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The	UESPWiki	–	Your	source	for	The	Elder	Scrolls	since	1995	Tamriel	Unlimited	was	a	rebranding	of	The	Elder	Scrolls	Online	coinciding	with	a	change	in	the	payment	model	for	the	game,	beginning	on	PC/Mac	on	March	17,	2015,	and	on	PS4/Xbox	One	with	console	release	on	June	9,	2015.[1]	Rather	than	requiring	both	a	purchase	of	the	game	and	a
monthly	subscription	fee,	the	only	required	payment	is	the	initial	price	for	the	game	itself.	This	initial	purchase	gives	full	access	to	what	has	been	referred	to	as	the	"base"	game:	all	content	released	up	to	and	including	Update	6.[2]	Players	have	the	option	of	continuing	to	pay	monthly	for	a	premium	account	called	ESO	Plus,	which	will	provide	monthly
stipends	of	in-game	currency	(called	Crowns),	boosts	to	crafting,	and	access	to	all	DLC	while	your	membership	is	active.	If	you	do	not	wish	to	pay	a	monthly	fee,	you	can	also	buy	DLC	individually.	Coinciding	with	the	release	of	Tamriel	Unlimited,	the	Crown	Store	was	introduced,	an	in-game	cash	shop	selling	"cosmetic	and	convenience"	items.	All
existing	PC/Mac	players	were	automatically	switched	over	to	the	Tamriel	Unlimited	payment	model	on	March	17;	any	remaining	subscription	time	was	converted	to	ESO	Plus,	even	if	players	chose	to	cancel	their	ESO	Plus	membership	rather	than	renewing	it	after	time	ran	out.	Complimentary	Crowns	were	awarded	based	on	how	long	they	had
previously	been	subscribed.	The	ESO	Subscriber	Loyalty	Program	was	discontinued	following	the	release	of	Tamriel	Unlimited.	Following	the	launch	of	the	Gold	Edition	in	September	2016	and	the	One	Tamriel	update	in	October	2016,	"Tamriel	Unlimited"	was	removed	from	the	game's	branding.	References[edit]	Most	PopularPage	2Most	PopularPage
3	Choosing	to	play	as	a	member	of	the	Aldmeri	Dominion	means	that	you	are	fighting	to	see	the	elven	people	placed	in	a	position	of	superiority	over	the	rest	of	Tamriel.	Widely	considering	themselves	to	be	the	smartest	and	most	capable	of	men	and	elves,	the	Dominion	fights	with	the	firm	belief	that	the	Altmer	Queen	Ayrenn	is	the	only	one	truly
capable	of	ruling	Tamriel.	The	Aldmeri	Dominion	is	an	oddity	in	that	it	doesn’t	have	a	“true”	dedicated	fighter	race:	In	a	way	both	the	Khajiit	and	Bosmer	fill	the	fighter	/	thief	archetype,	although	the	Khajiit	do	have	a	leg	up	in	that	their	melee	survivability	is	higher	than	the	Wood	Elves	who	tend	towards	archery.The	residents	of	the	Summerset	Isles
are	known	for	their	attitude	of	smug	superiority	to	humans	as	well	as	a	general	condescending	attitude	to	everyone	who	isn’t	an	Altmer.	But	that	arrogance	has	a	good	reason	behind	it--they	are	some	of	the	most	powerful	spell	casters	to	ever	walk	Tamriel.	These	eugenics	loving	mystics	are	the	race	of	choice	if	you	want	to	play	as	a	general,	all-around
powerhouse	spellcaster.Racial	Abilities	Destruction	Talent	–	Increases	experience	gained	with	the	Destruction	Staff	Skill	by	15%This	skill	starts	off	unlocked	and	it’s	one	of	the	most	useful	of	the	starter	mage	skills.	Since	all	of	the	various	elemental	attack	spells	are	used	via	Destruction,	you’ll	be	able	to	use	all	of	them	with	increased	efficiency	and
level	them	up	incredibly	fast.Spellcharge	–	Increased	magicka	recovery	while	in	combat.	Unlocked	at	Rank	5Another	incredibly	useful	skill,	Spellcharge	helps	you	stay	in	combat	for	longer	by	boosting	the	speed	at	which	magicka	recharges.	Once	you	have	this	skill	you’ll	probably	want	to	level	it	up	as	soon	as	possible	since,	while	the	higher	levels	only
confer	a	minor	increase,	that	increase	stacks	with	other	bonuses	to	recharge	rate	and	it	starts	to	really	add	up.Gift	of	Magnus	–	Increases	maximum	Magicka.	Unlocked	at	Rank	10The	usefulness	of	this	ability	should	be	rather	obvious.	The	bonus	is	4%	per	level	and	a	12%	increase	at	maximum	level	is	nothing	to	sneeze	at.Elemental	Talent	–	Increases
damage	with	cold,	fire	or	shock	effects.	Unlocked	at	Rank	25While	this	ability	sounds	great	on	paper,	and	the	bonus	in	nice,	the	%	boost	just	isn’t	enough	to	justify	it	unless	you	literally	have	nothing	else	to	spend	points	on	anymore.	
Taking	one	rank	in	it	for	the	initial	2%	increase	is	advised	but	beyond	that	it’s	very	much	up	to	individual	preference.Bosmer	/	Wood	ElvesThe	reclusive	Bosmer	of	Valenwood	are	known	for	two	things:	their	survival	abilities	and	their	archery.	They’ve	chosen	to	stand	beside	their	brothers,	the	Altmer,	in	bringing	peace	and	stability	to	Tamriel	through
Elven	rule.	Excelling	in	fighting	from	concealment,	you’ll	most	often	know	that	a	Bosmer	is	nearby	when	an	arrow	strikes	you	in	the	back.Racial	Abilities	Archery	Expertise	–	Increases	experienced	gained	with	the	Bow	Skill	by	15%	Care	to	take	a	wild	guess	at	what	weapons	the	Bosmer	prefer?	They’re	quite	good	at	staying	at	a	distance	while	plucking
away	at	the	enemies	with	their	bow	and	its	accompanying	skills	so	use	that	with	their	natural	stealth	abilities	even	if	you’re	not	a	Nightblade.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5	Yes	please.	Even	at	rank	1	this	is	still	a	skill	that’s	worth	having.	

Following	the	launch	of	the	Gold	Edition	in	September	2016	and	the	One	Tamriel	update	in	October	2016,	"Tamriel	Unlimited"	was	removed	from	the	game's	branding.	References[edit]	Most	PopularPage	2Most	PopularPage	3	Choosing	to	play	as	a	member	of	the	Aldmeri	Dominion	means	that	you	are	fighting	to	see	the	elven	people	placed	in	a
position	of	superiority	over	the	rest	of	Tamriel.	Widely	considering	themselves	to	be	the	smartest	and	most	capable	of	men	and	elves,	the	Dominion	fights	with	the	firm	belief	that	the	Altmer	Queen	Ayrenn	is	the	only	one	truly	capable	of	ruling	Tamriel.	The	Aldmeri	Dominion	is	an	oddity	in	that	it	doesn’t	have	a	“true”	dedicated	fighter	race:	In	a	way
both	the	Khajiit	and	Bosmer	fill	the	fighter	/	thief	archetype,	although	the	Khajiit	do	have	a	leg	up	in	that	their	melee	survivability	is	higher	than	the	Wood	Elves	who	tend	towards	archery.The	residents	of	the	Summerset	Isles	are	known	for	their	attitude	of	smug	superiority	to	humans	as	well	as	a	general	condescending	attitude	to	everyone	who	isn’t
an	Altmer.	But	that	arrogance	has	a	good	reason	behind	it--they	are	some	of	the	most	powerful	spell	casters	to	ever	walk	Tamriel.	These	eugenics	loving	mystics	are	the	race	of	choice	if	you	want	to	play	as	a	general,	all-around	powerhouse	spellcaster.Racial	Abilities	Destruction	Talent	–	Increases	experience	gained	with	the	Destruction	Staff	Skill	by
15%This	skill	starts	off	unlocked	and	it’s	one	of	the	most	useful	of	the	starter	mage	skills.	Since	all	of	the	various	elemental	attack	spells	are	used	via	Destruction,	you’ll	be	able	to	use	all	of	them	with	increased	efficiency	and	level	them	up	incredibly	fast.Spellcharge	–	Increased	magicka	recovery	while	in	combat.	Unlocked	at	Rank	5Another	incredibly
useful	skill,	Spellcharge	helps	you	stay	in	combat	for	longer	by	boosting	the	speed	at	which	magicka	recharges.	Once	you	have	this	skill	you’ll	probably	want	to	level	it	up	as	soon	as	possible	since,	while	the	higher	levels	only	confer	a	minor	increase,	that	increase	stacks	with	other	bonuses	to	recharge	rate	and	it	starts	to	really	add	up.Gift	of	Magnus	–
Increases	maximum	Magicka.	Unlocked	at	Rank	10The	usefulness	of	this	ability	should	be	rather	obvious.	The	bonus	is	4%	per	level	and	a	12%	increase	at	maximum	level	is	nothing	to	sneeze	at.Elemental	Talent	–	Increases	damage	with	cold,	fire	or	shock	effects.	Unlocked	at	Rank	25While	this	ability	sounds	great	on	paper,	and	the	bonus	in	nice,	the
%	boost	just	isn’t	enough	to	justify	it	unless	you	literally	have	nothing	else	to	spend	points	on	anymore.	Taking	one	rank	in	it	for	the	initial	2%	increase	is	advised	but	beyond	that	it’s	very	much	up	to	individual	preference.Bosmer	/	Wood	ElvesThe	reclusive	Bosmer	of	Valenwood	are	known	for	two	things:	their	survival	abilities	and	their	archery.
They’ve	chosen	to	stand	beside	their	brothers,	the	Altmer,	in	bringing	peace	and	stability	to	Tamriel	through	Elven	rule.	Excelling	in	fighting	from	concealment,	you’ll	most	often	know	that	a	Bosmer	is	nearby	when	an	arrow	strikes	you	in	the	back.Racial	Abilities	Archery	Expertise	–	Increases	experienced	gained	with	the	Bow	Skill	by	15%	Care	to	take
a	wild	guess	at	what	weapons	the	Bosmer	prefer?	They’re	quite	good	at	staying	at	a	distance	while	plucking	away	at	the	enemies	with	their	bow	and	its	accompanying	skills	so	use	that	with	their	natural	stealth	abilities	even	if	you’re	not	a	Nightblade.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5	Yes	please.	Even	at	rank	1
this	is	still	a	skill	that’s	worth	having.	Running,	blocking,	attacking	and	sneaking	will	all	consume	this	resource	so	even	putting	in	just	the	one	point	will	make	for	a	nice	return	on	this	investment.Resist	Affliction	–	Increases	maximum	stamina.	

Complimentary	Crowns	were	awarded	based	on	how	long	they	had	previously	been	subscribed.	
The	ESO	Subscriber	Loyalty	Program	was	discontinued	following	the	release	of	Tamriel	Unlimited.	Following	the	launch	of	the	Gold	Edition	in	September	2016	and	the	One	Tamriel	update	in	October	2016,	"Tamriel	Unlimited"	was	removed	from	the	game's	branding.	References[edit]	Most	PopularPage	2Most	PopularPage	3	Choosing	to	play	as	a
member	of	the	Aldmeri	Dominion	means	that	you	are	fighting	to	see	the	elven	people	placed	in	a	position	of	superiority	over	the	rest	of	Tamriel.	Widely	considering	themselves	to	be	the	smartest	and	most	capable	of	men	and	elves,	the	Dominion	fights	with	the	firm	belief	that	the	Altmer	Queen	Ayrenn	is	the	only	one	truly	capable	of	ruling	Tamriel.
