarven Thresher

()   Danger!  Dart Trap

(?   Dwemer Control Cube

?  Loose Gear

PRIVARY LOCATIONS

"A!itiiNC;                        THE  iNVEr`jTOi3,Y THE  BESTIARY                        CiuESTS ATiJ*3 C)f:  f2K'?f!ii;ty\                          AF'PENPjiCE=T,  Ar,Ill  !NBE#

3;Or~

E3

;;;\;:

"'`,`L



ife [s.sl5] Sun Stone

Related Quests

Dragonborn Main  Quest:  Cleansing the Stones

Recommended Level: 25

Habitation: All-Maker Stone

Lurker

Reaver

Ulves  Romoran

Special Area

Standing  Stones

Miscellaneous

Area  is  locked

This All-Maker Stone stands  near the  Dunmer
settlement of Tel  Mithryn.  Currently,  its  power  is
being  siphoned  by Miraak,  and stone arches are
constructed  by both enthralled  Reavers and  Ulves
Romoran from TeI Mithryn  (he moves  back there
once the sp'ell  is  broken).  The  Bend Will  Shout
is required to remove the trance the Beavers are
under  (after which,  they attack the summoned
Lurkers and  may be  hostile)  and to cleanse the
stone of Miraak/s  influence.  ln  addition  to the
summoned  Lurker once the spell  is broken,  two
additional  Lurkers are formed down  by the water
and encroach on this combat.  Beware!

()   power:  sun  Flare

1062

i::i:`

ife> [s.sA] Driftwood Isle

Amid  the spiky grass and  loose earth  is a  small
tidal  island with  dead driftwood washed  up
upon  it.

Egr [s.sB] Isle of Basalt

A small  island west of the  Earth  Stone  holds  little
of value except a tremendous view to the east,
across the  southern  parts of Solstheim.

ee;-;» [s.sc] Reavers, Folly

A small  island of basalt rocks  just south  of Raven
Rock harbor has Ash  Hopper horrors to slay
and  the remains of a  rudimentary Reaver camp,
complete with  small  rowboat,  minor fortifications,
and two Reaver corpses.

f,,,1,,   Ash  Hopper

i)   pickaxe

¢  chest
(:)   Heart Stone  Deposit

Tr.I.i  5ii_de~ £crcl.I:s   '/

siry____RTwl

g#  [S.SDI BIoodskaI Copse

Related  Quests:  Solstheim  Side Quest:
Deathbrand

This  is  in  a  small  natural  harbor southwest of
Bloodskal  Barrow and  northwest of Raven  Rock.
During  the quest,  a small  Reaver rowboat is
moored  near this copse of trees.  Defeat the
Reavers here  (who were discussing  the treasure
they'd dug  up and were unwilling to open  it)
before prying  the Ancient Chest [Adept]  open
with your lockpicks.  This chest is  not present

unless the quest has  begun.

"::;.   Ancient Chest  [Adept]

"',I,?   unique  Item:  Deathbrand  Armor  [DB30/31]

(:)   Reaver

RE` [s.sE] Wildemess Shrine
lo Kynq'elh

are two tattered marker flags leading to a tree
under which you can find some offerings  made
by hunters to Kynareth. There is also a  shrine
devoted to her.

",:,,   shrine  to  Kynareth  [DB1/1]

ife [s.sF] (oldcinder (aye (Exit)
-_..;-_--_

\(*>,_I_

This trapdoor,  just beyond  Raven  Rock,s gates,
is  usually the exit from  Coldcinder Cave,  an
underground  location  accessed  from  the  jail  in
Raven  Rock  (although you can  enter  it from  here  if

you wish). Coldcinder Cave is detailed  as a  part
of Raven  Rock  (page  lO4O).

_   ',  :I:  :.K.i  i,,  I   SOLSTHEIM   SOUTHERN  ASH  LANDS



EL* [s.sJ] Spider N
(Ktigrumez)

A hapless  miner,  crushed by the weight of the ore
and  rocks he was transporting'  is half buried  by
his cart,  near the prospector,s tent.

"::)   Emerald

§  Emerald Geode (2)

(;)   Gold  Ore  (5)

()  Gold  Ore Vein  (2)

(:)   strongbox [Novice]

ife [s.sH] Spider Nest (Logs)

Between  two fallen  logs,  a cluster of spiders have
made a  revolting  nest of softly pulsating eggs.

"()   Albino  Spider

roduII's Last Stand

The owner of the abancloned  hut north of here
lies facedown  in the gravel sands.  Consult
Primary  Location:  Hrodulf/s  House  [S.SO6]  for

more information on this hapless chap.  There are
usually two Netches  (and  possibly more ferocious
creatures)  near this corpse,  chest,  and  blood-
splattered  rowboat.

(,;,,.   chest

i;,,.,  Amulet of Mara

Close to the camp near Kagrumez, two hapless

(and  now cocooned)  scavengers have been
trussed  up byJumping  Flame Spiders.  Eggs and a

geode are clustered around a tree stump/  near a
burning  log.

()  Jumping  Flame  Spider

?  Ruby Geode
(:)   Loose gear

ggiv [s.sK] Dmgon Mound:
Temple Foothills

Related Quests:  Main Quest:  Dragon

This  Dragon  Mound  is  initially sealed.  lt o

during  Main  Quest:  Dragon  Rising.  lf
during  or after this  point in  the Main
dragon will  still  be circling  the area.  Attac
Be victorious!

i?   Dragon

ire [s.sL] Gold Miners,
[loodgqle

Related Quests:  Solstheim
Great Solstheim Strongbox Hunt*

While panning  for gold,  miners

gates.  You  must breach these an
by climbing the  rocks and dropping  down  from
the north  side.  The body of an Argonian  named
Usha  lies  here, with a sorrowful  letter and  some
Skooma nearby. Also check the wooden platform
for an  East Empire Strongbox [Expert]  and other
valuables.

i,,;   Chest

f.i?  Gold Ore  (6)

i;i   Letter to Usha

ii  Lcose Gear

§  usha (Deceased)

(.)   pickaxe

i?  skooma  (3)

?,   East Empire Company Strongbox [DB3 1/33]

!\;,.   East Empire  Pendant

RE* [s.sM] Dunmeri Camp

Related  Quests:  Solstheim  Side Quest:  The
Great Solstheim  Strongbox Hunt*

A couple of slain  Dark Elves  have been  peppered
with  Riekling  spears.  Investigate this  looted  camp
to find a tent,  empty chest,  and  an  East Empire
Strongbox  (inside the tent)  [Expert].  But be warned:
three  Rieklings  (one  mounted)  will  ambush you!

(,A/   East Empire Company Strongbox [DB32/33]

(A;,   East Empire  Pendant

nefy [s.sN] Spriggan Grove

1ivo or three Spriggan flit through  this  small,

sloping grove amid the rocky outcrops,  along with
an  animal.

()  spriggan

":;,   Animal

se* [s.sol Ashfallow Beaver
(amp

Related  Quests:  Solstheim  Side Quest:  The
Great Solstheim  Strongbox Hunt*

PRIMARY LOCATIONS  ,  SECONDARY LOCATIONS

TRA!N!NC;                            TiiE  !f`j'tS/EPalTC)RY SLIE5TS
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From  the exterior entrance  of Ashfallow Citadel,
look directly west and  move  slightly southwest
across the  rocks above the  river to this small  camp.
An  East Empire Strongbox  is close  to the  bed,
under the lean-to,  lo the left of the chest.  Beware
the  Reavers that are  patrolling  this  location.

",:,,   East Empire Company Strongbox  [DB33/33]

\':;,   East  Empire  Pendant

";)   Reaver

RE;  [s.sp] Lurker Ambush
(Ashfallow Dunes)

As you complete the Dragonborn Main  Quest,
Lurkers  begin  lo appear across Solstheim,  usually
close to the coast. Just southeast of Ashfallow
Citadel,  on  the sand dunes north of the Sun  Stone,
is a  known  incursion.

"f;   Lurker

Kas, [s.sQ]  ImpqtT (rotor
(Bumf Spriggan)

Two  Burnt Spriggan are ready to fight if you tread
on  their ashen territory-an  impact crater with
a  piece of molten  rock from  Red  Mountain,  still

glowing.

(?   Burnt Spriggan

()   Heart Stone  Deposit  (2)

seipe.p [s.sR]  Bloodied Grove

iHii:ii

A small grove of stunted  trees has a chest in  the
middle of it, with a  dead corpse and  scattered
bones.  The reason  the chest hasn,t been
ransacked  becomes clear as three or four Ash
Spawn ambush you  here.

(;,\   Ash  Spawn               <!   Chest

"lRI

#*?gr. [s.ss] vqronq,s Remains

Related  Quests:  Solstheim  Side Quest:
Reluctant Steward

lf you,ve embarked  on  this quest,  you,ll  find  the
remains of Neloth/s  previous steward-Varona
Nelas-here,  along with  the Ash  Spawn  that slew
her.  Otherwise,  this area  is empty.

",,,:/\   Ash  Spawn

EL;ife  [S.ST]  Dusty lhe Sill Slrider

Related  Quests:  Solstheim  Side Quest:  The
Challenges of Kagrumez*

Just outside Tel  Mithryn  is  a  large Silt Strider
named  Dusty/ who can  no longer roam.  Its owner
is Revus Sarvani, who has trained the beast
since it was a  larvae. You can  trade with  Revus.
Among  other items,  he carries a  rare Kagrumez
Resonance Gem.

i)  Trader (General Goods)..  Revus Sarvani

[DB1 2/l6]

(:,   Kagrumez Resonance Gem  [DB1/5]

ELii;;  [S.SU]  lmpqcI Crdler

(Tel Mithryn)

Two types of vicious flame-based spiders  scuttle
around  a fiery impact crater, with  nearby trees
reduced to cinders.

"\)   Flame Cloaked  Spider

",',i   Jumping  Flame  Spider

(`':)   Heart Stone Deposit

Tf_±   5:!__._a.  tic:._`J:a    `.

s T{TV-p+i-givfl

i?i?A [s.sv] Lurker Ambush
(TeI MiThryn Peninsula)

As you  progress through  the  Dragonborn Main
Quest,  Lurkers  begin  to appear across the  isle,
usually  by the coast. Just west of Tel  Mithryn  at this
blasted  promontory is  a  known  incursion.

()   Lurker

iF,;\, [s.sw] Bqsqll (qusewqy

Related  Quests:  Solstheim  Side Quest:
Deathbrand

This  is a  tiny outcrop of basalt columns due
west of Tel Mithryn,  east of the  mouth  of the
Harstrad  River.  During  the quest,  four or five Ash
Spawn  have slain the two Treasure  Hunters who
uncovered the chest at this location,  and you mcly
be joined  in combat by a  Burnt Spriggan or other
wandering creatures.  Fiddle with  the lock of the
Ancient Chest [Expert]  until  you  claim  the  boots
inside.

Ash Spawn

"\`:   Ancient Chest  [Expert]

I:   Unique  Item:  Deathbrand  Boots  [DB31/31]

;r?j`;  [S.SX] Miner lmmololion

On the  basalt columns behind  the great fungal
tower of Tel Mithryn  are the burned  remains of
two miners,  brought here by the  lure of Heart
Stones.  Inspect the area,  but prepare for an Ash
Spawn ambush  of three or four foes.

I,,   Ash  Spawn

I   Heart Stone  Deposit (2)

Pickaxe

i   SOLSTHEIM   SOUTHERN ASH  LANDS



An  infinite sea of black ooze and  thrashing  tentacles,  the Oblivion  plane  known as Apocrypha  is incomprehensible to mortals who  have  been  lured  into  its
unseen  and  unspeakable depths.  Perched  atop this turbulent mire,  glistening  against the writhing  brightness of a  green  sky,  is  Hermaeus Morals  infinite  library
of forbidden  knowledge, where every tome  reveals secrets damning  and  inhumane,  catalogued  in  chaos.

Two types of Daedra-known as Keepers-dwell  in this realm,  maintaining the vast library and  serving Mora,s mysterious will.  There are Seekers, who
use  invisibility and  mirror  images as distractions while they sap your strength,  and  there are  Lurkers,  towering  monstrosities with  powerful  physical  tendrils and

poisonous  bile.  There are other entities  as well:  strange floating  lights,  writhing  tentacles,  and  glimpses of the  Daedric  Prince  himself.

You  can  reach  the seven  realms within  Apocrypha  by finding  and  reading  a  specific  Black  Book.  You  find  two during  your Main  Quest,  while the  rest
are scattered around Solstheim.  While you are on  Solstheim, you can  read these ancient tomes whenever you desire.  Read  the  book again  to banish these
otherworldly atrocities from your  mind  and  return  to Tamriel.

Servi(es

Traders:  [DBl/I 6]

General  Goods:   [DBl/4]

Colle(Iibles
Acolyte  Priest Mqsks:  [DB 1 /4]

unique  Items:  [DB4/31 I

unique Weapons:  [DB2/1 1]

Special Obie(ts

Sacred Stones:  [4/6]

water Stone

Temple of Mirook  (Tree

Stone)

Beast Stone

Wind  Stone

Word  Walls:  [DB1/1 0]

Boule  Fury:  [DBO/3]

Bend  Will:   [DBO/1]

Cyclone:  [DBO/3]

Dragon Aspect:  [DB1/3]

Total:  7

[S.AO1 I  Apocrypho:  Epistolary Acumen

[S,AO2]  Apocrypho:  Filament and  Filigree

[S.AO3]  Apo(rypho:  The  Hidden  Twilight

[S.AO4]  Apocrypha:  The  Sallow  Regent

[S.AO5]  Ape(rypho:  Untold  Legends

[S.AO6]  Apocrypho:  The Winds of Change

[S.AO7]  Apocrypha:  Waking  Dreams of a

Starless Sky

iiiEiii

OVERVIEW      AVAILABLE  SERVICES,  CRAFTING,  AND  COLLECTIBLES       PRIVARY  LOCATIONS
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EN; [s.AOI I Apocryphu:
Epistolary Acumen

Related Quests

Dragonborn Main Quest: The Gardener of
Men

Recommended Level: 25

Dungeon: Apocrypho

Lurker

Seeker

Special Area

Black  Book:  Epistolary Acumen

Word of Power:  Bend Will  [DB2/3]

Word of Power:  Bend Will  [DB3/3]

Mis(eIItlneous

Area  is  locked

Chest

Block  Book:  Epistolary Acumen

This  book  is sealed within
the  Reading  Room  insicle
the dwarven water city
of Nchardak  [S.S14].

Complete Dragonborn
Main  Quest:  The Path of
Knowledge with  Nelolh,
restore steam to this
chamber,  retrieve the Black Book, and  read  it. You
are transported to Apocrypha.

Interior: Apo(ryphq

RTigS          %.®!T!efflfeSr,  9ifer5i.a  ¬!rS  res  Lil"S

faere.  Siff#iif  a:eermi3ieES  aiie

e%pisgres?i8re,  rei!d  ¥?ife1:#S¥Sg.  !jasi.!f.  *,asia:

`/sus'gre  ¬ffrryiseg/  ®i.  sesf¬"i<!ifr¢  tf!  a-is(,it:!!  :jrial  i:;a

?resmsxpasrieat   keaeg:!¬   #S  Tfflm!,iee!o   'f'sas   ¬eniJi   i.i:.5&if"Ti

fa£Si,a  ¬i¬   ¬!vey?imee   isi,,,,   r£jr;ia.!!ireng.i,!q¬j   &iii¬¬¬   Bs®i,A
-:`     I..,--,i.:jlz      ::?.-.i"      I:       ,y-

ngftyEN   (hopter I:  unfurling wolkway
Use either or both of the Magicka  fonts,  then
activate the Scrye to lower the walkwcly ahead

(west)  of you..

":\'j   Font of Magicka  (2)

l^:;-givi.i:   (hopter  I: Tunnel  of  Lore

Time your walk so you  meet the  moving funnel
of lore.  Walk to the opposite end,  through the
flying  pages,  and wait for the tunnel to move right

(north).  Step  off the tunnel  and  onto a  promontory.

?ftyB!  (hopter I:  promomory

Once on the promontory,  claim the Stamina font,
activate the Scrye, and watch a second walkway
unfurl.  Step back onto the  moving  tunnel,  riding
it along  the edge  (watching  for tendrils)  to  the
waIkway.

\''::   Font of Stamina

"oi6        S  SfrT?-&Li-M
/i

rT'-    A-'

:`#   #oluptgehrl!: Island of unfinished

Step off,  heading  across  (west)  to an  island,  a
Stamina  font,  and  Chapter ll.

",:..;   Font of Stamina

ffiffi   Book to (hqpter ll

ffirm   Book to (hopter I

¬grSi  (hapter ll: Tunnel of Tumbling  Paper

Head  north  down the tunnel of pages,  to the
Scrye.  Activate  it,  which  unfurls  the  tunnel  walls.

¬,,ffir   (hapter ll: unfurled Arena of Minions

Step out into a  medium-sized arena where a
Lurker and  up to three Seekers await you. There
are three Magicka fonts  (gather from them during
combat to support your magical attacks),  a  pod,
and another Scrye.

",:I?   Font  of Magicka  (3)                   .(,,   Lurker

"..,,   pod                                                   (,/   seeker

-TL*.a,I Sf  ¥*    APOCRYPHA



Sffigr  (hupter ll: westem Gate
Activate the Scrye on the eastern wall  below the
third Magicka font,  opening the gate to the west.
Head  up the stairs,  claim either of the stamina
fonts,  and then open Chapter Ill.

s'.';.,   Font of Stamina                   ()   Pod

ffiB  Book to Chopler Ill

Gffi  Book to (hopTer ll

stSt  (hqpTer Ill: Stepped (hqmber

You appear in a  stepped chamber with columns
of books arcing  into the skies.  Head  across
either of the small  parallel  bridges to the steps,
where Seekers appear.  There  is a  half-submerged
Magicka font in the  black ooze to the  northwest.
Climb the steps,  slaying  Seekers as you go  (there
are two or three to thwart).

§)   Font of Magicka             ,:)   Seeker

ffijasi  (hqpter Ill: (irculqr Platforms
Atthe top of the steps is a  circular black pool and
another Magicka font.  Slay any Seekers that have
followed you  before venturing  into the second
circular  platform,  avoiding  the  mire.

()   Font of Magicka

¬®  (hopter Ill: Moving Tunnel

Step  into the  moving  tunnel.  Turn  back and
investigate the two  islands  if you wish.  Then  head
along the tunnel to a Scrye to the south, which
opens the adjacent door and elongates the tunnel
ahead  (south) of you.

fREEi!  (htlpter Ill:  Lurker Island
Wait at the edge of the moving  tunnel to reach
this  Lurker confrontation. There,s  no way forward,
so return  to the tunnel.

(:,   Lurker

figivi,  (hqpter Ill: seeker Island

Two Seekers a#empt to stop you  if you step onto
this optional  island;  go here for the  pod,  Skill
Book, clnd  Soul Gems.

":?   skill  Book:  Fire and  Darkness  (One-Handed)

i::,)   pod

fat=RE=ap,.:   (hdPter  Ill: Tunnel of Books

Step  past the piles of books,  heading down the
tunnel,  turning  left  (east),  and  slaughtering  Seekers
as you go.  You  must dispatch at least two.  Ignore
Scryes and areas you can,I access yet. As you
continue east,  the tunnel  moves.

(;i)   seeker

S  (hopter Ill: Unfurling Platform
Step  north  onto an  unfurling  platform  and  into
another tunnel.

"i:,;    Lurker

®  :uhnonp::ro#ooks (TOSSTOOIs

This tunnel  has a  Lurker to face  (so you  may wish
to  retreat a  little as you  battle  it).  Head  north  until
the tunnel turns to the left,  forcing you west fo a
Scrye you  may have seen earlier.  Activate  it and

TRA!neirtlgi                        Tr!E  iful¥ENTtt,i?`Y

a door opens,  leading you through the tunnel

you came from and to a Stamina fontand a  left
(south)  turn.

<,;i   Font of Stamina

i;ffiis   (hopter  Ill: Arched Tome Tunnel

Avoid the tenclril  in  the  ruins of the  reading  room
and continue south,  passing a Magicka font and
a  host of Seekers.  Concentrate on  slaying the first
ones you  see to shorten  the  battle  significantly.
Pass by another three fonts (two Stamina-one
above the book-and one Magicka) and open
Chapter IV of this  book.

§   FontofMagicka  (2)       .?   FontofStamina  (2)

fiffi  Book to (hopter IV

ffiB   Book To (hopter Ill

ffiueS  (hopter lv: High  Platform
Gather any Soul Gems from the nearby table, and
avoid the circular pool.  Activate the Scrye from

your ascendant position,  watching a giant cage in
the center of this  realm  unfurl.

f"i  !hp:s#rl)li(BIG:eLBook:

Head across and approach  Black Book:  Epistolary
Acumen.  After an encounter with  Hermaeus Mora,

you  receive a Word of Power.  You can also select
one of the following  powers:

(,A,I)   word  of power:  Bend  Will  [DB2/3]

!  word of power:  Bend Will  [DB3/3]

()   Dragonborn  Force  (your  Unrelenting  Force

Shout does more damage to enemies and
may disintegrate them)

(:;,.,   Dragonborn  Flame  (when  your Fire  Breath

Shout kills an enemy/  a  Fire Wyrm emerges

from  their corpse)

"3   Dragonborn  Frost (your Frost Breath

encases foes  in  ice)

ife [s.AO2] Apocryphu:
Filament qnd Filigree

Related Quests

Solstheim  Side Quest:  Black  Book:  Filament
and  Filigree

Recommended  Level: 25     Special Area

Dungeon: Apocrypha
Lurker

Seeker

Black  Book:  Filament
and  Filigree

Miscellaneous

Area  is locked

Chest

PRIMARY LOCATIONS

BIock  Book:  Filamem and  FI.Iigree

This book is  hidden deep
within  Kolbiom  Barrow

[S.SO4], accessible only
by completing Solstheim
Side Quest:  Unearthed.
Fund  all  phases  of Rails
Sedarys,s excavation,
defeat the Dragon
Acolyte Priest Ahzidal,
and exit his chamber via the open  sarcophagus  in
the southwest wall. The chamber you  must reach  is
circular and features an effigy of Hermaeus Mora.
Reach the pedestal containing  the Black Book and
read  it.  You are transported to Apocrypha.

lmerior: Apocryphq

g:  BEST!AFiY                          asL!ESTS ngng  ifeLe-tS a;r  Sir,,i-{ift/.i                        APPENDICES  AND  !NDEX
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asEifet  (hopter I: shadow path

You are transported  into a  partial void, where
the floating  living  lanterns  hover and  cast their
light.  They are  important here,  as the  blackness
is harmful to you.  So head toward the steps and
Magicka  font when  the  light shines on  your path.

(,),   Font of Magicka

^T.                                                                                                   ,.                              )i

`                                         `            ``.````

ifeS [s.AO3] Apocryphq: The Hidden Twili9hl

Related Quests

Solstheim  Side Quest:  Black Book:  The  Hidden
twilight

Recommended Level:  25

Black  Book: The  Hiddem Twilight

This  book is actually part
of Neloth/s collection
within  his tower at Tel
Mithryn.  ln order to
reach  it, you  need the
Staff Enchanter Key,
which you  receive as a
reward for completing
Solstheim  Side Quest:

i

..I                                      `                                                                                                                        ``                                 .

:       dg!FlemS§S!

@j  (hopTer I: Shadow Door
Climb the steps,  search the pod,  and activate the
Scrye to open the door south.

(,',i)   pod

ffidis!   (hopter I: Shadow PIutform
The route clhead features a sheer drop on  both
sides,  limited  movement,  and  harmful  shadows.
Run  across  as  the  light shines,  pcluSing  tO  Slay

two Seekers and Lurker and watching for tentacle

ponds along the way.  Some mcly Wish to Stand
and  fight,  Others find  it more  prudent to  run!

()  seeker

(;,   Lurker

¬:unife;  #qTte::tl:aBlo#B#?ek:

Dash  up the steps to a  larger black pool,  out
of which  a  Lurker strides.  Slay  it if you wish,  or
dodge past,  racing  up to the pedestal containing
the tome,  and an adjacent vessel to ransack.
Open  the  book and select one of the following

powers:

(.:)   secret of strength  (power attacks cost no

stamina for 3O seconds)

()   secret of Arcana  (spells cost no Magicka for

3O seconds)

(/)   secret of protection  (you take half damage

for 3O  seconds)

(,I)    Lurker

!',`   vessel

Dungeon: Apocrypha

Lurker

Seeker

Special Area

BIack  Book:  The

Hidden  Twilight

Miscellaneous

Area  is locked

Chest

Reluctant Steward.  Use the key to unlock the Staff
Enchanter chamber,  then take the book from the
Arcane  Enchanter table.  Read  it,  and you will  be
transported to Apocrypha.

Interior: Apocrypha
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i:givi?  (hopter I: sTepped  PIotform

You  begin  near a  raised  stepped  platform with
two Magicka fonts.  Head across to the north gate
with another Magicka font and activate the Scrye.

(i   Font ofMagicka  (3)

;¢ae-3   (hapler  I:  Gate

The gate swings open,  enabling you to reach a
second chamber with two Stamina fonts and a
book leading to Chapter ll.

3:3   Font of Stamina  (2)

(:,   pod

RIB  Book to (htlpter ll

ffiffi  Book To (hopter  I

?usj  (hdpter ll: winding (orridor
After passing  through  a  short corridor with  a
Magicka font at both ends,  turn  left (east)  and
right (south),  pass another Magicka  font,  and  take
a  left again  to a  wall.  Follow the corridor around,

passing another Magicka font.

(,A,i   Font of Magicka  (4)

?ffi,?  (hqpter ll: Arch (hdmber

Stop when you  reach the large chamber of arches
between  book stacks,  dimly illuminated  by curled
lights and  a  Stclmina  font.  Behind  (southeast)
the arches  is a  platform with  liquid  frothing
underneath.  However,  it is safe to move across, as

you battle two or three Seekers to reach a black
table, Magicka font, and a stepped platform with
a  Stamina font.

(1?   Font of Magicka

!!   Font of Stamina  (2)

i?  seeker

g:,giv¥»   (hopter ll:  Nimble  Leaping

Ascend a  romped tunnel  (north)  to a Magicka
font.  Turn  right (east)  at the font,  peering  across
a sea of black ooze,  and activate the Scrye. This
moves two flapping  bridge platforms up and
down.  Time your run so you  leap and  land on the

platform  ahead when the  ramp  is up and avoid
falling  short. Jump across to the  second  ramp  as  it
rises,  and  exit lo a  junction  tunnel.

i)   Font of Magicka

£iffigr,   (hopter  ll:  Dead  End

Head left (north)  to reach a Magicka font,  pod,
black table,  and dead encl.

(`?   Font of Magicka

(,:;j   pod

i:as-i   (hqpTer lI:  Live  End

Head  right (south)  to reach a Magicka font and
open  Chapter Ill.

ffiRE   Book To (hopler  Ill

ffiEN   Book to (hopter lI

(:i¬as``   (hopler  Ill: Al(eve of Books

You  appear in a confined  book-filled area with
Magicka and Stclmina fonts.

#  Font of Magicka                ,\\  pod

§   Font of Stamina

i%?ife  (hqpler Ill:  Roof Scrye

Head south  into the large open area  and take the
ramp right (northwest)  to the  roof and a  scrye.

