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TOC:
FREE TRAINING:

In Riverwood, after you complete the Love Triangle quest between Faendal, Sven, and Camilla, assuming you assisted Faendal, you can ask him to train you in the ways of archery, for a fee. Train to the maximum level and then ask him to Follow you. Then talk to him, and select the option to trade with him and then you can take all of your gold back that you paid him for training.

You can also do this later on if you join the companions to get free training from Aela in Archery, Vilkas in Two Handed weapons and Farkas in Heavy Armor.

TOC:
DRAGON SHOUTS:

This is the list of all the Dragon shouts and their locations within Skyrim. There are 20 shouts total. The list below consists of the shout name, the words of power, their descriptions, recharge time, and where to acquire them. There is not certain order for any of the shouts so it does not matter which location you get them from first. You will always get the three words in sequential order.

Dragon Shout


Animal Allegiance

Words of Power
Animal
Allegiance
Pack

Description
A Shout for help from the beasts of the wild, who come to fight in your defense.

Recharge
50
60
70

Word Wall Locations
Ancient’s Ascent
Angarvunde
Ysgramor’s Tomb

Dragon Shout
Aura Whisper

Words of Power
Life
Seek
Hunt

Description
Your Voice is not a Shout, but a whisper, revealing the life forces of any and all.

Recharge
30
40
50

Word Wall Locations
Northwind Summit
Valthume
Volunruud

Dragon Shout


Become Ethereal

Words of Power
Fade
Spirit
Bind

Description
The Thu-um reaches out to the Void, changing your form to one that cannot harm, or be harmed.

Recharge
20
30
40

Word Wall Locations
Ironbind Barrow
Lost Valley Redoubt
Ustengrav

Dragon Shout


Call Dragon

Words of Power
Snow
Hunter
Wing

Description
Odahviing! Hear my Voice and come forth. I summon you in my time of need.

Recharge
5
5
300

Word Wall Locations
This Shout is automatically learned during the Peace Council in High Hrothgar

Dragon Shout
Call of Valor

Words of Power
Hero
Champion
Legend

Description
The valiant of Sovngarde hear your Voice, and journey beyond space and time to lend aid.

Recharge
180
180
180

Word Wall Locations
This Shout is automatically learned in Sovngarde during Dragonslayer

Dragon Shout
Clear Skies

Words of Power
Sky
Spring
Summer

Description
Skyrim itself yields before the Thu-um, as you clear away fog and inclement weather.

Recharge
5
10
15

Word Wall Locations
Learned in High Hrothgar before going to see Paarthurnax

Dragon Shout
Disarm

Words of Power
Weapon
Hand
Defeat

Description
Shout defies steel, as you rip the weapon from an opponent’s grasp.

Recharge
30
35
40

Word Wall Locations
Eldersblood Peak
Snow Veil Sanctum
Silverdrift Lair

Dragon Shout
Dismay

Words of Power
Fear
Run
Terror

Description
And the weak shall fear the Thu’um, and flee in terror.

Recharge
40
45
50

Word Wall Locations
Lost Tongue Overlook
Shalidor’s Maze
Dead Crone Rock

Dragon Shout
Dragonrend

Words of Power
Mortal
Finite
Temporary

Description
Your Voice lashes out at a dragon’s very soul,  forcing the beast to land.

Recharge
10
12
15

Word Wall Locations
Learned after reading the Elder Scroll

Dragon Shout
Elementary Fury

Words of Power
Air
Battle
Grace

Description
The Thu’um imbues your arms with the speed of wind, allowing for faster weapon strikes.

Recharge
30
40
50

Word Wall Locations
Dragontooth Crater
Shriekwind Bastion
Statue to Meridia

Dragon Shout
Fire Breath

Words of Power
Fire
Inferno
Sun

Description
Inhale air, exhale flame, and behold the Thu’um as inferno.

Recharge
30
50
100

Word Wall Locations
Dustman’s Cairn
Sunderstone Gorge
Throat of the World

Dragon Shout
Frost Breath

Words of Power
Frost
Cold
Freeze

Description
Your breath is winter, you Thu’um a blizzard.

Recharge
30
50
100

Word Wall Locations
Skyborn Altar
Bonestrewn Crest
Folgunthur

Dragon Shout
Ice Form

Words of Power
Ice
Flesh
Statue

Description
Your Thu’um freezes an opponent solid.

Recharge
60
90
120

Word Wall Locations
Saarthal
Mount Anthor
Frostmere Crypt

Dragon Shout
Kyne’s Peace

Words of Power
Kyne
Peace
Trust

Description
The Voice soothes wild beasts, who lost their desire to fight or flee.

Recharge
40
50
60

Word Wall Locations
Ragnvald
Shroud Hearth Barrow
Rannveig’s Fast

Dragon Shout


Marked for Death

Words of Power
Kill
Leech
Suffer

Description
Speak, and let your Voice herald doom, as an opponent’s armor and lifeforce are weakened.

Recharge
20
30
40

Word Wall Locations
Autumnwatch Tower
Forsaken Cave
Dark Brotherhood Sanctuary

Dragon Shout
Slow Time

Words of Power
Time
Sand
Eternity

Description
Shout at time, and command it to obey, as the world around you stands still.

Recharge
30
45
60

Word Wall Locations
Labyrinthian
Hag’s End
Korvanjund

Dragon Shout


Storm Call

Words of Power
Storm
Wrath
Lightning

Description
A Shout to the skies, a cry to the clouds, that awakens the destructive force of Skyrim’s lightning.

Recharge
300
480
600

Word Wall Locations
Forelhost Stronghold
High Gate Ruins
Skuldafn Temple

Dragon Shout
Throw Voice

Words of Power
Voice
Fool
Far

Description
The Thu’um is heard, but its source is unknown, fooling those into seeking it out.

Recharge
30
15
5

Word Wall Locations
Shearpoint

Dragon Shout


Unrelenting Force

Words of Power
Force
Balance
Push

Description
Your Voice is raw power, pushing aside anything – or anyone – who stands in your path.

Recharge
15
20
45

Word Wall Locations
Bleak Falls Barrow
High Hrothgar

(The Way of the Voice)
High Hrothgar

(The Horn of Jurgen Windcaller)

Dragon Shout


Whirlwind Spirit

Words of Power
Whirlwind
Fury
Tempest

Description
The Thu’um rushes forward, carrying you in its wake with the speed of a tempest.

Recharge
20
25
35

Word Wall Locations
High Hrothgar
Dead Men’s Respite
Near Volskygge
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SMITHING SKILL

For those gamers who like to breeze through and ignore crafting skills such as Smithing, you’re missing out on some big treats. Smithing allows you to create a wide variety of weapons and armors not normally found in any stores or dungeons. Leveling Smithing will grant you access to the strongest weapons and armors in the game. But for those who do not want to waste time and just get Smithing up to 100 fast so they can start crafting Daedric and Dragon armors, here’s a little guide to show you how you can get to 100 fast.

How to Level Up Smithing Fast in Skyrim

First and foremost, you will want to get the Blessing to grant you +20% skill ups on Smithing. This can be found at the Warrior’s Stone near Riverwood.

The Elder Scrolls V: Skyrim – Standing Stone Locations

Once you have the blessing, fast travel to Whiterun. I like to use this location since there are three blacksmiths you can purchase the ingredients from, Adrianne Avenicci and Ulfberth War-Bear from the Warmaiden’s shop and Eorland Gray-Mane  from the Skyforge. Also, my wife in Breezehome sometimes sells iron ore, iron ingot, leather strips.

You will also be able to get Smithing training from Eorlund too.

The ingredients you want to buy are Iron Ingots and Leather Strips. You may also want to buy Iron Ores and smelt them into ingots at the Warmaiden’s Smelter.

The main item you will be creating here is the Iron Dagger.

Buy these from the Blacksmiths and go to the forge and create these items. If you stocked up a lot, you can just spam iron daggers. I got up about 30 levels in a minute from spamming. Once you’ve exhausted the merchandise and the Smithing, go into your Breezehome or the Bannered Mare if you don’t have a house in Whiterun, and sleep for 48 hours. This will reset the stock on the Blacksmiths so you can purchase more items.

Mastering the Smithing tree takes 10 Skill Points so keep that in mind if you’re looking to complete everything.

TOC:
SKILL BOOKS

Skyrim is littered with many books that you can read which may provide Skill benefits to your character. Reading these books will level up your character in a particular skill. You do not have to read the entire book, just turning to the first page is enough. You can only read these books once to get the skill and then you can sell/get rid of the book. I’ve provided a table below that will allow you to sort by Book Title or by Skill if you wish to focus in a particular skill and their known locations.

Skill Book
Skill
Known Locations

2920, vol 01 - Morning Star
One-Handed
Driftshade Refuge (final room), Morthal (Jorgen and Lami's house), Falkreath Hold (Lost Echo Cave), Northwatch Keep

2920, vol 02 - Sun's Dawn
Illusion
Temple of Dibella in Markarth, Ansilvund Burial Chambers, Movarth's Lair

2920, vol 04 - Rain's Hand
Restoration
Morthal (Hall of the Dead), Morthal (Falion's House), Markarth (Hall of the Dead), Blind Cliff Cave (Petra's Body), Widow's Watch Ruins (Expert Chest)

2920, vol 05 - Second Seed
Speech
Sadri's Used Wares, Shriekwind Bastion

2920, vol 06 - Mid Year
Heavy Armor
Fort Dunstad (Prison Top Floor), South of Gallows Rock (Shrine of Talos), Morthal (Guardhouse)

2920, vol 08 - Last Seed
Sneak
Redoran's Retreat, Hag Rock Redoubt, Raldbthar

2920, vol 09 - Hearth Fire
Conjuration
Awarded in the quest Hitting the Books, Rimerock Burrow, Dawnstar (The Mortar and Pestle)

2920, vol 10 - Frostfall
Conjuration
Windhelm (Belyn Hlaalu's House), West of Roadside Ruins, Sunderstone Gorge (near word of power)

A Dance in the Fire, Book II
Block
Fort Snowhawk's Library, Karthspire Camp, Traitor's Post (first floor)

A Dance in the Fire, Book VI
Speech
Dainty Sload, Meeko's Shack, Blackreach (Debate Hall), Falkreath (Dead Man's Drink)