The	Aldmeri	Dominion	is	an	oddity	in	that	it	doesn’t	have	a	“true”	dedicated	fighter	race:	In	a	way	both	the	Khajiit	and	Bosmer	fill	the	fighter	/	thief	archetype,	although	the	Khajiit	do	have	a	leg	up	in	that	their	melee	survivability	is	higher	than	the	Wood	Elves	who	tend	towards	archery.The	residents	of	the	Summerset	Isles	are	known	for	their	attitude
of	smug	superiority	to	humans	as	well	as	a	general	condescending	attitude	to	everyone	who	isn’t	an	Altmer.	But	that	arrogance	has	a	good	reason	behind	it--they	are	some	of	the	most	powerful	spell	casters	to	ever	walk	Tamriel.	These	eugenics	loving	mystics	are	the	race	of	choice	if	you	want	to	play	as	a	general,	all-around	powerhouse
spellcaster.Racial	Abilities	Destruction	Talent	–	Increases	experience	gained	with	the	Destruction	Staff	Skill	by	15%This	skill	starts	off	unlocked	and	it’s	one	of	the	most	useful	of	the	starter	mage	skills.	Since	all	of	the	various	elemental	attack	spells	are	used	via	Destruction,	you’ll	be	able	to	use	all	of	them	with	increased	efficiency	and	level	them	up
incredibly	fast.Spellcharge	–	Increased	magicka	recovery	while	in	combat.	Unlocked	at	Rank	5Another	incredibly	useful	skill,	Spellcharge	helps	you	stay	in	combat	for	longer	by	boosting	the	speed	at	which	magicka	recharges.	Once	you	have	this	skill	you’ll	probably	want	to	level	it	up	as	soon	as	possible	since,	while	the	higher	levels	only	confer	a
minor	increase,	that	increase	stacks	with	other	bonuses	to	recharge	rate	and	it	starts	to	really	add	up.Gift	of	Magnus	–	Increases	maximum	Magicka.	Unlocked	at	Rank	10The	usefulness	of	this	ability	should	be	rather	obvious.	The	bonus	is	4%	per	level	and	a	12%	increase	at	maximum	level	is	nothing	to	sneeze	at.Elemental	Talent	–	Increases	damage
with	cold,	fire	or	shock	effects.	Unlocked	at	Rank	25While	this	ability	sounds	great	on	paper,	and	the	bonus	in	nice,	the	%	boost	just	isn’t	enough	to	justify	it	unless	you	literally	have	nothing	else	to	spend	points	on	anymore.	Taking	one	rank	in	it	for	the	initial	2%	increase	is	advised	but	beyond	that	it’s	very	much	up	to	individual	preference.Bosmer	/
Wood	ElvesThe	reclusive	Bosmer	of	Valenwood	are	known	for	two	things:	their	survival	abilities	and	their	archery.	
They’ve	chosen	to	stand	beside	their	brothers,	the	Altmer,	in	bringing	peace	and	stability	to	Tamriel	through	Elven	rule.	
Excelling	in	fighting	from	concealment,	you’ll	most	often	know	that	a	Bosmer	is	nearby	when	an	arrow	strikes	you	in	the	back.Racial	Abilities	Archery	Expertise	–	Increases	experienced	gained	with	the	Bow	Skill	by	15%	Care	to	take	a	wild	guess	at	what	weapons	the	Bosmer	prefer?	They’re	quite	good	at	staying	at	a	distance	while	plucking	away	at
the	enemies	with	their	bow	and	its	accompanying	skills	so	use	that	with	their	natural	stealth	abilities	even	if	you’re	not	a	Nightblade.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5	Yes	please.	Even	at	rank	1	this	is	still	a	skill	that’s	worth	having.	Running,	blocking,	attacking	and	sneaking	will	all	consume	this	resource	so	even
putting	in	just	the	one	point	will	make	for	a	nice	return	on	this	investment.Resist	Affliction	–	Increases	maximum	stamina.	Increases	poison	resistance	and	disease	resistance.	
Unlocked	at	Rank	10Stamina	buffs	are	great	since	they	let	you	use	special	attacks	more	often	as	well	as	letting	you	hide	behind	your	shield.	However	you	probably	won’t	be	blocking	a	whole	lot	with	your	bow	and	Vigor	helps	enough.	The	poison	and	disease	resistance	is	very	minor	but	it	can	help	if	you’re	feeling	swayed	towards	this	ability.Stealthy	–
Increases	damage	done	in	stealth.	Improves	stealth	radius.	
Unlocked	at	Rank	25With	how	late	this	ability	comes	it’s	almost	a	shame	to	invest	in	it	since	there	are	assuredly	skills	the	points	could	be	better	used	on.	The	damage	bonus	is	small	and	the	radius	is	irrelevant	since	you	should	be	sniping	enemies	at	a	distance.	If	you	wish	to	take	the	skill	do	so	but	it’s	actually	not	a	necessity	for	this
character.KhajiitThe	various	cat	people	of	Elsweyr	are	all	part	of	one	race	known	as	the	Khajiit.	These	curious	and	mercantile	folk	are	content	to	wander	hither	and	thon,	exploring	the	world	and	maintaining	high	spirits	even	in	light	of	the	crushing	bigotry	and	hatred	that	they	face	wherever	they	go.	Khajiit	are	natural	thieves	and	this	affinity	hasn’t
done	much	to	make	people	trust	them.	But	their	combat	abilities	are	top	of	the	line,	often	choosing	to	go	after	foes	with	their	bare	claws.Racial	Abilities	Medium	Armour	Expertise	–	Increase	the	experience	gained	with	the	Medium	Armour	skill	by	15%Any	of	the	races	that	get	an	armour	boost	are	quite	lucky	since	the	ability	increases	based	upon	what
armour	you’re	wearing	and	what	skills	you’re	using.	So	if	you	have	a	full	set	of	medium	armour	on	it’ll	level	up	very	fast	and	all	without	getting	the	way	of	your	sneaking	too	much.Robust	–	Increases	health	regeneration	in	combat.	Unlocked	at	Rank	5Uhmagerd	guys,	this	is	great.	Increasing	at	a	rate	of	5%	per	level,	Robust	will	keep	your	Khajiit	in	the
fight	for	a	whole	lot	longer	than	you	might	expect.	I’ve	seen	Khajiit	with	just	this	ability	and	some	good	armour	tank	the	heck	out	of	enemies	that	should	have	been	taking	them	down.Stealthy	–	Improves	stealth	radius.	Increases	damage	done	while	in	stealth.	Unlocked	at	Rank	10If	you	aren’t	going	to	be	using	stealth	too	much	then	don’t	bother
purchasing	this	at	all.	A	Dragon	Knight,	Sorcerer	or	Templar	can	make	use	of	this	ability	simply	by	using	it	to	get	a	first	strike	on	a	tough	enemy	but	it	may	be	a	waste	of	skill	points.	Invest	a	single	point	if	you	want	and	then	simply	wait	on	the	rest.	If	you’re	a	Nightblade	then	go	all	out	on	this	bad	boy.Carnage	–	Increases	critical	rating	of	melee
attacks.	Unlocked	at	Rank	25Normally	I’m	not	a	fan	of	skills	with	small	incremental	raises	like	this.	With	the	effort	you	go	through	to	level	up,	a	small	1%	or	2%	improvement	just	doesn’t	feel	like	it’s	worth	the	effort.	However	you	unleash	so	many	basic	attacks	over	the	course	of	the	game	that	you’re	almost	guaranteed	to	get	a	couple	of	critical	strikes
in	any	fight	you’re	in.	Weekly	digests,	tales	from	the	communities	you	love,	and	morePage	4	In	a	lot	of	ways	you	could	call	the	Daggerfall	Covenant	the	last	bastion	of	humanity.	The	human	Redguards,	the	half-human	Breton	and	the	Orsimer	are	all	working	together	to	put	High	King	Emeric	on	the	throne	of	Cyrodiil.	Where	the	Dominion	have	two
races	that	are	rather	good	at	stealth	and	the	Pact	have	two	races	that	are	rather	good	at	magic,	the	Covenant	has	two	warrior	races	but	this	is	balanced	out	by	having	the	rather	excellent	Breton	mages	at	their	back.	However	as	a	whole	this	faction	seems	to	be	geared	towards	survivability	and	weathering	your	enemies	attacks.Residents	of	High	Rock,
the	Breton	were	born	from	an	ancient	elven	experiment	to	mix	men	and	elves.	This	has	granted	them	a	good	bit	of	the	magic	that	the	elves	are	so	well	known	for	with	the	sturdiness	of	humans.	Where	the	Altmer	are	frail	but	powerful	the	Breton	lean	more	towards	general	aptitude.	They’re	not	quite	as	effective	but	their	magicka	reserves	tend	to	run
deeper	and	their	larger	builds	make	them	much	more	comfortable	wearing	armour,	giving	them	a	natural	affinity	for	it.Racial	Abilities	Light	Armour	Affinity	–	Increases	experience	gain	with	the	Light	Armour	skill	by	15%Light	armour	provides	bonuses	to	spell	casting	so	it’s	the	ideal	armour	to	slap	on	your	spell	caster.	Go	for	the	skills	that	grant
magicka	regeneration	and	reduce	the	cost	of	spells,	pair	that	up	with	your	racial	skills	and	watch	as	your	magicka	reserves	goes	through	the	roof.Gift	of	Magnus	–	Increases	maximum	magicka.	Unlocked	at	Rank	5If	you’re	going	to	be	playing	a	Sorcerer	then	you’ll	want	to	get	this	to	rank	3	ASAP.	



Coinciding	with	the	release	of	Tamriel	Unlimited,	the	Crown	Store	was	introduced,	an	in-game	cash	shop	selling	"cosmetic	and	convenience"	items.	All	existing	PC/Mac	players	were	automatically	switched	over	to	the	Tamriel	Unlimited	payment	model	on	March	17;	any	remaining	subscription	time	was	converted	to	ESO	Plus,	even	if	players	chose	to
cancel	their	ESO	Plus	membership	rather	than	renewing	it	after	time	ran	out.	Complimentary	Crowns	were	awarded	based	on	how	long	they	had	previously	been	subscribed.	
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Widely	considering	themselves	to	be	the	smartest	and	most	capable	of	men	and	elves,	the	Dominion	fights	with	the	firm	belief	that	the	Altmer	Queen	Ayrenn	is	the	only	one	truly	capable	of	ruling	Tamriel.	The	Aldmeri	Dominion	is	an	oddity	in	that	it	doesn’t	have	a	“true”	dedicated	fighter	race:	In	a	way	both	the	Khajiit	and	Bosmer	fill	the	fighter	/	thief
archetype,	although	the	Khajiit	do	have	a	leg	up	in	that	their	melee	survivability	is	higher	than	the	Wood	Elves	who	tend	towards	archery.The	residents	of	the	Summerset	Isles	are	known	for	their	attitude	of	smug	superiority	to	humans	as	well	as	a	general	condescending	attitude	to	everyone	who	isn’t	an	Altmer.	But	that	arrogance	has	a	good	reason
behind	it--they	are	some	of	the	most	powerful	spell	casters	to	ever	walk	Tamriel.	These	eugenics	loving	mystics	are	the	race	of	choice	if	you	want	to	play	as	a	general,	all-around	powerhouse	spellcaster.Racial	Abilities	Destruction	Talent	–	Increases	experience	gained	with	the	Destruction	Staff	Skill	by	15%This	skill	starts	off	unlocked	and	it’s	one	of
the	most	useful	of	the	starter	mage	skills.	Since	all	of	the	various	elemental	attack	spells	are	used	via	Destruction,	you’ll	be	able	to	use	all	of	them	with	increased	efficiency	and	level	them	up	incredibly	fast.Spellcharge	–	Increased	magicka	recovery	while	in	combat.	Unlocked	at	Rank	5Another	incredibly	useful	skill,	Spellcharge	helps	you	stay	in
combat	for	longer	by	boosting	the	speed	at	which	magicka	recharges.	Once	you	have	this	skill	you’ll	probably	want	to	level	it	up	as	soon	as	possible	since,	while	the	higher	levels	only	confer	a	minor	increase,	that	increase	stacks	with	other	bonuses	to	recharge	rate	and	it	starts	to	really	add	up.Gift	of	Magnus	–	Increases	maximum	Magicka.	Unlocked
at	Rank	10The	usefulness	of	this	ability	should	be	rather	obvious.	
The	bonus	is	4%	per	level	and	a	12%	increase	at	maximum	level	is	nothing	to	sneeze	at.Elemental	Talent	–	Increases	damage	with	cold,	fire	or	shock	effects.	Unlocked	at	Rank	25While	this	ability	sounds	great	on	paper,	and	the	bonus	in	nice,	the	%	boost	just	isn’t	enough	to	justify	it	unless	you	literally	have	nothing	else	to	spend	points	on	anymore.