#ngffiifea   (hqpter  Ill:  ooze  Island

This elongates the steps  back on  the ground,
allowing you to cross to the  island,  a Magicka
font,  and a  battle with  one or two seekers.  pass
the  black tables and continue toward the opposite
entrance,  past t\^,a more Magicka fonts.

l3   Font ofMagicka  (4)

:;?   seeker

®frogr  ((he:lprtqelr!I:ie and (ourMrd

Move into a courtyard with a central gated area
and  a  lumbering  Lurker.  Tackle the foe,  grabbing
Stamina  from  the  nearby font  if you  wish.  Back
up  into  the  previous chamber if necessary.  Then
search the  mazelike ground area.

()   Font of Stamina

?   Lurker

&as!  (hqpter Ill: Tome Antechamber

To the south through  some  narrow,  book-stocked
areas  is a Stamina fontand  the book to open
Chapter  lV.  This  is  optional  but worth  taking.

§   Font of Stamina

ffiRE   Book To  (hqpTer  lV

ffiRE   Book To  (hqpter  Ill

?diRE   (hopter lv:  First (ell

(Optional)  Chapter lV  is a  simple cell-like  chamber
with one or two Seekers and  a Magicka font.
There is also a Scrye to activate,  which opens
a gate  beyond  the cell,  in an  unknown  corridor
to the west.  This corridor  is accessible only if

you  reach Chapter V  (below).  Return  back to
Chapter  Ill.

<i   Font of Magicka

S  seeker

iELffii;   (hoprer  Ill:  Upper B«ltony

Move up the romped area,  passing a Magicka
font to an  upper balcony with a Scrye that unlocks
the gate room  below.

i;  Font of Magicka

Chapter Ill: Secondary Pltilform Rtimp
Heclcl through to a Stamina font and  slops up to a
secondary platform ramp and second  Scrye.  This
opens the main gate with  the Magicka  font just
below you.

i;i   Font of Magicka             i,+   Font of Stamina

i¬giv;;   chtipler IIl: (enTroI  6ate Steps

Head through  past a Stamina font_

",:;`   Font of Stamina

?f:EN;:   (hopter  Ill.. Maze of Books

You enter a square-shcIPed tunnel area With  a
Seeker to  slay.  Simply continue east.

()(   seeker

?ffigr£:   (hopter Ill:  Elongating (orridor

Reach a  pod and the corridor elongates
considerably,  offering you  two chapters to read:
ChapterV and Vl.  Head  into V only if you
investigated Chapter lV earlier.  Otherwise,  read
Chapter Vl  and you're  poised  to finish  this quest.

RERE   Book to (hopTer V

ffirm   Book to (hopter Vl

dire  Book to (hqpter lll

i:"#:  (hopTer V: Se(ond (ell

(Optional)  Chapter V is  a  single-cell  room  across
from the one in Chapter lV.  Pass the Magicka
font,  use the Scrye to open the door,  and  head
left  (west).

()   Font of Magicka

t`&qffi\:i   (hqpTer V: Third  (ell

(Optional)  There should  be an open gate and
Seeker here.  If the gate  is shut,  backtrack to
Chapter lV to open  it.  Slay the foe and  inspect
the  pod  and  black table with  the following  Skill
Books.  Then  head  back to Chapter lil and open
Chapter Vl.

¬,   pod

"f,?   skill  Book:  Before  the Ages  of Man  (Illusion)

t^j   skill  Book:  292O,  Hearth  Fire,  v9

(Coniuration)
i;,i   skill  Book:  Breathing  Water  (Alteration)

§   skill  Book:  Racial  Phylogeny (Restoration)

(:),   skill  Book:  A  Hypothetical Treachery

(Destruction)

ffiRE   Book to (hapler  Ill

!Isermi   (hqpTer Vl:  Uncomplicoted (orridor

Aside from the Magicka  font under the  book,  this
is a straightforward corridor leading west to two
more books marked Chapter Vll ancl Chapter Vlll.

()   Font of Magicka

ffiB  Book to Chapter Vll

esffi   Book To (hopter Vlll

ffius  Book to (hqpter V[

i;.f,ff[,:=   (hdpter vlI: Sloping  Island

The former leads you to a  sloping  island with a
couple of Seekers to finish,  a Magicka font,  and
a  Scrye to activate.  This opens a gate platform
in Chapter Vlll.  Head  back to the book ancl open
Chapter Vlll.

(;)   FontofMagicka            ,?.a.?   Seeker



ffiRE  Book to (hopter Vl

*§!  (hdpter vlll: (romped (orridor
A Seeker meets you  in a cramped corridor.
There's a  Stamina font above the book and  black
table before you  head out to a  romped  platform.

(?   Font of Stamina  (2)

(;`   seeker

ffiJB  (hopter VIII:  Lurker Ledge
A Scrye opens the gate ahead  (west)  of you.  The
bridge  leads to the pedestal containing  the tome,
and there,s an adiacenl'vessel  lo ransack.  open
the book and choose one of the following  powers
once you,re through the gate.

(:)   Font of Stamina  (2)

¢   Lurker

ffi=as  ### v"I: Bla(k Book: The Hidden

A Scrye opens the gate ahead  (west)  of you.  The
bridge  leads to the  pedestal containing  the tome,
and  there,s an  adjacent vessel  to  ranscICk.  There
are three floating orbs to  inspect as the book
opens.  Choose one of the following  powers:

"(/   Mora,s Agony  (summons a  field  of writhing

tentacles that poison foes)

(:)  More,s Grasp (freezes the target between

Oblivion and Tamriel  for 3O seconds,

making  them  immune  to all  damage)

;:);  Mora,s Boon  (fully restores your Health,

Magicka,  and  Stamina)

(\,.   vessel

ife+, [s.AO4] Apocryphq..
The Sallow Regent

Related Quests

Solstheim  Side Quest:  Black  Book:  The Sallow
Regent

p      Recommended  Level:  25

}

I

I.

b`

F4

I; ,.`

g

Dungeon: Apocryphq

Lurker

Seeker

Special Area

Black  Book..  The  Sallow Regent

Miscellaneous

Area  is locked

Chost

I o70v
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Black  Book: The Sallow Regent

Reach the  Black Book chamber by navigating your way through White Ridge
Barrow  [S.N16],  which  is also the dungeon  for Solstheim  Side  Quest:  Spider
Crafting*.  Inside White Ridge Sanctum,  enter the crypt with a Word Wall and
a  Dragon Acolyte  Priest named  Dukaan.  Defeat or avoid this foe clnd Claim
the Word of Power for the Cyclone Shout.  The  Black Book is on a pedestal on
the chamber's opposite side  (below where you entered).  Reach the pedestal
containing  the Black Book and  read  it.  You are transported  to Apocrypha.

Interior: Apocryphd
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in  yeur  iseveiit®"ff¢

i,,r?S`!   (hopter I:  Dork (orridor

You are transported  into the partial void,  where
strange  hovering  lanterns flit across a  long and
dark corridor.  They are  important as they provide
light,  and the darkness  harms you.  watch out
for the tentacles in the small  pond  near the  pod,
then set off down the dark and blackened path
heading  roughly south.

",;)   pod

.                                                                                                .                         .            .

.                     .                                                                                           .                                        I

Sfiie1-tS  ®T¬  tile  i-.ifsrkngss!

@^!¬   (hopTer  I:  Dark Pond
Continue south  fo a  second tentacle pond and
a  pod,  then turn westand walk up the sloping
tunnel.

"',,Pod

"aei`,:  (hopter I: shadow (hqmber

Head  up a  larger,  partially lit chamber with stacks
of books,  a  random  Spell Tome,  and a fewgems
and scrolls to search for.  A Seeker appears to
block your  path.

'`,   Spell Tome  [Random]

Seeker

-u  lf.,£: `+'   l'.. i   APOCRYPHA



#ffiaej  (hqpter I: unfurling Platform
Move to a  second tunnel  (south)  and ascend  that.
This seems to be a dead end,  but continue south
and a  platform uncurls.

®  (hopter I: Dqrk Refuge
This  links to a well-lit area with  a  black table and
a  ranclom  Spell Tome.

(,?  seeker

(i  spell Tome  [Random]

tffi*J  (hqPter I: (OrridOr Ascension
When the lights go out,  head  up the steps to the
south,  attacking  (or running  past)  a  Lurker and
winding your way up and  around  lo the highest

platform.

(?,   Lurker

irffi,?  #:pst:li:flRqe:g#n:Ok:

This area  splits  into two platforms before merging
again.  These narrow bridges  have  Lurkers to
attack or avoid  (there are three),  before you  head
south  and  up  to the final  platform.  Here you'll
find a vessel,  two black tables with  assorted  items

(including  another  random  Spell Tome),  and  a
Black Book.  Open  the book and choose one of
the following  powers:

?   seeker of Might (Combat skills are all  loo/a

more effective)

(,?   seeker of sorcery (Magic skills are all  10%

more effective)

(;)  seeker of shadows  (stealth skills are all

1 O%  more effective)

(:j   Lurker

tit,\   spell Tome  [Random]

(?  vessel

ffi, [s.AO5] Apotryphq:
Untold Legends

Related Quests

Solstheim  Side Quest:  Black Book:  Untold
Legends

Recommended  Level:  25

Dungeon: Apocrypho

Lurker

Seeker

Servi(es

Trader (General
Goods):  Dremora
Merchant  [DB1 1/16]

Special Area

Black Book:  Untold

Legends

Mis(ellqneous

Area  is locked

Chest

TRAiN!N#                        r+iE  !N\,,i+,jTC)FiqY

Blflck Book:  untold  Legends

This specific  book is

hidden deep within
Benkongerike  [S.N1 5].

Head east from the
Word Wall, down a
narrow tunnel and  into
a circular chamber
where the  Black Book

PRIMARY  LOCATIONS
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im  y®eer  iravermf®ry6

¬REBgrfa   (hopter I:  Descending  Possqge
Pass the two Magicka fonts,  heading  north to a
Stamina  font.  Go east to another Magicka  font
and a  black table and then  north to Chapter lI.

"'?   Font of Magicka  (3)

(?   FontofStamina  (2)

ffiB  Book to (hapter ll

ffiB  Book to (hqpter I

®fafty   (hopter ll:  Bridge of Desololion
You appear facing a  stepped  platform.  Head onto
it,  turning  left (west),  crossing the  bridge,  and
facing off against a  Lurker just beyond two more
Magicka fonts on  the far part of the bridge.

§   FontofMagicka  (3)

(,:,.,   Lurker

fe;ife   (hopter ll: Des(enT to Two Books
Continue west to the double exit; there is a  ramp
on either side.  Head  north,  passing a Stamina
and two Magicka fonts.  Open Chapter Ill first.

(;\   Font of Stamina

¢,   Font ofMagicka  (2)

ffiae  Book to (hdpter Ill

ffiH)   Book to (htipter ll

i?J¥ng)  (hopter Ill: (age

You  appear in a cagelike chamber.  Slay the
Seeker and  inspect the pod on the black table
and a  possible Spell Tome;  then open Chapter ll
again.

(':)   seeker

i  pod
",.:)   spell Tome  [random]

{ffij  (hopter ll: Return lo Two Books
Cross south to the Magicka  font clnd the book
leading to Chapter lV.

(,)   Font of Magicka

ffiBi  Book to (hapter lV

ffiB  Book to (hopter ll

gr:grgrfa  (hopter lv: stepped Tunnel
Hecld  north,  through  a  Stepped  tunnel With  a
Magicka  font and  past two Stamina  fonts.

i   Font of Stamina  (2)

(enife  (hqpter IV: (qthedral (hamber

The tunnel opens to a stepped cathedral chamber
without a roof.  Beware of two Seekers as you
seek to open  the exit.

TFiE  BESTiARE¥                        GLjEfJS £¬`TL#,S  C!r-  (c~;k,Y*ifv,..,                            AF)rjENLiiCES  ANEl  iifa,d£|E ;.:
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Puzzle Solution: ln the center is a  locked
area with a  Scrye.  Surrounding this are six raised
antechambers and  the exit:

Antechamber I  (northeast): Stamina font and
random  Skill  Book_

Antechamber 2 (east): Locked gate and Scrye,
accessed  from Antechamber 5.

Anlechomber 3 (southeast): Stamina font.

Antechamber 4 (southwest): Magicka font.

Antechamber 5 (west): Scrye outside,  which
opens the gate leading to a Magicka font
and  Scrye inside,  which  opens the gate to
Antechamber 2.

Antechamber 6 (northwest): Magicka font.

Simply head to Antechamber 5  and activate
the outside Scrye to open the adjacent door. Go
inside this antechamber to a second  Scrye, which
opens Antechamber 2. Make your way to the
next Scrye and activate that.  The  north gate of the
central  locked  area  opens.  Enter  here,  with  its  four
Magicka  fonts and  activate the final Scrye.

(:)   Font of Magicka  (7)

()   Fonlof Stamina  (2)

(3,   pod  (2)  [1   =  Apprentice]

"3   skill  Book:  [Random]

()  seeker

t¬sei  (hopter lv: Extending Steps

The steps to the south extend,  allowing access

past two  more MclgiCka  fonts tO CI Vessel and
Chapter V.

"i:)   Font ofMagicka  (2)

i/;  vessel

ffiB  Book to (hopter V

ffiffi   Book To (hopter IV

?givSi   (hqpter v:  Extending Steps

Head down the main corridor,  peering ahead at
what seems to be the  Black Book atthe end of
this long tunnel.  However, when you  reach the
middle,  near the two Stamina fonts,  the tunnel
ahead grinds to the  left.

(?   FontofStomina  (2)

f`,SREii:   (hopter v..  Block  Pond (Eqst)

You  are forced east to a  black pond and a  Lurker
fight!  Follow the exit corridor north  and  west after
the  battle,  activating  a  Scrye and opening  a gate
that leads  back  into the  main  tunnel.

(')   LurkerA??      ;`esng,?(   (hqpTer V:  Blq(k  Pond  (West)

#fifa       Dash  south  again  and  perform  the same trick,.

#      the tunnel  grinds  right this time,  forcing  you west
",

"/,,,.:   I to a chamber with a Stamina font and a second

;a      Lurker to  battle.  Then  follow the exit corridor north
a

rf:        (passing  a stamina font)  and east,  back once
ifa       more  intothe  main  tunnel.

.
i     E "3   Fonlof Stamina  (2)

(;i   Lurker

Tr_a  ELn=e. S'c.i.Ls   i/

s R-_Y_rT_M

¬f®  (uhn#d:TL!#dtsk Book:

Trek south one last time,  and the corridor allows you access to two Stamina  fonts and the Black Book.
Open the book and  select from the following  powers:

?;,   Black Market (summons a  Dremora  merchant to trade with you): Trader (General Goods):  Dremora

Merchant  [DB1  1/16]

"§   secret servant (summons a  Dremora  butler to carry your excess items)

",\^j   Bardic  Knowledge  (summons a  spectral drum that plays for you,  increasing  Stamina  Regeneration

for you and  nearby allies)

REP;  [s.AO6] Apocryphq: The Winds of (hqnge

Related Quests

Solslheim  Side Quest:  Black  Book:  The Winds
of Change

Recommended  Level: 25         Spetiql Area

Black  Book: The Winds of (honge

This  book  is  nestled

deep within  Bloodskal
Barrow  [S.SO2],  which
is accessed from  Raven
Rock Mine.  Defeat

(or avoid) the Dragon
Acolyte  Priest Zahkriisos,
learn the Word of Power
from the Word Wall
behind  him,  then  locate the circular spiral-stepped
area with a  small waterfall.  Reach  the pedestal
containing  the  Black Book and  read  it.  You  are
transported to Apocrypha.

"i.TLA.,S ¬F  :`,t:`y''Ri,.i.,,,,  APOCRYPHA
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RE%sfro  [s.AO7]  Apotryph Dreams of a STarless Sky

ffinggi  (hapter I: Fetid Pie"nd Lookout
The great fetid seas of Apocrypha greet you.
Focus on the  path and  head southeast,  climbing
the stepped  platforms to your left as you turn  east.
Fight two or three Seekers as you go.  Avoid the
tentacle from the black pond,  as you  reach a
Scrye that opens a gate ahead  (northeast)  of you.

()  seeker

®  (hqpter I: side passflge
Move past a  black table and a Magicka font.
A Stamina font,  a  black table,  and a  Scrye are
crammed together. The Scrye opens a  second

gate.

§   FontofMagicka

§   FontofStamina

S"j  (hapter I: (orridor of whirling Pages
Head southwest,  engaging two more Seekers  in
the corridor beyond.  Gather Magicka  from a font
as you continue south to a  Scrye. This opens a

gate to the south.

()   Font of Mc]gicka  (2)

§  seeker

Lffii  (hqpter I: Lurker Pool
This leads to a  larger,  open chamber with a  ramp
and  a forming  Lurker.  Slay this atrocity/  before or
after you activate the Scrye to the west. There are
two Magicka fonts to siphon  here too. The Scrye

elongates the steps. The Scrye atop
ens the gate atop these steps.

#:ptr#;BolfdikhaBnogoek
The gate allows access to the pedestal containing
the tome,  and there  is an  adjacent vessel to
ransack. Open the book to claim one of the
Following  abilities:

(,',)   scholar,s  Insight  (reading  skill  Books gives

you  an  extra  skill  point)

f,\   companion,s  Insight (your attacks,  shouts,

and destruction  spells do no damage to your
foIlowers)

/\?   Lower,s Insight (do  10% more damage and

get  10% better prices from  people of the
opposite sex)

i,  vessel

Reltited Quests

Dragonborn  Main Quest:  The Temple of
Miraak

Dragonborn Main Quest:  At the Summit of
Apocrypha

Recommended  Level: 35

Dungeon: Apocrypha

Kruziikrel                        Relonikiv

Lurker                           Sahrotaar

Miraclk                          Seeker

Special Area

Black Book:  Waking  Dreams of a Starless Sky

Word of Power:  Dragon Aspect [DB3/3]

(ollectibles

Unique Weapon:  Miraak's Staff  [DB10/1  1]

Unique Weapon:  Miraak's Sword  [DB1  1/1  1]

Unique  Item:  Miraak's  Boots  [DB1/31]

Unique  Item:  Miraak's  Gloves  [DB2/3l]

Unique  Item:  Miraak's Mask  [DB3/31]

Unique  Item:  Miraak's  Robes  [DB4/31]

PRIMARY LOCATIONS

TRA!ENiveG                          THE  i rndVE:r`*TL|E:Y THE  SESTiAgi¥                       esuESTS

i,,,::

Bltl(k  Book:

Waking Dreams of a Stflrless Sky
This book rests on a

pedestal deep within
the Temple of Mrac]k

[S.N24],  which you will
find during  Dragonborn
Main Quest:  The Temple
of Mraak.  After slaying
the Gatekeeper, traverse
the large stepped chamber and pass a statue
of Hermaeus Mora before scrambling down a
winding tunnel to a circular chamber. Take the
Black Book and  read  it.  You are transported
to Apocrypha. You  read  it clgain  at the Start
of Dragonborn Main Quest:  At the Summit of
Apocrypha.

Interior: Apocryphu
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i§ngRE"3   (haPter ll: Miroak,s Tower:

Enlra"e Bridges
Cross the bridge, go up the steps, and head
around to the
ancient book called a

()  on Apocrypha: Boneless

f¥esrm±  #(flhp:qr)"ioMoirrsaak,s IlI: Miraak/s Tows

The gathering of this  book elongates the
the  initial side of the bridge,  so cross over,  head
up the steps to the  north,  and go out of the open
archway doors to view a vast ocean  of filth. Turn
right  (northeast)  and  open  Chapter  ill.

esue   Book to (hqprer Ill

ffiREi   Book to (hqpTer  ll

asse?  (hqpler Ill: (orridors of Books
Enter the tunnel  that leads roughly northeast,

passing  a door to your right that you can,I open
yet.  The corridor splits to the  left and  right,  with
two or three Seekers and a  couple of pools with

a?f,             i(L,i    -,:   irj,.-.i.;lie,,¬.   fo-e   i?a   lirJ',JrS

!"rti±.  §i!¢-ipiy  aemysie?e?his

;=fepeicaFL"&i¢!,i,   ;  aasd   asrey   B!ae£k   B®®k  ySeejre

s1:;i  ¥"!g     SJ   Sas¬¬asFT!be  tS   al®eefbe   exmdi   frog

li,Lj:;f!*ri¬,¬!j   haaStie  t#   TnemFig!<   VSas   Scam   r®tusrm

hegrial,   *r   uli`!iy.   iiriig   fey   r®reeffidiimg   frfe®   B!ffi¬k   RE®®ife
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enife   (hqpter I:  plqteou on the
Check  the  table  to the  south  for a trio of books_
There  is also a  pod to open along the  leftand
right (east and west)  walls.  Scan a  second table
for a  Soul  Gem,  and then  head  north,  passing
two Magicka  fonts and  open Chapter ll.

"y'   Font  ofMagicka  (2)

"J',    Pod   (2)

i

ffiffi   Book to (hqpter lI

REffi   Book to (hopter I

givife   (hopter  lI: Mirdqk,s Tower:
Entran(e Steps

Climb the first set of stone steps,  watching
Seekers.  Check the  nearby fable for a
before ascending  farther and  heading  le

(north)  around  the  edge of this  large,  cyli
chamber:  Miraak's Tower.  Pass the fable with
Heavy Armor  Forging  (a  Smithing  Skill  Book)  and

around  to a  small  bridge to your left (south).  There

clre some Steps  not yet elongated into a Staircase

position.

(..,i   Skill  Book:  Heavy Armor  Forging  (Smithing)

Tf_s   -C5JC.`8f,4=¬C=Cils  fry
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tentacles to dodge.
Magicka fonts if you  neec] them
merge af some steps up to a plc
table with Song  of the Alchemists (an Alchem
Skill  Book).  Turn  around,  and  on  a stone plinth
lies another ancient book callecl  Delving Pincers.

Gather the book to open the door you passed
earlier.

f;  seeker

i3   Font of Magicka  (2)

§   skill  Book:  Song

of the Alchemists

(Alchemy)

#  on Apocrypha:
Delving  Pincers

[2/4]

®  (hqpter Ill:
Elongtiting (orridor

Retrace your steps along
the corridor (southwest),  as
the previously closed door opened
when you  took the ancient book.  Step  inside and
activate the Scrye.  This  stretches out the corridor
ahead of you.

®  (hopter Ill: (orridor Junction
Head  past a Magicka  font,  then  another,  stopping
al the  junction to inspect a table with Catalogue
of Weapon  Enchantments  (an  Enchanting  Skill
Book)  and other books on  it.  Pass a  Stamina font
and  head  right (southwest),  back into Miraak/s
tower chamber.

§   FonlofMagicka

§   Fontof Stamina

?)   skill  Book:  Catalogue of Weapon
Enchantments  (Enchanting)

qok/s Tower:

further progres
font, you reach

ant of Magicka  (2)

§   Fontof Stamina
"\f)   pod  (2)

¢,  vessel

i//i  on Apocrypha:  Prying Orbs [3/4]

?i  seeker

then descend on  either si
three Seekers as you
soulhwesl platf

to the south,
to cl  junction



Climb the steps,  passing  two tables  (one houses
some scrolls)  and a Magicka font near your fourth
and final  ancient book,  Gnashing  Blades.  As you

gather this  tome,  the  books around  you  will  shift
and expose a  new passage.

§   FontofMagicka

(i?  seeker

\^/  on Apocrypha:  Gnashing  Blades  [4/4]

atanig  (hopter lv:  EIongoting Tunnel
Move down  the steps and  head  right (southeast)
into the  newly opened  tunnel.  This ends  in  a

junction  with an alcove to your right (south)  with
two black tables and  a corridor that expands
when you enter it.  Nearby are two additioncll
tables with  more books to leaf through.

ffiENi   (hupter lv:  Long (orridor
ahead  (east)  down the long corridor

pair of Stamina fonts and a  pod,  before
continuing down the left tum and into another
chamber with a  Stamina  font under a walkway.

§   FontofStamina        §.   Pod

asEN   (hqpter  lv:  Fret

",(hopter IV: Secret
Avoid  the black tentacles as
across the ground  bridge,  an
three Seekers on the  initial  st

Cad  northwest

a  black fable, working your way cllon
bridge heading south, and  up more steps to a
Scrye.  This  moves the tunnel you  passed through
to a  new position.

Look closely at the  map on  page  1074,  and

you,ll discover a  small,  narrow plinth with two
strange vessels  on  it. This  is  normally inaccessible
during your exploration.  To  reach  it,  "die"

partway through  (just after taking On Apocrypha:
Gnashing  Blades;  by succumbing to an enemy or
stepping  into the fetid  waters).  Then  re-reacl  Black
Book:  Waking  Dreams.  This  resets the  moving
hallways  into a  configuration  allowing you  to
reach  the  plinth!

§   seeker           ;3  vessel(2)

S  (hqpTer lV: Eastern Tunnel
Descend and enter the tunnel  now heading
east,  down  the  long  left curve  past a  small
tentacle  pool.

givifefa   (hopter lv:
Lurker-Summoning (hamber

One of these  beasts is summoned as you  near the
circular  black ooze  in  the  middle.  There,s  a  Scrye
in the  northwest corner of the chamber that opens
an alcove with a vessel and  black table in an

cent corridor farther northwest (head  around
orridor entrance to access it). Just before that
e is a second Scrye.  Activate that, and the

Gin door to the north swings open.
rror before proceeding.

Stamina  (2)

tor lV: Stepped  Exit

nd of the corridor to the  north  is a
a font and access to Chapter V.

Font of Magicka

1vO76

ffiB  Book lo (htipter V

5ffi  Book To (hqpter IV

!asffi3   (hopter V:  Book Tunnel

Siphon the Magicka  font near the open  book
before following  the corridor up the steps,  past a
Stamina font,  and out into the upper walkways of
the central tower chamber.

§   Font ofMagicka

"§   Font of Stamina

?ngffigris  (Bho#e[reifesW!qok/s Tower:

Slay the  Seekers first.  The focus of the  room  is  a

plinth  in  the central  spine of the chamber,  which
houses access to Chapter Vl.  Place each of the
four Apocrypha  Books on  their correct pedestals.
Simply read  the clues  from  the  books and  the
books'  names and  lay the tome on  the image best
associated with  each  book.  Or,  follow this plan:

®  6ndshing Blades Pedestal
The  pedestal with  the fishlike  maw  is closest lo

you.  Place  ,,Gnashing  Blades,/  here.

ffiRE   Delving  Pincers  Pedestal
The  pedestal with  the  two claws  is  nearby.  Place
"Delving  Pincers"  here.  Expect Seekers to attack

you  at this  point.

ffiRE   Boneless  Limbs  Pedestal
The  pedestal with  the  mass of writhing  tentacles
is opposite the entrance.  Place  "Boneless  Limbs"
here.

ffiRE  prying orbs pedestuI
The pedestal

f\?  seeker

^v.   pod  (3)

nge evil  fishlike eye  is
Prying  Orbs" here.

ffiigr           !3  is  xp®ssiis!#  3®  inasv®  ®peeneffidi

Bieeeke   B®eeie:  Wffibeimng   Brsefflimg"fidi

e®mxp!ff!sdi  usii  Fifes  ¢ileePfrerS  aepe  i®  frfaig  ap®ig!!

ffis  s®Sm  ®s  y.®us   reseeivse  fifeee  ife®eelke?   edsei¢imLI

B!.ag©mfa9rm  Meeim  muss,s#:  Tifeg  lfemapie  ®f

ifeAirgiSleUf  S,®!d  diifJ  Eifeis;  S"  beegrirm  y®REgr?rSife  ee!