A Dance in the Fire, Book VII
Speech
Mzinchaleft, Angarvunde, Riften (Beggar's Row), Markarth (Arnlief and Sons Trading Company)

A Game At Dinner
Alchemy
Windhelm (Gray Quarter), Honningbrew Meadery (Adept door), Dead Crone Rock (near a lever to open a door), Forsaken Cave (Forsaken Crypt), Harmugstahl (Adept door)

A Hypothetical Treachery
Destruction
Fellglow Keep (near Sanctuary Room), Bandit Camp between Pale Imperial Camp and Dawnstar, Windhelm (Aretina Residence)

A Tragedy in Black
Enchanting
Ilinalta's Deep (near Arcane Enchanter), Bruca's Leap Redoubt, Glenmoril Cavern (Arcane Enchanter)

Advances in Lock Picking
Lockpicking
Bannermist Tower (second floor), Chillwind Depths (last room), The Ragged Flagon - Cistern

Aevar Stone-Singer
Pickpocket
Labyrinthian, Sightless Pit, Morthal (Thonnir's House)

Ancient Tales of the Dwemer, Part III
One-Handed
Chillfurrow Farm, Shrine of Talos west of Winterhold, Markarth Guard Tower

Ancient Tales of the Dwemer, Part VI
Heavy Armor
Reachwind Eyrie, Dwemer Museum, Halted Stream Camp

Battle of Red Mountain
Block
Kilkreath Ruins (The Reach), House southwest of Bouderfall Cave, Skybound Watch Pass (Northern Section), Tolvald's Crossing (destroyed Caravan), Largasbur (basement)

Before the Ages of Man
Illusion
Dragonsreach (Dragonsreach Jarl's Quarters), Shroud Hearth Barrow (first room embalming table), Skytemple Ruins (burial chamber)

Beggar
Pickpocket
Riften (Helga's bunkhouse), Ironback Hideout, The Ratway

Biography of the Wolf Queen
Speech
Anga's Mill, Whiterun (Belethor's General Goods), Blue Palace (Jarl Elisif's Chambers)

Bravil: Daugther of the Niben
Alteration
Reward for Hitting the Books quest, Understone Keep, Brandy-Mug Farm

Breathing Water
Alteration
Illinalta's Deep (flooded room), Kraldar's house, Snapleg Cave

Catalogue of Armor Enchantments
Enchanting
Fort Amol (lowest level), Shrine of Mehrunes Dagon, Morthal (Falion's House), The Brinehammer

Catalogue of Weapon Enchantments
Enchanting
Reward for Hitting the Books quest, Dawnstar (The White Hall)

De Rerum Dirennis
Alchemy
Evergreen Grove (alchemist camp), The Midden Dark (alchemy lab), Falkreath (Grave Concoctions), Sinderion's Field Laboratory

Death Blow Abernanit
Block
Northwind Mine, Whiterun (Hall of the Dead - Whiterun Catacombs), Falkreath (Jarl's Longhouse)

Enchanter's Primer
Enchanting
Hob's Fall Cave (arcane enchanter), Riften (Honeyside)

Father of the Niben
Archery
The Brinehammer

Fire and Darkness
One-Handed
Dawnstar Sanctuary

Guide to Better Thieving
Pickpocket
Goldenglow Estate (sewer, adept gate), Fort Sungard (Fort Sungard Oubliette)

Hallgerd's Tale
Heavy Armor
Mistwatch (East Tower), Rift Watchtower

Heavy Armor Forging
Smithing
East Empire Company Warehouse (expert door), Pinepeak Cavern, Gloombound Mine

Herbalist's Guide to Skyriim
Alchemy
Whiterun (Arcadia's Cauldron), Markarth (The Hag's Cure), Journeyman's Nook, Boulderfall Cave

How Orsiniuim Passed to the Orcs
Heavy Armor
Lost Knife Cave, Rockwallow Mine, Darkshade, Fort Fellhammer Mines, Dushnikh Yal (basement)

Ice and Chitin
Light Armor
Under the Bridge to Windhelm, Snow Veil Sanctum, Markarth Guard Tower (northern hall of the barracks), Shrouded Grove Cave

Incident at Necrom
Illusion
Pinemoon Cave, Bloodlet Throne, Shrine of Dibella south of Dawnstar

Jornibret's Last Dance
Light Armor
Autumnwater Tower, Korvanjund, Fort Neugrad (library), Soljund's Sinkhole

King
Two-Handed
The Katariah (Top Deck), Bleakwind Bluff (tower)

Legend of Krately House
Sneak
Cloud Ruler Temple (library), Black-Briar Lodge (second floor), Nightgale Inn, Red Wave

Light Armor Forging
Smithing
Embershard Mine, Silent Moons Camp, Falkreath (Lod's House)

Liminal Bridges
Conjuration
Falkreath Watchtower, Wayshrines, Shalidor's Maze

Mace Etiquette
One-Handed
Sky Haven Temple (In a room opposite Alduin's Wall), Volunruud, Orotheim, Fort Greenwell (Captain's Quarters), Uttering Hills Cave

Mannimarco, King of Worms
Alchemy
Evergreen Grove, Nightcaller Temple (alchemy lab), Alchemy lab East of Dragon Bridge

Mystery of Talara, Book II
Restoration
Ustengrav, Eldergleam Sanctuary, Ragnvald

Mystery of Talara, Book III
Destruction
Morvunskar, Darklight Tower (Darklight Chambers), Winterhold (Birna's Oddments), Steepfall Burrow

Mystery of Talara, Book IV
Illusion
Markarth (Nepo's House), Stony Creek Cave (alchemy lab area), Blind Cliff Cave (Blind Cliff Bastion)

Night Falls on Sentinel
One-Handed
Swindler's Den, Volunruud

Notes on Racial Phylogeny
Restoration
Reward for Hitting the Books quest, Avanchnzel, Corpselight Farm (bookshelf)

Proper Lock Design
Lockpicking
Twilight Sepulcher, Falder's Tooth (top of the tower on a bookcase)

Purloined Shadows
Sneak
East Empire Company Warehouse, Nightingale Hall, Honorhall Orphanage

Reality and Other Falsehoods
Alteration
Snow-Shod Farm (basement), Red Eagle Ascent, Yngvild (throne room), Orchendor

Response to Bero's Speech
Destruction
Reward for Hitting the Books quest, Witchmist Grove, Haemar's Cavern, Morthal (Thaumaturgist's Hut), Dawnstar (Iron Breaker Mine)

Rislav the Righteous
Light Armor
Cracked Tusk Keep, Cracked Tusk Vaults, Fort Greymoor

Sacred Witness
Sneak
Dark Brotherhood Sanctuary

Sithis
Alteration
Dark Brotherhood Sanctuary, Nchuand-Zel (Krag's Corpse), Dawnstar Sanctuary, Cradle Stone Tower (second floor)

Song of Hrormir
Two-Handed
Whiterun (Jorrvaskr living quarters), Abandoned Prison, Yngol Barrow

Song of the Alchemists
Alchemy
Solitude (Bards College), Anise's Cabin

Surfeit of Thieves
Lockpicking
Riften (Mistveil Keep), Volskygge, Potema's Catacombs, Wreck of the Winter War, Pelagius Wing (bottom floor)

The Armorer's Challenge
Smithing
Bilegulch Mine (entrance to last room), Tower of Mzard (first room)

The Art of War Magic
Destruction
The White Hall

The Black Arrow, Book II
Archery
Valtheim Towers (second tower), Whiterun (The Drunken Huntsman), Brood Cavern, Helgen Keep (torture room), Robber's Gorge

The Black Arts on Trial
Illusion
Reward for Hitting the Books quest, Windhelm (The White Phial)

The Buying Game
Speech
Shrine to Peryite, Dead Men's Respite, Solitude (Bards College, top floor)

The Doors of Oblivion
Conjuration
Illinalta's Deep (Illinalta's Deluge), Reachcliff Cave

The Exodus
Restoration
Forelhost Crypt (master's locked iron cell), Winterhold (The Frozen Hearth), Hob's Fall Cave

The Gold Ribbon of Merit
Archery
Solitude (Fletcher's Shop), Fort Hraggstad, Angi's Camp

The Horror of Castle Xyr
Destruction
Darklight Tower, Rannveig's Fast, Glenmoril Coven

The Knights of the Nine
Heavy Armor
Palace of the Kings (upstairs), Hall of the Vigilant (basement), Gulden Rock Cave, Narzulbur (Mauhulakh's Longhouse)

The Last Scabbard of Akrash
Smithing
Gallows Rock, Fort Sungard

The Legendary Sancre Tor
Two-Handed
Ysgramor's Tomb

The Locked Room
Lockpicking
Morthal (Highmoon Hall), Honeystrand Cave

The Lunar Lorkhan
Alteration
Faldar's Tooth (boss level chest), Solitude Lighthouse, Mzulft Boilery, Cragwallow Slope (arcane enchanter)

The Marksmanship Lesson
Archery
Mixwater Mill (Gilfre's house), Faldar's Tooth, Dawnstar Sanctuary (map room), Jorrvaskr Living Quarters (Aela's room), Cliffside Retreat

The Mirror
Block
Broken Tower Redoubt, Forsaken Cave, The Palace of the Kings (Ulfric Stormcloak's room)

The Rear Guard
Light Armor
Driftshade Refuge (Driftshade Cellar), Solitude (Castle Dour), Druadach Redoubt Cave (highest level)

The Red Kitchen Reader
Sneak
Frostmere Crypt, Windhelm (New Gnisis Cornerclub), Nightingale Hall, Pinewatch, Riftweald Manor

The Refugees
Light Armor
Solitude (blacksmith), Wolfskull Cave (prayer alter)

The Warrior's Charge
Conjuration
Jarl Igmund's Bedroom, Brittleshin Pass (near arcane enchanter)

The Wolf Queen
Lockpicking
Duskglow Crevice, Dawnstar (jail)

Three Thieves
Sneak
Honningbrew Meadery (basement), Snow Veil Sanctum (Snow Veil Catacombs)

Vernaccus and Bourlor
Archery
Graywinter Watch, Honningbrew Meadery, Dragonsreach Jarl's Quarters, Froki's Shack, Knifepoint Ridge (blacksmith), Clearspring Tarn, Whiterun (House Gray-Mane)

Warrior
Block
Driftshade Refuge (Driftshade Cellar), Blackreach (Silent Ruin), Kashav (Captain's Quarter)

Withershins
Restoration
Temple of Kynareth, Arcwind Point, Valthume, Gloomreach Cavern
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Spell Damage Mitigation:

Q: What should I do to mitigate heavy spell damage?