Taking	one	rank	in	it	for	the	initial	2%	increase	is	advised	but	beyond	that	it’s	very	much	up	to	individual	preference.Bosmer	/	Wood	ElvesThe	reclusive	Bosmer	of	Valenwood	are	known	for	two	things:	their	survival	abilities	and	their	archery.	They’ve	chosen	to	stand	beside	their	brothers,	the	Altmer,	in	bringing	peace	and	stability	to	Tamriel	through
Elven	rule.	Excelling	in	fighting	from	concealment,	you’ll	most	often	know	that	a	Bosmer	is	nearby	when	an	arrow	strikes	you	in	the	back.Racial	Abilities	Archery	Expertise	–	Increases	experienced	gained	with	the	Bow	Skill	by	15%	Care	to	take	a	wild	guess	at	what	weapons	the	Bosmer	prefer?	They’re	quite	good	at	staying	at	a	distance	while	plucking
away	at	the	enemies	with	their	bow	and	its	accompanying	skills	so	use	that	with	their	natural	stealth	abilities	even	if	you’re	not	a	Nightblade.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5	Yes	please.	Even	at	rank	1	this	is	still	a	skill	that’s	worth	having.	Running,	blocking,	attacking	and	sneaking	will	all	consume	this	resource
so	even	putting	in	just	the	one	point	will	make	for	a	nice	return	on	this	investment.Resist	Affliction	–	Increases	maximum	stamina.	
Increases	poison	resistance	and	disease	resistance.	

The	Aldmeri	Dominion	is	an	oddity	in	that	it	doesn’t	have	a	“true”	dedicated	fighter	race:	In	a	way	both	the	Khajiit	and	Bosmer	fill	the	fighter	/	thief	archetype,	although	the	Khajiit	do	have	a	leg	up	in	that	their	melee	survivability	is	higher	than	the	Wood	Elves	who	tend	towards	archery.The	residents	of	the	Summerset	Isles	are	known	for	their	attitude
of	smug	superiority	to	humans	as	well	as	a	general	condescending	attitude	to	everyone	who	isn’t	an	Altmer.	But	that	arrogance	has	a	good	reason	behind	it--they	are	some	of	the	most	powerful	spell	casters	to	ever	walk	Tamriel.	These	eugenics	loving	mystics	are	the	race	of	choice	if	you	want	to	play	as	a	general,	all-around	powerhouse
spellcaster.Racial	Abilities	Destruction	Talent	–	Increases	experience	gained	with	the	Destruction	Staff	Skill	by	15%This	skill	starts	off	unlocked	and	it’s	one	of	the	most	useful	of	the	starter	mage	skills.	Since	all	of	the	various	elemental	attack	spells	are	used	via	Destruction,	you’ll	be	able	to	use	all	of	them	with	increased	efficiency	and	level	them	up
incredibly	fast.Spellcharge	–	Increased	magicka	recovery	while	in	combat.	Unlocked	at	Rank	5Another	incredibly	useful	skill,	Spellcharge	helps	you	stay	in	combat	for	longer	by	boosting	the	speed	at	which	magicka	recharges.	Once	you	have	this	skill	you’ll	probably	want	to	level	it	up	as	soon	as	possible	since,	while	the	higher	levels	only	confer	a
minor	increase,	that	increase	stacks	with	other	bonuses	to	recharge	rate	and	it	starts	to	really	add	up.Gift	of	Magnus	–	Increases	maximum	Magicka.	Unlocked	at	Rank	10The	usefulness	of	this	ability	should	be	rather	obvious.	The	bonus	is	4%	per	level	and	a	12%	increase	at	maximum	level	is	nothing	to	sneeze	at.Elemental	Talent	–	Increases	damage
with	cold,	fire	or	shock	effects.	Unlocked	at	Rank	25While	this	ability	sounds	great	on	paper,	and	the	bonus	in	nice,	the	%	boost	just	isn’t	enough	to	justify	it	unless	you	literally	have	nothing	else	to	spend	points	on	anymore.	
Taking	one	rank	in	it	for	the	initial	2%	increase	is	advised	but	beyond	that	it’s	very	much	up	to	individual	preference.Bosmer	/	Wood	ElvesThe	reclusive	Bosmer	of	Valenwood	are	known	for	two	things:	their	survival	abilities	and	their	archery.	They’ve	chosen	to	stand	beside	their	brothers,	the	Altmer,	in	bringing	peace	and	stability	to	Tamriel	through
Elven	rule.	
Excelling	in	fighting	from	concealment,	you’ll	most	often	know	that	a	Bosmer	is	nearby	when	an	arrow	strikes	you	in	the	back.Racial	Abilities	Archery	Expertise	–	Increases	experienced	gained	with	the	Bow	Skill	by	15%	Care	to	take	a	wild	guess	at	what	weapons	the	Bosmer	prefer?	They’re	quite	good	at	staying	at	a	distance	while	plucking	away	at
the	enemies	with	their	bow	and	its	accompanying	skills	so	use	that	with	their	natural	stealth	abilities	even	if	you’re	not	a	Nightblade.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5	Yes	please.	Even	at	rank	1	this	is	still	a	skill	that’s	worth	having.	Running,	blocking,	attacking	and	sneaking	will	all	consume	this	resource	so	even
putting	in	just	the	one	point	will	make	for	a	nice	return	on	this	investment.Resist	Affliction	–	Increases	maximum	stamina.	Increases	poison	resistance	and	disease	resistance.	Unlocked	at	Rank	10Stamina	buffs	are	great	since	they	let	you	use	special	attacks	more	often	as	well	as	letting	you	hide	behind	your	shield.	However	you	probably	won’t	be
blocking	a	whole	lot	with	your	bow	and	Vigor	helps	enough.	The	poison	and	disease	resistance	is	very	minor	but	it	can	help	if	you’re	feeling	swayed	towards	this	ability.Stealthy	–	Increases	damage	done	in	stealth.	Improves	stealth	radius.	Unlocked	at	Rank	25With	how	late	this	ability	comes	it’s	almost	a	shame	to	invest	in	it	since	there	are	assuredly
skills	the	points	could	be	better	used	on.	The	damage	bonus	is	small	and	the	radius	is	irrelevant	since	you	should	be	sniping	enemies	at	a	distance.	If	you	wish	to	take	the	skill	do	so	but	it’s	actually	not	a	necessity	for	this	character.KhajiitThe	various	cat	people	of	Elsweyr	are	all	part	of	one	race	known	as	the	Khajiit.	
These	curious	and	mercantile	folk	are	content	to	wander	hither	and	thon,	exploring	the	world	and	maintaining	high	spirits	even	in	light	of	the	crushing	bigotry	and	hatred	that	they	face	wherever	they	go.	Khajiit	are	natural	thieves	and	this	affinity	hasn’t	done	much	to	make	people	trust	them.	
But	their	combat	abilities	are	top	of	the	line,	often	choosing	to	go	after	foes	with	their	bare	claws.Racial	Abilities	Medium	Armour	Expertise	–	Increase	the	experience	gained	with	the	Medium	Armour	skill	by	15%Any	of	the	races	that	get	an	armour	boost	are	quite	lucky	since	the	ability	increases	based	upon	what	armour	you’re	wearing	and	what	skills
you’re	using.	So	if	you	have	a	full	set	of	medium	armour	on	it’ll	level	up	very	fast	and	all	without	getting	the	way	of	your	sneaking	too	much.Robust	–	Increases	health	regeneration	in	combat.	Unlocked	at	Rank	5Uhmagerd	guys,	this	is	great.	Increasing	at	a	rate	of	5%	per	level,	Robust	will	keep	your	Khajiit	in	the	fight	for	a	whole	lot	longer	than	you
might	expect.	I’ve	seen	Khajiit	with	just	this	ability	and	some	good	armour	tank	the	heck	out	of	enemies	that	should	have	been	taking	them	down.Stealthy	–	Improves	stealth	radius.	Increases	damage	done	while	in	stealth.	Unlocked	at	Rank	10If	you	aren’t	going	to	be	using	stealth	too	much	then	don’t	bother	purchasing	this	at	all.	A	Dragon	Knight,
Sorcerer	or	Templar	can	make	use	of	this	ability	simply	by	using	it	to	get	a	first	strike	on	a	tough	enemy	but	it	may	be	a	waste	of	skill	points.	Invest	a	single	point	if	you	want	and	then	simply	wait	on	the	rest.	If	you’re	a	Nightblade	then	go	all	out	on	this	bad	boy.Carnage	–	Increases	critical	rating	of	melee	attacks.	Unlocked	at	Rank	25Normally	I’m	not
a	fan	of	skills	with	small	incremental	raises	like	this.	With	the	effort	you	go	through	to	level	up,	a	small	1%	or	2%	improvement	just	doesn’t	feel	like	it’s	worth	the	effort.	However	you	unleash	so	many	basic	attacks	over	the	course	of	the	game	that	you’re	almost	guaranteed	to	get	a	couple	of	critical	strikes	in	any	fight	you’re	in.	Weekly	digests,	tales
from	the	communities	you	love,	and	morePage	4	In	a	lot	of	ways	you	could	call	the	Daggerfall	Covenant	the	last	bastion	of	humanity.	The	human	Redguards,	the	half-human	Breton	and	the	Orsimer	are	all	working	together	to	put	High	King	Emeric	on	the	throne	of	Cyrodiil.	Where	the	Dominion	have	two	races	that	are	rather	good	at	stealth	and	the
Pact	have	two	races	that	are	rather	good	at	magic,	the	Covenant	has	two	warrior	races	but	this	is	balanced	out	by	having	the	rather	excellent	Breton	mages	at	their	back.	However	as	a	whole	this	faction	seems	to	be	geared	towards	survivability	and	weathering	your	enemies	attacks.Residents	of	High	Rock,	the	Breton	were	born	from	an	ancient	elven
experiment	to	mix	men	and	elves.	This	has	granted	them	a	good	bit	of	the	magic	that	the	elves	are	so	well	known	for	with	the	sturdiness	of	humans.	Where	the	Altmer	are	frail	but	powerful	the	Breton	lean	more	towards	general	aptitude.	They’re	not	quite	as	effective	but	their	magicka	reserves	tend	to	run	deeper	and	their	larger	builds	make	them
much	more	comfortable	wearing	armour,	giving	them	a	natural	affinity	for	it.Racial	Abilities	Light	Armour	Affinity	–	Increases	experience	gain	with	the	Light	Armour	skill	by	15%Light	armour	provides	bonuses	to	spell	casting	so	it’s	the	ideal	armour	to	slap	on	your	spell	caster.	Go	for	the	skills	that	grant	magicka	regeneration	and	reduce	the	cost	of
spells,	pair	that	up	with	your	racial	skills	and	watch	as	your	magicka	reserves	goes	through	the	roof.Gift	of	Magnus	–	Increases	maximum	magicka.	Unlocked	at	Rank	5If	you’re	going	to	be	playing	a	Sorcerer	then	you’ll	want	to	get	this	to	rank	3	ASAP.	This	provides	a	10%	bonus	to	maximum	magicka	which,	when	added	to	by	other	modifiers,	can	add
up	to	a	rather	massive	increase.	Even	non-Sorcerers	can	benefit	from	at	least	one	rank	invested.Spell	Resistance	–	Increases	spell	resistance.	Unlocked	at	Rank	10Spell	resistance	is	a	tricky	thing	since	it	can	sometimes	not	be	obvious	what	counts.	That	said	enough	abilities	do	fall	under	its	protection	that	you	will	definitely	benefit	from	investing	in
this	skill	no	matter	your	class.	