¬ifeeepfeWi;   rm#!RSr  #haffim  eusrii®i»¢

ffiEN   Book lo Chqprer Vl

ffiRE   Book To (hopter V

(hapter Vl:  Double (orridor Entrome
Exit via  a  small double-corridor leading  to a  single
tunnel.  Grab the Art of War Magic  (a  Destruction
Skill  Book)  from  the  black table  as you  go.

i,i   skill  Book:  The Art of War Magic

(Destruction)

Th_a  3/je., £c:.=J:S  ',

s-___kTljTTin

(uhnosp;Te¬qrkVali]:r8:eoqnntory Amid lh¬

This  is  bereft of life until you  pc]ss the Stamina
fonts and approach the curved stone edifice at
the opposite end- This is a Worcl Wall!
the \^/ord \^/all and clefeat the two See
are summoned to  prevent your progress.

powerful  new Thu'um,  part of the Dragon Asp
Shout.

(;i   seeker
"i:?   sahrotaar

!\  word wall:  Dragon Aspect [DB3/3]

Final (hqpter: Summit of Apo(rypho
At this  point,  assuming you,re completing  the
Dragonborn Main  Quest,  Sahrotaar appears.  You
must tame  him  so you  can  ride  him  to the final
confrontation with Miraak atop Apocrypha. The
confrontation occurs on a  huge,  circular plateau.

Mimuk/s Tower: Summit
When Miraak finally yields, you can clclim

just rewards from  HermcleuS Mora:

;l?   Dragon  Souls

¬  unique weapon: Miraak,s Staff

f,i  unique weapon: Miraak,s S

§   unique  Item:  Miraak/s  Boo
/(\   unique  Item:  Mraak,s GIo1

i:;`?\ Unique  Item:  Mirclak'S Mask  [DB3/

(:?,   unique  Item:  Miraak,s  Robes  [DB4/31]

After taking Miraak's equipment,  approach i
Black Book:  Waking  Dreams  in the center of the
summit.  Read this tome,  and  green  light envelops

you.  Look around,  and  you'll  see  shimmering
images of the Skill Constellations arrayed around

you.  You can  approach any of these  mirages,
activate them,  and expend a  Dragon  Soul to clear
all  of the  perks  in  a  particular Skill  Constellation.

You  can:

Recover all  of the  Perk  Points you  have spent
in  a  single constellation,  then  spend them

elsewhere.

Do this as  many times as you wish,  as long as

you  have enough  Dragon  Souls.
Read  the  Black  Book a  second  time to  return  to
Solstheim.

ffiffi  Book to Solstheim

*L&S i_:= S`'`'/a i i   APOCRYPHA
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Keeping track of your progress across the Province of Skyrim can  be overwhelming at times.  The following Appendices attempt to summarize the  information

you  need to know and  restore a feeling of calm,  knowledgeable ease to your journey  Or, they reference other tables  in this guicle where informarlon  is readily
clyailable.  At the end of these Appendices  is a  brief section with  research and  information on the  language of the dragons,  a  glossary,  and finally an  index.

!f__i=T==¥_      I_--._E==__i:_±EEj

Color-ceding: The following tables feature elements present from  Downguard,  Hearfhfire, and

Dmgonborn.  Surh elements ore color(oded accordingly.  Original elements ore in white and gray.

DowngWord/Heorthfire DrqgonboTn

This table  lists all  the Achievements  (PC  or Xbox 36O)  or Trophies  (PlayStation  3)  that you  can  accrue during  the game.



Achievements and Trophies (ontimued

Absorb  20

dragon  souls

Learn  oil three

ords of a shout

After  completing  Main  Quest:

Dragon  Rising,  begin  fighting

Dragons,  seer(hing for  Dragon

Mounds  (pose  92),  and

exploring  Dragon  Lairs  (see

Atlas).

Learn  20 shouts

eQ(h  Level  5

Reach  Level  lO

Reach Level  25

Reach  Level  50

Consult the Training  section  on

pose  44  for tips  on  leveling.

Consult the Training section

age 44 for tips on

(onsult the Training  section  on

pose  44  for fl.ps  on  leveling.

Patience  is  also
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nefe Appendix I Notes and (Iarificalions
The Sideways AchievemenVIrophy
The Sideways Achievement/Trophy requires you to "complete  I O Side Quests,,,  as tracked  by the Side Quests Completed counter on your Journal,a Stats page.
Because of the sheer number and variety of quests,  it can be confusing  to figure out which will count toward this goal.

ln short: The Main Quest,  Daedric Quests,  and  major Faction Quests do  not count,  nor do Miscellaneous Objectives.  The table below lists all of the quests that
do count toward this award  (and  the prefix that appears  in this guide):

Hero of the People AchievemenVIrophy
This keeps track of how many Miscellaneous Objectives you,ve completed.
So,  the  more of those you,ve grayed out, the  better!  Miscellaneous Objectives

are part of a chain  (such as those for Dungeon Quest: The Legend of Red
Eagle) each  count individually toward this reward.

#LjE3TS



Oblivion Walker Achievemenl^rophy
This clward  is unlocked only after you've acquired  15  Daedric Artifacts  (also listed al the start of the  Daedric Quest chapter,  on page 378).  lt is  important to
note that this award  triggers only after you  receive the artifact in  question;  some  Daedric  Quests  can  be Finished without claiming  their artifact.  lf this occurs,  it
may become impossible to receive this reward!  However,  artifacts you've  used,  lost,  sold,  or dropped  still count toward your total. The complete list of relevant
artifacts  is  listed  below:

I.-i   --I.-.-ii.-I...I  a..,-i.  -i..  I...ii--.=---.  i±-.i   -  :-:-i:-i::-::,-::i__-:_.-___:_i____:.:_::::iii:_i         --,  -     a--i)
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Doedric  Quest:  The  House  of  Horrors                 Mo(e  ofMolqg  Bol

I sanguine

Sheogoroth

Doedric Quest:  The Taste  of  Death                     Ring  of Nomiro*

Thieves  Guild  Quests

Doedric Quest:  The  Only  Cure                               Spellbreoker

Doedri(  Quest:ANightto  Remember               Sanguine  Rose

Doedric  Quest:  The  Mind  ofModness               Wobboiock

Doedric  Quest:  Waking  Nightmares                   Skull  of Corruption*

In  Skyrim,  most traders fall  into one of  l6 categories that determine the general types of goods they buy and sell.  Merchants may also have  particular
specialties,  such as a  Food Vendor who sells only meal or only vegetables.

The tables  below identify these categories,  and  list all of the major traders  in  skyrim and where you can find them.  Note that hunters and other merchants

you  may encounter randomly in  the wilderness are not listed,  nor are charcICferS Who may take OVer a Shop  if the Original  OWner  iS  killed.
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Trtiders Continued

APPENDIX  I:  ACHIEVEMENTS AND TROPHIES       APPENDIX  Il:  TRADERS
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Traders (ontinued

Dragon  Bridge

00]               Morthol  (Moorside  Inn)

Downstor  (Windpeok  Inn)

Morkorth  (Silver-Blood  Inn)

Whiterun  (The  Bonnered

More)

Windhelm  (Condleheowh           Eldo

(ollege of Winterhold

R'rften  (Mistveil  Keep)

Kotlo's  Farm                                    Geimund

StolIemoster

Srdblemoster

lO82   ,

MorkoTh  Stables

[6.20]              Whiterun Sfubles

Windhelm  Stables

ster        [9.32]              Rifren  Stables

The   S;t`c`i¬_- Sc:.::,I:a   'J

s-iZ_-V v-RTfvi

Skool Village                 Edlo

Raven  Rock                   Milore  lenth

Apothecory

Blacksmith

[DB14/l6]      Special

Tel  Mithryn                    Elyneo  Mothren

[S.NOO]         Skool  Village                 Boldor  Iron-Shoper       Sells  Stalhrim  Items

Thirsk  Mead  Hall        Holbom  Iron-Fur

Raven  Rock                   Clover Mollory

YDion(dkhse)Im                     Giolund  Salt-Sage         ieolvr:enSiOocOkndfrOm

[S.SOO]          Raven  Rock                   Goryn  lenth

[S.SOO]          Raven  Rock                   Fethis Alor

[sso9]        TRrooTlsnhgo;kolsel                FolosSelvoyn

[s.AO5]        Aupn::#LheOg:ends         Dre"o Merchant     #oHk:tonpeodwebrlock

[s"          sD:Itye[theSilt           RevusSarwni

[S.SOO]          Raven  Rock                   Geldis  Sodri

[S.N21]         Frostmoon  (rag         Moini                                  SellsWerewolfltems

[S.Soot         Tel  Mthryn                   Neloth

I   [DB16/16]     iePne[oT            [S.SOO]        le"ith[yn                idlvosFqthryon

`,¥\:I ':E:
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SHRINE OF ZENITHAR

Shrine of Zenithor On  the rocky, snow-clad ground south  of Moesring  Pass,  above  Frostmoon  (rag.

SHRINE OF AZURA

[DB1/1]              [S.SOO]            RovenRock                                               lnsideRovenRockTemple.

SHRINE OF  BOETHIAH

[DB1/l]             [S.SOO]            RovenRo(k

I   [DB1/1]           [S.SOO]          RqvenRock

Inside  Raven  Rock Temple.

SHRINE OF MEPHALA

Inside  Raven  Rock Temple.

i+a   3(_f.ier  SL-_.::/I:,+     +
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APPENDIX  Ill:  SHRINES      APPENDIX  IV:  UNIQUE  WEAPONS
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Unique Weapons (ontinued

)To86   i

[9.39]            (rystoldrifrCove

[9.45]            Forelhost

Solitude  (Blue

Poloce  Pelogius

Wing)

ncesfrol               [Rondom]      [Rondom  Dungeon]

[Rondom  Dungeon]

Kohrozeinls       [Rondom]     !¥e;tdOD:ngD:oogn:"

Fang

Keening                  [Rondom]       [Rondom  Dungeon]

[Rondom]      [Rondom  Cove]

TSqt#lof                 [Rqndom]      [RondomDungeon]

Lying  atop  the  large  rock  near the  body

of  Godnor.

Carried  by the  DTngOn  Priest R8hgOt,  Ot

the end Of Forelhost

Reword for completing  Doedric  Quest:

The  Mind  of Madness.

(orried  by the  Dragon  Pn.est Nohkriin,

near the porful  to Sovngorde.

The  sword  is  in  a  [rondom]  bandit camp

Favor:  Item  RetlievoI  (bandit camp):

Speak to Amren first

Retrieve this axe from a

dungeon]  for  Ghorbosh  of  Dushnikh  Yol,

and  he becomes a  Foil

Found  in  a  [rondom]  dungeon  as  port

of Miscellaneous  Objective:  The  Ghost of

Old  Hroldan.*

Found  in a  Dragon  Priest Dungeon,  os

port of College of Winterhold  Rodiont

Quest AIterotl'on  Rifuol  Spell,  given to

you  by Tolfdir.

Found  in  a  random  dungeon  during

College  of Winterhold  Rodiont Quest:

Arniel's  Endeavor  (Port 4).  Then  dropped

by Amiel.

Oengul War-Anvil needs this returned

from a  [rondom]  (ave, during  Fovor..

Item  RetTievOl  (Cove).*

Found  in  a  random  dungeon  during

College  of Winterhold  Rodiont Quest:

Arniells  Endeavor  (Port  2).



SuE§TS

Leveled
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APPENDIX V:  UNIQUE ARMOR AND  ITEMS
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Unique Armor and Items (omtinued

This table lists two sample locations for each of the 90 Skill  Books.  Many of these books are in  towns or notable dungeons,  making them  among the most easily
accessible copies.  As there are no further improvements to a  skill when you find the same book again,  it isn,I necessary to find them all.  But there are more
copies of each  book out there  in the wilds....



Skill  Books (ontinued

lmH

Tf_e  i(-£e_-Scri`,___i    ,
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estruchon     ivy;'u''v"u"''         [6.09]
Horrors of Castle

Response to

Bero's Speech

Response to

Bero's  Speech

chanting       ofWeopon

Enchantments

Hidden  in  a  crate  in  a

tent near the  large chest

Next To a  skeleton in th

cove with the loTge Chest

On  a  dresser on the

second floor.

In  Iron  Breaker Mine,

siring atop a horrel  near

a  bedloll.

ln  Hoemorls  Cavern,

on  a  table  in  a  nook

Hoemqrls              surrounded  byshelves,

Shame                   opposite the  possoge

leading  down to

Hoemorls  Shame.

ln  Steomscor(h  Mine,

Kynsegrove          on  a  tobleotthetunnel

ln the  White  Hall,

between  a  large barrel

Downstor              ondomeodborrel,inth

room with the froining

dummy.

chest in the center of

Hob's Fall             On the Ar«ne  Enchflnter

in the rifuol roe

ln  (orlotto  Volentiols

House,  on  the  floor

between  the  uDStOirS  bed

ln the Hagrows

chamber inside

on the Arcon

On  a  ruble  in  the  bandit

Trevo's Wotch     chief's room  otthe top  of

the tower.

[2.00]         Morthal

;;;D:

Chimorvomidium [5.00]         Morkarfu

chimorvomidium           [7.3"         (Droorsksynogter

:

::a:

I:a

;,;u;;:;es:iAA:e:mi

~,~..->    .-.  /`t-<
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ce      ~ft*r_3

[6.00]         Whiterun

ln  the  Mowhol

Guardhouse,  hidden

behind  a basket and a

barrel near the fireplace

ln  the  Fort  Dunstod

Prison,  in  the  upper-lev(

cell  block,  on  a  shelf  ne

to  the  Alchemy  hah.

During "eves Guild

Quest  Hold Answers,

on the the desk in

Ctlltelmo's Tower.

Atop  a  barrel  near

the  bedroll  in  a  small

dead  end.

lm Jorrvaskr,  on  a  low

shelf in the main hall.

[9.08]        W!t(htower       tom.
On  a  table  atop the

[2.22]         Stonehills
On 8 Short fable atop the

i}(:;;£



Skill Books Continued

[928]        [oOld#'S

Moke your way through

the  keep to red(h  the

romports,  then  climb  the

tower to  red(h  the shack

on top.  On  a toble  near

the  shock.

Wreck of the      On  a  crate on  the second

Winter War         level of the Wor Winter.

[2.00]         Morthol

On the end table  near

the  bed  in  the  Jorl's

Inside  Highmoon  Hall,  on

the top shelf of Joric's

bedroom on the second

floor.

APPENDIX VI:  SKILL  BOOKS
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Skill Books (onlinued

This final Appendix is a gathering of all  the other major tables  in this  book, with  an  appropriate page  number,  so you  know what else to look for and where
it is.  Also consult the  Inventory chapter for a  full  list of every important item.  For enemy statistics,  consult the  Bestiary.  For lists of quests,  consult the appropriate

quest introduction.  For Hold  information,  check out the Atlas.



-,,

thiii§ve:`!REgr¢

';,.:

;;/
gL

':,.y;,,'
";f..

";;,,

;:/

"i::i;

The  Dragon  alphabet consists of 34 distinct runic  symbols.  While  most have  direct English-letter equivalents,  some  represent sounds  English  uses two  letters fo
represent,  such  as  ,,th//  and  ,,ch//.  The complete alphabet is as follows:
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ife;#> (ommon words
With  a  passing  familiarity of the alphabet, you can  now learn  the
following  common  words,  which  are  listed  in  Dragon first,  and  then
their  English  equivalent.

Dragon Word -  English Word

Aok  - Guide

Aol  -  May  (os  in  ,,May  his

soul'')

Aqn - a/on

Aor -  Servant

Aqv  -Join

Aidz -  Merry

Ag -  Bum

Ah  -  Hunter

Ahmik - Service

Ahmul -  Husband

Ahkrin - Courage

Ahroon  -  Wound

Ahrk - And

Ahst - At

Ahtiid  - Wear

Ahzid  -  Bitter

Al  -  Destroyer

Alok  -  Arise

Alun  -  Ever

Aus  - Suffer

Bob  -  Wroth

Bohlok -  Hunger

Bein  -  Foul

Beyn - S(om

Bodiis  -  Borrow

Boloqv - Grant/Granted

Bonoor-  Humble

Bormoh  -  Father

Bovul  -  Flee

Boziik  -  Bold(ly)

Brendon - Specter

Brii -  Beauty

Briinoh -  Sister

Brit -  Beouh'ful

Brod - (lop

Bram - North

Bron  -  Nord

Bruniik. Sqvoge

Doh - Push

Dohmoan - Remember

Daal -  Retum

Door - This/hose

Deinmoor.  Keeper

Denek - Soil

Demos  -  Decline

Deyro  -  Doedro

mHH

Dez -  Fate

Diin  -  Freeze

Diiv - Wyrm

Diivon  -  Swallow

Dilos.  Deadly

Dip-  Die

Dinok. Death

Dilon.  Dead

Do. Of/About

Dok -  Hound

tDhoevI-o!emogfodnrkqignodn(sT)efelring tO

Dovoh -  Dragon

Dovohgolz.  Drogonstone

Dovohkiin  -  Drogonborn

Drool - Pray

Dreh - Do/Does

Drem - Pea(e

#eeh-,,;id  (''drey kod'' - "did

Drog  - Lord

Drum  -  Bring

Du  -  Devour

Dukoon  -  Dishonor

Dlln  -  Grace

Our - (urse

Dwiin  -  Steel

Dwiirok -  (orve

Ek-Her

Enook -  Eo(A

Ensosin  -  Bewitch

Erwos - Year

Evenoor -  Extinguish

Evgir - Season

Food - Warmth

Fool - The  (formal,  pre(eding  a

proper  noun,I,Fool  Krein',  -  ,,The
Sun'')

Foos - FeoT

Foosnu  -  Fearless

Fob-For

Fohdon  -  Friend

Fohliil  -  Elf

Fohluonn  -  Gordener

Fo.roan - ForfuneAVeolth

Feim - Fade

Eel  -  Feral

Fen.  Will

Tf.e  Si_cLe_- jSc:-i.,i:a   7

s_Try__RTin

lent - Shall

Feykro - Forest

Feyn - Bone

Fiik - Mirror

Filok. Escape

Fin - The  (rarely used)

Fo -  Frost

rod - When

Fodiiz -  Hoof

Folaos. Wrong

Folook -  Haunt

Fonoor -  Charge

Erin  -  Hot

Fred.  Field

From  -  Kin/Related

Frul -  Ephemeral,  Temporary

FBI-So

Fun  -Told

Fundein - Unfurl(ed)

Funt -  Foil

Pus -  Force

Goof - Ghost

Goon - Stomino

6oor - Release/Unleash

Gohrot - Steal

Golik  -  Pine

Gen  -  Yes

Gein  -  One  (a  single  person

or thing)

Geinmoor. Oneself

Gogil - Goblin

Col - Stone/Eorfu

Goloh. Stubborn

Golf - Ground

Covey. Remove

6roon - Rout  (verb)

6rah - Bqthe

Grovuun. Autumn

Grik. Such

Grind - Meet

Grohiik - Wolf

6ron - Bind

Gut-  For

Hoot  -  Hand

Hqolvut.  Touch  (noun  or verb)

Hods - Health

Hohdrim  - Mimd

Hohkun - Axe

Hohnu - Dream

Helm.  Forge

net - Here

Hevno -  Bruful

Heyv -  Duty

Hind. Wish

Hip  - Your  (formal)

Hokoron - Enemy/Enemies

Hon -  Hear  (''nust hon'' -  "they

hear)

Hun  -  Hero

Huzroh -  Hearken

liz  -  I(e

ln  -  Master

Jet - East

Joor - Mortal

Jot - Maw

jul. Mow/Mankind/Humons

jun -  King

Junnesejer - The  Kings of

the East

Koal - Champion

Moon  -  Kyne

Kooz - Cot/Khoiiit

Koh.  Pride

Kein. War

Keizool  -  Skyrim

Kel  -  Elder  S(roll

Kendov - Warrior

Nest - Tempest

Key - Horse

Keyn - Anvil

Kiin  -  Bom

Kiir-  (hild

Kinbok -  Leader

Klo  -  Sand

Klov.  Head

Ko-ln

Nod - Wield

Kol  -  Clog

Kolos  -  ln  Which

Kodoov -  Bear

KogtlHn  -  Blessing

Kos  -  Be  ('1en  kos''  -  ''will  be'')

Komeyt - Issue(d)/et loose

(verb)

Konohrik - Warlord

Koor - Summer

TEE  kf-f`C-J~,-rf=   _  S  i_,I  '=~`   ,:
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Koprqon - Body

Kosill -  lnnerAViThin

Kotin  - Into

Kroh - Cold

Krosoor - Sickness

Kreh  -  Bend

Kren  -  Break

Krent -  Broken

Krein - Sun  (see also Shul)

Krif  -  Fight

Krii  -  Kill

Kriid - Slayer

Kriin  -  Slay

Kriist - Stand

Kril  -  Brave

Krilot -  Voliont

Krin - Courageous

Krivoon - Murderer

Kro  - Sol(eror

Kron - Win/Conquer

Kroniid  =  Conqueror

Krosis - Sorrow

Kruziik - Ancient

Kul  - Son(s)

Kuloon - mnce

Kuloos -  Princess

Loos  -  Life

Loot -  Lost

Loh - Mogicko

hahney - Live

Lqhvu - Army

Leh  -  Lest



loin - World  (Mundus - the

universe,  everything)

Liiv - Wither

"LinognlgO
h -  Long  (,,lingroh  vod,,

ago")

Lo -  De(eive

Lok - Sky

Loost. Hath

Los - ls  ((ombine with  other

verbs for present tense:  ,,is

helping'',  "is sworn'')

Lost - HoveAVos

Lot - 6reot

Lovoos - Music/Song

Luff -  Fo(e

Lumnoar - Volley

Lun -  Leech

Luv - Tear(s)

Mar - Terror

Moh - Fall/Fell

Mohfqerook - Forever

Mol  -  Little

Moltiid  -  Brief

Mod - Like/Similar To

Mey -  Fool

Meyz - Come  (become)

I,#u:lyezl,irdein,, = ,,come

Mid  -  Loyal

Midun -  Loyolfy

Miin  -  Eye(s)

Mindin - After

Mir - Allegiance

Moro - Glory

Morokei  -  Glorious

Motood - Shudder(ed)

Motmoh - Slip

Mu- We

Mul - Strong

Muloog. Strength

#nu:hh:#i;gu;smtiiling/

Mum -Mm

Munox -  Cruel

Muz-Men  (pluml  of ,,mom",

not ''m8nkind|

Nook - Eat

Nooko - Eaten

Wool  -  By

Noon - Any

Nob -  Fury

Nohgohdinok. Necromoncer

Nohkriin  - Vengeance

Nohl. Living  (opposite of dead)

Nohloos. Alive

Nohlot. Silen(ed

Now-On

Nox - (ruelty

Neh. Never

Ney -  Both

Ni-Not

Nil-No

Niin  -  Them

Nivohriin  - Cowardly

Nimoor -  Itself

Nin  - Sting

Nil-  Hunt

Nis - (onnot

Nok -  Lie(s)

Not -  From

Mos - Strike

Nonvul -  Noble

Norok - Fier(e/Fiercest

Nu-  Now

Nunon  - Only

Nus. Statue

Must - They

Nuz-But

Obloon  -  End

Od - Snow

Odus - Snowy

OfooI.  Receive

Ofon - Give

Ogiim - Orc

9i,-i:irsm(uoie#eeqpuo::Ieys*teh)the
I

Ol-As

Okooz - Sea

Om -  Hair

Ond-Lo

Onik - Wise

Onikoon - Wisdom

Onikiv.  Enlightenment

OPT.  Once

Orin  -  Even  (adverb,  meaning
''fully'' or ''quite")

Osos - Some

Ov. Trust

Pool -  Foe/Enemy

Poor - Ambition

Pooz -  Foil

Poh  -All

Peyt -  Rose

Pindoor -  Plain(s)

Pirook - Posess

Pogoon - Many

Pogoos - Much

Pooh - Stink

Proal - Sit/Sot

Proon - Rest

Prodoh - Foretell/Foretold

Pruzah - Good

Pruzoon.  Best

Qqh.Armor

Qohnoor. Vanquish

Qeth - Bone

9le:hnseerog#hietoo:ten,I)itemIly

Oo  -  Lighming

Ooloos -  Herald

Roan  - Animal

Rohgol  -  Rage

Rein  -  Roof

#eekii,hfeoI(:Seoi tehqeUpO!!s!j!lve)

Revok -  Sacred

Reyliik - Rote/Roles  (heritage)

Rii  -  Essence

Riik  -  Gole

Rinik  -  Very

Ro -  Bolonce

Rok.  He

Ronox - Regiment

Ronoon. Ar(her

Romaz - Arrow

Ronit -  Rival  (verb)

Rovoon  -  Wonder

Ru-Run

Rul -When

Ruvook - Raven

Ruz - Then  (''ohrk ruz"  =  ''ond

then'')

Sodon - 6roy

Sob - Phantom

Sqhlo. Weak

Sohqo. Red

Sahqon - (rimson

Sahrot - Mighty

Sohsunoor - Villager(s)

Sohvot -  Faith

Soroon - Await

Sqviik - Savior

Se-Of

Shaon  -  Inspire

Shul. Sun  (Word  of Power;  see

also  Krein)

Siiv.  Find/Found

Sil  -  Soul

Sinok.  Finger(s)

Sinon.  Instead

Sivoos - Beast

Sizoon. Lost

Slen.  FIesh

Smoliin -  Passion

Sonook - Priest

Sonqon  -  Bold

Sos-  Blood

Sot - White

Sov - Spend/Spent

Sovrohzun. Met(enory

Spoon  -  Shield

Stoodnou.  Unbound

Stin  -  Free  (adjective)

Stlun. Storm

Strunmoh - Mountain

Su -Air

Sul  -  Day

Suleyk.  Power

Suleykoor - Powerful

Sunvoor - Beast(s)

Toh - Po(k

Toozokoon - Tomriel  (the

physical land/continent)

Tofiir - Thief

]l,<;,i.  word wall Phrases
The easiest places to find  Dragon  runes are the enormous Word Walls where you  learn  new \^/ords of
Power.  The following  section  lists all  of the  phrases you  can  find  inscribed  on  Word  Walls throughout
Skyrim,  and the Words of Power you  learn  from each.  Both the  Dragon and  English  phrases are given
to help you with your translation.  Remember that some Shouts are learned from gifted  individuals during
Quests,  not via Walls, and  so only their Words of Power are  listed  here.

Animal Allegion(e

Rclan  (Animal)

Qethsegol vahrukiv key
Sarvirra,  zok  krin  Roan cllun
wah fonaar odus trod, ahrk
ofan ok sil fah ok drag-

This stone
commemorates the
horse Sarvirra,  the most
courageous Animal ever
to charge the snowy
battlefields,  and  give  his
soul  for  his  lord.

M'r (Allegiance)

Loknir Mat-Tu  wahlaan

qethsegol aarii vahrukt,
bonaar Vakeeza, wo vaat
Mir wah  iun do KeizaaI,
ahrk dir ko sadon gravuun.

Loknir  Little-Hammer

erected  this  stone  in
memory of his servant,
humble Vakeeza, who
swore Allegiance to the
kings ofSkyrim,  and  died  in
the  gray clutUmn.

rclh  (Pack)

Hat dir bruniik rekerohiik
Ulfeidr,  kriid  muz ahrk

sunvaar,  bruniik kinbok
Sahqon Tiah.

Here died the savage
she-wolf Ulfeidr,  slayer
of men and beasts, and
savage leader of the
Crimson  Pack.

Aura Whisper
laos  (Life)

Nau daar revak golf drey
Freda zahrahmiik ek Laos,
ful tol ek pogaan kiir filok,
ahrk osos sul qahnaar ek
hokoron.