I keep running into encounters where the spell casters kill me. In particular frost spells seem to be the worst. It's not fun getting 1-shot from 300 hp by a spell. I haven't done anything to protect myself against spells, compared to the herculean efforts I put into armor. What should I do?

A: There are several methods to increase your resistance against those attacks. You can increase your magic resistance, which works against all kinds of spells, and you can increase specific elemental resistances.

The following ways can be used to increase those resistances:

Enchanting your armor with magic or elemental resistances

Using potions of magic or elemental resistances

Up to 30% magic resistance from perks in the Alteration skill tree

The Lords Stone, grants 25% magic resistance

15% magic resistance from finishing the quest The book of love

Some starting races have elemental or magic resistances (e.g. Nords have 50% frost resistance)

Having conjured minions or other followers can also help to divert the attention of the spellcasters and give you the time you need to neutralize them.

Wards:  

Well, your best bet if you're having issues with fighting mages is using a ward. Wards protect from magic completely as long as the ward is greater than the magic being shot at you. With regards to armour, there are no downsides in Skyrim to wearing armour on a mage. It will not effect your spells effectiveness. I am a pure mage and I wear full daedric Armour.

Basically with regards to alteration magic(oak flesh etc) it is specifically geared towards Protection from melee damage so yes to answer you question wards are the only kind of magic that can be used to protect from magic.

you can also enchant armor with resistance to magicka/elemental but i personally prefer wards due to the fact that i use different enchantments on all of my armor and its easier to use a wards because not every enemy is magic related. wards are also really useful for protecting against dragon fire.

If this doesn't answer you question fully feel free to leave a comment and I will try to elaborate.
See Ward Spells
TOC:
Standing Stones



 The Standing Stones are magical stones found in the wilderness which can give your character special abilities and powers. There are thirteen Standing Stones in total, each associated with one of Tamriel's thirteen constellations. Only one stone's effects can be active at a time, although you can change which stone is active at any time by activating a different Standing Stone.

The first three stones most players will encounter are the three Guardian Stones: The Mage Stone, The Thief Stone, and The Warrior Stone. These three stones are found together in a circle outside the starting dungeon. Selecting one of these stones allows you to effectively specialize in one group of skills. All of the other stones are located on their own.

	Stone
	Location
	Description
	Effect

	The Apprentice Stone
	On an island in the Haafingar marsh, just north of Fort Snowhawk, west-northwest ofMorthal. View on map.
	Those under the sign of The Apprentice recover Magicka faster, but are more susceptible to Magicka damage.
	· Regenerate Magicka+100%

· Weakness to Magic+100%

	The Atronach Stone
	In the southernmost part of the hot springs of the Rift, northwest of Mistwatch and east-northeast of Darkwater Crossing. View on map.
	Those under the sign of The Atronach absorb a portion of incoming spell damage and have a larger pool of Magicka, but recover it more slowly.
	· Magicka +50pts

· Spell Absorption 50%

· Regenerate Magicka50% slower

	The Lady Stone
	On an island in Lake Ilinalta, directly north ofFalkreath. View on map.
	Those under the sign of The Lady regenerate Health and Stamina more quickly.
	· Regenerate Stamina25% faster

· Regenerate Health25% faster

	The Lord Stone
	East of Morthal, near the Shrine of Mehrunes Dagon, about one and a half times as far asStonehills, up on the mountain. Follow the path starting north of the Hall of the Vigilant to the Shrine and the Stone. View on map.
	Those under the sign of The Lord are more resistant to both Magicka and physical damage.
	· Armor Rating +50pts

· Resist Magic 25%

	The Lover Stone
	East of Markarth, just north of Kolskeggr Mine. Approach from the west, as the east side is bounded by an impassable cliff. View on map.
	Those under the sign of The Lover always feel a Lover's Comfort. (All skills improve faster).
	Learn all skills 15% faster
See notes

	The Mage Stone
	Southwest of Riverwood, by the roadside, one of the Guardian Stones. View on map.
	Those under the sign of the Mage will learn allmagic skills 20% faster.
	Learn magic skills 20% faster

	The Ritual Stone
	East of Whiterun, by the roadside, above the entrance to Graywinter Watch. View on map.
	Once a day, those under the sign of The Ritual can reanimate nearby corpses to fight for them.
	Raise all dead to fight for you for once a day
See notes

	The Serpent Stone
	Directly east of the College of Winterhold and northeast of the Wreck of The Pride of Tel Vos, on an icy island in the Sea of Ghosts.View on map.
	Once a day, those under the sign of The Serpent can use a ranged paralyzing poison on opponents.
	Paralyze target for 5s andDamage Health of target 25pts

	The Shadow Stone
	South of Riften, near Nightingale Hall. View on map.
	Once a day, those under the sign of The Shadow can become invisible for an extended period.
	Become invisible for 60 seconds once a day

	The Steed Stone
	Northwest of Solitude, near Ironback Hideout.View on map.
	Those under the sign of The Steed can carry more and do not suffer a movement penalty from armor.
	· Wearing armor does not affect speed

· Carry Weight +100

· Equipped armor is weightless

	The Thief Stone
	Southwest of Riverwood, by the roadside, one of the Guardian Stones. View on map.
	Those under the sign of the Thief will learn allstealth skills 20% faster.
	Learn stealth skills 20% faster†

	The Tower Stone
	About halfway between Dawnstar andWinterhold, on a high snow-covered cliff. View on map.
	Once a day, those under the sign of The Tower have the option to automatically open an Expert or lower lock.
	Unlock any Expert or lower level lock instead ofpicking it once a day

	The Warrior Stone
	Southwest of Riverwood, by the roadside, one of the Guardian Stones. View on map.
	Those under the sign of the Warrior will learn all combat skills 20% faster.
	Learn combat skills 20% faster†


†Archery counts as stealth skill in this context

[edit]Achievements
Achievements related to the Standing Stones are:

· 

 Blessed -- Select a Standing Stone Blessing

· You must discover one standing stone, then activate its blessing. This is most easily accomplished using one of the three Guardian Stones.

· 

 Standing Stones -- Find 13 Standing Stones

· You must discover all thirteen of the standing stones.

· Note there is a glitch allowing you to receive the Standing Stones achievement by visiting any standing stones a total of 13 times rather than finding all 13. The glitch may also show you to have visited more than 13 Standing Stones, by keeping track of how many times you have visited different stones without keeping track of whether you have already visited that stone or not.

[edit]Notes
· The Standing Stones are comparable to the Birthsign Stones from Oblivion.

· The Lover Stone acts as a permanent Lover's Comfort bonus, and thus the player cannot obtain other sleeping bonuses.

· The Ritual Stone does not turn bodies to ash once the effect expires. That allows the ritual stone power to be used to raise a literal army of zombies. Kill some enemies, use the ritual stone power on the corpses. Go to another area kill those enemies with your zombie army. Once they are dead, wait 24 hours to allow the power to recharge. Now use the ritual stone power again and you now have the zombies you originally raised the first time as well as the enemies you just killed. This process can be repeated over and over, adding new zombies to your army each time.

· The Ritual Stone power works on corpses positioned behind you, rather than in front.

· The Ritual Stone can also raise some enemies that cannot normally be raised by any other means, such as giants and mammoths, but not dragons of any kind.

[edit]Bugs
· The Atronach Stone may cause Summoning spells (and Powers) to fail. These spells all target the caster when used, so they have a 50% chance of being absorbed as magicka and cancelling the summon.

TOC:
RESTORATION SPELLS
Restoration (Skyrim)   Scribe    Talk9 15,350PAGES ON

THIS WIKI

The School of Restoration involves control over life forces. This skill makes it easier to cast spells like Healing, Turn Undead, and magical Wards.

"I've a lot of respect for the Restoration School. Skyrim could use more healers."

―Guard[src]

Restoration is a skill in The Elder Scrolls V: Skyrim and is one of the six skills that falls under The Mage play-style.
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DescriptionEdit

Skill experience is gained by healing when hurt and blocking damage with wards (if you are at full health or are not absorbing damage with wards, your skill will not raise). These spells will identify themselves as Restoration spells and will generally focus on healing and protection.

A highly useful school of magic for any adventurer, a wide variety of characters (especially the weapon master and berserker archetypes of the warrior skill set) can find themselves using these spells for survival. Since Skyrim does not feature custom spell creation, Restoration spells are learned from Spell Tomes found in dungeons or purchased from specific merchants.

BooksEdit

Restoration books are yellow, depicting spread-winged birds.

These books increase the Restoration Skill:

2920, Rain's Hand, v4

Mystery of Princess Talara, v2

Racial Phylogeny

The Exodus

Withershins

Oghma Infinium - can raises Restoration (and all other magic skills) by five levels. Only if you pick the correct option, otherwise it can increase all the Thief or Warrior skills five levels.

The following Miscellaneous Quest increases the Restoration Skill:

Find Pantea's Flute for Pantea Ateia in the Bards College in Solitude. This quest also raises Alteration, Enchanting, Conjuration, Destruction, and Illusion.

SpellsEdit

The following is a complete list of Restoration spells:

This page lists Spells in the school of Restoration.

	Spell Name



	Skill Level



	Tome






	Magicka Base Cost



	Description and Effect Details



	Where to Get




	Healing
Spell ID: 00012fcc
Tome ID: 0009e2af
	0
Novice
	50
	12/s
	Heals the caster 10 points per second: 

· Restore Health, 10 pts for 1 sec

· Restore Stamina, 10 pts for 1 sec [1]
	· All players start with this spell

· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Sybille Stentor, Wuunferth the Unliving, Wylandriah

	Lesser Ward
Spell ID: 00013018
Tome ID: 0009e2ae
	0
Novice
	45
	34/s
	Increases armor rating by 40 points and negates up to 40 points of spell damage or effects: 

· Ward - Lesser, 40 pts

· Shield - Lesser, 40 pts
	· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Riverwood Trader, Sybille Stentor, Wuunferth the Unliving, Wylandriah
· Can be found in Alftand Ruined Tower. Is given in the First Lessons quest during Tolfdir's lecture.