It’s	a	slight	increase	of	2	per	level	but	it	can	help.Magicka	Mastery	–	Reduces	the	magicka	cost	of	spellsAnd	here	we	have	the	second	“must	have”	skill	for	Breton.	The	magicka	cost	reduction	is	incredibly	small,	being	1%	per	level,	but	it	stacks	with	the	light	armour	skill	Evocation.	With	the	right	equipment	and	skills	it	is	possible	to	get	that	reduction
down	even	further,	making	the	skills	all	the	more	useful.OrsimerWhile	they	might	not	look	like	it,	the	Orsimer	of	Orsinium	are	actually	one	of	the	various	types	of	elves.	Where	the	other	races	of	mer	(elves)	are	masters	of	stealth	or	magic,	the	Orsimer	are	masters	of	the	forge.	This	trait,	as	well	as	their	martial	prowess,	has	made	them	quite	popular	as
mercenaries	or	even	soldiers.	Where	the	Redguards’	tend	to	make	for	more	effective	offensive	warriors	there	are	few	creatures	in	the	entirety	of	Tamriel	that	make	better	tanks	than	an	Orsimer.Racial	Abilities	Heavy	Armour	Expertise	–	Increases	experience	gain	with	Heavy	Armour	by	15%Take	a	guess	at	what	armour	the	Orsimer	prefer?	Due	to
their	other	racial	skills	providing	health	regeneration	and	max	health	increases	you	will	probably	want	to	aim	for	the	highest	defense	you	can	find	and	leave	the	armours	natural	abilities	as	a	secondary	concern.	Quickly	go	for	the	Resolve	skill	and	you’ll	have	a	massive	amount	of	sustainability.Brawny	–	Increases	maximum	health	and	stamina.
Unlocked	at	Rank	5At	a	bonus	of	2%	per	level	this	skill	rapidly	starts	to	add	up.	Paired	up	with	the	next	Orsimer	skill,	Robust,	you’ll	be	surprised	at	how	sturdy	these	guys	can	be.Robust	–	Increases	health	regeneration	while	in	combat.	Unlocked	at	Rank	10Providing	a	nice	bonus	of	5%	per	level	if	you	take	this	skill	then	you	definitely	don’t	need	to
bother	with	the	heavy	armour	skill	Constitution.	Try	to	get	at	least	two	ranks	in	this	ability	to	make	the	most	out	of	it.Swift	–	Reduces	sprint	cost	by	4%.	Increases	sprint	speed	by	3%.	Unlocked	at	Rank	25Ahhhhahahaha!	Aww,	man.	That’s	a	great	practical	joke	that	Bethesda	tried	foisting	off	on	us.	Where’s	the	real	rank	25	skill?	No,	this	is	it?	Ugh,
fine.	Take	a	guess	what	I	think	of	this	skill?	It’s	a	piece	of	crap.	It’s	nice	if	you	want	to	run	away	from	something	at	high	speed	but	if	something	is	dangerous	enough	that	you	want	to	run	away	it	can	probably	prevent	you	from	doing	so.	Good	luck	with	that.RedguardThe	great	warriors	of	Hammerfell	are	renowned	for	their	fierce	independence	and
incredible	combat	skill.	Their	independent	streak	makes	them	useless	as	your	average	soldier	or	city	guard,	excelling	instead	as	scouts	or	in	some	groups	of	elite	troops.	
As	can	be	inferred	from	this	the	Redguard	excel	in	melee	combat	and	few	can	stand	before	them.Racial	Abilities	Shield	Affinity	–	Increases	experience	gained	with	One-Handed	and	Shield	by	15%While	the	Orsimer	just	prefer	to	tank	injuries	the	Redguards	are	a	bit	more	refined.	They	use	a	light	weapon	to	cut	their	foes	apart	while	they	protect
themselves	with	a	shield.	
Use	heavy	armour	and	take	the	Bracing	skill	and	learn	the	Fortress	skill	to	get	the	most	out	of	this.Vigor	–	Increases	stamina	recovery	while	in	combat.	Unlocked	at	Rank	5Since	the	Redguard	clearly	prefer	to	use	shields,	stamina	regeneration	is	clearly	critical.	Increase	this	as	soon	as	possible	so	that	you	don’t	run	out	at	a	critical
junction.Conditioning	–	Increases	maximum	stamina.	Unlocked	at	Rank	10The	boost	you	get	from	this	skill	is	rather	impressive	being	4%	+3%	per	rank	invested,	topping	out	at	10%.	
This	helps	you	stay	in	combat	without	needing	to	pull	back	to	recover.	If	you’re	going	into	melee	and	/	or	using	a	shield	then	this	is	a	skill	you’ll	want	to	invest	heavily	in.Adrenaline	Rush	–	Restores	stamina	to	player	when	damaging	enemy	with	melee	attacks.	This	can	happen	no	more	than	once	every	3	seconds.	Unlocked	at	Rank	25This	skill	is	a	bit	on
the	dubious	side.	You	start	out	with	100	stamina	and	can	swing	your	weapon	about	once	per	five	seconds	or	so	at	what	seems	to	be	a	cost	of	10	stamina	or	so.	If	you	hit	an	enemy	with	every	attack	you’re	looking	at	spending	100	stamina	to	regain	12	or	so	at	first	level,	36	at	maximum.	These	numbers	aren’t	incredibly	impressive.	A	maxed	out	Vigor
bonus	seems	to	work	more	effectively	than	a	maxed	out	Adrenaline	Rush,	swinging	away	constantly.	
Weekly	digests,	tales	from	the	communities	you	love,	and	morePage	5	Talk	about	an	unlikely	alliance…	After	playing	Skyrim	and	seeing	how	bigoted	the	Nords	could	be,	who	would	have	imagined	seeing	Nords,	Dunmer	and	Argonians	of	all	people	working	together.	The	Pact	is	actually	a	rather	confusing	mix	of	racial	abilities:	The	Nords	are	top-tier
warriors	sure	but	Dunmer	are	melee	warriors	with	a	lot	of	magic	to	them	and	the	Argonians	are	rather	powerful	magic	users	although	they	specialize	in	healing	instead	of	offense.	It’s	a	strange	mix	of	skills	but	it	leaves	this	as	the	most	flexible	organization	in	Tamriel.Not	a	whole	lot	is	known	about	the	enigmatic	Argonians	beyond	their	intelligence
and	their	resistance	to	poison	and	diseases.	
Hailing	from	the	lands	of	Black	Marsh	,	these	clever	lizard-folk	have	a	history	of	using	guerilla	tactics	to	fend	off	invaders.	In	ESO	the	emphasis	on	their	stealth	and	lock-picking	has	been	removed	which	leaves	behind	their	knack	for	Restoration	spell	casting.Racial	Abilities	Restoration	Expertise	–	Increases	experience	gained	with	the	Restoration	Skill
by	15%This	is	the	Argonian’s	bread	and	butter.	
The	effectiveness	of	their	healing	and	protection	abilities	will	leap	quickly,	making	for	a	nice	backup	in	case	of	emergencies.Amphibious	–	Increases	swimming	speed.	Increase	the	effectiveness	of	potions.	Unlocked	at	Rank	5The	potion	effectiveness	increase	is	really	the	only	reason	to	take	this	skill.	The	swimming	speed	bonus	never	increases	and	it
honestly	doesn’t	get	a	whole	lot	of	use	anyways.	Even	still	this	skill	provides	a	rather	nice	bonus	for	healing	or	magicka	regeneration.Argonian	Resistance	–	Increases	maximum	health.	Increases	poison	and	disease	resistance.	
Unlocked	at	Rank	10Whereas	the	stamina	buff	wasn’t	really	all	that	impressive	on	the	Bosmer,	this	ability	is	much	more	effective	since	it	boosts	your	health.	The	increase	isn’t	all	that	big	but	it	can	help	and	the	poison	resistance	is	always	nice.Quick	to	Mend	–	Increases	healing	received	by	2%.	Unlocked	at	Rank	25This	ability	would	be	a	whole	lot
more	impressive	if	it	was	either	given	earlier,	didn’t	require	skill	points	or	it	worked	on	your	allies.	But	as	it	is	the	skill	is	just	not	that	impressive	since	by	the	time	you	reach	rank	25	you’ll	have	plenty	of	other	abilities	that	will	do	the	job	for	you.	
Frankly	the	skill	just	isn’t	versatile	enough	to	be	worth	your	points.Dunmer	/	Dark	ElvesA	fan-favourite	race,	the	Dunmer	of	Morrowind	are	some	of	the	most	versatile	peoples	in	Tamriel.	These	ancestor	worshipping	people	have	talent	for	stealth,	magicka	and	melee	combat	that	allows	them	to	take	enemies	by	surprise.	
This	translates	into	a	strange	mix	of	racial	abilities	that	make	them	suitable	for	almost	any	character	class	although	they	do	have	something	of	a	mage	leaning	to	them.Racial	Abilities	Ambidexterity	–	Increases	the	experience	gained	while	Dual	Wielding	by	15%You’re	going	to	find	that	since	you’re	using	two	weapons	and	then	getting	skills	for	said
weapons	that	this	ability	is	going	to	go	through	the	roof.Dynamic	–	Increases	maximum	magicka	and	stamina.	Unlocked	at	Rank	5The	skill	of	choice	for	any	class,	magicka	will	let	you	use	your	abilities	more	often	while	stamina	will	keep	you	attacking.	
It’s	more	suited	for	a	hybrid	role,	such	as	a	spell	caster	who	hides	behind	a	shield,	but	honestly	every	class	can	make	use	of	it.Resist	Flame	–	Increase	fire	resistance.	Increases	maximum	magicka.	Unlocked	at	Rank	10Another	great	ability	that	keeps	the	Dunmer	in	the	fight	longer,	Resist	Flame	is	a	must	have.	The	passive	fire	resistance	is	great	for
PvE	and	PvP	as	it	will	reduce	the	effectiveness	of	any	Dragon	Knights	using	Ardent	Flame	and	many	enemies	use	fire	attacks	as	well.	Saying	nothing	of	how	helpful	it	is	against	Sorcerers.	The	magicka	bonus	is	just	icing	on	the	cake.Flame	Talent	–	Increases	spell	power	with	fire	effects.	Unlocked	at	Rank	25As	a	skill	that	synchronizes	well	with	both
the	Dragon	Knight	class	and	a	Sorcerer,	you’ll	definitely	want	this	skill	if	you’re	using	fire	at	all.	It	seems	to	work	with	the	damage	from	Destruction	staves	as	well	so	there’s	plenty	of	use	to	be	gotten	from	this.NOTE:	In	testing	it	seems	to	not	have	an	effect	on	every	one	of	the	Ardent	Flame	skills	like	it	seemingly	should.	Whether	this	is	an	error	in	our
tests,	a	glitch	or	simply	due	to	an	unknown	mechanic	in	how	the	skills	themselves	work	is	currently	unknown.	The	term	“Spell	power”	is	currently	not	very	well	defined	leaving	what	qualifies	for	said	bonus	a	bit	up	in	the	air.NordAh,	the	powerhouses	of	Tamriel.	These	hardy	warriors	live	in	the	frigid	realm	that	is	Skyrim,	birthplace	to	what	would	later
become	the	Cyrodiil	Empire.	Known	to	love	their	drink	and	be	fiercely	independent	these	men	and	women	are	some	of	the	most	effective	warriors	in	all	the	land.	They	favour	two-handed	weapons	and	using	said	weapons	on	their	enemies’	faces.Racial	Abilities	Two-Handed	Weapon	Expertise	–	Increases	experienced	gained	with	Two-Handed	weapons
by	15%The	Nord	preference	for	huge	weapons	shines	through.	Obviously	this	is	where	the	greatest	raw	damage	comes	from	so	an	increase	in	levelling	this	ability	will	serve	you	well.	