THE  DRAGON  ALPHABET

Tohrodiis - Treacherous

TOY  - Tale

Thur - Overlord

Thu,um. Shout  (,,Storm

Voi(e'')

Tiid  -  Time

Togaot - Attempt

Tol  - That

Toor -  Inferno

Tu  -  Hammer

Tom.  Down

Tuz  -  Blade

Ufiik. Troll

ul -  Eternity

:uoen:h:iooe:d!fiEqUtnne:unnnod!ln#i)ch less

Unslood - Unending/Ceaseless/

Eternal

Unt - Try

Uznohgoor -  Unbridled

Vaol - Boy  ("ohstvool"  =
''ot bqy'')

Voot - Swear/Swore

Vooz - Tear

Voh  -  Spring

Vohdin. Maiden

Vohlok -  Guordion

Vohriin.  Sworn

Vqhrukt - Memory

Vohrukiv - (ommemorote

Vohzoh  - True

Ved -  Block

Ven - Wind

Vey - (ut

Veysun  -  Ship

Viik -  Defeat

Viir  -  Dying

Viintaos - Shining

Viing  - Wing

Vith - Serpent

flieou:[tforfeif:x;Teounnlknlgna,

Vod - Ago  (/,lingroh  vod,,  -
"long  ago")

Vodohmin. Unremembered/

Forgotten

Vokul -  Evil  (litemlly  "ungood")

Vokun - Shadow

Vol  -  Horror

Voth  - With
''Voth  Ahkrin'' -  Bravely

(literally  "with  (ouroge'')

Vukein - Combat

Vul.  Dark

Vulom  -  Darkness

Vulon -  Night

Vur - Valor

Won -To

Wooliq-oBnu-"!#tl;#:a(tpeod;I tense

Won - whose

Werid -  Praise

Win - Wage

Wo - who

Wuld. Whirlwind

Wuth  -  Old

Yon - Seek

Yol  -  Fire

Yolos.  Flame

Yoriik. March

Yuvon  - Gold/Golden

(adiective)

Zoom  - Shout  (noun)   (meaning

yell,  not  use  of Voi(e  power)

Zoh  -  Finite

Zohkrii - Sword

Zohrohmiik -  Sacrifice

Zeim  - Through

Zey"h - Brother(s)

Zii  -  Spirit

Zip  -  Honor

Zind  -  Triumph

Zindro - Triumph,s

Zohungoor -  Heroically

Zok  - Most

Zoor -  Legend

Zol  -Zombie

Zul  - Voice  (the  octuol  mortal

voice,  not the  power of the

shouting)

Zun - Weapon

N®¥E      for mare informati¢n on the dragon

itinguage;  tis weii  uss ffre  english to

dragon word lisi,  consult the fe!!awioug website:

www.primagames.com afid seaFth #SkyFiffi

On  this  sacred  ground             N/'r (Hunt)
did  Freda  sacrifice  her  Life,

so that her many children
might escape,  and  some
day vanquish  her enemies.

Ybh  (Seek)

Hef nok Yngnavar
Gaaf-Kodaav, wo drey Yah
moro nau Frod do Krosis,
nuz  sinon  siiv dinok ahrk
dukaan.

Here  lies Yngnavar
Ghost-Bear,  who did  Seek

glory on  the  Battlefield  of
Sorrows,  but instead found
death  and dishonor.

1-I#,&`iP,i¬!NG                              Ti  iE   if\j'`,,Ef`.TrJ.frs.,:(                              Tir!E  BES`Ti4ii3¥                            f3LjE5T£                             ATE;5\-a  i,J,i-   ;_;i,:'`,, ,c,i;i,jt

Hot mah faasnu ronacln
Undveld,  Oar,  kriid grohiik,
ahrk drog do Lot Nit.

Here fell the fearless
archer Undveld,  servant,
slayer of wolves,  and  lord
of the Great Hunt.

Mld (Loyal)

Her nok Facll Vahlok,  wo
kron pogaas moro. Fah ok
unslaad  mid,  rok acIV dilon
vofh  lot zin.

u        .u!`         .£`F.!!.     i



Color-coding: The following  list feofure  elements  present from

Dawnguord,  Heotthfire,  and  Dragonbom.  Such  elements ore

color10ded accordingly.          purple  = Downguqrd/Heqrthfire

'              -=Dragonbom

Here lies the Guardian,
who won  much  glory.  For
his eternal  loyalty/  he  joins
the dead with great honor.
Become Ethereal

Shaan  (Inspire)

Nonvul Bran,  mahfaeraak
dahmaan sahrof Vahlok wen
lot ahkrin  shc]an  hey muz
ahrk dovah.

Noble Nord, forever
mber the mighty

ardian whose great
courage inspired  both  men
and dragons.

Vur (Valor)

Qethsegol vahruki-ur do
Faal Vahlok,  nonvul  Oar se
dovah wen dez lost wah

qahnaar fahrodiis Miraak.

This stone commemorates th
valor of the Guardian,  noble
servant of dragons whose
fate it was to vanquish the
treacherous Miraclk.

Become  Elhereol

fe/'m  (Fade)

Nonvul Bran, dahmaan daclr
rok do fin Fodiiz Bormah - Ni
los heyv do enook mun wah
lahney vofh ahkrin ahrk zin,
leh  rok Feim vodahmin  kofin
vulom.

Noble Nord,  remember
these words of the Hoar
Father- lt is the duly of each
man  to  live with  courage
and  honor,  lest he Fade
unremembered  into darkness.

Z/I/'  (Spirit)

Nafni wahlaan qethsegol
bormahii vahrukt,  Rognvald,
wen Zii fen  mahFaeraak
Oak ok brod,  ahrk folook ok
hokoron.

Nafni  raised  this  stone
for his father,  Rognvald,
whose Spirit will  forever

guide  his clan,  and  haunt his
enemies.

nahgahdinok
Munax,  wo ant

krilot dilon do

ancer Azaran the
Cruel,  who tried  to  Bind  the
valiant dead of Sovngarde to

orld of man, and failed.

iO9~8^
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Gol (Stone/Earth)

Qethsegol vahrukiv Bhor fin
Golah, wo praal het mulhaan
oI Gal saraan onikiv,  nunon
wah meyz wufh sinon do
onik.

This stone commemorates
Bhor the Stubborn,  who sat
here  still  as  Earth  awaiting

enlightenment,  only to
become old  instead of wise.

Dov (Dragon)

Hclh  (Mind)

(all  Dragon
Od (Snow)

Ah  (Hunter)

V!'jng  (Wing)

all of valor
Hun (Hero)

Kaa/ (Champion)

Zoor (Legend)

(Ieqr Skies
[ok  (Sky)

Vah  (Spring)

Koor (Summer)

Yen  (Wind)

Qethsegol vahrukiv Vulgrum
fin Zahkrii  ko fin Van,

sovrahzun wen  moro lost
maltiid,  nuz ko vahrukt
unslaad.

This stone commemorates
Vulgrum  the Sword  in  the
Wind,  the mercenary whose

glory was  brief/  but in
memory eternal.

Gaar (Unleash/Release)

NonvuI Bran, dahmaan daar
rok do fin  Fodiiz Bormclh _
Kendov krif ok  kosiII VokuI,

nuz kclaI Gaar ok jun  kosill
niin  nau ok hokoron.

Noble Nord,  remember these
words of the Hoar Father -
the warrior fights  his  inner

evils,  but the  king  unleashes
them  on  his enemies'

Nos  (Strike)

Qethsegol vahrukiv Hrodmir
fin  Krent, wo sov pah ok
eruvos ahrk faracln wan Nos
rum  krivaan do ok zeymah.

Tr-c  Ei''fi.ef g¬.f_r,,ls  i?

s-kTTy_ruin

This  stone commemorates
Hrodmir the  Broken,  who
spentall  his years  and
fortune to Strike down the
killer of  his  brother.

Disarm

Zun (Weapon)

Nonvul  Bron, dahmaan daar
rok do fin  Fodiiz Bormah -
Pruzaan Zun  ko KeizaaI  Ios
hahdrim  do dwiin-sil  kendov.

Noble  Nord,  remember
these words of the  Hoar
Father - The best Weapon  in
Skyrim  is  the  mind  of a  steel-
souled warrior.

Hoal (Hand)

Brofhi wahlaan qethsegol
kulii vahrukt,  Odrav
Keyn-HaaI,  wo drum  pogaas
zin wah  Brod Sahqo-
Strunmah.

Brothi  raised  this  stone

for  her son  Odrav,  Anvil-
Hand, who brought much
honor to CIan  Red-Mountain.

V/./'k  (Defeat)

Qefhsegol vahrukiv ahzid
Viik do  Briinahmaar do Sot
Peyt,  naako wah fin  loaf naal
ufiik do  Korvag  KoI.

This  stone commemorates
the  bitter Defeat of the
Sisterhood of the White Rose,
eaten  to the  last by the Trolls
of Korvag Crag.

Dinok, tah rok los qolaas do
moro,  ahrk him Oak wa
Sovngarde.

Noble Nord,  remember
these words of the Hoar
Father - Fear not the Specter
of Death,  for he  is the  herald
of glory/  and your guide to

great Sovngarde.

Ru  (Run)

Hal nok kopraan do sonaan
Romerius, wo unt Ru  nol osos

gogil,  nuz motmah.

Here lies the body of the
bard  Romerius, who tried to
Run  from  some goblins,  but
slipped.

Maar (Terror)

Qethsegol vclhrUkiV Claanik
Fahliil  kiir do Gravuun  Frod,

wo bovul ko Maar nol kinzon
zahkrii  do kruziik hokoron.

This stone commemorates
the doomed elf children of
the Autumn  Field,  who fled  in

Terror from the sharp swords
of the ancient enemy.

MuI  (Strength)

Pah werid morokei Miraak,
zak suleykaar do pan
Sonaak wen Mul bolaav naal
Fahluaan do JuI.

All  praise the glorious
Mraak,  most powerful of all

priests, whose Strength was
granted  by the Gardener of
Men.

Qah  (Armor)

Hef ont kriist Miraak, wo
ahfiid ok sahvot oI Qah,
spaan  naaI  Deyra fah ok
unslaad  midun.

Here once stood Miraak,
who wore his faith as Armor,
shielded  by the Daedra for
his  unencling  loyally.

Diiv  (Wyrm)

Qefhsegol vahrukiv lot
Miraak - sonaak do lot
onikaan,  Oar do foal Diiv,
ahrk hokoron do  iuI.

This stone commemorates
the great Miraak - priest of

great wisdom,  servant of the
Wyrm,  and  enemy of man.

Drogonrend

Joor (MortaI)

Zah  (Finite)

fro/ rlemporary)

Drain Vitality

Haas (Health)

Het mah Arnvid foal
Sfaadnau, wan Hags cienos
mindin  Kein  c]o Galik,  kolos
rok ofaal clilos ahraan.

Here fell Arnvid  the  Unbound,
whose Health  declined after
theWarof Pines,  in which  he
received a deadly wound.

1oh (Magicka)

Lungerd wahlaan qethsegol
ahmulii  vahrukt,  Thorgrima,
c]einmaar do sahqon yolos,
ahrk drag do Lah.

Lungerd  raised  this stone
in  memory of her husband,
Thorgrima,  keeper of the
crimson flame,  and  lord  of
Magicka.

Gaan (Stamina)

Het mah Amvid faaI
Sfaac]nau, wen Hass denos
mindin  Kein  do Galik,  kolos
rok ofaal dilos ahraan.

Here fell Arnvid the
Unbound,  whose Health
declined after the \^/ar of

!r,i  i,`f,;=!,JJ'3f £,i-  I:f,i (,;-i  i:S
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Pines,  in which he received a
deadly wound.

Elemenful Fury
Su  (Air)

Hat nok Fiolmod Bein-

pooh ol pogacls nau g
koprclan dreh  nu kO golf.

Here lies  Fiolmod
Foul-Air, who stank as much
on earth as his body does
now in the ground.

Grah  (Battle)

Qethsegol  vahrukiv kril
Thiodrek,  wo dir zohungaar
ko Grah do Vith  Okaaz.

This stone commemorates
the brave Thiodrek,  who died
heroically in  the  Battle of the

Serpent Sea.

Dun (Grace)

Qethsegol vahrukiv paaz
kulaas Yrsa, wo ensosin pah
do Taazokaan voth ek Dun
ahrk  brii.

This stone commemorates
the fair princess Yrsa, who
bewitched  all of Tc]mriel with
her Grace and beauty

Fire Breolh
ylo/ (Fire)

Qethsegol vahrukiv ki.lr
Jafnhar, wo los ag nahl
naal Yol do tot dove
Lodunosf.

This stone co
the child

was burned a
of the great dra

Toor (Inferno

Aesa wahlaan
briinahii vahrukt,  Thohild fin

Tioor, wen  smoliin ag frin a
Sahqo Helm.

Aesa  raised this stone for
her sister,  Thohild  The  Inferno,

whose  passion  burned hot as
the Red  Forge.

Shul (Sun)

Het mah  Herfodr ShuI-Kriid,
sahrot konahrik do Lumnaar
do Krent Hahnu'

Here fell  Herfodr
Sun-Slayer,  mighty warlord  of
the Valley of Broken  Dreams.

Frost  Breath

Fo  (Frost)

Pah werid  sonaan Lunerio,
wen yuvon lovaas meyz Fo,
her ko vulon.

All  praise the  bard
Lunerio, whose golden voice
became  Frost,  here  in the
night.

<(



Hef nob brit kaclz Anurassa,
wan faad his kos evenaar
erin  naal Krah dinok.

Here lies the
beautiful cat Anurassa,
whose warmth cannot be
extinguished even  by the
Colcl of death.

Df'i'n  (Freeze)

Wulfik wahlaan qefhsegol

iudii vahrukt,  Hrefna
Rwaak-Om, won  miin Diin
sos do naan iul.

Wulfik raised this stone
in  memory of his queen,
Hrefna  Raven-Hair, whose
eyes could Freeze the blood
of any man.

Ice  Form

//'z  (Ice)

Het nok kopraan do lglif
liz-Sos,  wo grind ok oblaan
ni  ko  morokei vukein,  nuz
ahsr munax haalvuf do liiv
krasaclr.

Here lies the  body of
lglif  Ice-Blood,  who  met  his

end  not in  glorious combat,
but aHhe cruel touch of the
withering  sickness.

S/en  (Flesh)

NonvuI Bran,  c]ahmaan
daar rok do fin  Fodiiz
Bormah - Orin pruzaan

aal  kreh ahrk kren,
do vahza

brit luff los ol  kinzon
sot ol Nus,  clwiirok not
as ozinvey.

Sigruu[ rcliSed  this  Stone

for his sister,  Lancll,  Whose

beautiful  face was as sharp
and white as a Statue,
carved  from  living  ivory.

Kyne,s Pea(e
Kac]n (Kyne)

Her nob kopraan do Held,
Fahdon wclh pah sivaas
Oar do Kaan. Aal
unahzaal  I
do Hahnu.

and servenf of Kyne. May

Dram,  fab grik los hind do
sahlo ahrk nivahriin.

Noble Nord,  remember
these worcls of the Hoar
Father - Pray not for Peace,
for such  is the wish  of the
weak and cowardly.

Ov ITrust)

Hat mah  spcICln Vahdin

Valkrys, wo krif voth ahkrin,
nuz los folaas wah Ov
mulaag do bodiis tuz.

Here fell the  shield

maiden Valkrys, who fought
bravely,  but was wrong
to Trust the strength  of a
borrowed  blade.

Marked for Death
Kr/I/I  (Kill)

NonvuI  Bron,  dahmaan
daar rok do fin  Fodiiz
Bormah - Wah  Krii  ko
morokei  kein  los wah zin

geinmaar. Wah dir ko
morokei  kein  los wah zin

pah do KeizaaI-

Noble Nord,  remember
these words of the Hoar
Father - To  Kill  in  glorious

war is to honor oneself.  To
die  in  glorious war is tc)
honor Gill  Of Skyrim.

1un  lLeech)

oved by the very
axe he was attempting to
steal.

AuS  (Suffer)

Thoringar wahlaan

qethsegol  monii vahrukf,
Noomi, wen dez los wah

Aus nin do pogaa
rOnaaZ.

Thoringor
stone for his doug
memory,  Noomi,
it was to Suffer th
many Orc arrows_

Slow Time

I/'/'d (Time)

Vegunthar wahlaan

qethsegol  bormahii vahrukt,
Hungunfhar Tiid-Naak,
kriaan  se iunneseier,  kroniid
se Dunkreath.

Literally:  Vegunthar  built

(this)  stone  (in)  his  father,s
memory/  Hungunthar
Time-Eater,  slayer of the
Kings of the  East, conqueror
of Dunkreath.

More  liberally
translated:  Vegunlhar
raised  this stone  in  memory
of his father,  Hungunthar
Time-Stealer,  who slew the
Eastern  Kings and  won  for
himself all  of Dunkreclth.

Klo  (Sand)

Her mc]h  sahrof konahrik
Aaban,  kiln  se  KIo se AIikr,

praan  nu denek KeizaaI.

Here fell  the  mighty

warlord Aaban,  born  of the
Sand  of the Alik'r,  at rest
now  in  the  soil  of Skyrim.

U)  (Eternity)

Qethsegol vahrukiv Ken
se Wed  Ronax,  SiIIe  nu  y

pindaar se Sovngarde
pan  UI.

This stone
commemorates the warri
of the  Black  Regiment,
whose souls  now marc
the plains of Sovngarde
clll  Eternity.

Soul Tear
i/'/I  (Essence)

Vaoz (Tear)

Zol (Zombie)

Ahrk and dray sahrof
Heimverlund meyz,  nol
heync) Bram,  mecl  Sfrun  c!o
uznahgaar nahkriin  nol
Sovngarde nimaar.

And  lo did  the  mighty
Heimverlund come,  from the
brutal  North,  like a  Storm  of
unbridled vengeance from
Sovngarde  itself.

Bob  IVrath)

Hot mah  Hrothmar,
Bah  Grohiik do  bruniik

pindaar.  Aal ok sit  rovaan
Sovngclrde mahfaeraak.

Here fell  Hrothmar,
Wrath Wolf of the savage
plains.  May  his  soul  wander
Sovngarde forever.

Qo  (Lightning)

Qefhsegol vahrukiv
sahsunaar do daniik
Vundeheim,  ag  nahlaas
naal Qo do Unslaad  Krosis.

This stone

commemorates the villagers
of doomed Vundeheim,

urned  alive  by the
htning  of Unending

(e
Mey (Fool)  Gut

(Fc]r)  (

Modir fin Gut wahlaan

qethsegol zeymahii vahrukt,
Oskar fin Mey| wen Zul los
sahlo, ahrk ni  sahrot Thu'um
do ok brod-

Umrelenting Forte

FUG  (Force)

Her nok Faal Vahlok,
deinmaar do Dovahgolz
ahrk Can  Fus do unslaac!
rahgol ahrk vulom.

Here  lies The
Guardian,  keeper of the
Dragonstone and a  Force of
eternal  rage and darkness.

Ro (Balance)

Doh  (Push)

Whirlwind Sprint

Wu/d (Whirlwind)

Her nok kopraan do
Wyniolf ahrk Wuld, wen
viinfaas tuz vey zeim  lahvu
do rahgron Ogiim.

Here lies the body of
Wyniolf the Whirlwind,
whose shining  blades cut
through  an army of angry
Orcs.

ahmulii vahrukt, Wen
veysun los sizaan ko vul
Kesf ko Okaaz do Luv.

Bekkhild  raised  this

stone for her husba
Eyolf, whose
in  a darkTem
of Tears.
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Bootsofthe Old  Gods,    143,  439,  803,  807

Border (omer:  Roadside Shrine  of Moro,  [3.J],

i 46,lUn

Borkul,     437-438, 806

Borvir's  Dogger,    794

Bothelo,     492,  803,  807

Boti,     420, 498,  942-943

Boulderfoll  Cove,  [9.20],     930,  954, 969

Bound  Bottleoxe,    I 32,  160

BoundBow,    l32,  160

Bound  Dogger,    132,  l60

BoundSword,    132,  160,  180,  l92

Bowofthe  Hunt,    l38,  954

Bows,  Stondqrd,    l2,  25,  27,  106,  137,  200

Brodyn,     646,  1049

Broidwood  Inn,    l59,  489,  882

Broig,     437-439, 806

BTOin  Rot,    44,  55

Broith,    128,  l30,  493,  846,  850

Brolso  Drel,     593-594, 667-668,

lO42-1043,  lO47

Bran,    lO4,  l30,  506-508,  561, 976-977

Brand-Shei,   21 7-218,  283-284, 495, 793,

930, 936

Brandy-Mug  Form,  [7.07],     498,  872,  88

Breathing Water,    1 56,  610,  775,  777,  799,

891, 897,  908-909,  1069

Breezehome,   99,  l27, 424,  503, 688, 846,

848-849

Brelyno Mqryon,    102,  253-256,  423,

lil-]l8
Brenuin,     493-498, 846, 848

Breton,   7-8

Breyo,     464-465

Briar Heart,    72,  146/  l50,  167,  466-467,

615

Briorheort Necropsy,     606-61 5,  635,  1045

Bribery,   30, 65,  290, 297,  436, 493-496

Brill,    99,  503,  849,  851

Brinewoter  Grotto,  [1.25],    l60,  280,

290-29l, 486, 691,  711-712
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Bristlebock,    146,  l87, 613-618, 654-66l,

1009,  1016-lOl7,  lO30-lO31

Bristlebock(eve,    l46, 618,  654,  loop,  1016,

[mE]

Briffe,    128,  853

BrodirGrove,    86,  146,  659-664,  lO16,

lO37,  1051

Broken  Fong Cove,  [6.07],    149,  400,  444,

463,  846, 855, 867

Broken  Helm  Hollow,  [9.44],    86,  471,  494,

514,  930,  965

Broken  LimbComp,  [7.16],     872,  884

Broken Oar Grotto,  [l.l9],     447-448, 689,

69l,  708

Broken Staff,    139,  402

Broken Tower Redoubt,  [5,18],    146, 418-419,

Sol,  803, 826, 838

BrokenTuskMine,    86,  146,  655,  1009,  1018

Bronze Water Cove,  [3.29],    299-300, 486,

l46,lU3-I 64,l66

Brood  Cavern,  [2.Ill,     723,  731,  742

Brother Thorek,    405

Brother Veren  Duleri,    405

Brother Verulus,     398-399,  807-808

Bruco's  Leap  Redoubt,  [5.05],     803,  81 7

Brunwulf Free-Winter,   99,  363,  500-504,  872,

tr]5-&]l
Brurid,    484

Brush Strongbox:  Riverside,  [5.0],     803,  838

Bryling,     490, 696-697,  724,  736

Bryniolf,   216-218, 220, 278-279,  283-291,

296-300, 303-305, 31 3

Bthordamz,  [5.06],   86, 400-401, 451, 679,

803, 818-820, 837

Building  Mqteriols,    78,  81,  113,  125

Buiold the Unworthy/     640,  672,  1025,  lO29,

[HE]I

Buiold,s  Retreat,    21,  61 5-616,  640,

667-672,  1007,  loop,  1029,  1031

Bullseye,    25

Bulwark, The,    66,  101,  157-159,  423,  503

Burglary Job, The,   283, 305-306, 930

Burguk,    16, 24, 467-468, 499,  83l

Burning  Corovon:  Evergreen  Grove,  [8.F],      900,

922

Burning  Farmhouse,  [9.X],     930,  970

BurntSpriggon,    86,  146,  150,  l91,  588,

618-625,  1037,  1064

Bustofthe 6roy Fox,    167,  297,  305

Burferflyin ajar,    166,  467,  947

ButterflyWing,    71,  l46,  150

Buying  Game,  The,    157,  691,  696,  727,

824, 925

Cobboge Soup,    83,  l65

ellius  House,     622-624,  657,  1035,  1038

olcelmo,   87,  143,  167,  224,  272,  293-295

Calcelmo,s haborotory/    293-294,  305,

809-81 0

Colcelmo's Ring,    293, 492,  803-804

Colder,    lot, 423,  504,  872,  876

Colixto Corrium,     427-429,  875

Colixto's  House of Curiosities,     427,  875

Coil  Didgon,    48,  51,  68,  108,  228,  236,  43l

(allofVolor,    48,  51,  68,  236,  431,  605

1To2  /

CollToArms,    135,  160,  164,  276

Caller, The,   258-259, 487, 864

Calm,    32

Comillo Volerius,   202-203, 424-425, 440,

861-862

Condlehearth  Hall,    23,  318,  344,  354-355,

363, 423-430, 489-499, 870, 872, 874

(ondlelight,    l32,  160,  608-611,  lO68,  1070

Conis Root,   71-72,  114,  l46,  l50, 638-639

(onnibalism,    65

(onficle  Bark,    167,  541,  926

Copfuin Aldis,     490-500,  691,  694

Coptoin Aquilius,    293,  295

Copfuin Avidius,    333-334,  713-714

Coptoin  Lonely.Gale,    99,  504,  877

Coptoin Volmir,     476,  965-967

Coptoin Veleth,     587,  632-64l,  667-668,

mRIRI

Copfuin  Volf,    309

(optured  Critters,     1 10,  166

Corovon,  Khoiiit,    104,  109,  126,  281-282

(orlotto Volenh'o,    31 2,  499,  846,  848,  850

Carpenter,s  Workbench,     113,  1  15,  117,  125,

|F/a ,lq3,ll2,9T]

Castle Dour,    103,  l58,  230,  325,  330,  346,

349-351, 354, 356, 359-36l, 488-500,

689, 693-694

Castle  Korsfuog  Caverns,     660-670,  1009,

mIB]

Castle  Korstoog  Ruins,      660-661,  1009,  lO18,

mm
(ostle Volkihor,    71 5-720

CostWolkihor Balcony,     538-540

Cotologue of Weapon  Enchantments,    1 56,  602,

694,  746-747,  890, 914,  1075

Cove  Bear,    88,  l24,  165,  l99,  389-391,  947

Celonn,    103,  506-515,  561, 975-976

Centurion  Core,    270

Ceremonial Axe,    l38,  485,  756

Ceremonial  Rings,    271

Ceremonial Sword,    138,  485,  756

(hoin  Lightning/    l34,  138,  155,  160,

173-176,  179-183,  185-186,  192-l95,

512,  604

Challenges of Kogrumez,    1 04,  597-606,

650-655,  686,  lola,  1051-1052,  1059,

1061,  lO64

Champion of Boethioh,     381-382,  487,  906

Chompion's (udgel,     633,  lO54-1055

Chompion's Stonce,    23,  40

Chaos  Enchantments,    75

Charmed  Necklo(e,    l43

Charmed Vigilant,    974

Charred  SkeeverHide,    124,  146,  l50

(hourus,    l74

Chourus Eggs,    71,  146,  l50,  l74,  703,  888

Chourus  Hunter,    146,  150,  168,  174,

542-543, 580, 839-842, 995,  1004

Chourus  Hunter  Fledgling,    l74,  542,  995

Chourus  Reaper,    1 74,  477

(herim,s Heart,     708-709,  746,  748, 881,

896

(hicken,    71,  83-84,  94,  l24,  146,  150,  165,

170-l71,  615,968

Chicken's  Egg,    71,  84

Chief  Burguk,    24,  468,  831

Tr_a  ¬_de_-£c~c.,i_i   A/

si¥7iITin

Chief  Lorok,    22,  468,  814

Chief Mouhulokh,     468,  885

Chief ofThirsk Hall,    103,  606-617,  640,

667-683,  lO29,  lO3l

(hief Yomorz,     389-390, 487,  961

Chill, The,  [4.M],    66,  539,  775-776,  799

(hillfurrow Form,  [6.23],    202,  846,  860

Chillrend,    139,  297,  931-932

Chillwind  Depths,  [2.02],    85,  146-l49,  486,

lT3,l26,i[l
(himorvomidium,    156,  158,  803,  8ll,  832,

892

Chitl'n,    78,  8l-82,  l20-122,  124,  136,  140

Christer,     480,  892-893

(icero,    102,  143, 314-317, 320-322,

325-328,  333,  340, 343, 751-752,  757,

912-913

Cicero's  Clothes,    757

Cidhno Mine,   66,  86, 329, 426-439,

478-487, 803, 805-807, 820

Cindiri Arono,     593-594,  667-670,  lO39,

HHRIhi

Circle  Of  Protection,     135,  160

Circle,  The,    237

Circlets,     140,  142

Cistern,    938-940

City  Influence,    307

(ivilWorMop,    345,  355,  686,  85l

Civil War Quest: A False  Front,    346-347,  356,

691,707,  723,  733,  746,751,  761,  853,872

Civil  War Quest:  Battle for Solitude,    347,  691,

715

(ivil  War Quest:  Bottle for Whiterun,    347,

846,  872

Civil  War Quest:  Bottle for Windhelm,    346,

361-362,  872,  896

Civil War Quest: Compelling Tribute,    346-347,

356-357, 359, 803, 822, 872, 930, 934,

9q] ,9T]