	Fast Healing
Spell ID: 0002f3b8
Tome ID: 000a271d
	25
Appren.
	94
	73
	Heals the caster 50 points: 

· Restore Health, 50 pts

· Restore Stamina, 50 pts [1]
	· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Sybille Stentor, Wuunferth the Unliving, Wylandriah

	Healing Hands
Spell ID: 0004d3f2
Tome ID: 000a271e
	25
Appren.
	89
	25/s
	Heals the target 10 points per second, but not undead, atronachs or machines: 

· Restore Health, 10 pts for 1 sec

· Restore Stamina, 10 pts for 1 sec [1]
	· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Sybille Stentor, Wuunferth the Unliving, Wylandriah

	Steadfast Ward
Spell ID: 000211f1
Tome ID: 000a2720
	25
Appren.
	92
	58/s
	Increases armor rating by 60 points and negates up to 60 points of spell damage or effects: 

· Ward - Steadfast, 60 pts

· Shield - Lesser, 60 pts
	· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Sybille Stentor, Wuunferth the Unliving, Wylandriah
· Can be found in Labyrinthian

	Turn Lesser Undead
Spell ID: 0004b146
Tome ID: 000a271f
	25
Appren.
	89
	84
	Undead up to level 6 flee for 30 seconds: 

· Turn Lesser Undead, 6 pts for 30 secs

· Turn Undead Push, 50 pts
	· Can be purchased from: Calcelmo, Colette Marence, Falion, Farengar Secret-Fire, Madena, Nelacar, Sybille Stentor, Wuunferth the Unliving, Wylandriah

	Close Wounds
Spell ID: 000b62ef
Tome ID: 0010f64d
	50
Adept
	360
	126
	Heals the caster 100 points: 

· Restore Health, 100 pts

· Restore Stamina, 100 pts [1]
	· Can be purchased from: Colette Marence

	Greater Ward
Spell ID: 000211f0
Tome ID: 000a2722
	50
Adept
	341
	86/s
	Increases armor rating by 80 points and negates up to 80 points of spell damage or effects: 

· Ward - Greater, 80 pts

· Shield - Lesser, 80 pts
	· Can be purchased from: Colette Marence

	Heal Other
Spell ID: 00012fd2
Tome ID: 000a2727
	50
Adept
	300
	80
	Heals the target 75 points, but not undead, atronachs or machines: 

· Restore Health, 75 pts

· Restore Stamina, 75 pts [1]
	· Can be purchased from: Colette Marence
· Can be found in Shalidor's Maze

	Repel Lesser Undead
Spell ID: 0004d3f8
Tome ID: 000a2725
	50
Adept
	333
	115
	All affected undead up to level 8 flee for 30 seconds: 

· Repel Lesser Undead, 8 pts for 30 secs

· Turn Undead Push, 100 pts
	· Can be purchased from: Colette Marence

	Turn Undead
Spell ID: 0005dd5d
Tome ID: 000a2721
	50
Adept
	323
	168
	Undead up to level 13 flee for 30 seconds: 

· Turn Undead, 13 pts for 30 secs

· Turn Undead Push
	· Can be purchased from: Colette Marence

	Circle of Protection
Spell ID: 0005312d
Tome ID: 000a2728
	75
Expert
	650
	171
	Undead up to level 20 entering the circle will flee: 

· Circle of Protection, 20 pts for 30 secs
	· Can be purchased from: Colette Marence

	Grand Healing
Spell ID: 000b62ee
Tome ID: 000dd643
	75
Expert
	680
	254
	Heals everyone close to the caster 200 points: 

· Restore Health Area, 200 pts in 15 ft

· Restore Stamina Area, 200 pts in 15 ft [1]
· Restore Health, 200 pts

· Restore Stamina, 200 pts [1]
	· Can be purchased from: Colette Marence

	Repel Undead
Spell ID: 0005dd60
Tome ID: 000a2726
	75
Expert
	655
	353
	All affected undead up to level 16 flee for 30 seconds: 

· Repel Undead, 16 pts for 30 secs

· Turn Undead Push, 100 pts
	· Can be purchased from: Colette Marence

	Turn Greater Undead
Spell ID: 0005dd5e
Tome ID: 000a2729
	75
Expert
	664
	267
	Undead up to level 21 flee for 30 seconds: 

· Turn Greater Undead, 21 pts for 30 secs

· Turn Undead Push, 100 pts
	· Can be purchased from: Colette Marence

	Bane of the Undead
Spell ID: 0008c1ab
Tome ID: 000dd647
	100
Master
	1200
	988
	Sets undead up to level 30 on fire and makes them flee for 30 seconds: 

· Stagger Area Attack, 0.05 pts in 80 ft

· Turn Greater Undead, 30 pts for 30 secs in 80 ft

· Bane of the Undead, 50 pts in 80 ft
	· Reward for quest Restoration Ritual Spell

	Guardian Circle
Spell ID: 000e0ccf
Tome ID: 000fde7b
	100
Master
	1220
	716
	Undead up to level 35 entering the circle will flee. Caster heals 20 health per second inside it: 

· Guardian Circle, 35 pts for 60 secs
	· Colette is supposed to sell this spell after Restoration Ritual Spell has been completed, but it is not always available for sale. To get this spell to appear, once you survive the Augur's summoned ghost attacks and he begins speaking ("You are worthy, the knowledge is yours"), start clicking on him repeatedly. You should hear his dialogue skip. Return to Colette and she will have the spell for sale.


1. ^ a b c d e f g The Respite perk is necessary to gain a Restore Stamina effect with these spells.

Spell Notes
· The base cost for spells is the amount of magicka that would be necessary to cast the spell at 0 skill without any perks. The magicka cost at 100 skill is 41% less than the base cost; the cost can also reduced by unlocking various perks. See Spell Cost for the full magicka cost equation.

· Skill level indicates which skill perk needs to be unlocked to decrease the spell's magicka cost. "N/A" is used for special spells whose cost is not affected by any perks.

· The "Where to Get" column only lists guaranteed locations for obtaining the spell tomes. Most spell tomes are also available in random loot; see Spell Tome Locations for details.

· For higher-level spell tomes to become available for purchase, your skill in the school must be high enough. Also, master-level spell tomes can only be acquired once that school's ritual spell quest has been completed.

· All spell tomes have a weight of 1

 Healing being dual cast.

The spell Circle of Protection may be cast anywhere and can raise this skill effectively.

When combined with level 100 enchanting, the player can enchant four different items so that each item (head, chest, ring, necklace) reduces the cost of restoration by 25% each, ultimately reducing the cost by 100% (requires no magic). This allows the player to cast Circle of Protection at no cost, allowing the player to level up even more effectively.

If you can find a dungeon with 7-10 Draugr of any kind, round them all up, while wearing a set of -100% Magica cost for Restoration spells armour, all you need to do is spam any of the Repel Undead spells. It helps to cast one in each hand, instead of overcharging the spell. Just box them into a corner somewhere and your Restoration skill will improve faster than any other method I have tried.

If you enchant a head, chest, ring and necklace to reduce the cost of restoration and destruction spells 25% you can use both Flames and Healing Hand on your horse infinitely.

Cornering an undead creature such as a Skeleton or Draugr and then using Turn Undead upon them can raise this skill.

Casting Equilibrium and Healing simultaneously will raise Restoration but will not raise Alteration. This will keep your Magicka full, but slowly drain your Health. Eventually Equilibrium will sap more Health than Healing can keep up with. If the difficulty is turned down to novice, the health sapped with be reduced so that this method becomes sustainable. Fast healing or close wounds a far more effective way to level restoration as it allows greater amounts of health being healed and therefor should level the skill faster. With the regeneration perk, it is possible to do it on expert difficulty, however, you need to be very cautious not to kill yourself. On adept mode it's easy to keep up with healing.

Flame trap - Find a flame trap or flame turnstile, usually in Dwemer Ruins and step on it or approach it, cast Healing. If the player's hit points drain too quickly, wear fire resistance gear or use a shield and Elemental Protection while blocking.

Using a spike trap (such as the one at Halted Stream Camp or Pinewatch) the player may damage themselves by walking into the side of the trap and healing the damage. Jumping upon the spikes will kill the player far too quickly on any difficulty, inch up to them from the side until damage is received and then back peddle quickly.

At High Hrothgar the icy wind blocking the path to The Throat of the World can be used to damage the player while casting a healing spell. This works well for lower levels.

Attacking essentials - With a Destruction spell in one hand and Healing Hands or Heal Other in the other hand, simultaneously damage and heal essential NPCs or Horses to level both Restoration and Destruction. This method may however cause a bounty for attacking the NPC.

Falling may harm the player without killing them, though this method is tedious at best as you must then spend time returning to a high area to repeat the process. Markarth is a good place to utilize this strategy safely.

Stepping repeatedly on a floor trap that triggers the swinging spiked wall will damage your character and a follower (follower takes more damage). Dual casting Healing and Healing hands level the skill up quickly. Similarly, walking into swinging axe traps have no reset time like swinging spiked wall traps to accumulate damage faster. (Wear restoration spell reducing armor for continuous healing)

Yet another method that can be used is a combination of Conjuration, the Atronach Stone, and the Heal spell. At any location with a corner, summon a Flame Thrall and use Frostbite to make it attack. Cornering it will make it use a spell similar (if not the exact spell) to Flames, which can be absorbed for magicka used to cast Healing. (Ward Absorb has not been tested, although this may prove faster than this method, will be tested shortly.)

Try finding a low-level warrior without a follower, equip both your shield and your your restoration.once the opponent attacks use your shield, once your health is low use your healing spell. This may increase both your blocking and restoration.

Another tedious method for levelling is to jump continuously on a forge fire until your health is low and then heal the damage and repeat.