The	skills	you	can	unlock	by	levelling	it	are	incredibly	useful	in	bashing	your	foes	down	so	stick	with	it.Robust	–	Increases	health	regeneration	while	in	combat.	Unlocked	at	Rank	5As	always,	any	ability	that	increases	your	health	is	great	and	an	ability	that	increases	health	regeneration	is	even	better.	Since	it	increases	appreciably	every	level	(5%	to	be
exact)	maxing	this	skill	out	as	soon	as	possible	is	a	must	for	any	front-line	fighter	whether	you’re	acting	as	the	party	tank	or	not.Resist	Frost	–	Increases	cold	resistance.	Increases	maximum	health.	Unlocked	at	Rank	10The	cold	resistance	part	of	this	ability	is	something	of	a	wash	since	there	aren’t	all	that	many	enemies	who	use	it	outside	of	Skyrim
itself.	The	health	increases	is	also	small	enough	that	it’s	honestly	suggested	you	simply	give	this	skill	a	pass	and	focus	on	increasing	robust.Rugged	–	Increases	armour.	Unlocked	at	Rank	25Yeah,	not	impressed.	Unless	you	aren’t	planning	on	wearing	medium	or	heavy	armour	(why	not?!)	then	your	natural	armour	rating	is	irrelevant.	If	you’re	going	to
play	a	Nightblade	or	Sorcerer	than	perhaps	this	skill	has	a	purpose	but	otherwise	simply	give	it	a	pass.	Weekly	digests,	tales	from	the	communities	you	love,	and	morePage	6	There	are	four	classes	to	choose	from	when	starting	a	new	game,	each	representing	a	specific	character	archetype.	Dragon	Knights	are	basically	the	warriors	with	some
elemental	damage,	Nightblades	are	the	thieves	with	a	bit	of	illusion	magic	thrown	in,	Sorcerers	are	your	all	around	spell	casters	and	Templars	are	essentially	clerics,	warrior-priests	who	can	heal	as	well	as	smite	their	foes.Each	class	has	three	skill	trees	that	they	can	freely	choose	pick	and	choose	skills	from	allowing	for	incredibly	deep	character
customization.	No	character	is	ever	pigeonholed	into	a	single	archetype	by	having	to	devote	themselves	entirely	to	one	path.	But	there	are	a	few	rules	that	skill	progression	follows:1.	There	are	three	levels	to	be	aware	of	at	all	times.	Personal	character	level,	this	grants	you	skill	points	and	is	independent	of	everything	else.	Skill	tree	level,	this	is	the
level	that	the	group	of	skills	itself	is	at.	Lastly	there	is	personal	skill	levels,	the	level	an	individual	skill	works	at.	So	you	can	be	a	Level	20	Dragon	Knight	that	is	a	Rank	10	Orsimer,	have	Ardent	Flame	at	rank	5	and	Fiery	Grip	at	rank	4.	It	sounds	confusing	but	it	isn’t	that	bad	once	you	see	it	on	your	character	sheet.2.	Skill	tree	is	the	rank	that	your	skill
tree	itself	has	reached.	This	goes	up	by	equipping	things	related	to	that	skill,	not	by	using	them.	So	if	you	want	to	increase	your	weapon	skills,	equip	related	weapons.	The	same	thing	goes	for	armour.	If	you	want	to	increase	your	character	skill	trees	then	you’ll	need	to	put	those	skills	in	your	hot	bar.3.	Actually	using	skills	levels	that	skill	itself	up.	This
doesn’t	seem	to	actually	increase	the	effectiveness	of	the	skill	itself	until	the	skill	reaches	its	maximum	level.	Reaching	that	point	seems	to	increase	its	effectiveness	(damage,	range	or	some	other	factor)	and	leads	into…4.	
Upon	reaching	said	maximum	level	it	will	be	possible	to	“Morph”	the	skill,	changing	it	into	one	of	two	other	skills	by	spending	a	skill	point.	An	example	of	this	is	the	Dragon	Knight	skill	Fiery	Grip,	the	first	one	skill	you	get.	After	ranking	it	up	enough	you	can	spend	a	skill	point	to	morph	it	into	either	Extended	Chains,	which	has	a	longer	range,	or
Empowering	Chains,	which	makes	your	follow-up	attack	deal	more	damage.	The	new	morphed	skill	always	performs	its	basic	function	as	well	as	it	did	before,	it	just	gains	a	new	trait	that	enhances	its	capabilities.5.	To	gain	the	benefit	of	most	passive	abilities	you	have	to	have	at	least	one	of	the	active	skills	from	that	skill	tree	in	your	hot	bar.	Keep	that
in	mind	and	be	sure	to	read	the	skill	description	before	picking	up	a	cool	passive	in	a	tree	where	you	have	no	other	skills.Now	please	keep	one	thing	in	mind--this	guide	will	talk	about	some	of	the	skills	below	and	give	ideas	as	to	whether	or	not	they’re	worth	using.	These	suggestions	are	based	upon	observations	in	gameplay,	some	light	math	/
statistics	and	just	general	personal	opinion.	If	you’re	playing	a	build	where	those	skills	comes	in	even	slightly	handy	then	use	that	skill	to	its	fullest	extent.	Because	of	the	ability	to	customise	your	character	you	have	a	wide	range	of	character	builds	to	choose	from	so	there	is	no	real	“wrong”	way	to	build	the	character.	These	are	just	some	suggestions
for	the	newer	players	to	use	to	start	out	with.	
Weekly	digests,	tales	from	the	communities	you	love,	and	morePage	7	The	Dragon	Knight	will	be	the	foundation	of	any	well	balanced	party,	thanks	to	their	ability	deal	high	amounts	of	DPS	(damage	per	second)	or	control	an	enemy’s	ability	to	attack	depending	on	the	individual	character	build.	Generally	speaking	this	class	is	most	at	home	in	a	suit	of
heavy	armour	with	buffed	up	health	and	stamina,	smashing	enemies	into	the	ground	with	a	mixture	of	raw	power	and	elemental	attacks.	However,	as	mentioned	above,	the	class	does	indeed	have	a	large	number	of	abilities	that	help	them	take	the	heat	off	the	squishier	characters	while	also	increasing	their	own	defences.There	are	three	paths	for	a
Dragon	Knight	to	choose	skills	from:Ardent	Flame:	This	path	deals	in	fire	damage,	mostly	as	raw	damage	but	a	few	abilities	have	greater	utility	than	that.Draconic	Power:	A	utility	power	that	mostly	deals	in	effects	that	increase	your	ability	to	weather	attacks.Earthen	Heart:	This	is	a	series	of	skills	that	immobilise	or	stun	enemies,	with	a	few	accessory
powers	to	round	it	out.Ardent	Flame	Fiery	Grip	–	Unlocked	at	Ardent	Flame	Rank	1Throws	a	flaming	chain	that	pulls	a	targeted	enemy	towards	you	and	deals	some	fire	damage.	Has	a	maximum	range	of	18	metres.Extended	ChainsForcefully	pulls	an	enemy	towards	you	while	dealing	fire	damage.	Ability	range	is	increased	to	22	metres.Empowering
ChainsForcefully	pulls	an	enemy	towards	you	while	dealing	fire	damage.	Increases	the	weapon	power	of	your	next	attack	by	50.Fiery	grip	is	a	great	skill,	especially	as	your	first	one	given.	The	ability	to	bring	enemies	to	you	allows	you	to	easily	separate	groups	of	enemies	or	yoink	an	enemy	off	of	a	Nightblade	or	Sorcerer	who	caught	their	attention.
The	best	morph	is	probably	Empowering	Chains	since	most	enemies	don’t	aggro	at	18	metres	to	begin	with	so	you	should	be	fine	with	the	increased	weapon	damage.Searing	Strike	–	Unlocked	at	Ardent	Flame	Rank	4A	blazing	melee	strike	that	deals	fire	damage	to	your	target	and	leaves	them	burning,	taking	more	fire	damage	over	the	next	8.5
seconds.Unstable	FlameThe	strike	deals	fire	damage	and	continues	to	burn,	dealing	flame	damage	over	8.5	seconds.	The	enemy	suffers	increases	damage	over	time	by	12%	every	2	seconds.Burning	EmbersThe	strike	deals	fire	damage	and	continues	to	burn,	dealing	flame	damage	over	8.5	seconds.	The	spell	caster	is	healed	for	36%	of	his	maximum
health	when	the	effect	ends.This	is	probably	my	favourite	low	level	Dragonknight	ability	especially	once	you	get	it	morphed.	The	base	ability	isn’t	too	impressive,	a	solid	but	unremarkable	attack.	But	morphing	it	into	Unstable	Flame	makes	the	skill	pretty	amazing.	The	base	damage	seems	to	vary	by	your	level	in	the	skill	but,	as	an	example,	say	the
flame	deals	5	damage	per	second	for	8.5	seconds.	It	will	end	up	tacking	on	an	extra	45	damage	to	the	initial	strike	barring	enemy	resistances.This	only	gets	better	if	you’ve	got	any	abilities	or	equipment	to	boost	your	fire	or	burning	damage,	such	as	the	Dunmer	Racial	abilities	or	the	passive	Ardent	Flame	skill	Kindling.	If	you’re	using	this	skill	be	sure
to	purchase	the	passive	ability	searing	heat	so	you	can	increase	the	duration	and	possibly	Warmth	to	ensnare	your	enemies	while	they	burn.Kindling	–	Unlocked	at	Ardent	Flame	Rank	8.	Passive	skillAt	rank	1	this	increases	the	damage	of	burning	effects	applied	by	fire	abilities	by	33%.	This	doubles	when	the	ability	ranks	up	to	a	rather	impressive
66%.I’m	a	huge	fan	of	passive	abilities	in	general	since	they	don’t	require	constant	micromanagement	to	be	helpful	and	Kindling	is	one	of	the	better	Ardent	Flame	passives.	If	you’re	using	any	of	the	DoT	(damage	over	time)	abilities	then	you	will	want	to	get	this	skill	so	it	can	rank	up	ASAP.Dragonknight	Standard	(Ultimate	Skill)	–	Unlocked	at	Ardent
Flame	Rank	12This	skill	places	a	battle	standard	in	the	ground	at	the	users	feet.	Nearby	enemies	take	flame	damage	every	second	and	receive	50%	less	healing	for	12	seconds.Shifting	StandardAll	nearby	enemies	take	fire	damage	every	second	they	are	near	the	standard	and	they	receive	50%	less	healing	for	15	seconds.	The	standard	may	be	moved
to	the	Dragonknight’s	current	location	after	it	has	been	initially	placed	by	the	caster.Standard	of	MightAll	nearby	enemies	take	fire	damage	every	second	they	are	near	the	standard	and	they	receive	50%	less	healing	for	15	seconds.	All	allied	players	deal	30%	more	damage	and	take	30%	less	damage	while	they	are	affected	by	the	Standard	of
Might.This	is	a	fantastic	choice	for	a	Dragonknight	to	use	as	his	ultimate	skill.	The	flame	damage	is	relatively	minor	for	the	point	in	the	game	you	get	the	skill	but	the	healing	block	is	fantastic	for	enemies	that	heal	or	in	PvP	situations.	
However	you’ll	want	to	get	it	morphed	as	soon	as	possible	so	that	you	can	get	the	more	effective	Standard	of	Might.	This	one	skill	lets	a	Dragonknight	stand	his	ground	against	some	of	the	nastier	late-game	enemies	and	go	toe-to-toe	with	them.	Do	note	if	you’re	planning	on	doing	PvP	it	may	be	advised	to	take	the	Shifting	Standard	so	that	you	can
keep	moving	it	to	keep	up	with	the	players	who	won’t	just	stand	still	to	let	its	effects	pile	on.Warmth	–	Unlocked	at	Ardent	Flame	Rank	14Causing	damage	with	Ardent	Flame	abilities	snares	the	target	by	15%	per	level	for	2	seconds	per	level.	So	at	rank	2	it	will	max	out	at	a	30%	snare	for	4	seconds.While	not	necessarily	a	fantastic	ability	Warmth
serves	quite	well	for	tanks.	If	you’re	trying	to	hold	aggro	for	your	party	and	the	enemy	moves	to	go	after	someone	else	use	Fiery	Grip	to	pull	them	in	and	the	ensnare	effect	will	slow	them	enough	that	your	attacks	should	draw	their	attention	back	to	you.Fiery	Breath	–	Unlocked	at	Ardent	Flame	Rank	20Spewing	forth	a	cone	of	fire	this	ability	deals
direct	damage	to	all	enemies	caught	in	the	blaze	and	ignites	them,	making	them	take	12	damage	over	8	seconds.Burning	BreathDeals	fire	damage	in	a	cone	and	ignites	enemies	for	12	fire	damage	over	8	seconds.	Reduces	enemy	armour	by	40%.Engulfing	FlamesDeals	fire	damage	in	a	cone	and	ignites	enemies	for	12	fire	damage	over	8	seconds.