(ivil War Quest:  Defense of Whiferun,    346,

351-352, 354, 846,  868

Civil War Quest: Joining the Legion,    346,  350,

691,  703,918

Civil War Quest:  Joining the Stormclooks,    347,

349,  794,  872,  918

Civil War Quest:  Liberation  of Skyrim,    347,  691,

703,  707-708,  715, 723,  730,  733,  803,

822,  835,  853,  872,  919,  92l

Civil War Quest:  Message to

Whiterun,   213-214,  346-347, 350-351,

353,  691,  846,  872

Civil War Quest:  Rescue from  Fort Kostov,    346,

359-36l, 691,  781,  793

Civil War Quest:  Rescue from  Fort Neugrod,    347,

872,919,  921

Civil whr Quest:  Reunificotl'on of

Skyrim,    346-363

(ivil War Quest:  The  Bottle for  Fort Amol,    346,

360-362, 889, 893

Civil War Quest:  The  Bottle for  Fort Dunstad,    346,

354-355,  357,  691,  751,  755

Civil War Quest:  The  Bottle for Fort

Greenwoll,   346, 357-358, 360, 691,  708,

947,  958

(ivil War Quest..  The  Bottle tor Fort

Hroggstod,    347,  703

(ivil  War Quest:  The  Bowls for Fort

Snowhowk,    347,  730,  733, 872

f`fJ=J\

Civil  War Quest:  The  Bottle for  Fort

Sungord,    347,  822,  835,  872

(ivil War Quest The Jogged (Town,    50/

345-347, 349, 351, 691,  760-761, 872

Cloirvoyonce,    134,  l60,  840

tlom  Digger's  Camp,  [1.A],     691,  714

Clovicus Vile,     378-384,  920

Cloy/    113-114,  117-118,  121-123,  l25,

l66,l96,9T]

Cleansing the Stones,   48,  585-604, 667-668,

1009,  "3,  1029,  1033,  1038,  lO46-1047,

[RIB!E

CleorSkies,    48,  5l,  68,  91,  221-222,

234-235, 985

Cleorpine  Pond,  [1.11],     149,  486,  691,  704

Cleorspring  Turn,  [9.19],      930,  954

Cliffside  Retreat,  [5.l2],    l48,  803,  822

Clinton  Lylvieve,     128,  707

CloseWounds,    l35,  160,  173-l75,

182-184,  186,  192-193,  195-196

Clothes,    129,  143-l45,  166,  l68-l69,  184,

187,  196,  213,490,675,696,  710,  751,

lF)I ,8f)6

Clutter,    118,  506,  976,  1030,  1043

ColdcinderCove,    66,  iO37,  1040-1041,  1062

(olette Moron(e,    18, 35,  253-255,  260,  277,

lil-]l8
Collapsed  Burial  Ground,   [2.N],      723,  742

College of Winterhold,  [4.00],    775-779

College of Winterhold Quest  Confuinment,    254,

2tl,2ue-264,lil
College of Winterhold  Quest:  First Lessons,    223,

226, 229, 254-256, 384, 434, 527-53],

ll5,lil
College  of Winterhold  Quest:  Good

Intentions,   254, 258,  260-261,  277,  777

(ollege  of Winterhold  Quest:  Hiffl'ng  the

Books,    l58, 254,  256, 258, 260, 487, 777,

862-864

College of Winterhold  Quest:  Revealing the

Unseen,   254,  260-261, 263, 449-451,  777,

886, 888

College of Winterhold Quest: The Eye of

Magnus,   53,  254,  264,  266,  271-273,  777

College of Winterhold  Quest: The Staff of

Mognus,   50,  132,  254, 263-264,  266, 277,

q]|,l3b-]3] ,ill
College  of Winterhold  Quest:  Under Soorfhol,    49,

254-256, 258, 274-275, 431-434, 777,

tlB]B!

(ollege of Winterhold Quests,    32-36,  223,

T51IT6b-2t;ra,T]OIT]2IT] 4lT] 61 V34I

471,  531-534,  777-778

CombotSkills,    12,  14-15,  l9-25,  54/  62,  93,

97,  135,454,611,  1071

CommondAnimol,    l1,  40,  51-52,  201

(ommond Doedro,    l32-l33,  l38,  l60,  174,

179,181,195

Commander (oius,    288-289,  85l

(ommonder More,   325,  330-334,  338-339,

707

Componion's  Insight,    97,  612,  lO73

(omponions Quest  Blood,s  Honor,    63,  238,

243-244, 249-250, 846, 904

Companions  Quest:  Glory of the  Dead,    48,

77-78, 238-239, 243-244, 246, 251,

785,  846
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M],     872,897

167,  176,  225,

67, 302-303, 488,

The Silver Hflfld,    62,  64,

3, 524, 664, 846, 880

280, 405, 983

Coniuxpfl'on,    l7-18,  33.

Coniurotion  Dual Costing,    33, 4l

Conjure Ash Guardian,    I 33,  625

Conjure Dremoro  Lord,    133,  160

ConiureFomilior,    8,  13,  l32,  138,  l60,  195

Conjure Flame Atronoch,    13,  132,  l38,  loo,

174-175,  l79,  182-183,  l92-l93,  195,

223,  255,  531, 970

(oniure FrostAtronoch,    1 32,  l38,  l60,

178-179,  181-l83,  l95

(oniureSeeker,    l32,  l60,  174-175

Conjure Storm AtTOnOCh,    133,  l 38,  l60,  179,

182-183,  192-193,  195

Conjurer,    33,  l62,  l95,  209,  258,  265,  270,

402, 474,  510, 620, 677,  700,  742,  77l,

924,912

Conjurer Adept,    195

Coniurer's Altar:  Lake  llinolto,   [8.V],    924

Conjurer's  Cqrovon,  [2.R],    742

Conjurer,s  EIixir,    270,

Constonce Michel,    127-l28,  318,  935

Cooking,    83

Cooking  Pot,    83

I  Dragon Claw,    166,  486,  775,  777,  797

489, 526, 691, 693

Cryomancer,    1

Culfist,    14l,  174,  Sol,  58

30,  964, 969

965-966,  1026-1 029

CulfistRobes,    lil,  174

Curolmil,     762-763

Cursed  Ring of Hircine,    63,  143,  900-901

Curwe,    317,  757

Cushioned,    2l,  lO34

CuSith,    104,  510-511,  716

Custom Fit,    26,  76

(utpurse,   29

Cyclone,    49

Cynric Endell,    279,  939

Cyrodilic Spodefuil,     1 14,  147,  1 50

Dqedro,    174-l75

Doedro  Heart,    76,  80-8l

Doedric,   20-37, 75-78, 80-81

Doedric Artifacts,     1 10,  1 56,  378

Doedric  Quest:  A  Dqedro,s  Best  Friend,    13,  700,

900, 920

Doedric  Quest:  A  Nightto  Remember,     678,  803,

846, 853, 881, 884-885

Doedric  Quest:  Boethioh,s  Calling,    1 57,  487,

883, 905

Doedric Quest:  Discerning  the

Tronsmundnne,   20-37,  223-224,  226,  385,

426, 452-460, 486-488, 53on534, 600,

777, 788, 793, 980-98l

ic Quest  Ill Met by Moonlight,    63,  486,

ieces of the  Post,   49,  723,  746,

|rJll tic) Ill5'

Tribe,    102-lO3,  468,

Dork Brotherhood  Quest  BreGChing

Security,   316, 324-325, 327, 341,  69l,  707,

803, 846, 872, 912, 930

Dork Brotherhood Quest  Death  [ncornote,    31 6,

330-331, 333, 912-913

Dark  Brotherhood  Quest:  Delayed  Burial,    31 5,

32l, 343, 757

Dork  Brotherhood  Quest:  Hail  Sithis!,    333

Dark  Brotherhood  Quest:  Innocence

Lost,    l27-128,  315,  317,  319,  872,  875,

930

Dark  Brotherhood  Quest:  Recipe for

Disaster,   316, 327-328,  330, 678,  761,

803,  912

Dark  Brotherhood  Guest:  Sonctuqry,    53,

315-316, 319-320, 326, 683, 912

Dark  Brotherhood  Quest:  The  Cure for

Madness,    lO7,  316,  325-326,  329,  34l,

75l-752,  912

Dark  Brotherhood  Quest:  The Silence  Has  Been

Broken,    48,  315-316,  322,  324,  336,  756,

912,  930

Dork  Brotherhood  Quest:  To  Kill  on  Empire,    l48,

316,  329-330, 332, 430, 691, 694,  912

Dark  Brotherhood  Quest:  Whispers  in  the

Downguord  Faction  Quest:  An(lent

Technology,   78,  507-SIS, 974

Downguord  Fochon  Quest:  Bolstering the  Ranks,

507-513, 557, 688, 973-974, 976

Downguard  Faction Quest (leonsing  Hght,      51 3,

974

Dounguord  Focfion  Quest:  Hide ond  Seek,      SIS,

974

Downguord  Faction  Quest:  Hunting  the  Monster,

513,  974

Downguord  Focfion  Quest:  Lost Relics,      507-51 3

Downguord  Fo(fion  Quest:  Preemptive Strike,

513,  974

Downguqrd  Foctl'on Quest  Res(ue,     SIS,  974

Downguord Main  Quest: A New Order,    77-78,

104,  507-525,  553,  570, 682,  974,  976

Downguord  Main  Quest:  Awakening,    103,  lO7,

512-517,  688,  770, 974

Downguord  Main  Quest:  Beyond  Death,    5l,

507-513, 530-54l, 564-578, 688,

915-Pl 6,98] ,98f) ,992
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Downsrdr  FrostTroll  Den,  [3.G],      746,  769

Downstor Sonctuory,  [3.05],    327,  334,  340,

343, 682,  746,  751-752,  769

Doyspring  Canyon,    107,  505-523,  561,  573,

688, 930, 974-977

De  Rerum  Dirennis,    l57,  704,  777,  779,  90l,

923,  981-982

Dead  (rome  Rock,  [5.36],    49,  147,  303,

39l-392, 803, 830-831

Dead Mammoth,  [2.L],     487,  723,  742

Dead Mon's  Drink,     480-489,  900,  902

Dead Men,s  Respite,  [2.04],    50,  413-414,

un ,lT3,lr[] ,i V2
Dead Thrall,    l33-l34,  l60,  l64, 276

Dead-End  Ledge,    160,  546,  579-580,  lOOI

DeodlyAim,    27,  40

Deadly  Bash,    22

Dealer,     496,  520-52l,  680,  971-972

Deflth Blow ofAbernonit,    l56,  769,  838,  846,

850, 900-Sol, 954

Death  Hound,    lO4,  l66,  l76,  511-534,

558-56l,  68l-682,  715-716,  718,  743/

ilo,8Un,9]|Jll2
Deothbell,    ll4,  l47,  150,  270,

hhlE

Deqthbrqnd,    61 7

Deqthbrqnd Armor,    53,  144,  618-620,  1062

Deothbrond  Boots,    144,  618-620,  1064

Deqthbrand Gauntlets,    I 44,  618-620,  1033

Deothbronal  Helm,    144,  618-620,  lO30

Deqthbrand Treasure Map,    1 67,  61 7,  1030

Deeio,     447-448,  711,  731

Deekus,   316, 327, 336-337,  780

Deep  Folk Crossing/    273,  449-451,  688,

803,  817

Deep  Folk (Tossing/  [5.04],    273,  449-451,

688,  803,  817

Deep  Freeze,    34

DeepWounds,    23

Deepwood  Redoubt,  [5.02],    34l-342,  803,

814-816

Deer,    88,  l70

Deflect Arrows,    22

Deft Movement,    26,  605

Degoine,     418-419,  498,  803,  806

Delphine,    203,  205,  209-213,  216-217,

219-22l,  227-23l, 236,  410-41 I,  829,

861-862,  896

Delvin Mollory,    1 6,  278-279,  304-305,

307-311, 323

Dengeir of Stuhn,     494-504,  900-902

\i`h           DeorWoodcutter,      633-634,  1007,  1011,
ii^         1030

Derived  Enchantments,    I 36,  i 52

erkeethus,    104, 424, 493, 890,  892

ervenin the Mad,    695

lots  Hunfer's camp,     656,  1009,  1034

Costing,    34,  39,  42

51-52, 63,  132,  160,  250,

484,  765

160

vicus,     512, 525-552,  743

clew,    166,  233, 984-985

i roam

Diamond  Porogon,    166,  546,  58l-582,  995,

mKE:

Dioryof  FoireAgqrwen,    158,  l60,  580

Dibello,    402,  418

Dimhollow (rypt,    49,  86,  512-523,  688,  746,

llrJ-Ill
Dinyo  Bolu,     420-421,  495,  930,  932

Dirge,    Zl8-219,  279,  281,  302,  496,  933,

939

Disarm,    49

Disarming  Bush,    22,  39-40

Diseases,   8, 55-57,  62-63,  161, 282,  418,

487,  686,  753,  755,  790,  821, 826,  864,

881,  958,  964,  967

Disenchontl'ng  Items,    72

Disintegrate,   33-34,  96,  168,  600,  1067

Dismaying  Shout,    l4,  49,  68,  392,  72l,  736,

739,  744,  773,  Sol, 831, 844, 870,  898,

9TB,964,919

Divines Amulets,    142

Dog,    13,100,  104,  l30,  165,l76

Domestl'cqted Animals,    1 70

Donnel,     435-436,  805

Doors  ofOblivion,  The,    18,  95,  l57,  260,  799,

832-833, 863-864, 902, 908-909

Dorthe,    128,  20l-202,  861

Double-Distilled  Skoomo,    I 67,  499

DrqfringThble,     113,  115,  117,  743,  772,  927

Dragon,     177

Dxpgon Acolyte,    I lO,  608-612,  648,  1050,

1067,  1078,  lO72

Dxpgon Acolyte  Mask,    1 10

0xpgon Aspect,   49, 51, 68, l75,  589-590,

603-612, 624,  1007,  lO26,  1029,  1035,

1037,  lO45,  lO65,  1073,  1076

DrogonBones,    8l,  177,All,  59

Dragon  Bridge/   [1_17],

Dragon  Bribge Overlook

Dragon  Claw,

Dragon  lnfusi

Dragon Mound

930,  968

Dragon  Mound:  Bilegulch

Dragon  Mound:  Bloodlet Peaks,

Dragon Mound:  Bonestrewn Crest,  [7,L],    92,

897

Dragon  Mound:  Evergreen  Woods,  [8.L],    92,

900,  923

Dragon Mound:  Great Henge  Resurrection,

[6.K],    92,846,  867

Dragon Mound:  North  River Fo

723,  741

Dragon Mound:  Kqrthspire  Bluffs,  [5.T]

803,  838

Dragon Mound:  Kynesgrove  ResulrediOn,

[7.H],   92,  872, 8%

Mound:  hah

846, 868

Dragon  Mound:  LostTongue Pass,  [9.Q],    92,

EEm

Dragon  Mound:  Mzulft Foothills,  [7.T],    92,

8;I2,8;IT]

I_a  3+de_~ JgCr-JL:a  i\+/

SKYRIM

Dragon  Mound:  Rag [5.l],    92, 803

Dragon  Mound:  Reochwoter Pass,  [5.B],    92,

BEZZ

Dragon  Mound:  Robber,s  Gorge  Bluffs,  [2.G],    92,

723,  74l

Dragon  Mound:  Roriksteod  Resurrection,

[6.B],    92,  846,  866

Dragon  Mound:  Sea  Shore  Foothills,  [3.D],    92,

l46,lUS

Dragon  Mound:  Shimmermist Hills,  [3.M],    92,

i 46,ltf)

Dragon  Mound:  Witchmist Grove,  [7.N],    92,  897

Dragon  Mound:  Yorgrim  Resurrection,  [3.Q],    92,

i 46,ilo
Dragon  Mounds,    92,  108,  1 ll,  601,  685-686

Dragon  Priest,    I 10,  l78-179,  47l-472

Dragon  PriestMsks,    142, 472,  689,  72l,

744,  773,  Sol,  844,  870,  898,  928,  979

Dragon  PriestStoff,    138,  233,  965,  967,  985

Dragon  Scales,    76,  80,  l23,  166,  177,  277,

411,829

Dragon  Soul,    47

Drogonbone,    139,  829

Drogonbone  Weapons,    81,  137

Drogonflyin  oJqr,     166,  467,  831

Drogonhide,    132-l33,  l60,  164,  604

Drogonplqte,   20-21,  28,  69,  76-78,  80,  l36,

l40,  145,  189

Drogonrend,    49,  51,  68,  l77,  222,  226-229,

232-233, 235-236, 251, 605,  770

Dragons(ale,    20,  26,  72,  76-77,  80,  136,

141

Drogonsloyer's  Blessing,    54,  408-41 1 ,  829

Drogonsreo(h,  [6.00],   844,  846-848,

850-852

7, 203,  205, 21], 228,

911

ound,  [Z.J],     723,  742

rge,    l78,  Plo-911

rWight,    178,  241

lmith,     494, 961

ow,     494,931,94l

the Stoneweover,   36,  424,  493,  882

167,  541,  926

EE]E

ie,    133,  138,l60,196

Dreomstride, The,     405-407,  753

Drelos'  Cottage,  [6,10],     846,  866

Dremora,    l75

Dremoro  Lord,    133,  l56,  160,  175

Dremoro Merchant,    53,  97,  614,  107l-1072

Drennen,    464

Drevis Neloren,    1 7,  32,  253-255,  268,  276,

lil-]l8

Dryston,     435-437,  806

Duoch,     437-439, 806

Dual  Flurry,    24,  42-43,  106

Dual Sovqgery,    24,  42-43,  106

Dukoon,    144,  l75,  61l,  628,  662-665,

lO23-1024,  1070

Dungeon  Puzzles,    90

Dungeon Quest A Love  Beyond  Death,    894

Dungeon  Quest: A Scroll forAnsk8,    l33,  277,

47l,  749

Dungeon  Quest: Ancestrol Worship,    865

Dungeon  Quest:  Ashore  in  a  Sea  of Ghosts,    797

Dungeon Quest  Composure,  Speed,  and

Precision,    917

Dungeon  Quest:  Evil  in  Wom.ng,    48,  277,  47l,

5]5]E!

Dungeon Quest:  Forgem'ng About Fiol

Dungeon Quest:  Hunter and Hunted,    90

Dungeon Ouest  lnfiltrofion,    949

»geon Quest:  Leap Before

eon  Ou8St: Medresi  BREW

bead,   48, 950, 968

Dungeon Quest: Melha a

Dungeon Quest: Otor,s Mo

Quest:  Repent

geon Quest: Sieg

471-472, 487,

Dungeon Guest The

Dungeon Quest: The Nilheim Scam,

Dungeon Quest:  The  Pale  Lady/

Dungeon Quest: The Savior of Selveni

Nethn',    9ZI

Dungeon Quest The Se[ret ot the Sleeping

Tree,    855

Dungeon Quest: What h'es Beneath,     467,  782

Dungeon  Quest:  Wilhelm,s Specter,     424,

942-943

Dungeon  Quests,    103,  473

Dunmeri (amp,     659,  1037,  1063

Durok,    103,  506-516,  561, 975-976

Durnehviir,    50,  l77,  564

Dushnomub,     497,  885

Dushnikh Yol,  [5.38],    424,  449,  467-468,

491-499,  801, 803,  831,  839,  842

Duskglow Crevice,   [3.19],    166,  467,  487,

746,  758

Dustman,s (oirn,  [6.12],   49, 240-24l, 846,

856-857

Dusty the Silt Strider,      1037,  lO64



Dwarven Arch:  HormugsfohI  Falls,  [5.C],     803,

836

Dworven Auto"ton,     767,  1015,  1051    I

Dworven  Bollisfu,    91,  179

Dworven  Block Bow of Fate,    136,  139,  654,

1051-1052

Dworven Cenfurion,    1 79

Dworven  Crossbow,    78'  8l,  137,  167,  225,

553

Dunrven Elevator,   90, 225-226,  299,

532-533, 652-653,  1016

Dwarven 6yro,    524

Dworven Monument: Mount Anther Summit,

[4.l],     775,  799

Dworven Oil,    147,  150,  666

Dworven  Rubble:  Druodach,  [5.A],     523-524,

803, 836

Dworven  Rubble:  North  River Confluence,  [5.F],

803, 837

Dworven  Rubble:  Solvius  Form  Troll,  [5.0],      803,

838

Dworven  Ruins:  Loir of the  Wispmother,

[5.J],    149,  803,  837

Dworven Smithing,    20,  78,  553

Dworven  Sphere,    1 79

Dworven  Spider,    l 79

Dwemer Control  Cube,     595-597,  1061

Dwemer Convector,     817,  836

Dwemer Museum,    1 58,  160,  293-294,  303,

306, 48l-492, 808-810

Dwemer Puzzle Cube,     803,  810

Ebony Blade,    156, 378,  394, 846, 852,  862

Ebony Claw,    1 66, 350-351,  760-76T

Ebony Moll,   53,  156, 378-382, 430, 487,

905-906

EbonyOre,    85,  87,  165

Ebony Smithing,    20,  78,  634

Ebony WuTriOr,    l79, 426-43l,  606,  662,

688,  978

Ebonyflesh,    l32,  161,  175,  l79,  277

Ectoplosm,    72,  l47,  l49-l50,  l68,  183,  270

Edlo,     667-671,  1007,  loop,  1011-1012,

[EERI

Edui,    138,  485,  756

Effects of the Elder Scrolls,    l 58,  224, 385,

527-531

Eirid,     128,  776

Eldo  Early.Down,    354-355,  489,  872,

874-875

Elder Othreloth,     644, 657-670,  lO39

Elder stroll,    l67, 222-226,  770, 866,

98l-982, 989

Eldergleam Sonrfuary,  [7.Sol,   86,  l47,  422,

565, 872, 892, 8%

Eldersblood  Peak,  [2.13],    49,  72l,  723,  731

Elecfromoncer,    I 95

Elemental Fury,    49

Elemental  Potency,    33,  39

Elemenrdl  Protection,    22, 39

Elenwen,    199, 213-216,  219,  230-231,

496,  695,  709,  924

Elgrim's  Elixirs,      495,  937

Elk,    45,  l19-120,  123

Elmus,     640-641, 667-673,  1029,  lO31

Elsweyr  Fondue,    83,  165

Elven Smithing,    20,  78

Elves  Ear,    147,  l50

Elyneo Mothren,     625,  637-638, 672,

1 045-1 046

Embershord Mine,  [8,3l],    85,  201,  900,  917

Embrace ofShodows,    52,  57,  lil,  521

Ememld  Dragon (low,    166,  431-432,  832

Emerald  Pqrqgon,    166,  546,  579-582,  995,

999,  1001

Emperor  Porosol  Moss,    l47,  150,  671

Emperor Titus Mede  ll,    330-331,  333,  713

Emperor's  Robes,    334

Emperor's Tower,    325, 330, 693-694

Enchanted  Ring,    l43,  257,  310,  786-787

En(hunter,    37

Enchanter,s Primer,    260,  781-782,  839,  846,

850,  937

Enchonter'sTower,    l15-118,  121,  125

Enchanting,    37

Enchantment Modifiers,    75

Endon's  House,    805

Enhanced (rossbow,    81,  137,  167,  553

Enhanced  Dwarven Crossbow,    8l,  137,  l67,

553

Enmon,     418419,  825

Ennodius Popius,    316,  320,  335,  768

Enthir,   53, 78,  l32,  253,  260,  272-273,

275, 280, 282, 293, 295,  389,  672,

7lb-]lT
Earn,    TO2, 398-399,  832

forlund  Gray.Mane,    1 5,  20,  238

Epistolary Acumen,    96,  160,  598-600,  1059,

1065-lO67

Eidndur,    102, 405-407, 488,  747,  752-753

Erikthe Slayer,    101,  424,  493,  853

Er'lkur,   213-21 5, 309, 312, 689, 696-697

Erith,    128,  826

Eri,      481,811,813

Esbern,    158-l59,  l63,  216-221,  223,

227-231, 236,  279, 410-411,  829, 941

Esbern's Hideout,    217-21 8,  279,  941

Esmond Tyne,     660-670,  1019

Essence  Exmctor,    167,  386

Eternal  Spirit,    53,  410

Etienne  Rornis,    213,  215-21 6,  279,  709-710

Ever-Abandoned  Ship, The,    1 009

kergreen Grove,  [8.lO],    146,  900, 907,

922-923

EvetteSon,     490, 691, 693, 696

Evul Seloth,    1043

Execution  Hood,    l43

Expert AITeNIfien,    36

Expert (oniuration,   33

Expert Destruction,    34

Expert  Illusion,    32

Expert Locks,    28

Expert Restoration,    35

Expired  Alchemist, The,  [6.C],      846,  866

Exploding  Steel  Bait of  Fire,    81,  l37,  553

Exploding  Steel  Bolt of  Ice,    81,  137,  553

Exploding  Steel  Bolt of Shock,    81,  137,  553

Exposed Miner, The,  [5.M],     803,  838

Exquisite  Sapphire,    165,  167,  670,  1037,

104l

Extra  Effect,    37

Extra  Po(kets,   29

Eydis,    128,  489-492,  65l,  830,  1015

Eye ofMelko,    138,  475,  827

Eye ofSobreCot,    147,  l50

Eye of the  Folmer,     764,  766

Focfl'on-Specific Armor,     1 4l

Foch'on-Specific  Weapons,    1 37

Foendal,    l6,  25,  40,  43,  lO3,  493,  558,

861-862

Fohlbthorz,    53,  l58,  l60,  594, 650-652,

1009,  lO13-1016,  lO20,  1025,  1033

Foido,   255, 325, 489, 707-708

Folos Selvoyn,      lO52-1053

Foldor's Tooth,  [9,28],     930,  958

Folion,    13,  l7,  33,62,463,490,  552,  721,

lT3-]T5,i V1

amp,  [8.04],    900, 904

Folkreoth Stormtlook Camp/  [8.36],     900,

919,  925

Folkreqth Wotchtewer+  I

Followstone  C8Ve,  [9.33

389-390, 430, 487, 930, 961

Folmer,    loo.181

FolmerEor,    71,  l47,  l50

Folmer Fissure,    l60,  546,  579-581,

1 002-1 004

Folmer Gloomlurker,    180-18l,  888

Folmer  NightryrowlsL    I 80-181

Folmer Shadowmoster,    I 80-1 81

FolnerShamon,    180,  542, 839, 995

Fol"r Skulk

-637,  i 054-TO55

e,    633,  lOO9|010,  1030

34, 223, 252-255,

260, 263-264, 275, 379-384, 527-53l ,

lil+78
Farengor Secret-Fire,    203,  205,  21 1,  232,  394,

441,  501,  846,  851

forhas,   237, 424, 846, 849

hfe of the Skool, The,     585-594, 606, 621,

633, 667-671,  1009-1010,  lO21,  1030

FotherOfThe Niben,    l57,  750,  897,  905

Favor: A 6ood "king To,   491-499

Fovor: Spurring  Porfuers,    499

Fovor: Special Delivery,    499

Favor: The BonditSloyer,    2l,  26,  500,  691,

872, 892

Fovor: The Vampire Slayer,     500,  69l

Fovors,   98-99, 497

Felldir,   48,  5i, 223, 226, 234-236, 431,

605, 985

Fellglow Keep/  [6.29],    148,  158,  258-259,

303, 487, 846, 862-864

Felsood TOM  Feathers,    147,  150

Feral Vampire,     522,  534,  718,  972

Ferrfus, lt] ,i « ,l92,sob
Fesfus Krex,   314, 320, 327-330,  338,  912

FethisAlor,     593-594, 654-669,  lO37,

1042,  1047

Fefl-I  Pond,  [6.F],    314,  327,  846,  867,  904

Fighn'ng Stance,    24,  39,  4l,  43

Filomentond  Filigree,    53,  95-97,  160,

608-609, 645-649,  lO48,  1050,  1065,

1067-lO68

Filial Bonds,   2l-22,  24-25,  606, 621, 683,

1009,  lO25

Filnior,     424,  495-496,  957

Final Descent,   49,  594,  606-628, 64l,

662-669,  1037,  1043,  lO47-1048

Finely Ground  Bone Meal,    167,  534-537,

Finno,    128,  1010-1011

Fire and  Darkness,    156,  728-729,  7

922,931,  941,  1067

Fire  Breath,    49

Fire  Enchanter,    37

FireMoge,    195,  209,  258,  402, 479,

i qP ,9t;fi

Fire Mugs Adept,    195

FireRune,    133,  16l,  548,  813,  1053

Fire Salts,    72,  8l,  l47,  150,  270,  495

Fire Storm,    34,  l34,  l6l,  164,  175,  275,

550, 604,  625

Fire  Within, The,    54,  410

Fire  Wizard,    195

Fire Wyrm,    96,  600,  1067

Fireball,    134-135

Firebolt,    133,  135

Firiniel's End,    324,  69l,  695

Fish  Hatchery,    114,  117,  743

Fishermon's (amp:  hake  llinolto,  [8.