It is also possible to level up restoration by reanimating a corpse then keep casting spells like turn lesser undead on it.Note that you can only do so for the duration of the conjuration spell used to reanimate the corpse.

TriviaEdit

Necromage also will affect the player if they are a vampire. As a vampire, the game will tag you as an undead, thus all spells/effects/buffs on yourself will have greater effect. This means, for example:

Enchanted equipment stats will improve somewhat. 100% magicka regen can become 125%. This also allows crafting to be improved considerably, as any fortify alchemy or smithing gear will gain a 25% bonus which in turn can apply to the creation of other fortify potions, such as enchanting elixirs.

Shouts last longer and cool-down is improved.

Dead Thrall can be cast on undead past the Lv40 cap.

Conjuration summons will last longer.

Bear in mind this will also make the weakness to fire 25% weaker. It is wise to offset this with resist magic or fire enchantments even more than already if choosing to play a vampire with Necromage. The Dunmer fire resistance perk will improve and allow vampires to offset the increased weakness naturally.

Casting the Guardian Circle spell and standing inside it's area of effect counts as a spell affecting the player, and, as such, can be used to create a magicka-regenerating pool in synergy with the Atronach Stone or the Alteration "Atronach" perk.

Colette Marence, the Restoration trainer at the College of Winterhold, believes that restoration magic is looked down upon by the college. It is unclear if her belief is justified, or simply part of her paranoia.

See alsoEdit

TOC:
Ward Spells

Increases armor rating by <mag> points and negates up to <mag> points of spell damage or effect
Wards are very useful defensive spells belonging to the school of Restoration which help both against melee and magical attacks.

All Wards have a certain amount of HP. If the HP reaches 0, the Ward is destroyed and you experience stagger. Casting a Ward does not give you its full HP immediately - there is a period of time of about one second during which the Ward "charges up". Whenever HP of the Ward drops below maximum value, it will immediately start regenerating it at a constant rate even if it's still taking more damage. Wards block only attacks from the front, however the angle is pretty generous(around 90 degrees).

The melee bonus provided by Wards is minor. While, in theory, even Lesser Ward provides more Armor Rating than Daedric Shield, using the Ward does not count as blocking and the bonus is not modified by armor skill levels. This means that Greater Ward, which boasts 80 Armor Rating bonus, decreases damage taken by just 9.6%. The Wards don't provide any additional protection against arrows. On a more positive note, non-magic damage doesn't deplete the HP of the ward and you get the full AR bonus the moment you cast the Ward no matter what its HP is, so you can use the Ward just like a shield without a problem.

Wards block incoming spells completely. The spells deplete the HP of the Ward, rather than yours. However stronger enemies use stronger spells and can dual-cast them too, so using higher-level Wards becomes necessary as you gain levels. And remember that your Ward is very weak until it fully charges, so don't expect to "catch" a Fireball that's already flying at you(technically, you can catch it, as you don't take any "extra" damage from the spell that broke the Ward; however you will be staggered by this, which will usually mean another Fireball right in the face).

Wards require Magicka to sustain, and a rather noticeable amount of it too. Don't even think of using them without casting cost reducing perks or gear. Once you get Ward Absorb the Magicka issue disappears almost completely.

Interestingly, Wards seem to be extremely effective against Dragon breath attacks. Because the game treats a breath attack as a series of quick low-damage attacks rather than a single strong one - basically, like a bigger version of the Flames/Frostbite spell - the regenerative nature of the Ward means you can completely block even an Ancient Dragon's breath with a Lesser Ward.

[edit]Notes
· Shouts, regardless of which one, can be negated by a ward either used by enemy spellcasters or the player, rendering them immune.

[edit]Spells
The following spells use the Ward group of effects. Following each spell is the specific variant of the effect that it uses:

· College Practice Ward: Ward - Steadfast (0005ad60; WardConcSelf25) (?)
· Greater Ward: Ward - Greater (0005ad61; WardConcSelf50)

· Lesser Ward: Ward - Lesser (0000014c; WardConcSelf0)

· Steadfast Ward: Ward - Steadfast (0005ad60; WardConcSelf25)

Collette Marence at the college of Winterhold sells the spell "Greater ward" 

Once you arrived at the College of Winterhold, go right and you will see the door to the Hall of Countenance. Go upstairs and she will be in one of the rooms. I am playing as Wood Elf and she is selling "Lesser Ward" and "Steadfast Ward."

TOC:
Magic Tutorial:

Magic is one of the three skill groups in Skyrim (Combat and Stealth being the other two). The crafting skill for magic is Enchanting. The five other magic skills (Alteration, Conjuration, Destruction, Illusion, and Restoration) correspond to the five schools of magic in Skyrim. Every spell belongs to one of these schools. This article talks about general aspects of magic, including features common to all five spell-casting schools.

Specifically, each of the five schools of magic governs a set of Magical Effects, which determines the spells that belong to that school. For example, Restore Health is a Restoration effect, and therefore all healing spells are part of the Restoration school. This means that the cost of casting a healing spell is affected by Restoration skill perks; furthermore, each time you cast a healing spell, your Restoration skill is fractionally improved.

Dragon Shouts, while similar to magic, are covered separately, since they are not controlled by magical skills and do not deplete Magicka.
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[edit] Using Magic
To use a magic spell, you assign it to either your left or right hand. Casting a spell depletes your Magicka. Some spells will trigger immediately, such as Novice-level Destruction spells like Sparks or Frostbite. Others may take a moment or two to charge up to full potency before triggering. Spells like Sparks or Healing (from the Restoration school) can be maintained; that is, a player can hold down the casting key to keep a spell going over a greater duration, healing or dealing damage for a longer period of time.

Some Destruction spells can also be placed as "runes" on the ground which will activate when an enemy walks over it, essentially an arcane land-mine. Runes are limited by the distance they can be cast from; the caster must be relatively close to the surface he/she wishes to inscribe a Rune on. Thus, Runes are a more 'stealth-oriented' branch of Destruction magic, though they do make noise when cast.

[edit] Spell Cost
Spell costs obey the following formula:

spell cost = base cost * skill multiplier * perk multiplier * equipment multiplier * dual cast multiplier

skill multiplier = 1 - (skill/400)0.65
The skill multiplier equals 0.6 when the skill is 100. The skill multiplier is plotted on the following graph:




[edit] Dual-Casting
Within each school of magic is a perk granting proficiency in 'dual-casting' spells. Without this perk, casting a spell with both hands has the same effectiveness as though cast normally, but twice. However, once a dual-casting perk has been taken, relevant spells can be 'overcharged' via dual-casting, resulting in a single, more powerful effect. The formula seems to be: 2.2x spell effectiveness for 2.8x spell cost (remember that we're casting two spells at the same time so 2 is the base value here, not 1).

Whether dual-casting is worth it or not depends on school. For example, without the dual-casting perk, equipping two Frenzy spells in both hands is completely pointless, but equipping two Firebolts will double the damage output. Generally speaking, the school which benefits most from dual-casting is Illusion, as dual-casting increases the maximum possible level of affected creatures and the effect stacks with perks like Kindred Mage or Animage. The Alteration and Conjuration schools, and protective spells from the Restoration school, gain duration only, which is of limited use. Healing spells actually lose effectiveness when dual-cast, as they heal only 10% faster but for 40% more. Similarly, Destruction spells are more efficient when cast separately, unless you manage to push the magicka cost to zero, leaving you with 10% additional damage at no additional cost. The Destruction school's "Impact" perk causes dual casting to stagger an opponent, and may be well worth using regardless of increased magicka cost.

[edit] Spells
Every spell has an associated difficulty level:

· Novice (skill level: 0)

· Apprentice (skill level: 25)

· Adept (skill level: 50)

· Expert (skill level: 75)

· Master (skill level: 100)

You can learn spells that have a difficulty level above your current skill level in the respective school. You are also able to cast those spells provided you have enough Magicka to do so. Skill perks can be unlocked that decrease the Magicka cost of all spells of a given difficulty level within a given school, provided you have the required skill level to unlock them.

You can learn new spells by reading Spell Tomes, which can be purchased from merchants or can be found in some dungeons. Unlike previous installments in The Elder Scrolls series, custom spell-making is not available in Skyrim.

[edit] Resistance and Absorption
Magic Resistance, Spell Absorption, and Absorb Magicka are three different effects and do not stack together. Spell Absorption is calculated before Magic Resistance, allowing the best possible outcome when hit by offensive spells.

· Magic Resistance decreases the damage of any offensive spell by the displayed percentage. Stacking is possible, but total Magic Resistance is capped at 85%.

· Spell Absorption is a percentage chance to completely nullify effects of a spell and, if the spell had a Magicka cost, add the casting cost of a spell to your Magicka. Stacking is possible, but the effect has very limited availability in the game. A bug may cause your own Summoning attempts to be absorbed, resulting in the spell failing.

· Absorb Magicka (a.k.a. Drain Magicka) transfers points of Magicka from the target to the person wielding the weapon. On the target, the effect is comparable to Damage Magicka; on the attacker, the effect is comparable to Restore Magicka.

[edit] Notes
· Duration spells do not have a pre-determined duration. Rather, the duration is determined by how long you hold the casting trigger.

· Alchemy is not considered part of the magic skill group in Skyrim. Instead, it has been shifted to Stealth, where it is that group's crafting skill.

· The school of Mysticism no longer exists in Skyrim. Its magical effects have been moved to other schools of magic.

· Unlike in Oblivion, Magic must be equipped to a specific hand (or both hands), and doing this automatically unequips whatever was there previously.

· Spells can be cast for free with 100 Enchanting skill, all 5 Ranks in the Enchanter perk, and the Insightful Enchanter perk. You enchant helm, chest, ring, and amulet with a 25% spell cost reduction in a specific school for a total of 100% cost reduction. With the Extra Effect perk, an additional magic school can be cast for free.

· In Skyrim, magic is not affected by Armor Rating.

TOC:
CHEATS:
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Draugr are the ancient Nords that have been cursed to guard the crypts of Skyrim.