Enemy	takes	10%	additional	damage	from	fire	attacks.As	you	can	tell	from	looking	at	the	two	morphs,	they’re	both	rather	good.	Burning	Breath	provides	a	rather	large	armour	reduction	while	Engulfing	Flames	adds	to	your	fire	damage	capabilities.	However	the	choice	becomes	a	lot	simpler	based	on	your	play	style--are	you	using	a	lot	of	fire	spells	to
stack	damage?	Then	take	Engulfing	Flames	and	stack	it,	Searing	Strike	and	Lava	Whip	with	Kindling,	Warmth	and	Searing	Heat	to	pile	on	the	burn.	If	you’re	still	a	mostly	melee	character	then	take	Burning	Breath	so	you	and	your	allies	can	pile	on	the	hurt.Searing	Heat	–	Unlocked	at	Ardent	Flame	Rank	22.	Passive	skillThis	skill	increases	the	duration
of	Fiery	Breath	and	Searing	Strike’s	burning	damage	and	Dragonknight	Standards	duration	by	2	seconds.	When	you	rank	it	up	it	also	increases	the	damage	of	these	skills	by	3%.This	is	one	of	my	favourite	passives	in	the	Ardent	Flame	tree.	The	duration	increase	helps	the	burning	damage	really	stack	up	and	the	damage	bonus,	while	quite	small,	easily
stacks	with	other	bonuses	to	make	a	big	difference.Lava	Whip	–	Unlocked	at	Ardent	Flame	Rank	30A	blazing	lash	of	fire	strikes	your	target,	inflicting	flame	damage.	However	it	also	knocks	targets	off	balance	causing	any	enemies	who	were	immobile	or	stunned	to	take	longer	to	recover.Molten	WhipThe	spell	deals	fire	damage	and	sets	immobile	or
stunned	enemies	off-balance.	Passively	increases	spell	power	of	all	fire	attacks	by	10	while	this	ability	is	slotted	in	the	quick	bar.Flame	LashThe	spell	deals	fire	damage	and	sets	immobile	or	stunned	enemies	off-balance.	Now	allows	the	activation	of	a	follow-up	attack	that	deals	flame	damage	and	heals	you.Lava	Whip	is	a	mediocre	ability	that	only
really	shines	when	you	morph	it.	Both	Molten	Whip	and	Flame	Lash	are	really	good	in	their	own	ways	and	how	you	morph	it	should	depend	on	your	play	style.	If	you’re	going	solo	you	may	wish	to	take	Flame	Lash	so	that	you	have	a	means	of	healing	since,	by	the	time	you’re	at	Rank	30	you’ll	probably	need	it.	If	you	find	yourself	doing	pretty	good	on
health	or	are	working	with	someone	who	can	help	you	heal	then	Molten	Whip	is	best	since	it’s	a	really	nice	bonus.World	in	Flames	–	Unlocked	at	Ardent	Flame	Rank	39.	Passive	skillEach	level	of	this	skill	increases	the	damage	of	all	fire	based	area	of	effect	abilities	by	3%.This	skill	is...	unimpressive	to	say	the	least.	Fiery	Breath	is	the	only	skill	where
this	damage	bonus	is	noticeable	and	even	then	it’s	not	too	big	of	a	boost.	Unless	there’s	some	aspect	to	this	skill	I’m	missing	then	give	it	a	pass.Inferno	–	Unlocked	at	Ardent	Flame	Rank	42The	Dragonknight	emits	a	flaming	aura	that	damages	all	nearby	enemies	every	second.	Every	second	it	is	active	it	dragons	magicka	and	can	be	toggled	on	or
off.Flames	of	Oblivion	The	aura	deals	fire	damage	to	every	nearby	enemy	every	second.	Costs	magicka	every	second	it	is	left	toggled	on.	The	knight	gains	a	13%	critical	strike	chance	bonus	against	enemies	in	the	flames.Sea	of	FlamesThe	aura	deals	fire	damage	to	every	nearby	enemy	every	second.	Costs	magicka	every	second	it	is	left	toggled	on.
Enemies	who	die	whilst	in	Sea	of	Flames’	area	of	effect	restore	magicka	to	the	player.I	really	didn’t	like	this	skill	when	I	first	encountered	it	since	it’s	a	pretty	big	mana	drain	for	a	very	small	damage	boost.	
But	it’s	honestly	rather	useful	once	you	morph	it	into	Sea	of	Flames.	When	you’re	fighting	large	groups	of	weaker	enemies	you	can	kill	with	judicious	use	of	your	abilities,	Sea	of	Flames	is	a	big	help	in	allowing	you	to	do	so.	Other	than	that	there	are	better	skills.Draconic	Power	Spiked	Armor	-	Unlocked	at	Draconic	Power	Rank	1Once	used	your
character	gains	a	spiked	carapace	that	provides	an	armour	boost	of	25	and	reflects	melee	damage	for	17	seconds.Volatile	ArmourYour	armour	rating	is	increased	by	25	and	returns	physical	damage	to	melee	attackers	for	20	seconds.	An	energy	burst	damages	nearby	enemies	when	it	is	activated.Razor	ArmourYour	armour	rating	is	increased	by	25	and
returns	physical	damage	to	melee	attackers	for	20	seconds.	The	armour	bonus	is	increased	by	25%	for	the	first	3.5	seconds.Spiked	Armour	provides	a	really	nice	boost	to	your	defences	and	the	fact	that	it	makes	any	melee	attackers	take	damage	is	just	a	bonus.	This	is	a	skill	that	I’ve	always	felt	any	Dragonknight	can	make	good	use	out	of	since	they’re
inevitably	going	to	end	up	in	melee	combat	even	if	they	prefer	to	use	a	staff	as	their	primary	weapon.	As	for	the	morphing,	both	of	the	skills	are	pretty	good.	Volatile	Armour’s	damage	is	a	nice	add-on	while	the	armour	bonus	from	Razor	Armour	boosts	the	armour	bonus	up	to	31.	Just	pick	one	of	them	that	suits	you.Dark	Talons	-	Unlocked	at	Draconic
Power	Rank	4Talons	of	darkness	strike	at	all	enemies	in	an	eight	metre	radius,	immobilizing	them	for	3.5	seconds	and	dealing	physical	damage	to	them.Burning	TalonsImmobilises	nearby	enemies	for	4	seconds	and	deals	physical	damage	to	them.	All	enemies	have	a	fire	damage	over	time	effect	applied	to	them.Choking	TalonsImmobilise	nearby
enemies	for	4	seconds	and	deals	physical	damage	to	them.	All	enemies	affected	by	this	skill	have	their	damage	reduced	by	18%.This	is	a	skill	that	I’m	pretty	fond	of,	especially	when	using	the	Ardent	Flame	path.	Since	the	enemies	are	stuck	in	place	you	can	put	some	distance	between	you	and	them	to	heal,	put	up	defences	or	just	spam	attacks	from	a
distance.	
If	you’re	playing	a	tank	you’ll	want	Choking	Talons	so	that	enemy	damage	is	reduced	but	otherwise	I	wouldn’t	even	bother	morphing	the	skill	as	the	skill	boost	is	fairly	minor.Iron	Skin	–	Unlocked	at	Draconic	Power	Rank	8.	
Passive	skillAllows	you	to	block	an	additional	5%	of	damage	per	level	with	your	shield.Here’s	a	quick	question	–	are	you	using	a	shield?	If	so,	take	this	skill.	If	not,	give	it	a	pass.	While	you	can	indeed	block	by	simply	pressing	the	right	mouse	button	if	you’re	using	a	two	handed	weapon	or	dual	weapons	you	should	be	aiming	for	a	more	aggressive



combat	style	so	a	skill	like	this	is	a	waste.Dragon	Leap	(Ultimate	Skill)	-	Unlocked	at	Draconic	Power	Rank	12Sprouting	giant,	leathery	wings,	the	warrior	leaps	at	your	targeted	foe.	Dragon	Leap	inflicts	a	high	amount	of	damage	to	all	enemies	in	a	6.5	metre	radius	as	well	as	knocking	most	foes	back.Take	FlightDeals	physical	damage	to	all	enemies	in
a	6.5	metre	radius.	
Enemies	are	knocked	back.	Can	now	leap	a	further	distance.	Increased	damage	to	all	enemies.Ferocious	LeapDeals	physical	damage	to	all	enemies	in	a	6.5	metre	radius.	Enemies	are	knocked	back.	33	Spell	Resistance	for	8	seconds	after	landing.While	Dragon	Leap	does	deal	a	rather	high	amount	of	damage	(a	bit	over	100)	I’ve	always	found	that	it
doesn’t	seem	to	be	quite	as	useful	as	it	could	be.	The	only	time	it	really	shines	is	when	dealing	with	large	groups	of	weaker	enemies	or	just	enemies	weak	to	melee	damage	that	have	clustered.	Morphing	it	into	Ferocious	Leap	makes	the	skill	much	more	viable	in	that	you	can	use	it	to	head	straight	for	dangerous	enemies	like	Sorcerers	and	try	to	take
them	out	while	SR	will	protect	you	if	you	fail.Burning	Heart	–	Unlocked	at	Draconic	Power	Rank	14.	Passive	skillIncreases	healing	received	by	6%	per	level	while	a	Draconic	Power	ability	is	active.I’m	not	a	huge	fan	of	this	passive.	Sure,	it	makes	healing	more	effective	and	that’s	nice	but	your	healer	should	be	able	to	keep	you	alive	on	his	own.	This
ability	jumps	in	usefulness	in	two	situations:	1)	you’re	alone	and	using	healing	from	sources	such	as	Lava	Whip	and	Restoration	staves	or	2)	you’re	at	late	game	content	and	your	healers	just	can’t	keep	up	with	the	damage	output.	Then,	by	all	means,	take	this	ability	but	it	can	pretty	much	wait	until	then.Dragon	Blood	-	Unlocked	at	Draconic	Power
Rank	20Upon	activation	you	are	immediately	healed	for	30%	of	whatever	health	you	are	missing.	In	addition	your	current	health	regeneration	is	boosted	by	40%	for	the	next	20	seconds.Green	Dragon	BloodHeals	30%	of	missing	health.	Increases	health	regeneration	by	40%	for	20	seconds.	Increases	stamina	regeneration	by	20%	for	20
seconds.Coagulated	BloodHeals	30%	of	missing	health.	