922

Fisherman,s Camp:  Sloughterfish  BOY/

775, 800

Fisherman,s  Haul,  The,      1009,

Fishermoni  Island:  hake llinfflto,

923

Fishing Job, The,   283, 305-306, 93

Fists  of Steel,    10,  21

Fiotli's Silver Locket,    31 i,  879

Flame Atronach,    174-175

flame Cloak,    l34-135

FlomeThroll,    133,  161,  l64,  276,  404

Flames,   34,  l33-134

Fletcher,   109, 280-282
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Florentius Boenius,    1 8,  35,  505-506,

r54-5l;A ,91 6J)ll

FlyAmonifu,    7l,  l14,  147,  l50

Focusing  Gloves,     143

Folgunthur,  [2,08],    49,  l43,  l46-147,  166,

431-434, 487-488, 723, 728-729, 832

Followers,    100-lO5

Food,    83,  165

Force  Without Effort,    53,  410

Forebeors'  Holdout,     525-527,  688,  723,  743

Forelhost,  [9.45],    50/  149,  166,  277,

47l-487, 928, 930, 965-967

Forgemoster,    144,  1 79, 390, 426, 449-454,

467-469, 491, 814, 83l, 885, 946-948,

962

Forgemoster,s Fingers, The,     390,  426, 454,

467-469,  49l,  814, 831,  885, 946,  962

Forging,    75-79

fergorfen Spoils,     1009,  1034

Forgotten Vole,    572-582

Forgotten  Vole Animals,     1 81

Forgotten  Vole  Frozen  Creatures,    1 81

Forsaken (eve,  [3.27],    50,  148-l49, 400,

4u5-46l),i 46,i UR:-I U3,llO

Forsworn,    182

Forsworn  Ambush  Camp/  [1.B],

Forsworn  Briorheort,    1 82-1

418-419, 466-467, 482-

Forswom Camp:  Bthordomz Outskirts,  [5.8

803, 837

Forsworn Camp: Gloomreoch  Pathway/  [5.Y],

803, 839

Forsworn (amp:  Reochwater River,  [5.S],     803,

RIEE]

Forswom  Foroger,    182

Forsworn  Looter,    182

Forsworn  Pillager,    182

Forsworn  Rovoger,    l82

Forsworn  Shomon,    182,  815

Forsworn  Warlord,    l82

ForfAmol,  [7.27],   207, 345-346, 360-363,

400, 872, 889-890, 893

Fort Commander,    l91

Fort Downguord,     449,  505-561,  681,  688,

9so,91 4Jlll
Fort Dunstod,  [3.10],    146-149,  345-346,

354-357,  691,  744,  746,  751,  755,  769

Fort  Fellhommer,  [4.08],    85,  773,  775,  784,

798

Fort Frostmoth,    86-87,  l46,  149,  583,

632-644,  659,  1037,  1046,  1054-1055

Fort Greenwoll,  [9.26],   345-346,  357-360,

691,  708, 930, 947,  958,  970

Fort Greymoor,  [6.15],    337,  345,  844,  846,

858,  868

Fort Hroggstod,  [1.08],    345,  347,  349,  689,

69l,  703

fort Kosfov,  [4.19],    159,  345-346,

359-361, 69l,  773,  775,  781,  793

Fort Neugrad,  [8.42],    345,  347,  469,  872,

90tl, 919,  92l, 926

FortSnowhawk,  [2.10],    147,  345,  347, 400,

413,  723, 730-731,  733,  742, 872

FutSungord,  [5.47],   345, 347,  492,  Col,

803, 822, 835-836, 872

Foundation Altar,     566-574,  994

Four Shields Tavem,     489,  707-708

I fflM

Four Skull  Lookout,  [5.25],     803,  827,  838

Fox,    479-488, 700-701, 922, 931-932,

HBE

Froncois  Beoufort,    l27,  31 8,  935

Fred  Crag-Strider,    585

Freeze,   34, 47, 49,  133,  144, 456,  647-649

Frenzy,    134

Frenzy  Rune,    134,  161

Frido,     500,  746,  748
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Jiub's  Opus:  Page  4,    567

Jiub's  Opus:  Page  5,    568

Jiub's Opus:  Page  6,    568

Jiub's Opus:  Pose  7,    568

Jiub's Opus:  Pose 8,    568

Jiub's Opus:  Pose  9,    569

Job,    747

Jofthor,     420,  942-943

Jen  Bottle-Bom,     457,  850

Jonno,   255, 445, 489, 723-725

Jordis,    lO1, 424,  502,  69l,  695

jorgen,     Sol-393, 497, 723,  725

Jorleif,   99, 427-429, 504, 876-877

lorn,     412-414,  696

Jornibret,a  Lest Dance,    1 55,  76tr761,

829-830, 92l, 949

Jorrvoskr,   237-250, 303, 389, 423-424,

847,  849

Journal  of Mirfil Angoth,    1 58,  1 60,  580

Journeyman Trainers,    1 2

Journeyman,s Nook,  [4.26],     469,  491,  775,

794

Juggemut,   19, 21, 40, 42-43

Julionos,    55,  111,417-418

Julionosi  Fallen,  [3_N],      746,  770

Julienne  Lylvieve,    128,  707

JuniperBerries,    71,  84,  114,  148,  150,  673

Juniper Tree  Ruins,  [5.M],     803,  839

Jurgen Wind«ller,   209-21 1,  234-235,

408-409, 732-733, 861-862, 866, 985

Jyrik Gouldurson,    l39,  256,  258,  431-434,

786-787, 831

Kogrenzel,  [7.35],    86,  415,  487,  872,  893,

E!Hhl

Kogrumez,   650-655

Korifu,    208,  747
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Karl,     498,  746,  748

Korliqh,    278,  291-293,  295-302,  313,  487,

lce,lus,9O6-9or ,Pus

Kqrstoog,    1 83,  660-670

Korstoog,s  Resurrection,    53,  431,  606,

660-663,  lO18-lO20

Korrh  River  Henge,   [2.A],      723,  741

Karthspire,  [5.30],    92,  147,  220-221,  803,

828-829, 838

Korthspire  Camp,  [5.29],    1 47,  803,  828

Korthwosten,  [5.1 7],    345, 400,  418-423,

491,57l,  801,  803,  825

Kotorioh,  The,  [l.28],    l57-159,  333-334,

400,  487,  691,  713-714

Kotlq,s  Farm,  [l.23],    lO5,  128,  213,  344,

498, 691-692,  710

Kotrio,     449-454,  682,  766-767, 842-843,

888,  948

Kotrio's Joumol,     449-452, 842-843

Kqvohzein's  Fang,    277

Koyd,    128,  3Z4,  693-694

Keening,    139,  273

Keeper,    l7l,  l89

KeeperCorcette,    18,  35,  515,  755

Keeper's Altar,      574,  993

Keeper's  Castle,    575

Keerovo,    21 7,  255,  284-285,  489-495,  803,

930, 936

Kemotu,     442-443, 854

Keroh,    281,  492,  803-805

Mesh the  Clean,     400-40l,  824

Keymoster,    29

Khoiiit,     7,   lO

Khoiiit Corovon  Massacre,  [8,AG],    900,  925

Khoiiit (oravons,  Ilo.00],    686,  848,  980

Khomg  gro-Shurkul,    710

Khorio,    104,  491,  980

Khoylo,    16,  27,  980

Kilkreoth  Ruins,  [1.16],    277,  395,  689,  691,

lO6=]or

Kindred Moge,    32

King Borgfls,    365

King in  Rags,  The,    437

KingofHigh  Morsh,    315

King  of the  Mudcrobs,  [6.H],    148,  846,  867

King OlafOne-Eye,     413-414,  487,  727,  847

Kiqr,     494,  872,  874

Kield,     497,  882

Kiensfug  Ruins,  [2.21],    147,  723,  736,  742

Kleppr,   255,  398, 435-436, 489-495,  803,

805

Klimmek,    1 67,  420,  942-943

Knifepoint Ridge,  [8.07],    381-382,  487,  900,

905,  922

Knight-Polodin Gelebor,     542-550,  839-840,

995

Knightsofthe  Nine,  The,    156,  755,  798,  865,

872, 878, 885

Kniokr,    217,  219,941

Knud,     128,710

Kodlok Whitemone,    237,  239,  243,  245,  303,

785,  849

Kolbiorn  Borrow,    645,   1048

Kolskeggr Mine,  [5.22],    86,  424,  492,  803,

827

Konohrik,    142,  472,  736,  761

!~

Komolus,    487,  821

Korvaniund,  [3.22],   50,  166, 350-351, 400,

470, 746, 760-761

Krgg,     48l,811-812

Krev the Skinner,    242

Krosis,    142,  277,  471-472,  761

Must,    902

Kwor,    15, 21, 640-641,  1029-lost

Kvenel the Tongue,     485,  756

Kynoreth,    55,  ill,  417,742

Kyne's  Peace,    50

Kynesgrove,  [7.05],   489-500,  872, 882, 896

Kyr,   478,  753-754

Lobyrinthion,  [2.23],    263-266,  471-472,

721,  723,  736-740,  742,  761,  769,  844

LodyStone,The,  [8.16],    54,  58,  93,  47l,

898, 900,  909

haelette the Vampire,    445

Lake Geir,   930,  942, 945-946, 949,  968

Lake  Honrich,    928,  93l,  935-938,  949,  958,

9URTPt;1

lake  llinolto,    898,  900,  905,  907-910,  914,

9T] ,9TT924,9T]

Lake Yorgrim,    299-300, 45l, 744,  770

Lami,    17,  31,  Sol-393,  500,696,723,  725

Lorok,    15,  22,468,499,  814

Lorgqshbur,  [9.36],   389-390, 468, 930,

961-962

hargeAntlers,    148,  150,  l81

Lots Bathe-Born,     493,  846,  850

host Sc8bbqrd OfAkrosh,    1 56, 492,

B!Bm

Lavender,    71,  83-84,  l14,  l48,  150,  165

Leather,   76, 78-82, 87-88,  loo-i 10,

119-123

Leather Hood,    143

Left H8nd Mine,  [5.2l],    424,

826-827

Legufe Constonfius

Legate  Emmqnuel Almond,     80

Legate  Fqsendil,    947

Legate Ouentin  Cipius,    351-353

Legate Rikke,   230,  346, 349-350,  353-36

694,  932

Legate Tourinus  Duilis,    724

Legend  ofKrotely  House,    l8,  95,  157,  7l  I,

idKZ]

Legendary  Difficulty,     1 3,  l5

Legendary Soncre Tor, The,    l56,  699-700,

786-787, 897, 900-901

Legendary  Skills,     14,  19

Lemkil,    128,  148,  498,  853

Lesser Word,    135

Liqr's  Retreat,  [5_1  1],    86,  487,  803,  822

Liesl,     593-594

Lieutenant Solvqrus,    333-334,  713-714

LightArmor,    26-27,  140

LightArmor Forging/    1 56,  858-859,  900,  902,

911,  917-918

Light  Fingers,    29

LightFoot,    27,  92

Lighming  Bolt,    133-l34,  l38-139,  16l,  169

Lightning  Cloak,    134,  161,  175,  loo,

182-183,  195

/



Lightning  Rune,    133,  161

Lightning  Storm,    47,  97,  134,  161,  175,

T]5, 6UI

Limbsplitter,    23

Liminol  Bridges,    157,  736,  739,  826,  914

Linwe,     143,  281,  311

Linwe'sArmor,    31  1

Linwe's Boots,    3l I

tis,   315,  338-339,  912-913

hisbet,     398-399,  492, 803,  805

Little Pelogius,   404-405

H¬ril Morvoyn,    99,  64l-644,  1037-1043

Lob,    102,665,  962,  1023

Locked  Room, The,    723-724,  742,  788,

790,  1042

Lockpicking,    28

Locksmith,    28

Led,    383-384, 499, 898, 900-902

Lodi,    324

Lodvor,    707

Logrolf the Willful,     396-397

Lokil,     516-517,  770-771

Lokir,     199

Lond  Northstrider,    748

Longhommer, The,    136,  l39,  487,  822

Lord  Horkon,     194

Lord  Stone,  The,  [3.12],    516,  744,  746,

l56,ilo
LordTusk,     171,  656,  1032

Loreius  Form,  [3.l6],    443-444,  502,  746,

lF)I ,i tfl ,ll2

Lortheim,    875

LostEchoCove,  [1.06],    147,  69l,  702,  714

Lost Knife  Hideout,  [7.26],    85-86,  872,

888-889

Lost Knowledge,     606-613,  627,  665,  1045

Lngocy/   606, 627-63l,  662,

1009|OlO,  1056-1057

host Prospect Mine,  [9.34],    86,  146,  488,

930, 962

hastS8ulS,   234-235,  538, 99T,  994

LostTongue Overlook,  [9.40],    49,  930,  964,

%9

Lost Treasure:  Purewoter Run,  [5.R],     803,  838

LosMlkygg,  [2.24],   264, 723,  736,  740

Lost Volley Redoubt,  [5.44],   470-475, 488,

615,  803,  835

Lotus Extract,    163,  321,  324,  336

Lewis Letrush,    107,  459-460,  678,  936

LoverStone,  The,  [5.23],    41,  54,  93,  454,

80l, 803, 827

Lover's Comfort,    54,  98,  425

Lover's  Insight,    97,  612,  lO73

Lovers'  (amp,  [5.V],     803,  839

Lower Steepfoll  Burrow,  [1.05],     69l,  702

Lu'oh Al-Skoven,     474,  894-895

Lu'oh's  Journal,    474

Lucon Volerius,   203, 440-441, 86l-862

Lucio,    l28,  849

Lucien  haChonce,    53,  325

Lucky lorenz's Shock,  [7.A],     471,  872,  895

Luna MothWing,    72,  l48,  150

Lunar lronMace,    l39,  858

Lunar Iron Sword,    1 39,  858

Lunar  lronWorAxe,    139,  858

Lunar  Lorkhon,  The,    156,  71 2,  886,  888,

925,  958

Lunar Steel Mole,    139,  858

Lunar Steel Sword,    139,  858

Lunar Steel  War Axe,    1 39,  858

Lund's  Hut,  [6.Ol],     846,  853

Lurker,    94,  171

LurkerAmbush,      1009,  lO34,  1037,  lO64

Ly(onthropy/   58, 62-65,  237,  243-245, 251,

387,  430,  519

Lydio,    13,39,41,  101,  l24,  207,351-352,

424,  503, 805, 846, 849

Lygrleid,      874,  lO38

Lynly  Srdr-Sung,     494,  942

Lynoit,      571,  682

M'oiq the  Liar,     678-684

Mo'dron,    28,  28l,  692,  980

Mo'ihod,   28,  281-282,  980

Mo'rondruio,   316,  327, 336-337, 980

Mo'tosorr,    388

Mo'zqko,     447,  712

Mote,    24,  27,  67,  79-82,  125,  136-137,

139

Mo(e  Etiquette,    156,  728,  756,  829,  879,  958

Mote  ofMolog  Col,    156,  378,  397,  488,

803,  805

Madonoch,     436-439,  487,  805-807,  820

Mqdeno,    255,  391,  746-747

Madesi,    143,  217-218,  283-284, 495,

930-931, 936

Modesi's  Silver  Ring,    218,  284,  93l,  936

MogeArmor,    36,  4l

Moge's  Circlet,    261,  777

Mogelight,    132,  138,  l55,  161,  223,  255,

258

Magic  Resistance,    8,  l3,  22,  36,  41-42,

54-55,  57,  93,  145

MogicSkills,    12,  17,  19,  32-37,  43,  54,

93,9l
Mogicko Font,     599-614,  1067-lO69,

107l-1073,  lO75-1076

Monk,    831

Main  Hall,    113,  115-117,  Ilo-120,

124-128,  240,  511,  715,  724

Main  Quest:  ABlode  in  the  Dark,    211

Min  Quest: A (ornered  Rot,    21 7

Main  Quest..  Aldu'ln's  Bone,    226

Min  Quest: Alduin's wall,    220

Main  Quest:  Before  the  Storm,    201

Main  Quest:  Bleak  Falls  Borrow,    203

Main  Quest:  Diplomatic  Immunity,    213

Main  Quest.,  Dragon  Rising,    205

Main  Quest:  Dragonsloyer,    235

Main  Quest:  Elder Knowledge,    223

Main  Quest:  Epilogue,    236

Main  Quest:  Paorthumox,    229

Main Quest: Season  Unending,    230

Main Quest:  Sovngorde,    234

Main Quest: The  Fallen,    227

main Quest: The  Horn of jurgen Windcaller,    209

Main Quest: The Throat of the World,    221

Muin Quest: The Way of the Voice,    207

Main  Quest:  The  WorldrEBteri  Eyrie,    232

Main Quest: Unbound,    1 99

Moini,     664,  683,  1026

Mlacoth,   l59, 378-390, 468

Molochite,    80-81, 85-87,  TZ3,  165

Molbom,    2T3-216, 494,  709-710, 872

Molkoron,    395-396, 706-707

Malkus,     525-529,  743

Mollus Moccius,   280,  282,  288-289,  860

Molthyr  Elenil,    876

Molur Seloth,     499,  775-776

Moluril,    316,  327,  337-338,  488,  734

Molyn Voren,  ,  379-380, 679,  793, 909, 980

Mammoth,    170

Mammoth  Groveyord,  [3.K],     443-444,  746,

fiE!R

Mammoth  6uordiqn Spirit,     443-444,  769

Mammoth  Snout,    83,  165,  383

Moni,     477,782

Monkar Comoron,    Sol

Monnimorco,  King  of Worms,    157,  741,  753,

l99 ,9or ,9T3

Mopping,    89

More,    55,lil

Moro's  Eye  Pond,  [7.03],     488,  872,  881,  896

Moro's  Eye  Stones,  [7,C],      872,  896

Mqrqmol,     420-425,  932,  936

March of the Dead,     587,  606,  632-644,

667-668,  lO37,  1048,  1054-1055

Morcurio,    39,  41,  43,  loo-101,  424,  930,

936

Morgret,     435-437

Morise Arovel,     495,  930,  936-937

Morkorth,  [5.00],    803

Morkorth Stables,  [5,19],    104-105,  499,

803,  826

Marked  for  Death

Morksmon,    1

Morksmnship e,   157,75l-752,

822, 849, 884, 958-959

Masks of the Acolpe  Priesrs,    1 10,  605-627,

645,  662-665,  686,  1023,  lO45

Mosque  of Clavicus Vile,     378-384,  920

Moss  Porolysis,    l3Z,  161,  164,  266,  277

Master Alteration,    36

Master Arngeir,    207-210,  221-223,

227-230, 236, 409

Master Borri,    207-209

Master Coniurotl'on,    14,  33

Master Conjurer,    195,  700

Master  Destruction,    34

Master Einorth,   207-209, 221-222

Master  Illusion,    32,  135,  276

Master Locks,    28

Master Necromoncer,    l68,  l96,  %4

Master of the Mind,    32

Master Restoration,    35

Master Trader,   30

Master Tminers,    l2

Master Vampire,    194

Master Wulfgor,    207,  209,  21 1

Mqlthing  Set,    21,  26,  76

Mothies,     387, 498,  900-902

Mothies  Coerelio,    387

Mouhulokh,     468,  499,  885

Maul,    208, 281, 284,  302,  535, 9

931-933, 958

Mauled  Refugees, The,  [8.Aft,     900,  925

Maurice Jondrelle,     422-423, 849

Moven  Block-Briar, Jorl,    99,  213-21 5

Moximion Axius,    1055

Mayhem,    66,  l35,  161,  164,  276,  336,

382,  616

Meden Moren,    1043

Medresi Drop,   48, 473-474, 950-951, 968

Medresi's Camp: Angorvunde,  [9.H],     930,  968

Meeko,    40,  104,  130,  488,  723,  725

Meeko's Shock,  [2.01],    104,  488,  723,  725

Mehrunes  Dogon,    l47,  378,  391-393,  746,

755,  911,  1038

Mehrunes,  Razor,     378,  391-393,  725,  748,

755,  830-831,  91 1-912

Meloron,    255,  691,  696

Mem,     418-419,825

Mepholo,    55-56,  111,378,  394,  418,  1007,

1035,  1037,  1039,  1055

Mer(er Frey/   278-279,  281,  286-287,

290-292

Mercer's Bookcases,    282

Meridio,    167,  378,  395-396,  689,  691,  706

Merilor  Rendos,      61  1,  628,  665,  lO23

Merryfoir Farm,  [9.31],     494-498,  930,  961

Miosmo, The,     405-407,  753

Midden, The,    148,  252,  254,  260-26l,  27l,

T]6-2]l ,ll8-]l9
Mikoel,     499,  848

Mkrul Gouldurson,     431-433,  728-729, 831

Milling/    83-84,  115,  331-332,  419, 437,

704

Millius,      623,  1043

Milore  lenth,    17,  3l,  593-594,  616-623,

667-669,  1037,  lO41-1042,  lO44,  1047

Miner lmmolofion,    86,  lO37,  lO64

Miner,i Camp: Velothi Mountains,  [9`T],     430,

930, 978

Miner's  Lament, The,    86-87,  1037,  1063

Minerals,    84-87,  1 90

Minette  Vinius,    l28,  693

Mining,    84

Minome,     554,  974

Mirook,    175,  588

Mirook's  Boots,    l75,  605,  1073,  lO76

Mirook's Gloves,    l75,  605,  1073,  1076

Mirook'sMosk,    l75,  1073,  1076

Mirook's  Robes,    175,  605,  1073,  1

Mirook's Staff,    1 75,  605,  1073,  i

Mirook's Sword,    175,  605,  lO73,  107

Mirobelle  Ervine,    223,  252-253,  255-

260-261, 263-264, 53l, 777

Mireli,     646-647,  1049

Mirmulnir,    205-206,  212

Mirri Severin,     641-644,  669,  1043,

1055-lO56

Mirror, The,    156,  l71,  262-263,  500,

762-763,  826, 872, 878,  1065

Miscellaneous  Obiedives:  Eastmarch,    36,

493-495

Miscellaneous  Objectives:  Folkreoth  Hold,    494

Mscelloneous Obiecfives:  Hoofingor Hold,    22,

490-491

Miscellaneous  Obiedives:  Hioolmorch  Hold,    490
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Miscellaneous Obie(n'ves:  Innkeepers,     379,  489

Miscellaneous  Obiecn'ves:  The  Pole,    491

Miscellaneous Obie(tl.ves:  The  Red(h,    20,  22,

24, 491-493

Mis(ellqneous  Obiectl'ves:  The  R'rft,     494-497

Miscellqneous  Obiectl'ves:  Whiterun  Hold,    493

Miscellqneous  Obiectl'ves:  Winterhold,    491

Misdirection,    29,  218,  284

Mistmqn,    132,  160,  l89-loo,  538,

566-575, 987, 994

Mistveil  Keep/  [9.00],   459,  488-496,  928,

930-931 , 933-934

Mistwotch,  [7.33],    679,  870,  872,  892,  897,

930,  968

Mistwotch  Folly,  [7.Q],    872,  897

MixwoterMill,  [7.l5],    424,  497,  872,  884

Mioll the  Lioness,    lO4,  296,  424,  495,  734,

930,  932

Model Ship,     795-796

Moesring  Pass,    146,  655-656,  1009,  1025,

mEE

Mogrul,     506,  639,  975-976,  1042

Moiro,     402-403

Molog  Col,    156,  378,  396-397, 488,  509,

539,  803,  805

Moon  Amulet,    143

Moon  Sugar,    72,  83-84,  148,  150,  T67,  281,

283, 304-305

Moonstone,    79-81, 85-87,  ll9,  l21,  123,

142,  165

Moorside Inn,   336, 445, 489-490,  723-724

Mor Khozgur,  [5.01],    423,  468,  497-499,

524,  542, 801, 803,  814, 840

MoroTopinellq,    71,  114,  148,  150,  714

Moro'sAgony,    53,  97,  610,  1070

Moro's  Boon,    53,  97,  610,  lO70

Moro'sGrosp,    53,  97,  610,  66l,  1070

Morog long/    78,  142,  184-185,  280,

641-644, 659, 683,  85l,  1043,  1055-1056

Moric Sidrey,     554,  973-974

Morokei,   6,  143,  264-266,  277,  471-472,

l36,lyn
Mortar and  Pestle,  The,     500,  744,  748

Morthol,  [2.00],    723

MortrqgPeqk,      1009,  1016,  1020,  lO23

Morvoyn Ancestral Tomb,      lO39-lO40

Morvoyn Manor,     641-644,  657,  1035,  1039

Morven Stroud,     566-577,  987,  992
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Rundii Misfuke,  [4.0],     491,  775,  799