VARIATIONS
· Draugr

· Restless Draugr

· Draugr Wight

· Draugr Scourge

· Draugr Deathlord

· Draugr Death Overlord

FIGHTING TIPS
· Sleeping Beauties: Draugr are often sleeping before they attack you and sometimes their beds not coffins, but rather hollowed out spaces in the walls. If you sneak up to them and target them you can identify the ones that will wake and attack because you won't be able to loot them. If you can't loot them start hacking/spelling/kicking them as they slowly awake. They take a few seconds to stand and draw their weapon allowing you to get a significant advantage.

· Dungeon Tactics: For multiple Draugr it's often good to use the layout of the dungeon to your advantage. Lead them into traps, funnel them into hallways for Shouts, or have them chase you and place Runes on the floors to eat away at their health. At low levels shouts can be extremely helpful, but due to the delay before a second shout it's prudent to hit as many as possible for as much damage as possible all at once.

· Watch Out For The Voice!:Draugr on higher level(Such as Draugr Deathlord)can also use Unrelenting Force,so try fighting them with stealth.

LOOTS
These are the possible loots you can get from a draugr:

· Ancient Nord Sword
· Ancient Nord Bow
· Ancient Nord War Axe
· Ancient Nord Great Sword
· Ancient Nord Arrow
· Ebony Battleaxe
· Ebony Arrow
· Bone Meal
MORE: Draugr
TOC:
UNDEAD Summary:

Undead Creatures consist of spirits, reanimated skeletons, and reanimated corpses. Vampires are also considered to be undead, but are undead NPCs instead of creatures. All varieties of Undead are detected using Detect Undead instead of Detect Life. Undead creatures are generally extra vulnerable to silver weapons.
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[edit]Dragon Priests






Volsung, one of the dragon priests







A dead dragon priest

Dragon Priests were once the primary servants of the ancient dragons who used to be worshipped in Skyrim and would rule over countless armies of men in their god's name, the men who are now the draugr of those ruins rest with them until disturbed... They are found residing in coffins in areas of prominent Dragon worship, particularly Nordic Ruins. If their resting place is disturbed by trespassers, their coffin will fly open and they will awaken and proceed to attack intruders with magical attacks and summoned minions. Dragon Priests were great wizards from all races that happened to become liches, undead and immortal necromancers.

In combat, the eight masked Dragon Priests are incredibly dangerous and can kill any level player very quickly if not fought properly. They will constantly move away from the player character at a high speed making it very difficult to land any melee strikes. While moving away they will use their staffs, all of which have different powers.

Unnamed dragon priests can also be summoned by the player using conjuration magic, but these versions are significantly less powerful than their boss level counterparts.

Eight Dragon Priests are named bosses, each wearing a mask with a powerful effect. Each of the eight is challenging in their own way, and show many traits similar to those of Dragonborn, including mastery of the language of dragons and use of some shouts.

Furthermore, there is a possibility that some named bosses, such as Curalmil, will appear as Dragon Priests. However, this is merely a leveled boss (bosses like Curalmil or Red Eagle can be Draugr Deathlords or lower, if the player is of a low level). These types of leveled bosses do not drop any masks, and are not part of the relevant quest to collect them. Also, random unnamed Dragon Priests may appear, after the player has exceeded the Draugr Deathlords.

Mask Only: Konahrik
Dragon Priests: Hevnoraak | Krosis | Morokei | Nahkriin | Otar the Mad | Rahgot | Vokun | Volsung
[edit]Draugr






A Draugr Scourge in combat

Draugr are ancient, long dead Nordic warriors who rise again in an undead state. They are found in barrows and tombs, and rise from catacombs or burst out of sarcophagi to attack when the player walks within their vicinity, or when certain items and events are triggered/interacted with. They will also arise if they take damage. Players can take advantage of this by using Fire Runes to drive them out of their vaults one at a time. Draugr are primarily equipped with Ancient Nord weapons, which are roughly the equivalent to modern Tamrielic steel, though higher level draugr appear with Ebony weapons. The more powerful versions (Draugr Scourge Lord, Warlord, Deathlord, Overlord) can use the Thu'um, most often using Unrelenting Force and Disarm.

The specific variety of draugr that you will meet is generally level-dependent. However, you may continue to meet low-level versions at high levels, and you may meet high-level versions earlier depending on the minimum level of the location at which they're encountered. In addition, draugr may be spellcasters, archers, one-handed melee fighters, or two-handed melee fighters. The draugr name does not provide information on the fighting style of the draugr.

The following table lists different types of draugr by what player level they first begin to appear. Empty cells mean no new variation appears at that level. Standard 'Draugr' may appear at level 1.

	Player Level
	Standard Draugr Name
	Boss Draugr Name

	1
	Restless Draugr
	Draugr Overlord

	6
	
	Draugr Wight Lord

	13
	Draugr Wight
	Draugr Scourge Lord

	21
	Draugr Scourge
	Draugr Death Overlord

	30
	Draugr Deathlord
	

	60
	
	Dragon Priest


Note: There are four Draugr Thralls that appear in Folgunthur during the Forbidden Legend quest. These are the only Draugr Thralls encountered throughout the game.

As with any enemy, when fighting draugr it's important to avoid getting surrounded. Lesser variations of draugr, like the basic Draugr or even Restless Draugr, should be picked off first to keep the fight easy. Stronger draugr can be brutal, and should be injured, if not killed, at a distance. Sometimes, draugr can be killed or injured before they can finish waking up (though attacking them starts the wake-up sequence regardless of triggers) allowing the player to deal with them before they can pose a threat.

Draugr are resistant to frost damage, though some draugr are weak to magic in general. They can be temporarily immobilized by the Ice Form Dragon Shout. Ancient Nord arrows are great to train with on draugr, since around 15 arrows can be gained from each draugr archer. It should also be noted that, with a Sneak level of over 75, it becomes quite easy to sneak-attack draugr. However Deathlords and Death Overlords will detect you easily, so move slowly and try to stay out of their line of sight, even with Sneak levels of over 90.

[edit]Ghost






A Ghost

Ghosts are the incorporeal, restless spirits of the dead citizens of Skyrim. Their equipment varies and although they are usually poorly armed, they may prove to be a threat to adventurers early on due to their resistance to non-magical weaponry. Some ghosts may constantly apologize to the player while attacking.

[edit]Skeleton






Skeleton

Skeletons are the reanimated bones of the dead. They are often found with Draugr in crypts and ruins, and may also be summoned by necromancers in combat. They are fully resistant to poison and have a 25% resistance to frost, but, given their low health level and poor equipment, they are vulnerable to other types of attack, making them relatively easy opponents. Skeleton mages can also appear in some locations— these are leveled and have the same spell selection as Draugr spell-casters.

[edit]Corrupted Shade






A Corrupted Shade

Corrupted shades are a variety of skeleton which inhabit Meridia's Temple. They have been created by Malkoran from the casualties of the ongoing war. They have leveled souls and many carry leveled weapons, but have only minimal health.

[edit]Zombie
Zombies are re-animated undead that are usually in the service of vampires and necromancers. Unlike Oblivion, Skyrim zombies are not decomposed, they're just resurrected NPCs. They'll only speak to the character to tell the character that they must be killed, or make the occasional grateful or relieved comment upon defeat. They disintegrate into ash piles when defeated.

TOC:
Enchanting (Skyrim)

 Description
Edit

Enchanting is the art of using filled Soul Gems to place permanent and unchangeable magical effects on items. It is one of three crafting skills in Skyrim falling under The Mage with parallels to Alchemy for The Thief and Smithingfor The Warrior. As such it is affected by The Mage Stone and as with all skills is affected by The Lover Stone.

Mechanics
Edit

The act of enchanting requires an item with no existing enchantments, a Soul Gem, knowledge of an enchantment, and the use of an Arcane Enchanter which can be found in all major cities typically in the palace or longhouse in the court wizard's quarters. They are also found in many locations that feature humanoid, magic using enemies such as necromancers and mages. All player-owned houses except Breezehome may be upgraded with an Arcane Enchanter.

Racial Bonuses
Edit

Altmer, Imperial, and Orc characters gain a +5 boost to Enchanting at the start of the game.

Enchantment Types
Edit

Enchantments fall into two categories based on type of item:

· Weapons have charged enchantments that cast a spell on the weapon's target when it strikes. Larger soul gems result in more charges on the enchantment allowing for more strikes before the charge is depleted. Soul Gems can be used to restore depleted charge as well as the perk Soul Siphon.

· Armor and other apparel items cast a constant effect on the wearer as long as the item is worn. Larger soul gems create greater magnitude effects.

Obtaining Enchantments
Edit

The Dragonborn initially has no knowledge of Enchantments. To learn an enchantment they must first disenchant a magic item at an Arcane Enchanter. The strength of the enchantment on the item does not matter as all enchantments of the same type will yield the same learned enchantment with the exception of those marked with an * below. Disenchanting destroys the item but grants permanent knowledge of the base enchantment allowing its use when enchanting. Some items cannot be disenchanted to learn their effects such as quest items, daedric artifacts and many, but not all, items with unique names. Staffs, also, cannot be disenchanted. To get apparel based enchantments early on, take a carriage to Solitude and visit the Radiant Raiment with about 2000 coin to get a few valuable enchanted items. This can be useful when searching for the Alchemy and Smithing enchantments to exploit the alchemy-enchantment loop. If the vendor doesn't have the enchantment you're looking for: Save, attack until you get a bounty, reload last save and check the inventory again there will be a slightly different assortment of goods (works on every vendor). Do this for other vendors after you have purchased what you want from them, save/attack/load, and you will still have the stuff you wanted and the vendors inventory is reset.

For the five-finger discount seekers, Grelka in Riften has typically three enchanted items locked inside her booth in the market. One is a fortify carry weight, another is a stamina and another is restoration or something similar.

The Jarl of Whiterun gives a free enchanted item after the first dragon is killed on the main quest.

Picking the right pocket can get mercenaries after you, these frequently carry enchanted items.

This should be enough to get you started, remember to get the Transmute spell from the Halted Stream camp interior early in your adventures to turn that cheap iron ore into valuable gold jewelry then enchant the made items and either sell them for an increased amount of gold or keep them and use them for the effect.

Leveling
Edit

The following actions raise the Enchanting skill:

· Disenchanting items yields enchanting experience. Skill gain increases with the value of the item.

· Enchanting items that do not currently possess an enchantment. Same skill gain regardless of item and size of soul.