Increases	health	regeneration	by	40%	for	20	seconds.	Increases	armour	and	spell	resistance	by	30	for	3.5	seconds.This	is	another	skill	that	I	tend	to	not	even	bother	morphing.	Most	melee	characters	get	stamina	regeneration	as	a	permanent	fixture	from	their	race	reducing	the	effectiveness	of	Green	Dragon	Blood.	Coagulated	Blood	has	an	incredibly
useful	ability	to	it	but	its	duration	is	so	short	that	it’s	irrelevant.	When	pairing	it	up	with	a	Ferocious	Dragon	Leap	ability	you	can	shoot	your	spell	resistance	through	the	roof	when	going	after	magic	users	but	still,	the	duration	is	too	short	to	matter.Elder	Dragon	-	Unlocked	at	Draconic	Power	Rank	22.	Passive	skillIncreases	health	regeneration	by	2%
at	rank	1	and	5%	at	rank	2.Any	skill	that	increases	health	regeneration	is	a	skill	that	I’m	always	going	to	recommend.	Even	small	boosts	to	it	can	be	a	huge	boon	in	longer	battles,	especially	for	melee	fighters.	It	might	not	be	as	immediately	important	for	someone	who	is	playing	their	Dragonknight	as	a	fire	spamming	spell	caster	but	it’s	still	something
they	should	be	taking.Reflective	Scales	–	Unlocked	at	Draconic	Power	Rank	30When	activated	all	projectile	based	spells	are	reflected	back	at	the	caster	for	the	next	four	seconds.Reflective	PlateReflects	all	spell	based	projectiles	for	4	seconds.	Increases	spell	resistance	by	30	for	6	seconds.Dragon	Fire	ScaleReflects	all	spell	based	projectiles	for	4
seconds.	Reflected	attacks	deal	35%	additional	damage.Now	this	is	a	helluva	skill,	especially	for	PvP.	Normally	I	would	suggest	that	this	goes	great	for	a	tank	character,	and	in	many	ways	it	does,	but	it	doesn’t	sync	well	with	Fiery	Grip.	The	problem	is	that	this	only	works	on	ranged	spells	whereas	close	ranged	ones	tend	to	use	cones	or	streams.	So
use	this	when	they’re	at	a	distance	away	from	you,	let	them	hurt	themselves	and	then	yank	them	in	for	the	kill.Scaled	Armour	–	Unlocked	at	Draconic	Power	Rank	39Increases	spell	resistance	by	2	on	the	first	rank	and	by	5	at	the	second.Personally	speaking	this	skill	has	always	been	a	skill	that	I’m	not	all	that	impressed	by	but	I	still	always	end	up
taking.	Spell	Resistance	is	just	such	a	useful	trait	to	have	and	I’m	loathe	to	pass	up	even	the	smallest	boosts	to	it.	Your	mileage	may	vary	on	this	of	course	but	I	suggest	taking	the	skill.	If	you	happen	to	be	playing	a	Breton	than	you’re	really	in	luck	since	this	will	stack	with	your	racial	bonuses.Inhale	-	Unlocked	at	Draconic	Power	Rank	42Drawing	in	a
deep	breath	the	Dragonknight	tears	health	away	from	each	nearby	enemy,	absorbing	it	into	themselves.	After	a	few	moments	the	character	exhales	a	damaging	burst	of	magic.Deep	BreathAbsorb	health	from	each	nearby	enemy.	After	2	seconds	they	are	dealt	magic	damage.	Nearby	enemies	are	stunned	for	3	seconds.Drain	EssenceAbsorb	health	from
each	nearby	enemy.	After	2	seconds	they	are	dealt	magic	damage.	Gain	magicka	equal	to	17%	of	the	health	drained	from	the	enemies.This	is	a	fantastic	skill.	It’s	not	only	better	than	Inferno,	the	top-level	skill	of	the	Ardent	Flame	skill	tree,	but	it’s	also	much	better	than	Magma	Armour.	The	ability	to	not	only	heal	yourself	but	deal	an	incredible	amount
of	damage	to	all	nearby	enemies	just	makes	this	totally	worth	it.	Drain	Essence	is	great	if	you’re	using	a	lot	of	spells	but	Deep	Breath	is	amazingly	helpful	since	few	enemies	seem	to	resist	the	stun.	This	is	one	of	my	personal	favourite	Dragon	Knight	skills.Earthen	Heart	Stonefist	–	Unlocked	at	Earthen	Heart	Rank	1The	character	hurls	a	fist	shaped
rock	at	the	enemies,	dealing	a	decent	amount	of	damage	and	knocking	them	flat	for	three	seconds.Obsidian	ShardDeals	physical	damage	and	knocks	down	targeted	enemy	for	3	seconds.	Range	is	increased	by	5	metres	(from	10	to	15	metres).Stone	GiantDeals	physical	damage	and	knocks	down	targeted	enemy	for	3	seconds.	Increases	armour	rating
by	9	for	12	seconds.While	not	a	spectacular	skill	by	any	means,	Stonefist	does	what	it	has	to--inflict	solid	damage	at	range.	
That’s	really	all	there	is	to	this.	If	you’re	using	the	Earthen	Heart	passive	skills	then	this	gets	more	effective	but	it’s	generally	a	very	basic	skill.Molten	Weapons	–	Unlocked	at	Earthen	Heart	Rank	4The	caster	and	all	allies	within	a	20	metre	radius	have	their	weapons	damage	enhanced	by	1	for	45	seconds.	The	casters	bonus	is	doubled.Igneous
WeaponsIncreases	weapon	damage	of	the	caster	and	nearby	allies	by	1	for	60	seconds.	The	casters	bonus	is	increased	by	100%.	Light	and	Heavy	attacks	add	fire	damage	to	your	weapon.Molten	ArmamentsIncreases	weapon	damage	of	the	caster	and	nearby	allies	by	1	for	60	seconds.	The	casters	bonus	is	increased	by	100%.	Affected	targets	gain	40%
critical	strike	chance	with	weapon	attacks	for	6	seconds.Answer	a	question--are	you	going	to	be	working	with	a	party?	If	no,	ignore	it	and	move	along.	If	you	are	then	yes,	this	is	something	to	take.	Morphing	it	into	Igneous	Weapons	makes	your	whole	party	have	fire	enchanted	weapons	with	an	increased	base	damage	that	will	make	everyone	more
effective	in	combat.	
In	comparison	the	short	time,	but	powerful,	bonus	of	Molten	Armaments	is	irrelevant.Eternal	Mountain	-	Unlocked	at	Earthen	Heart	Rank	8.	Passive	skillIncreases	the	duration	of	all	Earthen	Heart	abilities	by	10%	per	level.This	is	kind	of	an	obvious	one.	If	you’re	using	Earthen	Heart	abilities	then	take	this.	The	20%	increase	at	rank	2	is	a	really	nice
boost,	giving	at	least	a	two	second	bonus	to	every	skill	in	the	tree.Magma	Armour	(Ultimate	Skill)	–	Unlocked	at	Earthen	Heart	Rank	12Surround	your	character	in	a	shield	born	of	the	earth	and	flames	to	provide	a	massive	amount	of	damage	mitigation.	All	incoming	damage	is	capped	at	3%	of	your	max	health	for	the	next	9	seconds	and	nearby
enemies	take	flame	damage	every	second.Magma	ShellCaps	incoming	damage	at	3%	of	your	max	health	for	12	seconds	while	nearby	enemies	take	flame	damage	every	second.	Allies	may	activate	the	Protective	Shell	synergy,	grating	a	damage	shield	for	85%	of	their	max	health.Corrosive	ArmourCaps	incoming	damage	at	3%	of	your	max	health	for	12
seconds	while	nearby	enemies	take	flame	damage	every	second.	Reduces	weapon	damage	for	nearby	enemies	by	40%.While	this	skill	is	incredibly	powerful	on	paper,	and	it	is	indeed	quite	useful,	it’s	not	necessarily	as	helpful	as	it	could	be.	Since	it	lasts	only	12	seconds	you	would	need	to	be	in	situation	where	you’re	going	to	be	hammered	by	a	huge
group	of	enemies	for	it	to	be	very	useful.	Since	most	enemies	can	use	their	powerful	attacks	more	often	than	you	can	use	your	ultimate	skills	it	isn’t	as	helpful	as	it	looks.Battle	Roar	-	Unlocked	at	Earthen	Heart	Rank	19.	Passive	skillRestores	health,	stamina	and	magicka	when	an	ultimate	skill	is	used.	The	amount	restored	is	increased	by	35%	of	the
magicka	cost	of	said	skill.	This	increases	to	50%	for	the	second	rank.If	you’re	going	to	be	using	your	ultimate	at	all	then	you	want	this.	
If	you	pair	it	up	with	the	Mountain’s	Blessing	passive	skill	then	you’ll	have	a	pretty	nice	source	of	restoring	your	health	and	magicka	without	having	to	rely	on	anyone	else.	I	like	pairing	this	up	with	the	Dragonknight	Standard	ability	to	gain	its	bonus	while	also	restoring	your	character.Obsidian	Shield	–	Unlocked	at	Earthen	Heart	Rank	20A	barrier	of
stone	appears	around	the	caster	and	all	of	his	nearby	allies	in	a	12	metre	radius.	This	shield	has	a	damage	absorption	rating	of	13	for	your	allies	and	26	for	the	caster	for	20	seconds.Fragmented	ShieldCreates	damage	shield	for	20	seconds	on	all	nearby	allies.	The	strength	of	this	shield	is	doubled	for	caster.	
When	the	effect	ends	the	stone	shield	shatters	and	inflicts	magic	damage	to	nearby	enemies.Igneous	ShieldCreates	damage	shield	for	20	seconds	on	all	nearby	allies.	
The	strength	of	this	shield	is	doubled	for	caster.	
The	shield	absorbs	more	damage	(seems	to	be	about	20	instead	of	13).This	is	a	great	skill	if	you’re	making	a	more	defensive	build	but	honestly	I	like	having	it	on	even	my	Ardent	Flame	characters	for	the	damage	reduction	on	my	squishier	allies.	You	don’t	have	to	morph	it	if	you	don’t	want	to	but	I	would	suggest	investing	at	least	the	first	skill	rank	in
it.	If	you’re	willing	to	spend	a	second	one	go	for	Fragmented	Shield	since	the	damage	it	deals	is	pretty	impressive.Mountain’s	Blessing	-	Unlocked	at	Earthen	Heart	Rank	22.	Passive	skillBestows	one	additional	ultimate	skill	activation	when	activating	an	Earthen	Heart	skill.	This	is	increased	to	2	additional	ultimate’s	when	activating	an	Earthen	Heart
skill.Normally	you	have	to	fill	up	your	finesse	metre	to	use	an	ultimate	but	with	this	you	can	use	them	regularly	simply	by	using	your	Earthen	Heart	skills.	That’s	fantastic	.	While	you	should	still	aim	to	keep	your	finesse	high	for	the	experience	point	bonus	it’s	nice	to	know	that	the	only	thing	stopping	you	from	spamming	your	ultimate	skill	is	cool
down.Petrify	–	Unlocked	at	Earthen	Heart	Rank	30The	enemy	targeted	by	this	spell	is	devoured	in	a	shell	of	stone	that	stuns	him	for	10.5	seconds.	
The	shell	shatters	if	the	target	takes	16	or	more	damage.FossiliseStuns	enemies	for	12	seconds.	Affected	enemies	can	take	16	damage	before	stun	breaks.	Enemy	stamina,	magicka	and	health	regeneration	is	decreased	by	50%	during	the	stun.Shattering	RocksStuns	enemies	for	12	seconds.	Affected	enemies	can	take	16	damage	before	stun	breaks.
Rocks	shatter	causing	magic	damage	to	nearby	enemies	with	a	33%	chance	to	become	vulnerable	to	further	attacks.This	is	one	of	those	skills	that	would	probably	be	a	lot	more	effective	on	another	character	entirely	since	you	will	immediately	do	enough	damage	to	break	the	imprisonment.	The	only	real	use	for	it	is	to	break	up	enemy	groups--Petrify
one	target	and	Fiery	Grip	another	to	split	up	a	pair	of	enemies.	For	this	purpose	the	best	use	is	to	morph	into	Fossilise	and	use	that	to	bind	them	up	even	more	effectively.Helping	Hands	–	Unlocked	at	Earthen	Heart	Rank	39.	Passive	skillAt	rank	1	2%	of	the	users	stamina	is	restored	when	activating	any	Earthen	Heart	skill.	This	increases	to	5%	at	the
second	rank.While	this	doesn’t	sound	like	a	lot	on	paper	this	happens	every	time	you	use	a	skill.	So	if	you’ve	got	a	bunch	of	Earthen	Heart	skills	that	you	can	use	you’ll	find	yourself	constantly	regenerating	stamina	so	long	as	you	just	space	using	them	out.Ash	Cloud	-	Unlocked	at	Earthen	Heart	Rank	42A	burst	of	engulfing	ash	devours	a	five	metre
radius.	All	enemies	in	that	radius	are	ensnared	by	70%	and	have	their	miss	chance	increased	by	30%	for	the	next	12	seconds.Cinder	StormFor	12	seconds,	snares	enemies	for	70%	and	increases	their	miss	chance	by	30%.	Enemies	in	the	area	of	effect	take	fire	damage	every	second.EruptionFor	12	seconds,	snares	enemies	for	70%	and	increases	their
miss	chance	by	30%.	Enemies	in	the	area	of	effect	suffer	disorientation	for	3.5	seconds.The	ensnaring	effect	is	nice	for	its	ability	to	slow	enemies	down	but	the	30%	miss	chance	is	what	makes	this	skill	really	useful.	If	you’ve	got	solid	defences	then	this	ability	will	make	it	much	harder	for	anyone	in	a	decent	radius	to	hurt	you.	
Morph	it	into	Eruption	and	you’ll	have	a	great	tool	for	throwing	off	these	enemies	that	were	so	afflicted	even	further.	Page	8	Ahh,	the	stealthy	Nightblade.	