Llm

Rune,    34,46,9l,  95,  l32-135

Rune  Master,    34,  l32,  l34-135

Runil,    13,  17,33,  494-500,  67l,  900,  902

Rustleif,     500, 744,  746-747

Rusty Mote,    139,  397,  803,  805

Ruunvold,    86,  139,  554,  688,  930,  973-974

Ruunvold  Excovotion,    86,  554,  688,  930,

913J)i4
Ruunvold  Temple,    974

Soodio,     442-443,  848

Soorlhol,  [4.12],   431-434,  488,  773,  775,

lil ,l86-]W ,l98
SoorThol Amulet,    144,  256-257,  786-787

Sobine  Nytte,    309,  711

Sabiorn,    280,  288-289,  305,  860

Sabre Cot,    88,  119-120,  122-l24,

l47-148,  150

Sabre Cot Guordion  Spirit,     443-444

Sabre (otRqvine,  [5.K],     803,  837

Sabre  CotRock,  [2.F],      723,  741

SqbreCotTooth,    148,  l50,  l70,  18l

Sacred  Stone,    52,  94,  587

Sacred  Stone  Powers,    52

Sacred Witness,    l8,  95,  l57,  751-752,  814,

816, 906-907, 913

Socrificiql  Alter:  Evergreen  Woods,   [8.M],      900,

923

S8den,    1032

Sodri's SuiDmmO,     667-669,  lO37

Sodri,s  Used  Wares,    30,  312,  424,  499,  672,

876

Sflering,s Wotch,   48,  5l,  588-592/  660,

loop,  lO20-1021

Sofia,    316,327,  338,  711

Sahloknir,    211-212,  896

Sailor,    54,  l87, 309,  333-334, 477,  713,

783,  1012

Soilor's Repose,    54,  477,  783

SointJiub's Opus,    l59,  566-569, 993

Solioh,     570,  682

Sallow Regent, The,   606-61 1,  627-628,

663-665,  lO23-1024,  1065,  lO70

Salonio  Coelia,     520-522,  971,  973

SolrPile,    71,  83-84,  148,  150,  666

Solvionus,    217,  219,  94l

Salvius  Form,  [5.20],    1 46,  l48,  492-498,

803,  826,  838

Sam Guevenne,     402-403

Samuel,    127-130,  318,  935

Sonctuqry  Guordion,    327,  751

Songuinore Vompiris,    55-56,  63-64,  193,

463,  516-522,  973

Sanguine,    1 56,  378, 402-403, 678,  881

Sanguine  Rose,    156,  378,  881

Sapphire,    8l,  85,  87,  l23,  142,  165-l67

Sapphire Dmgon Claw,    166-l67,  483-488,

RRIRI

Sapphire Paragon,    166,  545,  581-582,  995,

1000,  loos

Sorethi Form,  [9.06],   460-461, 496-498,

930,  946

Sorthis  ldren,     496,  938

Sovior's Hide,     378-388,  907
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SovosAren,    143,  252-253,  256,  258,

2t/RT2tl,2ue-266,lil-]l8
Sovos Aren's Amulet,    264,  777

Sawnlogs,    ll3-114,  117-l24

Scaled,    20,  79,  136,  140

Scaly  Pholioto,    114,  l49-150

S(othe(row,    149-150,  615-616,  67l,  1042

Scholor's  Insight,     18,  97,  612,  1073

Scorched  Hammer, The,    323,  495,  928,  936

Scouts-Many-Marshes,    16,  26,  424,  499,

872,  874

Scrolls,     l64

Sea  of Ghosts,    799

Sea  Squall,  The,    747

Sebastiqn  Lort,     383-384

SecretofArcono,    53,  97,  608,  662,  lO68

Se(ref of  Protection,    53,  97,  608,  lO68

SecretofStrength,    53,  97,  608,  1068

SecretServont,    53,  97,  614,  1072

Secundo's Kiss,  [8.l7],     900,  910

Seeker,    97,  l32,  160,  171,  174-l75

SeekerofMight,    97,  61  1,  1071

SeekerofShqdows,    97,  611,  lO7l

Seeker  of Sorcery,    97,  611,  1071

Selveni  Nethri,     473-484,  92l-922

Senna,     402, 418-424, 803,  806

Septimus Signus,    l47,  158,  223-224,

384-386

Septimus Signus,s Outpost,  [4.20],    530-531,

llS,793,l99

Seronq,    103,  552

Sergius Turrionus,    l8,  37,  252-254,  268,

lil-]l8
Serpent Stone/  The,  [4.23],    43,  52,  94,  773,

ll5,l94
Serpent,s Bluff Redoubt,  [6.03],     488,  846,

854

Serpentine  Dragon,    177,  683

Served  Cold/    99,  606,  641-645,  683,  lO37,

lO40, "3, 1055-1056

Servos Rendas,     666,  1023-1024     ,

Seven Thousand Steps, The,  [6.X],    54,  846,

869

Severin Manor,   99,  64l-644,  lO35,  1043,

[HEE!

Severio  Pelogio,     498,  848,  860

Shade,    133,  l88,  197

Shadow Stone, The,  [9.42],    42,  52,  94,  928,

930,  964

Shadow Warrior,    27

Shadowed Vole,    234-236

Shodowgreen Covem,  [l.20],    146,  148-149,

625,  691,  709

Shodowmorks,    95,  1 59

Shodowmoster,    1 80-181

Shodowmere,    lO5-107,  l84,  327

Shudowscole,    31 5

Shogrol's Worhommer,     389-390,  961

Shohvee,    l44, 424,  500, 872, 874

Sholidor's  lnsights,    32-36,  254,  269,  777

Shomon's  Hut,    158,  591-592,  1007,  1010

Shorpslope Cove,    86,  146,  542-546,  58l,

iRIEI

Shovori,    217,  219,  496,  930

Sheorpoint,  [3.24],    47,  50,  47l,  746,  76l,

mM

Sheogoroth,    1 58, 378, 404-405, 983

Shield  Charge,    22

Shield of Solitude,    l43,  457,  69l,  6%

Shield  of Ysgromor,    143,  l45,  785-786

ShieldWoll,    22,  1038

Shield-Sibling,    240-242,  856

Shield-Sister,    250

Skill Job, The,   283,  305-306, 930

Shimmermist Cove,  [6.28],    86,  317,  846,  862

Shiv,    l39, 437-439,  803, 806

Shop,s Stone,  [9.25],    673,  928,  930,

954-955, 957-958, 969

Shor,s Watchtower,  [9.24],    357-358,  554,

930,  957,  969

Shoreline  Bandit Camp,  [3.F],     746,  769

Shoreline  Lovers'  Tent,  [3.H],      746,  769

Shout,    47.51

Shrine  ofAkqtosh:  Roriksteod,  [6.A],      846,  866

Shrine  of Akotosh:  Steqmcrog  Hillock,   [7.R],

8;i2,8;ff]

Shrine  of Akotosh:  TwilightVolley,  [8.6],      900,

922

Shrine of Arkoy"ndhelm  Hills,  [4.W],     775,

800

Shrine  ofAurieI,    111,  839-840,  995,  1005

Shrine ofAzuro,  [4.18],    379-380,  775,  793,

1037,  1039

Shrine  of  Boethioh,    1  ll,  Sol,  lO37,  1039

Shrine  of  Dibello:  Bridge  nt Old  Hroldon,

[5.Z],    l48,  803,  839

Shrine of  Dibello:  Watching  Downshar,  [4.A],

ll5,798

Shrine of  Kynoreth:  Hioolmorch  Hills,   [2_M],

lT3,lq1
Shrine  of Mehrunes  Dogon,  [3.I 1],    1 47,

391-393,  746,  755

Shrine  ofMeph810,    lil,  1037,  1039

Shrine  of  Noctumol,    111,  282,  940

Shrine of Peryite,  [5.16],     400,  803,  837

Shrine  of Stendorr: The Two  Pillars,  I

846,  867

Shrine of Tolos:  Crodlecrush  Pond,  I

895

Shrine  of Tolos:  Froki's  Peak,  [9.G],    930

Shrine of Tolos:  llos-lei,s  Lflst Stand,  [4.K],      491,

ll5,799

Shrine  of Thlos:  llinolfu  Foothills,  [8,Y],    900

Shrine ofTolos:  Sea  of  Ghosts,  [4J],    775

Shrine  of Tolos:  Watcher of Windhelm,

[7.E],    872

Shrine  of Tolos:  White  River Volley/   [6.T],      490,

846,  868

Shrine  of Tolos:  Winterhold  Glaciers,   [4.F],      775,

idHB!

Shrine ofZenithor,    803,  838,  846,  867,  927,

930,  970,  1009,  1034

Shrine  of  Zenithor:  Crumbling  Bastion,  [6.G],

846, 867

Shrine  of Zenithor:  Fqllowstone,  [9.V],      930,

flidRI

Shrine  of Zenithor:  Four Skull  Lookout,   [5.P],

803,  838

Shrine  of Zenithor:  Ring  of  Boulders,   [6.E],      846,

867

Shrines,    55-56,  111,418,  1083

Shroud  Heath  Borrow,  [9,02],    50,  I 58,

473-488, 930, 936, 942-944
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ShroudedArmor,    143-l44,  319,  342,  75l,

816-817,  913

Shrouded  Boots,    143,  319,  342,  751,

816-817,  913

Shrouded  Cowl,    l43,  75l,  816-817,  913

Shrouded  Cowl  Moskless,    143,  913

Shrouded  Gloves,    143,  319,  342,  751,

816-817,  PIS

Shrouded  Grove,  [3.21],     746,  754,  759

Shrouded  Hand  Wraps,    143,  913

Shrouded  Hood,    143,  913

Shrouded  Robes,    143,  913

ShroudedShoes,    143,  913

Shufthqrz,     497,  814

Sibbi  Block.Briar,    279, 459, 494,  930, 932,

934-935, 942

Siddgeir,    99,  112,  213-215,  337,  500-504,

900-902

Side  Quest:  A  Return  to  Your  Roots,    460

Side  Quest:  Blood  on  the  Ice,    427

Side  Quest:  Captured  Critters,    467

Side  Quest:  Forbidden  Legend,    431

Side  Quest:  ln  MyTime  of  Need,    442

Side  Quest:  Kyne's  Sacred  Trials,    443

Side  Quest:  Laid  to  Rest,    445

Side  Quest:  Lights  Out!,    447

Side  Quest:  Lost to the Ages,    449

Side  Quest:  Masks  oi the  Dragon  Priests,    47l

Side  Quest:  Missing  in Action,    457

Side Quest:  No  One  Es(apes  Cidhno  Mine,    437

Side  Quest:  Promises to  Keep,    459

Side  Quest:  Repairing  the  Phial,    466

Side  Quest:  Rise  in  the  East,    461

Side  Quest:  Rising  ot Down,    463

Side  Quest:  The  Forgemoster's  Fingers,    468

Side Quest:  The  Forsworn  (onspirocy,    435

Side  Ouesr..  The  Golden  Claw,    440

Side  Quest:  The Great Skyrim Treasure  Hunt,    469

Side  Quest: The Mom  Who  Cried  Wolf,    455

Side  Quest:  The  White  Phial,    465

Side Quest: The Wolf Queen Awakened,    456

Side Quest:  Unfothomoble  Depths,    464

Side Quests,    423,  426

Sidlo the  Unseen,    427

Sigdis Gouldurson,     431-433,  487,  831,

945-946

Sightless  Pit,  [4.17],     775,  792,  799

SigilStone,    167, 270,  276

Sigrid,    l28, 201-202,  501, 861-862

Sildo the  Unseen,    17,  29,  498,  872,  877

Silence,    27

SilentMoons  Camp/  [6.l6],    86,  846,

858-859

SilentRoll,    27

Silus Vesuius,    107,  391-393,  748

Silver Hand,    238-244

Silver.Blood  Family  Ring,     143,  439,  803,  807

Silver.BIood  Inn,    321,  398,  424-436,

489-498, 801, 803-805

Silverdrift  hair,  [3.20],    49,  86,  746,  758

Silvermoon,  The:  Lake  llinolto,  [8.0],      900,  923

Silverside  Perch,    1 14,  149-1 50

Sinderion,s  Field  Lqborotory,    225,  460,  533,

98l-982

Sinderion's Serendipity,    54,  46l

Sinding,    1 67,  387-388,  901

Sinding's Skin,    388

Sirkiorg,     lO29

Sissel,    l28,  853

Shaol Village,    1009

Skool  Village  Regional Activities,      667-671

Skoggi Scar-Face,     497,  826-827

Skeever,    126,  l70

Skeever Guordion  Spirit,     443-444

SkeeverToil,    124,  149-l50,  170

Skeletal  Dragon,    212,  264,  736-737

Skeleton,    188

Skeleton Key,   28,  156,  l64,  298-302

Skeletoni Strong  Box, The:  Greymoor,  [6.P],

846,  868

Skill  Books,    l8-37

Skill Constellations,    18-20,  22,  24,  605,  1076

Skier,   237,  239-243,  248-249, 679, 849

Skorm Snow-Strider,     476,  965-966

Skuldofn,  Ilo.05],    471-472,  685,  980,

984-985

Skull,    128,  255,  830

Skull of Corruph.on,    1 56,  378,  405-407,  488,

iF;h-II;3

Skullcrusher,    23

Sky HqvenTemple,  [5.31],    408-4ll/  467/

801, 803,  829,  866-867

Skyborn Alrdr,  [2.25],    49,  85,  723,  740

Skyforge,   81,  137,  237-240

Skyforge Weapons,    137

Skytemple  Ruins,  [4.21],      775,  779,  793

Sloughterfish,    l70

Sloughterfish  Egg,    1 14,  149-1 50

Sloughterfish S(oles,    72,  120,  124,  149-1 50,

"Z
Sleeping  Giant Inn,    489

SIeeping Tree Camp/  [6.08],    473-485,  846,

855, 867-868

Sleeping Tree Sop,    l63,  484,  855

Slitter,     639,  1042

SlowTime,    50

Small Antlers,    l49-l50

Small  House,    113,  115-119,  125,  725

Small  Pearl,    149-l50

Smelter,    110

Smeltl'ng,    20,  76,  87

Smithing,    7,  l2,  20

Smithing  Recipes,    20,  79,  81-82,  I 54

Smuggler's Alcove,  [2.l],      723,  741

Smuggler"en: Whiterun,  [6.R],     846,  868

Snokeblood,    3l

Snopleg (eve,  [7.29],    207,  493,  872,  89l

Snilf,     498,  930,  936

Sniper,    39,  50,  184

SnowFox,    88,  165,  170

Snow Lake  Entrance,    160,  545,  579,  998

Snow Veil  Sanctum,  [4.28],    305,  775,

794-796, 800

Snow-Shod  Form,  [9.4l],     498,  930,  932,  964

Snowberries,    71-72,  84,  1 14,  l49-150

Snowclod  Ruins,      1009,  1025

Snowpoint Beacon,  [4.09],     775,  784

Sofie,    l28,  874

Sogrlof,     874,  lO38

Soldier and  Guard Armor,     141
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SolitudeAmckComp,  [l.H],      691,  715

Solitude  Blacksmith,    694

Solitude Lighthouse,  [1.26],     447-448,  469,

486,691,  712,  731

SolitudeSqwmill,  [1,22],    88,  113,  497,  57l,

691,710

Soliund,s Sinkhole,  [5.32],    86,  424,  492,  803,

829-830

Sondos  Drenim,    128,  424,  499,  892

Song  OfHrormir,    l56,  691,  696,  846,  849,

883-885

Song of the Alchemists,    1 57,  500,  602,  691,

696,  91l,  1075

Song of the  Drogonbom,    6

SorexVinius,     424, 691,  693

Sorine Jurord,    l6,  25,  78,  505-506,

523-524, 553-56l

Sorli the  Builder,     445-446,  502,  724,  736

Soul,    33

Soul  Cairn,    573

Soul  Essence  Gem:  Full,

Soul Gem  Shards,    167,  534-537,  720

Soul Gems,    73,  268

Soul  Groveyord,    574

Soul Guards,    l89-l9l,  538,  987

Soul  Husk,    166,  566-579

Soul  Husk  Extract,    164,  578

Soul  Pool  Foundofion,     566-568,  993

Soul  Siphon,    37

Soul  Squeezer,    37

Soul  Steoler,    33

Soul Tear,    44,  50-51,  68,  565

Soulrender,    139,  619-620,  661-662,  1032

South  Brittleshin  Pass,  [8.14],     900,  908,

923-924

South Shriekwind  Bash.on,  [8.26],     900,

914-915

South  Skybound Wotch,  [8.33],    148,  900,  919

Southfringe Soncfum,  [8`43],    86,  473-485,

900,  921,  926

Sovngorde,  [lO.06],    605,  980,  984-985

SpownAsh,    149-150,  172

Spell Tome,    95

Spell Tome:  Conjure  Bonemon,    l60,  574,  991

Spell Tome:  Conjure Mistmon,    l60,  568-574,

994

Spell Tome:  (oniure Wrothmon,    1 60,  574,  993

Spell  Tome:  Flaming  Fomilior,    479

Spellbreoker,    156,  378,  402,  818

Spells,     l3l

Spellsword,    ll,38,4l,  lOl,  l72,  180-181,

186,  192,484,  921,  1042

Spider,    164,  l79,  190

SpiderControl  Rod,    l39,  294,  803,  810

Spider Croffing,     606-61 1,  627-628,

662-666,  1023-1024,  1033,  1070

Spider Egg,    149-150,  678

Spider Nest,   87,  726-727,  918,  lO37,  1063

Spriggnn,     l91

Spriggon  Grove,    lO63

Spriggon Matron,    19l,  704,  907

Spriggon Sop,    149-1 50

Stobilify,    36

Stable,    105,  l15,  117,  128,359,443,  859

Staff Enchanting,    75,  85

Stuff Enchonments,    1 55

Stuff of Arcane Authority,    1 39,  775-776

Staff of Hog's Wroth,     476, 963-964

Staff of Jyrik Gouldurson,    139,  258,  434,

i86-Igr]

Staff of Mognus,    263.267

Staff of Tondil,    139,  272

Staffs,    75,  l38,  155

Stolf,     51tr522,  716, 971, 973

Stolhrim,    78,  82,  87,  136,  633

Stolhrim Source, The,    87,  633-635,  673,

1009,  1018,  1020

Sfulleo,     484, 949-950

Stomino  Font,     599-614,  lO66-1067,

1069-1073,  1075-1076

Standing Stone  Powers,    52

Standing  Stones,    54,  93-94

Stotueto  Meridio,  [1.16],     395,  689,  691,  706

Staubin,     481,  8ll,  813

Steodfost Dworven Sphere,    10l,  104,

650-653,  1051-1052

Steodfust  Dworven  Spider,    lOl,  104,

650-653,  1051-1052

Steqdfost Word,    135

Steady  Hand,    25,  40,  106,  475

Steomcrog Camp,  [7.21],    146,  872,  885,  897

Steed Stone, The,  [1.13],    94,  454,  689,

691,  704

Steel  Bottleoxe of Fiery Souls,    139,  790-79l

Steepfoll  Burrow,  [1.05],      691,  702,  714

Stendorr,s  Beacon,  [9.46],    56,  514,  930,  967,

9lrJ,915

Stenvor,   40-42,  lot, 424,  872,  875

Stew,   83-84,  109,  155,  165-l66,  331

Stewards,    l25

Stig  Salt-Plonk,      461,  747

Stillborn  Cove,  [4.27],      775,  794

Stoneflesh,    132

Stonehill  Bluff,  [3.14],     466-467,  746,  757

Stonehills,  [2.22],     490-497,  721,  723-724,

736

Stony  CreekCove,  [7.36],    415/  471,  487,

872, 893

Storm Atronoch,    l75

Storm Coil,    50-51

Storm  Enchanter,    37

StormMoge,    195,  258,  402

Storm Moge Adept,    l95

StormThroll,    97,  l33,  161,  l64,  276,  404,

43l

Storm Wizard,    195

Stormclook,    364

Stomlook Commander,    168,  19l,  355

Stormcloak  General,    l91

Stormcloqk Soldier,    1 91

Stormfong,     139,  lO51

StTOnge Amulet,    144,  428,  872

SmyDog,    lO4

StTOmm,      481,811,813

Styrr,     456-457, 695

Sudi,     477,  782

Sullo,   225,  530-533,  788

Sultry Maiden,     404-405

Summerset Shadow,    31 1

Summon  Dumehviir,    50-51,  68,  540,

564-565, 990
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Summon  Spewhl Assassin,    53,  325

Summon  Unbound  Dremoro,    l33,  276

Summoner,   33, 39,  635, 68l

Summoning Stones,  [2.K],    146,  723,  742

Sun Stone,    94

Sundered Towers,  [5.27],     466-467,  482,

803,  828

Sunderstone Gorge,  [8.02],    303,  900,  903,

Hm

Sunhollowed Arrows,     549-561,  995,  lOO6

Sunken  Borrow:  Lake  llinolto,  [8.R],    900

Sunken  Fishing  Boot:  Lake  llinolto,   [8.l],    923

Sunken Treasures,  [3.B],     746,  768

Surfeit of Thieves,    157,  698-701,  797,  931,

934, 983

Survoris Atheron,    461

Susonno the Wicked,     427,  874

Svoknir,     413-414, 727-728

Svono  For-Shield,     495,  930,  937

Svori,    128, 490-498,  691, 695

Sven,    lO3,  201-202, 493, 861-862

Swamp  Fungql  Pod,    l14,  149-150

Sweep,   23

SweepJob, The,   283,  305,  307, 930

Swindler,s  Den,  [6.05],     442-443,  846,

854,  867

Sword,    136-139

Sybille Stentor,    18,  34,  255,  455,  500,  691,

Unb-tf)i

Sylgjg,    148,  167,  424,  496,  957

Syndo  Llonith,     498,  96l

Syndus,    280,  282,  312,  930,  939

Toorie,     424,  490,  691,  693

Tainted  Blood of the Ancients,    54,  522,  973

Tokesin-Light,    264

Tolen.Jei,    284-285, 495,  930,  932, 936

Talking  Stone  Camp/  [2.07],    l47-148,  488,

723,  728,  866

Tolos,    55,  Ill

Tolsgor the Wanderer,    678

Tolvqs  Fothryon,    1 7,  33,  104,  624-625,  650,

1045,  1047

Thndil,    139,  266-267,  272

Tanning  Rock,    87,  ilo,  122-l23

Tanning  Recipes,    88

Taproot,    124,  149-150,  167,  19l,  625-626

Toron  Dreth,    144, 449|54,  682

Teebq-Ei,      724,  736

Teklo,     901-902

Tel  Mithryn,    672,  1045

Tel  Mithryn  Regional Activities,     667-672

Teldryn  Sere,    101,  lO37,  1042

Telekinesis,    36,  91,  l33,  l6l

Telrov,     482,  946

Telvonni Research,     606,  644-645,  lO45

Telvomi Robes,    145,  637,  1053-1054

Temb8 Wide-Arm,     424, 494-497,  942-943

Temple Balcony/     542-549,  579, 997-999,

1003,  l886

Temple  Foothills,    92,  1037,  1063

Temple of DibeIIo,     402,  41 8-424,  806

Temple o[ Kynoreth,    l48, 344, 422-423,

499, 849

LllE!

TempleofMoro,    l47,  159,  420-425,  495,

561,  928,  932,  936

Temple  of Mirook,    588

Temple  of the  Divines,    116,  l57,  324,  417,

456, 490, 694-695, 698

Temporary Abilities,    53-54

Thodgeir,     499,  900

Thoeno,    776

Thoer,     526,  69l-692,  710

Tholmor,    l42,  192.193

Tholmor Embassy/  [l.21],    496-498,  680,

691,  709,  714

Tholmor HeodquorTers,    1 58,  694-695

TholmorSoldier,    192,  199,  213,  217,  220

TholmorWizord,    192-l93,  213,  217,  220,

mH

Thane of Eostmor(h,     423,  503,  872,  876

Thane ofFolkreqth,    112,  424,  504,  900,  927

Thane ofHoofingor,    330,  424,  502,  691,  695

Thane  ofHioolmorch,    1  12,  424,  502,  723,

iq3,ll2
Thane of the  Pole,     424,  502,  746

Thane of the  Reach,    329,  423,  503,  803,  805

Thane of the  Rift,     424,  504,  930,  937

Thane of Whiterun,    207,  424,  503,  846,

848-849

Thane Tasks,    502

Thorsrdn,     629-631,  1010-lO12,  1030,

lO57-1058

Thoumoturgist's  Hut,    31,  721,  725

The Elder Scroll,    223-226, 384-385,

513-541,  564,  577,  866

The Reaper,     538,  572-577,  987, 993-994

Thieves  Guild Quest,    278

"rsk Mead Hall,   667-673

"rsk Mead  Hall  Regional Activities,     667-672

Thistle Branch,    7l-72,  114,  149-150

Thonor Silver.Blood,     435-439,  805

Thongvor Silver-Blood,     398,  807-808

Thoniolf,    776

Thonnir,     445-446,  721,  725

Thorek,     405-407,  752

Thorgar,     497,  794

Thoring,    405-406,  489,  746-747

Thrall,     133-l34

Three  Sentinels,  The,  [9_U],     930,  970

ThreeThieves,    l8,  95,  157,  795-796,  860

ThTeki,    935

Throat of the World,  [6_38],    22l,  866

Thrynn,    279,  939

Thu'um,   47-50

Tiber,    l99, 409-417, 492,  882

Tiid.Ahroon,    222

Tilde,     506,  523-524,  975-976

Tilisu Severin,     641-642,  669,  lO40,  1043,

1055-1056

Tilmo the  Hoggord,    237-238,  849

Time-Wound,    222,  226

Toadstool  Ring:  Bilegulch  Ridge,   [8-B],    900

Tolenos Omoren,    1043

Tolfdir,     18,  253,  267

Tolfdir's Alembic,    254,  267,  777-778

Tolvold,s (ove,  [9.23],    86,  303, 430,  488,

554, 930, 955-956

Tonal Lock,     449-451,  842-843

Tre   Sif-,.I-c`.~ £,c--=L`:     '
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Tonilio,    280,  282

Toppled Tower:  KnifepointWoods,  [8.E],      900,

922

Torbiorn  Shatter.Shield,    i 5,  23,  498-500,

gr]2,gr] 6

Tort of  Lobyrinthion,    167,  264,  737

Torchbug in a Jot,    166,  467-477,  782

Torchbug Thorax,    149-1 50,  270

Torsten  Cruel-Sea,    31 1,  877

Torturer,    199-200, 316, 344,  751-752, 918

Torvor,    102,  238,  246,  424,  679,  846,  849

Totem  of  Hircine,    250

Totemto  the  DNIgOn,  [5.L],     803,  837

Touching the Sky,    542

Tovo  Shatter-Shield,     428,  876

TowerofMzork,  [3.l5],    530-533,  746,  757,

981-982

Tower Stone, The,  [4.03],    52,  86,  94,  773,

ll5,ltl,l98
Traders,    9,  97,  lop,  l48-149

TrainersofSkyrim,    15,  17,  19

Troitor's  Post,  [7.lO],     470,  872,  883

Tromo  Root,    149-150,  668

Trqnsmute  Mineral  Ore,     l61

Trapped for  Eternity,  [4.N],      775,  799

Troppers'  Dilemma,  [9.S],     930,  970

Traps and  Triggers,    91

Treasure Hunter,   28,  483-488, 678,  930,  968

Treasury House, The,   303, 400,  435-436,  805

Tree Stone,    52,  94

Trevo,s Watch,  [9.16],    85,  473-485,  930,

949-950

Troll,    34,  70,  104,  124,  l49-l50,  l60,

l67,  193

Troll  For,    70,  124,  149-150,  193,  389,  678

Trollsbone,    139,  839

Trophies,    lop,  116,  119,  122,  124,282,

305,  1011

Trophy  Room,    115-118,  122,  124-125

Tsovoni,    213,  215,  709

Tsun,    234, 236, 417-418, 985

Tulvur,     498,  882

TumbleArch  Pass,  [3.23],     746,  761,  770

Tumbledown Tower:  Riften Outskirts,  [9,W] ,

930,  970

Tumblerbone  Gloves,    143,  751

Tundra  Cotton,    71,  114,  149-150

Turn  Greater  Undeod,    l35,  l38,  161,  196

Turn  LesserUndeod,    135,  138,  161,  192-l93

Turn  Undead,    33,  35,  46,  135,  138-139

Twilight Sepulcher,  [8.08],    443-444,  898,

900, 906-907, 922

TwinSecrets,    l56,  776,  810,  854,  867,

949-950

Twin  Souls,    14,  33

Two  Pine  Ridge,  [9.Z],     930,  970

Two-Handed Weapons,    l2,  22-23,  40, 44,

106,  137,  621

Tynon,    805

uqile,     435-437, 805

Udefrykte,   327-328,  751-752

Ugor,    103,389,962

Ulog,     484,855

`'-     ;-_6.