· Using a Soul Gem to recharge weapons, (Soul Siphon does not count but casting it improves enchanting like any other low level spell). Larger skill gains based on size of soul regardless of actual charge gained. The easiest way to do this is to put Soul Trap on a weapon and kill creatures with that weapon. Use the soul gems to recharge said weapon. (Only Black Soul Gems or the Black Star can hold the souls of sentient humaniod beings.)

Books
Edit

The following is a list of books that raise the Enchanting skill:

· A Tragedy in Black
· Catalogue of Weapon Enchantments
· Complete Catalogue of Enchantments for Armor
· Enchanter's Primer
· Twin Secrets
Quests
Edit

· Discerning the Transmundane can award the player with five levels of every Mage governed skill, including enchanting.

· Find Pantea's Flute for Pantea Ateia in the Bards College in Solitude, (Note: also increases Alteration,Restoration, Conjuration, Destruction and Illusion).

Trainers
Edit

Main article: Trainer
	Trainer
	Skill Level
	Location

	Sergius Turrianus
	Expert
	The College of Winterhold

	Hamal
	Master
	Temple of Dibella, Markarth, (after completing The Heart of Dibella quest).


Perks
Edit

The following are the perks that become available to select as the skill is leveled up.

	Perk (Ranks)
	Requirements
	Description

	Enchanter (5)
	 
	New enchantments are 20% stronger (+20% per additional rank)

	Soul Squeezer
	Enchanting 20
Enchanter
	Soul gems provide extra magicka for recharging

	Fire Enchanter
	Enchanting 30
Enchanter
	Fire enchantments on weapons and armor are 25% stronger

	Soul Siphon
	Enchanting 40
Soul Squeezer
	Death blows to creatures, but not people, trap 5% of the victim's soul, recharging the weapon

	Frost Enchanter
	Enchanting 40
Fire Enchanter
	Frost enchantments on weapons and armor are 25% stronger

	Insightful Enchanter
	Enchanting 50
Enchanter
	Skill enchantments on armor are 25% stronger

	Storm Enchanter
	Enchanting 50
Frost Enchanter
	Shock enchantments on weapons and armor are 25% stronger

	Corpus Enchanter
	Enchanting 70
Insightful Enchanter
	Health, magicka and stamina enchantments on armor are 25% stronger

	Extra Effect
	Enchanting 100
Storm Enchanter or Corpus Enchanter
	Can put two enchantments on the same item




Enchanting perks tree

Enchantments
Edit

Weapon Enchantments
Edit

There are 17 weapon enchantments available.

· Absorb Health
· Absorb Magicka
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· Absorb Stamina
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· Banish
· Fear
· Fiery Soul Trap
· Fire Damage
· Frost Damage
· Huntsman's Prowess
· Magicka Damage
· Notched Pickaxe
· Paralyze
· Shock Damage
· Silent Moons Enchant
· Soul Trap
· Stamina Damage
· Turn Undead
Apparel Enchantments
Edit

Table shows only enchantment and item combinations that can be created at an Arcane Enchanter.

	Enchantment 


	Helm 


	Armor 


	Gloves 


	Boots 


	Shield 


	Amulet 


	Ring 



	Fortify Alchemy
	Yes
	 
	Yes
	 
	 
	Yes
	Yes

	Fortify Alteration
	Yes
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Alteration & Magicka Regen
	 
	Yes
	 
	 
	 
	 
	 

	Fortify Archery
	Yes
	 
	Yes
	 
	 
	Yes
	Yes

	Fortify Barter
	 
	 
	 
	 
	 
	Yes
	 

	Fortify Block
	 
	 
	Yes
	 
	Yes
	Yes
	Yes

	Fortify Carry Weight
	 
	 
	Yes
	Yes
	 
	Yes
	Yes

	Fortify Conjuration
	Yes
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Conjuration & Magicka Regen
	 
	Yes
	 
	 
	 
	 
	 

	Fortify Destruction
	Yes
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Destruction & Magicka Regen
	 
	Yes
	 
	 
	 
	 
	 

	Fortify Healing Rate
	 
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Health
	 
	Yes
	 
	 
	Yes
	Yes
	Yes

	Fortify Heavy Armor
	 
	Yes
	Yes
	 
	 
	Yes
	Yes

	Fortify Illusion
	Yes
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Illusion & Magicka Regen
	 
	Yes
	 
	 
	 
	 
	 

	Fortify Light Armor
	 
	Yes
	Yes
	 
	 
	Yes
	Yes

	Fortify Lockpicking
	Yes
	 
	Yes
	 
	 
	Yes
	Yes

	Fortify Magicka
	Yes
	 
	Yes
	 
	 
	Yes
	Yes

	Fortify Magicka Regen
	Yes
	Yes
	 
	 
	 
	 
	Yes

	Fortify One-Handed
	 
	 
	Yes
	Yes
	 
	Yes
	Yes

	Fortify Pickpocket
	 
	 
	Yes
	Yes
	 
	Yes
	Yes

	Fortify Restoration
	Yes
	Yes
	 
	 
	 
	Yes
	Yes

	Fortify Restoration & Magicka Regen
	 
	Yes
	 
	 
	 
	 
	 

	Fortify Smithing
	 
	Yes
	Yes
	 
	 
	Yes
	Yes

	Fortify Sneak
	 
	 
	Yes
	Yes
	 
	Yes
	Yes

	Fortify Stamina
	 
	Yes
	 
	Yes
	 
	Yes
	Yes

	Fortify Stamina Regen
	 
	Yes
	 
	Yes
	 
	Yes
	 

	Fortify Two-Handed
	 
	 
	Yes
	Yes
	 
	Yes
	Yes

	Fortify Unarmed
	 
	 
	Yes
	 
	 
	 
	Yes

	Muffle
	 
	 
	 
	Yes
	 
	 
	 

	Resist Disease
	 
	Yes
	 
	 
	Yes
	Yes
	Yes

	Resist Fire
	 
	 
	 
	Yes
	Yes
	Yes
	Yes

	Resist Frost
	 
	 
	 
	Yes
	Yes
	Yes
	Yes

	Resist Magic
	 
	 
	 
	 
	Yes
	Yes
	Yes

	Resist Poison
	 
	Yes
	 
	 
	Yes
	Yes
	Yes

	Resist Shock
	 
	 
	 
	Yes
	Yes
	Yes
	Yes

	Water Breathing
	Yes
	 
	 
	 
	 
	Yes
	Yes


Notes & Tips
Edit

· Soul Gems are destroyed when used to enchant or recharge weapons (except for Azura's Star or The Black Star).

· However, Soul Gems can be mined from Geode Veins in Blackreach.

· Soul Trap enchanted weapons make collecting souls easy. (The player can use bound weapons with theConjuration perk Soul Stealer as an alternative.)

· Buying empty soul gems and then enchanting equipment found while filling them offers a good return on investment.

· Giving a follower empty soul gems and equipping them with a weapon enchanted with Soul Trap can help to fill souls easier, freeing the player up to use other enchanted weaponry.

· Use Azura's Star or The Black Star with a Soul Trap enchanted weapon to trap a soul and then recharge the weapon after each soul trap to level up faster.

· Enchanting items crafted to improve the Smithing skill is a cost effective way to level both even if all base materials are purchased.

· The Transmute spell can be combined with the above to turn iron into gold, smith the gold into rings, enchant the rings, and then sell. Raises Alteration, Smithing, Speech and Enchanting. Windhelm is a good place to do this, because the Arcane Enchanter behind Niranye's stall is convenient to the Blacksmith Quarters and you can sell your enchanted items at both.

· For melee classes, Fiery Soul Trap is the most effective enchantment because it fills a soul gem while you are inflicting extra fire damage. Also, you can set the enchantment so that it takes one second to fill the soul gem because it focuses on the fire damage, giving you unlimited time to kill the enemy and trap its soul.

· One can use The Mace of Molag Bal to kill an enemy, if the enemy dies within 3 seconds, fills a soul gem, and use that soul gem to recharge the weapon, this will level up faster.

· Also, combining The Mace of Molag Bal with The Black Star to capture souls, and then using the star to recharge the Mace can be a way of never-ending enchantment power.

· Some enchantments will improve the selling price of the base item more than others. In order of descending value:

· Weapons:

1. Banish
2. Paralyze
3. Absorb Health
4. Stamina Damage
5. Absorb Stamina
6. Absorb Magicka
7. Damage Magicka
8. Fear
9. Frost Damage
10. Shock Damage
11. Fiery Soul Trap
12. Fire Damage
13. Soul Trap
14. Huntsman's Prowess
· Chest:

1. Fortify Destruction
2. Fortify Healing Rate
3. Fortify Conjuration
4. Fortify Smithing
· Head:

1. Waterbreathing
2. Fortify Archery
3. Fortify Destruction
4. Fortify Conjuration
5. Fortify Restoration
· Hands/Feet:

1. Fortify Sneak, Muffle
2. Fortify Carry Weight
3. Fortify One-Handed
4. Fortify Two-Handed
· Jewelry:

1. Waterbreathing (is the most valuable in lower enchanting levels)

2. Fortify Sneak (is the most valuable in higher enchanting levels, because it scales)

3. Fortify Carry Weight
4. Fortify Barter
5. Fortify One-Handed, Fortify Two-Handed
6. Fortify Archery
7. Fortify Destruction
8. Fortify Healing Rate
9. Fortify Conjuration
10. Resist Magic (greater)

11. Fortify Block, Fortify Smithing
12. Fortify Restoration
13. Fortify Illusion
14. Fortify Alteration
15. Fortify Health
16. Resist Shock
17. Fortify Magicka, Resist Frost, Resist Magic (lesser)

18. Fortify Alchemy
19. Fortify Stamina
20. Fortify Light Armor
21. Fortify Unarmed
22. Fortify Magicka Regen
· Shield:

1. Resist Magic (greater)

2. Fortify Block
3. Fortify Health
4. Resist Shock
5. Resist Magic (lesser),

6. Resist Frost
7. Resist Fire
· To maximize skill gain, activate The Mage Stone and sleep in a bed to obtain a Rested Effect, (unless you're a Werewolf).

· Enchanted weapons make a unique sound when unsheathed, the combination of fire and shock enchantments on a weapon make a sound similar to a rattle snake when drawn.

· Some enchantment and item combinations that cannot be created at the enchanter can be found as loot.

· A space in front of the item's name will sort it at the top of the appropriate inventory list. Likewise, starting an item with lower case letters puts it at the bottom of the list. Useful when creating a lot of items simply to gain experience.

· Once an enchantment is selected for an item, it will remain in place until the player exits the enchanter or creates the item regardless of a Fortify Enchantment bonus fading.

· Enchanting "Fortify <magic school>" at 100 skill level and 5/5 Enchanter perk with a Grand soul results in a 25% casting cost reduction for that school. This stacks additively; meaning that with 4 items (chest, ring, amulet and head) you can cast spells in that school for free. Combined with the perk Extra Effect, players can cast spells from up to two schools for free with the same gear set.

· For single enchantments that have a pair of effects, e.g. Fiery Soul Trap or Fortify <spell school> and Magicka Regeneration, the second effect is constant and the number of charges, if applicable, is based on the first effect.

· Enchantments are affected by perks from their relevant magic school e.g. Shock Damage is affected by Enhanced Shock including enchantments with damage effects that are secondary. Drain and damage effects are all destruction school effects.

· Having a higher enchantment level slightly raises the players defense stats against enchanted weaponry. This can be anywhere from 1%-15% and is an invisible stat.

· If you have a high enchanting level, guards may ask the player to enchant their weapon;"Would you enchant my sword?This thing could barely cut butter."

· Even with the "Extra effect" perk you still can't add an enchantement to an already enchanted item, you have to select two enchantements the first time you enchant an item.

Method for Maximum Strength Potions and Enchantments
Edit

Prerequisites: Level 100 in Alchemy and Enchanting, five points in Alchemist, one point in Benefactor, five points in Enchanter, one point in Insightful Enchanter, three pieces each head and hand apparel with no enchantments, three rings with no enchantments, three amulets with no enchantments, and twelve grand souls.

1. Craft a set of Fortify Alchemy gear at 25% boost.

2. Craft several potions of Fortify Enchanting at 30% boost.

3. Craft a new set of Fortify Alchemy gear at 28% boost with the aid of the potions. Time passes while using the arcane enchanter so move quickly.

4. Craft several potions of Fortify Enchanting at 32% boost using the new set of gear.

5. Craft a final set of Fortify Alchemy gear at 29% boost with the aid of the potions.

If you are a vampire and have the restoration perk necromage, you can reach up to 33% alchemy gear boost and 46% enchanting potion boost. (using Falmer Helmets and circlets as well)

The final set of gear will not improve the results of a Fortify Enchanting potion but will improve the results of other potions. Additional potions can be brewed to improve enchantments of all types. One common application is to enchant a set of Fortify Smithing gear and combine it with a maximum strength Fortify Smithing potion to improve weapons and armor.

Bugs
Edit

· Soul Siphon does not appear to work with certain Daedric weapons (ex., Dawnbreaker).

· Enchanting bonuses from perks may not always function properly e.g. only allowing enchantments of 22% in alchemy and/or blacksmithing as opposed to 25%

· PS3 solution was to delete Skyrim Game Data and Game Update and reinstall again from fresh.

· Several enchantments exist that cannot be placed on anything or are duplicates of existing enchantments. These have been marked above with an *. The Shadowsight, Shadowstrength, Shadowstrike, andShadowthrive enchantments are learned from disenchanting Linwe's Armor, Linwe's Boots, Linwe's Gloves, and Linwe's Hood. The Blessing of Mara is obtained by disenchanting The Bond of Matrimony. Known items that cause duplicate enchantments are the Drainheart weapons and the Shield of Solitude.

·  PC  Apparels with two identical enchantments, will correctly have these 2 enchantments, but the figures shown in active list may be incorrect. Weapons with two identical enchantments on the other hand will only have one of the 2 effects .

· With the Extra Effect perk both a weapon and an armor enchantment can be selected before selecting an item to enchant. If a weapon is chosen as the item and enchanted it will appear as an enchantment. However, the 'armor' enchant on the weapon will have no effect and is not listed on the Active Effects section of the Magic Menu.

· The value of enchanted items goes down as Enchanting skill increases; however, sometimes after restarting the game, it may register a higher value; also if you have a dead thrall, store these items in them, resurrect, kill and then loot the items, they may be of higher value (only worked on apparels, weapons seem to remain the same value.)

· Weapon charge count may be bugged after exiting and relaunching skyrim and loading a save.

· Two items of the same type with the same enchantment but different names will eventually both have one of the two names. With the Extra Effect perk, switching the order of enchantments can prevent this.

· Movement glitches can occur when exiting an enchanting table. On the PC they appear to be related to using the mouse wheel to scroll through lists when the game incorrectly adjusts the camera perspective at the same time. Reloading a previous save will fix this issue but is not always necessary as the glitch is often temporary. If you notice the camera being controlled by the mouse wheel while in the menu, simply ensure you're in third person view (you can see your character) when you exit the table menu. You can then control the camera normally, no reload needed.

· If a companion uses a Soul Trap enchanted weapon with (x) Soul Gems in their inventory to capture a x soul and the player then uses fast travel every (x) Soul Gems in the companion's inventory will be filled, x = petty, etc.

· The destruction perks that improve damage for a specific magic damage type exhibit odd stacking behavior when applying these damage types to weapons as enchantments. The bonus can apply to affects it should not apply to based on the damage specific description as well as stack with other bonuses from the other damage perks.

· Fortify school enchantments do not interact with weapon enchantments in the same way across all platforms. On the PC weapons appear to always drain charges when used. On the PS3 and 360 100% or more fortification in any school will reduce the charge cost of a weapon enchantment to zero. It is unknown which situation is a bug and which is the intended mechanic.

· Fortify Restoration potions improve the results of Alchemy. While not a bug with enchanting per se this can be exploited to create stronger sets of Fortify Alchemy and/or Smithing equipment by creating stronger Fortify Enchanting potions.

· Fortify Restoration potions improve the strength of enchantments when they are equipped. If a potion is taken immediately before equipping armor the effects will be permanently improved until the equipment is taken off again. This can also be exploited to create stronger Fortify Smiting and/or Alchemy effects.

·  PC  Forify Conjuration potions or some perks in this school will have an effect on Banish, making it a prolonged DOT. If you have absorb health/stamina/magicka put together with Banish, these effects will also become DOT.

·  PS3 Sometimes dropping items enchanted by the player will cause them to lose the enchantment(s) permanently, as if they were soul gems being dropped.

· Falmer Helmets and circlets can be worn at the same time. This can be exploited to create stronger sets of Fortify Alchemy equipment, which then allows the creation of stronger Fortify Enchantment potions.

· Characters with Vampirism and the Restoration perk Necromage will see improved strength of enchantments when they are equipped—the fortify alchemy gear can be maxed at 33%, the enchanting potion at 46%, and smithing potion at 184% (in conjunction with the Falmer Helmet + Circlet exploit.) With Necromage, the bonuses from the 33% gear will show up as 42% in the active effects.

· Potentially infinite stats can be obtained by a glitch that allows you to wear multiple sets of gear at the same time.

· Fortify One-Handed has no effect on daggers. Fortify One-handed on daggers does work with the PS3 version.

· Sometimes, enchanting with the "Fortify Magicka" enchantment will cause the item to give the player infinite magicka when their magicka bar is empty.

Achievements
Edit

	


	Artificer
Make a smithed item, an enchanted item, and a potion

	Points
	10 



	Trophy
	





 Do the restoration potion exploit until you have a potion of 400% restoration, then equip the amulet.
TOC:
DISENCHANT: 
How do you disenchant: 

At an Enchanting table. I usually use the one in Whiterun. There's a guy in Dragonsearch(?) that sells magic stuff. Behind him is an alchemy lab and a enchantment table.

---

PSN:Glasscityboss

manicorabs

Posted 11/14/2011 5:17:27 PM

What happens when you disenchant is that you learn the enchantment of an item but in the process the item is destroyed. So if you take an iron sword that deals 10 fire damage and disenchant it you learn how to enchant weapons with 10 fire damage but lose the sword. To enchant an item you need a soul gem, you find these in dungeouns or with court wizards. Go to the enchantment table and select the enchantment, the item and the soul gem. the greater the soul gem is the more powerful the enchantment. For example a great soul gem might give your armour a 25% restiance but a petty soul gem will only give a 5%. Please note those are made up numbers and do not represnt anything in the game.

I'm new to the Elder Scrolls franchise, and I'm trying to get better at enchanting.

I noticed that when I disenchant something that allows for (just as an example) 50 Bonus Magicka, how come the enchantment I learned only has a small fraction of that bonus (e.g. 15 Bonus Magicka)?

you learn the base bonus magika enchantment but the actual enchantment you craft depends on your enchanting lvl and the soul gem. the plus side is that you can learn a crappy enchant and make a better one if your skills are high enough
---
PSN - Philtacular02
TOC:
Modify Things
http://www.youtube.com/watch?v=qiriLNcdDXg
TOC:
Secret Room – With Everything

This requires access to the “Console” to work – easy on PC difficult on Xbox

http://www.youtube.com/watch?v=JcNMNFcfepw&feature=related
TOC:
Secret Chests:

Whiterun:

At the Maden Warrior there are 2 secret chests under the main floor near the counter (but back a bit)  You may or may not get busted so save before taking anything.

At the General Goods Store, under the floor near the counter (look for the broken floorboard)

Arcadia’s Cauldron: under floor in front of counter where Arcadia is.

Outside Wall just behind Dragon’s Reach on the east side

Dawnstarr:

Get endless lockpicks
Just outside of Dawnstarr is a camp of Kashicks – find a tent with a lady Akheri and talk to her.

Run to the Chest – Turn Right and Run back down the cobblestone path will see home/fence turn to right along the fence going East Past all building (will be on the right) past some soldiers, you will see a building on the left and just past an abandoned cart (on right) veer slightly right and near the junction of bush on left and Rock on right should be an invisible Chest. to Chest

Run back to Akheri and look at her and talk to her – wait one or two days then Run to the Chest.

Note dragons show up every 2 weeks.

END