UIen AncestTOI Tomb,     641-642,  lO40

Ulfgor the unending,   234-235

UIfrthe  Blind,     488,  86l

Uliri( Stormclook, Jori,    99,  198-199,  202,  216

Ulves Romoron,     593,  637-638,  1046,  1062

Ulyn,     651-652,  lO15

umono,   225, 486,  530-533,  788,  790

Uno,     404,  696

Unbreokoble,    28,  156,  300,  747,  987

Underforge,    237,  242,  245,  250,  850

Understone  Keep/  [5.00],   420-424,

48l-501, 524-532, 801, 803-805,

807-81 1

UneorThed,    49,  53,  85,  97,  103,  157

Unique Weapons,    Ilo,  131,  137-139

Unknown  Book,  Vol.  I,    155,  158-160

Unknown  Book,  Vol.  ll,    155,  158-160

Unknown  Book,  Vol.  Ill,    155,  l58-160

Unknown  Book,  Vol.  lV,    155,  158-160

Unmid  Snow-Shod,    357,  933

Unrelenting  Force,   45,  50-5l,  68,  96

Untold  Legends,    53,  97,  155,  160

Upper  Falls  Overlook,    579

Uro(ten,     437-438,  806

Urog  gro-Shub,    253

Ursine Guordion  Spirit,     443-444

Urzogo  gro-Shugurz,     437,  806

Ustengrov,  [2.16],    209-21 1,  723,  732-733

Uthgerd,    103,  424,  499,  846,  848,  850

Uthgerd the Unbroken,    lO3,  846,  848

Voermino,    142,  161,  l63

Vflermino Devotee,     405-406,  752

Voermino's Torpor,    161,  405-407, 752-753

Vohlok,s Tomb,   629-630, 659-662,  1037,

1056-1057

Voldimor,     lO1,  125

VoleDeer,    88,  167,  181

Vole  Sabre  Cot,    88,  167,  181

Volerico,     509-513,  534-540,  552

Voleri(o's Journal,     534-536,  720

Volindor,    31 2,  936-937

Vols Veron,     479, 865-866

Volthume,  [5.42],   471-473, 485,  803,

833-834, 839

Vampire,    52,  56-61

Vampire  Dust,    72,  123,  149-150,  194

Vampire  Faction  Quest: Amulets of Night

Power,    61,  513,  715

Vampire  Foch'on  Quest: Ancient Power,    59,

513-522,  715

Vampire  Focfl.on  Quest  (ulling  the  Beast,      513,

H"
Vampire  Fochon  Ouesl:  Deceiving  the  Herd,

513,715

Vampire  Focti.on  Quest:  Destroying  the  Downguord,

SIS,  558,  682,715

Vampire  Faction  Quest:  New Allegiqnces,      513,

715

Vampire  Faction  Quest:  Prote(ting  the  Bloodline,

513,715

Vampire  Focfion  Quest:  Rings  of  Blood  Magic,

513,715

Vampire  Faction  Quest:  The  Gift,      513,  715

Vampire  Faction  Quest:  The  Hunt,      513,  71 5
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Vampire  Fledgling,    1 93

Vampire  Lord,    58-59,  61

Vampire  Mistwqlker,    1 93

Vampire  Nightstolker,    1 93

Vampire Powers,    52,  58

Vompire's Servant,    52,  57,  519

Vompire's Sight,    52,  57,  60,  519,  543

VImpiric  min,    52,  54,  57,  134,  194,  522,

559, 973

Vompirism,    56-57

VInik,     525-528,  743

Vonrtyh Gothorian,    280,  282,  312,  930,  939

Vonfus  Loreius,    317,  321,  757

Vornius Junius,    455

Vorono  Nelos,     637-638,  lO46,  1064

Vorono's  Remains,      lO37,  1064

Vosho,    319,  338,  731

Veezoro,   31 5, 320, 324-325, 327,

338-339, 912

Vekel the Mom,    21 7-218,  279-280,  284,

495,  930, 939

Velehk's Stash,    271

Venorus Vulpin,     520-522,  971-972

Venorus Vulpin's Journal,      522,  972

Vendil Severin,     643,  1043,  1055-1056

Vendil  Ulen,    643

Venomfong Skeever,   288-289,  860

Veren  Duleri,     405-407,  752

Vernoccus and  BourloT,    1 57,  1 60,  805,  864,

905,  949, 954

Verner Rock{hocker,     496-497, 892

Vex,    16,  279,306

Viormo,     412-414,  696

Vigdis Solvius,     498,  826

Vigil  of Stendorr,     487,  967

VigilontAdolvold,      516-51 7

Vigilant of Stendorr,    194,  396,  515-516,  678,

S,lil,9ti ,916
igilontTolon,     514-516,  770,  976

ilontfyr8fluS,     3%,  805

ilonts ofSfendorr,   56,  194-195, 678, 686,

l55,913,W6

¥ignor the Revered,   99, 227-228,  230,  232,

238, 849

Vilemyr Inn,   344,  424, 483-494, 942

Vilkas,    15,  102,  237-239

Vingolmo,     510-522, 56l-562,  716

Viola ¬iordono,     424-428,  872, 875, 877

Violo'sGold  Ring,      872,  876

Vipir the Fleet,    29,  279,  282,  939

VisogeofMzund,    53,  144,  652,  1013,  lO16

Vision  of The Tenth  Eye,    135,  276

Vittorio  Vici,    147,  157,  213-215

Vittorio's Wedding  Band,     691,  695

Wienne Onis,    324, 691,  693

VlindreI  Hall,    99,  312,  423,  503,  688,  803,

EHE

Void Salts,   81-82,  149-150,  167,  175,  270,

491,  534-537, 672,  720

Vokun,   6, 143, 277, 47l-479, 749-750

Volendrung,    l56,  378,  390,  487,  961

Yolk,     554, 973-974

Volkihor  Cothedrol,      509,  550,  718

Volkihor Courtyard,     534-535,  716,  719

Volkihnr Master Vampire,    1 94

TRAINING

Volkihor Ruins,     51 1,  534-540,  568,

716-719, 987

Volkihor Vampire,    58-59,  62,  64,  193,  715

Volkihor Vampires,    58-59, 61,  63,  104,  71 5

Volskygge,  [1.04],    50, 277,  471,  488,  571,

69l, 700-702, 714

Volsung,    143, 277,  471-472, 488, 700,  702

Volunruud,  [3,13],   470-473, 485,  746,

l56,itfl
Vori,     506, 523-524, 56l, 975-976

Vorsfug,    13, 39-42,  101,  424,  803, 805

Vosloarum,    1 77,  542-545,  995,  999

Vulthuryol's  Gong,    983

Vulwulf Snow.Shod,     932-933

Wabbqiock,    156,  160

Waking  Dreams,   49, 96,  I 58-l60,  590-605,

663,  lO26,  1065,  lO73

Wall ofFlomes,    134,  l38-139,  l61,  l75,

RIfiid

WollofFrost,    134,  138,  161,  180-181

Wall of Storms,    l34,  l38-139,  161

WorAxe,   24,  79-82,  136-139

Word Absorb,    35

Wrwhrm-I  6] Il3Il b-]l ll9-#1I
l36-l39

Wormoiden's,     493-501,  844,  849

Wormoster,    23

Warrens, The,   435-437, 494-496,  806,

932, 94l

Warrior,s Charge, The,     794,  803,  809,  869,

908, 926

watches-the-Roots,i     464-465

Wotchmon,     509-518, 715-716

Water Stone,   53,  94

Woterbreathing,    54,  7l,  l32

Wax Key,    28

Way of the Voice, The,    207

WDyShrine Of lllUminOfiOn,      542-545

Woyshrine  of Learning,     542-545,  998

W8yshrine Of Radiance,     542-547,  1003

Woyshrine of Resolution,     542-545,  581,  998

Wayshrine of Sight,     542-544, 997

Woyword  Pass,  [4.14],     773,  775,  790

Woyword  Peak Summit,  [3.P],     746,  770

Weapon  Boss  Properties,    136

Weapons,    l36-139

Weapons,  Unique,    138-139

Wedding  Dress,    l45

Wedding  Sondqls,    145

Wedding Wreath,    l45

Well  Fitted,    21,  43

Well  Rested,    54,  98

Werebeor,    52,  94,  196,  593,  621,  683,  686,

1025,  1029

Werewolf,    52,  62-64

Werewolf Perks,   62-64

Werewolf Powers,   52,  63-64

Werewolves,   l9, 56, 58, 62-65

Westem Wotchawer,  [6.19],   209, 352, 570,

846, 859

WetBones,  [4.H],     775,  779,  798

Weylin,    435-437, 804, 806

Weystone 167, 528-529, 743

Whalebone Bridge,   234-236, 41 8, 985

Whirlwind (look,    134,  l61, 650

Whirlwind Sprim,    50-51

Whistling Mine,  [4.25],     497,  775,  794

Whitecap,    114,  149-150,  922

White  Moll, The,    148-l49,  160,  424,

499-501, 744, 747

White Phial, The,   465-467

White Ridge Borrow,     606-61 i,  627-628,

641,  662-666,  1018,  1033,  1070

White Ridge Borrow Hut,    87,  666,  1009

White  River Watch,  [6.26],    l48-149,  207,

478-488, 846,  861

Whiterun,  [6.00],    351,  353,  366-367,  493,

RIRIE!

Whiterun Athck Camp,  [6.S],     846,  868

Whiterun  Imperial Camp,  [6.04],     846,  854

Whiterun Stables,  [6.20],    351,  354, 442-443,

846, 859

Whiterun Stomlook (amp/  [6.32],    207,  846,

864,  868

Whitewotch Tower,  [6.25],     488,  846,  860

Widow's  Wotch  Ruins,  [1.09],     691,  703

Wild Animal  Den:  Crystoldrift (ove,  [9.P],     930,

969

Wild Animal  Den:  Dunmeth  Pass,  [7.J],     872,

896

Wild  Animal  Den:  Mistwatch,  [9.l],     930,  968

Wild  Animal  Den..  Orphan,s Tear,  [8.AH],      900,

925

Wild Animal  Den:  Pinewot(h  Out(ropping/  [8.U],

900,  924

Wild Animal  Den:  Shor,s  Stone,  [9.R],      930,

969

Wilderness Shrifle of Kynoreth,    1 037

Wilhelm,    5

Wilhelm's  S

Wind and Sand,

Wind  Stone,

Wind  Walker,

424, 473-494, 942-944

24, 473-488, 942-943

606, 650-65l,  1045

Windhelm,  [7.00],    362,  872

Windhelm Attack Camp,  [7.G],     872,  896

Windhelm Stables,  [7.06],    105,  872,  882,  896

Windpeok Inn,   344, 355, 405, 461, 489-498,

l44,l4tI-I «
Winds ofChonge, The,    18,  97,  l60

Windsheor,    139,  713-714

Windward  Ruins,  [3.04],    275,  443-444,  746,

lTJ ,i Un

Winterhold,  [4.00],    252,  491,  773

Winterhold  Imperial Camp/  [4.04],    359-360,

iifiE

Winterhold Sfo Camp/  [4.29],     775,

197, 264,  598, 736,  738,

964,  980

Wisp Wrappings,    149-1 50,  l97

Wispmother,    149,  160,  197, 264-265

Witbon8,    55

Witch,    197

Witchmist Grove,  [7.19],   92, 402-403,  872,

ilthmistSulphur Pool,  [7,0],     872,  897

Withershins,    1 57,  260,  833-834,  836, 846,

849, 948

Wizord's Guard,    293

Wolf,    170-17l

Wolf Den: FellhommerWostes,  [4.C],     775,  798

Wolf Guordion Spirit,     443-444

Wolf Split,   246

Wolfskull  Cove,  [1.1 5],     455,  691,  704-705

Wood Cutter,s Camp:  Lake 6eir,  [9.B],    l49,

930, 968

WoodElf,    7,  ll

Woodcutter'sAxe,    88,  497,  884,  907,  1053

Wooden  Mask,    143,  472,  736

Word  of Power:  Curse,  Summon  Durnehviir,

540,  565,  990

Word  of  Power:  Drain Vifulity,      518,  545,

ll2,999
Word  of  Power:  Never,  Summon  Durnehviir,

540,  565,  990

WordWolls,    47,  lil

Words and  Philosophy/    1 56,  758,  798,  888,

931, 934, 945-946

Words of Power,    47,  410

Workbench,   20, 74-75,  77

Worn  Shrouded Armor,    143,  75l

Worn Shrouded  Boots,    143,  75l

Worn Shrouded (owl,    l43,  751

Worn  Shrouded  Gloves,    143,  751

Wrathmqn,    189

Wreck of the  Brinehommer,  [3.02],    149,  746,

750,  768

Wreck of the  lcerunner,  [2.14],     447-448,

723,  731

Wre(k of the  Pride ofTel Vos,  [4.22],     495,

ll3,ll5,l93
Wreck of the  Strident Squall,    146,  149)  158,

658,  670,  1037,  1050

Wreckofthe WinterWor,  [4.31],     775,  797,

800, 874
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A (hence Arrangement,  283

A Cornered  Rot,  21 7

A  Doedra's  Best  Friend,  383

A  False  Front,  373

A False  Front,  354
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A New  Debt,  639
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A Night to  Remember,  402
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Amulets of  Night Power,  559
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475
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Arniel's  Endeavors,  272
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At the Summit of Apocrypho,  60l

Awakening,  51 6
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Before the Storm,  201

Beyond  Death,  538

Block  Book:  Filament and  Filigree,  608

Block  Book:  The  Hidden  Twilight,  609

Block  Book:  The  Sallow  Regent,  61 I

Block  Book:  The Winds  of (honge,  612

Block  Book:  Untold  Legends,  613

The  Block Stol,  379
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Bleak  Falls  Barrow,  203

The  Blessings of Nature,  422

Blind  (lift (ove:  Melko and  Petro*,  475

Blindsighted,  299

Blood  on  the  Ice,  427

Blood's  Honor,  243

Bloodline,  51  7

The  Bloodslone  Chalice,  520

Boethioh's Calling,  38l

Bolstering  the  Ranks,  554

The  Bonds o[ Matrimony,  423

The  Book of Love,  420

Bound  Until  Death,  324

Breo(hing  Security,  325

The  Break of Down,  395

Brelyno's Practice,  274

Briorheorf Necropsy,  61 4
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The  Bottle for Fort Amol,  361

The  Bottle for Fort Dunstod,  356

The  Bottle for Fort Greenwoll,  359

The  Barfu for Fort Hroggstod,  376

The  Bowhe for Fort Snowhowk,  375

The  Bothe for Fort Sungord,  372

Bowls for Solitude,  376

Bottle for Whiterun,  367

Bowls for Windhelm,  362
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The  Challenges of Kogrumez*,  650

Chasing  I(hoes,  534

The  Chief of Thirsk  Hall,  61 5

(i(ero's Return*, 343

City  Influence Quests,  307
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Civil  War  Quests:  Imperial,  349

(ivil  War Quests:  Stormclook,  364

Cleansing  Light,  555
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The  College  Rodiont Quests,  267

The (omponions Quests,  237

The  Companions  Rodiont Quests,  247

Compelling  Tribute,  371

Compelling Tribute,  357

ConiumTion  Ritual  Spell,  276

(onrdinment,  263

(rotting Tutorials,  50I

(ulling the  Beast,  560

The  Cure for Madness,  327

The  Cursed Tribe,  389
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Doedric  Quests,  378

The  Dainty  Slood,  309

Dampened  Spirits,  288

The  Dork  Brotherhood  Forever!,  343

The  Dark  Brotherhood  Quests,  31 4

Dark  Brotherhood  Quest: Side  Contracts,  335

Dark  Brotherhood  Side  Contracts:  Port  1,  335

Dark  Brotherhood  Side  (ontrqcts:  Port 2,  336

Dark  Brotherhood  Side  Contracts:  Port  3,  336

Dark  Brotherhood Side (ontrocts:  Port 4,  337

Dark  Brotherhood  Side  (ontTO(tS:  Port  5,  337

Dark Brotherhood Side (ontro(ts:  Port 6,  338

Dark Brotherhood  Rodiont Quests,  34l

Dark  Coniurotions*,  574

Dorklight Tower:  Repentance,  476

Darkness  Returns,  300

The  Downguord,  505

Downguord,  514

Downguord  World  lnterocfions,  681

Downguord  Faction  Quests,  553

Downguord  Main  Quest,  51 4

Downguord  Postquest Activih'es,  552

Downguord  Regional  Activities,  572

Downguord Side  Quests,  564

Downguord Trainers and Vendors,  508

Downguard World   Encounters,  682

Death  lncornote,  332

Deothbrqnd,  61 7

Deceiving the  Herd,  560

Defense of Whiterun,  353

Delayed  Burial,  31 7

Delvin's Additional Jobs,  306

Destroy The  Dork  Brotherhood!,  338

Destroying the  Downguord,  561

Destrucfl'on  Ritual  Spell,  275

Diplomatic  Immunity,  21 3

Disceming the Tronsmundone,  384

(Don't Fear)  The  Reoper*,  575

Dragon  Hunting*,  41 1

Dmgon  Reseorch*,  41 1

Dragon  Rising,  205

Dragon Seekers,  251

Drogonbom,  586

Drogonborn Main  Quest,  586

Drogonborn  World  Encounters,  683

Drogonbom  World  lntero(tions,  683

Drogonsloyer,  235

Drogonslqyer's  Blessing*,  41 1

Dungeon Activities,  486

Dungeon  Quests and Other A(tivities,  473

Durnehviir,  564
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The  Ebony Worrier,  430

Elder  Knowledge,  223

Elder Scrolls for Sqle*,  552

Epilogue,  236

Escaped  Criminal,  248

Experimental Subject,  620

The  Eye of Mognus,  266

Face to  Foce*,  565

The  Fallen,  227

Family  Heirloom,  248

The  Fore of the Skool,  591

Favors,  497

The  Feeble  Forfune*,  34l

Filial  Bonds,  62l

The  Final  Descent,  622

Finn's  Lute,  41 5

First  Lessons,  255

Forbidden  Legend,  431

Forelhost:  Siege on  the  Dragon  Cult,  476

The  Forgemoster's Fingers,  468

Forgotten  Nomes*,  271

The  Forsworn (onspirocy,  435

From the Ashes,  624

Frosfflow  Lighthouse:  What Lies  Beneat

Frostmere Crypt:  The  Pole  Lady,  478

The Gardener oi Men,  598

The  Gift,  561

Glory of the  Dead,  245

The Golden  Claw,  440

Good  lntem'ons,  260

The Great Skyrim (ache 6rob*,  570

The Great Skyrim Treasure  Hunt*,  469

The Great Solstheim  Strongbox  Hunt*,  654

The  Greybeords Quests,  409

Hail  Sithis!,  333

Hold Answers,  293

Healing  a  House,  625

The  Heart of  Dibello,  41 8

Heart Stones,  626

Hide  and Seek,  555

High  Gore  Ruins:  A  Scroll  for Ansko,  479

Hillgrund's Tomb:  Ancestrol  Worship,  479

Hired  Muscle,  247

Hitting the  Books,  258

Honor Thy  Family,  341

The  Hem  of Jurgen Windcqller,  209



The  House  o[  Horrors,  396

The  Hunt,  562

Hunfl'ng the Monster,  556

Ill  Met by Moonlight,  387

Illusion  Ritual  Spell,  276

Imitation Amnesty,  31 0

Impatience of a  Saint,  566

Important Locations,  583

ln  My Time  of Need,  442

lnnocen(e  Lost,  31 8

The Jogged (rown, 350

The Jogged  Crown,  365

J'Zorgo's  Experiment,  274

Joining the  Legion,  349

Joining the Stormclooks,  364

Korstoog's  Resurrection*,  660

Kindred Judgment,  549

Kyne's  Sacred  Trials,  443

Laid to  Rest,  445

Larceny Torgets*,  305

Lights  Out!,  447

Lost Knowledge,  627

Lost Legacy,  629

Lost  Relic,  557

Lost to the Ages,  449

Loud and Clear,  286

Main  Quest,  198

Main  Quest.. A(t  I,  199

Main  Quest:  A[t ll,  213

Main  Quest:  Act Ill,  227

The  Mom  Who  Cried Wolf,  455

March  o[ the  Dead,  632

Masks of the Acolyte  Priests*,  662

Masks of the Dragon  Priests*,  471

Meditotions on Words of Power*,  41 0

Message to Whiterun  (Imperial),  351

Message to Whiterun  (Stormclook),  366

The Mind  of Madness,  404

Miscellaneous Objedives,  489

Miscellaneous  Obiecti'ves:  Eostmorch  Hold,  493

Miscellaneous  Obiecfives:  Folkreoth  Hold,  494

Miscellaneous  Obiech'ves:  Hoofingor Hold,  490

Miscellaneous  Obie(tl'ves:  Hioolmorch  Hold,  490

Miscellaneous  Objectives:  Innkeepers,  489

Miscellaneous Obiecfives:  The  Pole,  491

Miscellaneous  Obiectl'ves:  The  Reach,  491

Mis(elloneous Objectives: The  Rift,  494

Miscellaneous  Obiectl'ves:  Whiterun  Hold,  493
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Miscellaneous  Obiecfives:  Winterhold,  491

Missing  in Adion,  457

Mistwotch:  Forgetting About Fiolo*,  480

Moon Sugar Rush*,  304

Moss Mother Covem:  Hunter and  Hunted*,  480

Mourning  Never Comes,  320

N(huond-Zel:  The  Lost Expedition,  48l

New Allegionces,  562

Nilheim:  The  Nilheim Scom*,  482

No  One  Escapes  Cidhno  Mine,  437

No Stone  Unturned,  302
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The  Only  Cure,  400

Old  Friends,  635

0nmund's  Request,  275

Other  Factions Quests,  408

Out of Bolonce*,  268

Poorthurnox,  229

Ponteo's  Flute,  41 5

Porogons of the  Frost Gionts*,  580

The  Path  of Knowledge,  594

Pieces of the  Post,  391

Power of the  Blood*,  519

Preemptive Strike,  557

Promises to  Keep,  459

Prophet,  525

Protecting  the  Bloodline,  563

Proving  Honor,  240

Purity,  25l

Purity of Revenge,  244

The  Pursuit,  296

:..:I.``.i:tiiEL±ffih!diiife`.;ijijas`;
Rognvold:  Ofur's  Mod  Guordions*,  482

Raven  Rock  Regioml Activities,  668

Rebel's  Coim:  The  Legend  of Red  Eogle*,  482

Rebuilding the  BIodes*,  41 1

Recipe for Disaster,  329

Regional  Activitl'es:  Forgotten  Vole,  579

Regional  Activities:  Soul  (oirn,  573

Rejoining  the  College,  267

Reluctant Steward,  637

Repairing the (astle*,  552

Repairing the  Phial,  466

Reporotions,  303

RetTieVOl,  250

Rescue,  558

Rescue from  Fort Kostov,  360

Rescue from  Fort Neugrod,  369

Rescue Mission,  249

Restocking Soul 6ems*,  268

Restororion  Ritual Spell,  277

G      H       I      J       K

THE  !ral¥Er,,jTOR'i/                          TtiE

Retaking Thirsk,  640

Revealing the  Unseen,  261

Rings of  Blood  Magic,  563

Rings of the Werewolves*,  664

Rise in the  East,  46l

Rising ot Dovm,  463

Ritual  Spell  Rodiont Quests,  275

Riorn's  Drum,  416

Rogue  Wizard,  27l

Sonctuory,  320

Scoundrel's  Folly,  290

Scroll  Scouting,  530

Season  Unending,  230

Seeking  Disclosure,  530   -

Serono's  Cure*,  552

Served (old,  641

Shodowmorks*,  304

Shqlidor's  lnsights,  269

The  Shrines  of Skyrim,  41 8

Shroud  Hearth  Borrow:  Wilhelm's Specter*,  483

Side Quests,  426

The  Silence  Has  Been  Broken,  323

The  Silver  Hand,  242

Silver  Lining,  308

Skool  Village  Regional Activities,  671

Sleeping  Tree  Camp:  The  Secret ot the  Sleeping

Tree*,  484

Solstheim  Regional  Acfivih'es,  667

Solstheim Side Quests,  606

The Soul  Husk Merchont*,  577

Southfringe Son(tum: The Savior of Selveni

Nethri*,  484

Sovngqrde,  234

Speaking With Silence,  292

Spider Crofting*,  665

The  Staff of Mognus,  264

Stealing  Plans,  250

Striking the  Heart,  249

Summerset Shadows,  3l I

Take  Up Arms,  239

Taking (ore of Business,  284

The Taste  of Death,  398

Tel  Mithryn  Regional  Ach'viti'es,  672

Telvenni  Reseoith,  644

The Temple of Mirook,  588

Temple Quests,  41 7

Tending the  Flames,  41 3

Thane Tasks,  502
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Thieves Guild  Addifionol  Jobs,  305

Thieves Guild Quests,  278

"eves Guild  Rqdi8nt Quests,  302

Thirsk Mead  Hall  Regional Acti'vities,  672

The Throat of the World,  221

To  Kill  on  Empire,  330

Tolfdir's Alembic*,  267

The  Torfurer's Treasure:  Ports  I,  Il,  Ill,  IV*,  344

Totems of Hircine,  250

lou(hing the Sky,  542

Trevo's Wotch:  lnfiltroh'on, 484

Trinity Restored,  298

Trouble in Skyrim,  248

Unbound,  l99

Under New Monogement,  SIS

Under Saorlhol,  256

Unearthed,  645

Unfothomoble Depths,  464

Unseen  Visions,  541

Volerico's (oncoction*,  577

Volerico's Return*,  552

Volthume:  Evil  in  Woifing,  485

Voluoble  Book  Procurement*,  269

The Vampires,  509

Vampire  Focfion  Quests,  558

Vampire Trainers  and  Vendors,  51 1

Vex's Additional Jobs,  306

Volunruud:  Silenced  Tongues,  485

Waking  Nightmare,  405

The Way of the Voice,  207

Welcome to the  Brotherhood*,  343

Where You  Hang  Your Enemy's Head...,  340

The Whispering  Door,  394

Whispers in the  Dark,  322

The White  Phial,  465

The Whole Soul*,  578

Wind and  Sand,  650

With  Friends  h'ke These..., 31 9

The Wol[ Queen Awakened, 456

Word  Wall  Revelotl'ons*,  409

The World-Eoter's  Eyrie,  232

World  Encounters,  677

World  lnterocfl'ons,  6 74

Yngol  Borrow: Ashore in a  Sea of Ghosts*,  486
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