Part	thief,	part	assassin	and	all	around	sneaky	git,	this	is	the	class	of	choice	for	anyone	who	plans	to	fight	from	the	shadows.	You’ll	have	to	pick	your	fighting	style	early	on	(weapons,	armour	and	skills)	and	really	stick	with	it	to	make	the	most	of	this	class.	Not	all	abilities	have	synergy	with	all	weapon	styles	so	you’re	going	to	need	some	forethought
with	that.	You	can	also	pick	between	light	armour	and	its	magicka	benefits	or	medium	armour	and	its	more	solid	defences.Keep	in	mind	that	you	need	to	pick	a	skill	tree	and	stick	with	it	since	most	of	the	abilities	in	a	given	skill	tree	are	only	really	effective	when	you	stack	them	with	other	skills	in	that	same	tree.	Because	of	this	the	class	can	fit	almost
any	role	in	a	party	you	just	need	to	make	that	decision	and	run	with	it	–	a	dual-wielding	dervish	supplemented	with	Assassination,	a	spell	caster	who	uses	Siphoning	at	range,	an	archer	who	makes	extensive	use	of	Shadow…	it’s	all	up	to	you.There	are	three	paths	for	a	Nightblade	to	choose	skills	from:Assassination:	This	is	the	path	of	cold-blooded
murder.	It	specialises	in	effects	that	increase	your	ability	damage	foes.Shadow:	This	is,	basically,	the	magicka	heavy	path	for	the	Nightblade.	It	focuses	mostly	on	obscuration	and	utility	effects	and	not	so	much	on	raw	damage.Siphoning:	Siphoning	is	all	about	getting	the	most	out	of	your	character--it	restores	health,	stamina	and	magicka,	lets	you
steal	health	from	enemies	or	just	plain	stuns	them.Assassination	Assassin’s	Blade	-	Unlocked	at	Assassination	1With	a	strike	of	the	weapon,	your	Nightblade	inflicts	magic	damage.	In	addition	targets	with	low	health	(the	threshold	seems	to	be	25%	or	so)	will	take	an	extra	300%	damage	from	this	attack.ImpaleDeals	magic	damage.	Targets	with	low
health	take	an	additional	300%	damage.	A	magical	blade	is	thrown	allowing	you	to	use	the	skill	outside	of	melee	range.Killer’s	BladeDeals	magic	damage.	Targets	with	low	health	take	an	additional	300%	damage.	Heals	the	player	for	18%	of	his	max	health	when	killing	an	opponent	with	this	ability.The	bread	and	butter	ability	for	the	Nightblade,
Assassination	is	going	to	see	a	lot	of	use.	If	you	want	to	make	the	most	out	of	it	then	morph	it	into	impale	at	the	nearest	opportunity.	This	will	let	you	use	it	from	outside	of	the	radius	where	your	stealth	might	be	broken	while	letting	you	injure	an	enemy.	It	also	works	well	for	any	foolish	spell	casters	who	are	trying	to	retreat.Jumping	through	the
shadows,	the	Nightblade	appears	near	a	target	and	strikes	them.	This	deals	a	good	bit	of	magic	damage	to	the	enemy	and	stuns	them	for	1.5	seconds.AmbushPlayer	moves	through	the	shadows	and	appears	near	the	target.	Inflicts	magic	damage	to	enemies	and	stuns	them	for	1.5	seconds.	The	next	attack	on	your	target	deals	an	additional	30%
damage.Lotus	FanPlayer	moves	through	the	shadows	and	appears	near	the	target.	Inflicts	magic	damage	to	enemies	and	stuns	them	for	1.5	seconds.	Affected	enemies	are	ensnared	for	60%	and	bleed	health	away	for	6	seconds.I	love	this	ability.	Zipping	over	to	an	enemy	and	not	only	damaging	them	but	stunning	them	as	well?	That’s	great.	That	said
both	of	these	skill	morphs	are	actually	pretty	good	but	I	prefer	ambush.	
Let	the	enemy’s	health	get	low,	use	Ambush	to	bring	their	health	yet	lower	and	then	strike	them	with	Assassin’s	Blade	to	take	advantage	of	the	300%	damage	boost	from	that	and	the	30%	boost	from	Ambush.	Just	see	how	fast	even	a	tough	enemy	falls	at	that	point.Master	Assassin	–	Unlocks	at	Assassination	Rank	8.	Passive	skillIncreases	weapon
damage	while	using	invisibility	or	stealth	by	5%	per	level.	A	successful	attack	while	crouched	stuns	the	target	for	a	longer	duration.Hey	look,	even	more	damage	stacking.	Use	this	to	get	the	jump	on	an	enemy	so	that	you	can	follow	up	with	Assassin’s	Blade	to	bring	down	foes	incredibly	fast.	
Since	you’re	going	to	be	using	stealth	attacks	anyways	this	skill	belongs	on	any	Nightblade.Death	Stroke	(Ultimate	Skill)	–	Unlocked	at	Assassination	Rank	12This	special	strike	deals	a	high	amount	of	damage	while	also	reducing	the	targets	ability	to	heal	by	50%.	
Damage	for	this	attack	increases	as	the	players	Ultimate	charge	increases,	up	to	a	potential	increase	of	275%.	Get	it	up	to	that	point	and	this	is	one	of	the	most	powerful	attacks	in	the	game.Incapacitating	StrikeDeals	damage	while	also	reducing	the	healing	received	by	50%	The	damage	inflicted	increases	as	the	player’s	Ultimate	charge	increases,
going	up	to	275%.	Stuns	target	for	4.5	seconds	if	the	caster	has	lower	health	than	the	target.Soul	HarvestDeals	damage	while	also	reducing	the	healing	received	by	50%	The	damage	inflicted	increases	as	the	player’s	Ultimate	charge	increases,	going	up	to	275%.	
Passively	increases	your	Ultimate	skill	when	you	kill	enemies	while	it	is	slotted	in	quick	bar.I’ve	always	been	kind	of	torn	on	this	ability.	On	the	one	hand	when	you	get	it	all	the	way	powered	up	its	one	of	the	strongest	Ultimate	skills	in	the	game.	On	the	other	hand	it	means	that	you	really	have	to	dawdle	on	using	this	to	get	the	most	of	it.	This	can	be
made	easier	by	morphing	it	into	the	Soul	Harvest	skill	but	that’s	kind	of	a	shame	since	Incapacitating	Strike	is	honestly	the	better	of	the	two.	That	said	Soul	Harvest	makes	you	able	to	use	your	Ultimate	more	often	against	regular	enemies	so	it	ends	up	being	more	helpful	while	exploring	the	world.Executioner	–	Unlocks	at	Assassination	Rank	14.
Passive	skillKilling	an	enemy	with	an	Assassination	ability	restores	12	magicka	over	6	seconds.	At	rank	2	this	increases	to	25	magicka	over	6	seconds.This	is	a	kind	of	weak	skill:	Since	your	magicka	regenerates	rapidly	outside	of	combat	this	bonus	only	matters	in	a	fight.	But	in	a	fight	the	amount	you	regenerate	is	small	enough	that	it’s	not	a
humongous	help.	
That	said	this	will	help	you	save	money	on	magicka	potions	so	it	has	its	uses	even	if	they’re	small.Blur	–	Unlocked	at	Assassination	Rank	20Through	rapid	movements	the	Nightblade	becomes	much	harder	to	strike,	imposing	a	15%	chance	to	miss	attacks	on	the	target	for	20	seconds.Double	TakeEnemies	have	a	15%	chance	to	miss	when	attacking	you
for	26	seconds.	The	chance	to	miss	is	increased	to	30%	for	the	first	3.5	seconds	of	the	ability.MirageEnemies	have	a	15%	chance	to	miss	when	attacking	you	for	26	seconds.	Missed	attacks	have	a	chance	to	leave	attackers	off	balance	for	6	seconds.This	is	another	solid	skill	for	the	Nightblade.	
You’ll	want	to	immediately	morph	it	into	Mirage	so	that	it’ll	provide	the	passive	chance	to	knock	enemies	off	balance.	Once	a	physical	fight	breaks	out	use	this	skill	and	you	stand	a	very	good	chance	of	staggering	the	attackers	during	its	six	second	duration.Pressure	Points	–	Unlocks	at	Assassination	Rank	22.	Passive	skillIncreases	critical	strike	rating
by	1%	per	level	for	each	slotted	Assassination	skill.If	you’re	making	heavy	use	of	Assassin	skills	then	you’ll	definitely	want	this	skill.	If	you’ve	got	it	at	rank	2	and	equip	a	few	Assassin	skills	the	bonus	can	shoot	up	rather	quickly.	I	personally	used	it	with	Assassin’s	Blade,	Blur,	Teleport	Strike,	Haste	and	Death	Stroke	with	my	Khajiit	Nightblade	and
enjoyed	watching	enemies	get	torn	up	by	my	basic	attacks.Mark	Target	–	Unlocked	at	Assassination	Rank	30By	choosing	a	target	for	execution	the	Nightblade	is	able	to	make	them	more	vulnerable	to	all	forms	of	attack.	The	target	is	marked	for	60	seconds.	In	that	time:	your	attacks	ignore	75%	of	his	armour	and	spell	resistance,	his	attacks	ignore
75%	of	your	armour	and	spell	resistance	and	killing	a	marked	target	restores	your	health	by	37%.Piercing	MarkMarks	a	target	for	death	for	60	seconds.	Players’	attacks	ignore	75%	of	the	targets	armour	and	spell	resistance.	The	targets	attacks	ignore	75%	of	the	player’s	armour	and	spell	resistance.	Killing	a	marked	target	restores	the	player’s	health
by	40%.	The	magicka	cost	for	this	ability	is	reduced.	You	can	also	see	the	target	if	he	uses	stealth	or	uses	a	skill	/	item	to	become	invisible.Reaping	MarkMarks	a	target	for	death	for	60	seconds.	Player’s	attacks	ignore	75%	of	the	targets	armour	and	spell	resistance.	The	targets	attacks	ignore	75%	of	the	player’s	armour	and	spell	resistance.	Killing	a
marked	target	restores	the	player’s	health	by	40%.	Killing	a	marked	target	increases	your	weapon	and	spell	power	by	15	for	30	seconds.I’m	torn	on	this	skill.	On	the	one	hand	it	makes	your	enemies	quite	vulnerable	to	attacks	for	a	full	minute	and	heals	you	if	they	die	before	it	ends.	But	on	the	other	hand	it	renders	you	vulnerable	as	well.	On	the	other
hand	it	can	be	incredibly	helpful	when	fighting	certain	enemies,	notably	if	you	use	it	and	then	Nightblade	against	a	spell	caster	or	other	foe	with	a	small	amount	of	health	you	can	kill	them	quite	easily.	It	can	even	be	helpful	in	keeping	track	of	sneaky	enemy	types	if	you	take	the	Piercing	Mark	ability.	However	there	might	be	better	uses	of	your	skill
points.Hemorrhage	–	Unlocks	at	Assassination	Rank	39.	
Passive	skillIncreases	critical	strike	bonus	damage	by	5%	per	level.Pair	this	with	the	Pressure	Points	passive	skill	and	you’re	in	for	a	hoot	of	a	time.	As	mentioned	above,	I	made	a	character	who	aimed	for	a	high	critical	hit	rate	and	with	this	skill	the	damage	really	begins	to	add	up.	Let	your	basic	attacks	wear	the	enemy	down	and	then	finish	them	off
with	your	special	abilities.Haste	–	Unlocks	at	Assassination	Rank	42By	drawing	upon	your	master	training	you	can	increase	your	attack	speed	with	both	light	and	heavy	attacks	by	30%	for	17	seconds.Focused	AttacksFor	20	seconds	increase	your	attack	speed	with	light	and	heavy	attacks	by	30%.	Recover	stamina	while	the	ability	is	in
effect.IncapacitateFor	20	seconds	increase	your	attack	speed	with	light	and	heavy	attacks	by	30%.	
Every	10th	weapon	attack	immobilises	the	target	for	2	seconds.Here’s	one	of	the	best	Assassination	skills.	In	those	17	seconds	you	can	get	in	a	large	number	of	attacks,	up	to	20	if	you’re	fast	enough.	Since	you	can	only	get	in	about	20	–	23	attacks	taking	Incapacitate	is	kind	of	useless,	instead	go	for	Focused	Attack	to	help	keep	your	stamina	up	so	you
don’t	have	to	stop	swinging.Shadow	Shadow	Cloak	–	Unlocked	at	Shadow	Rank	1The	Nightblade	wraps	himself	in	shadows,	granting	invisibility	for	2.5	seconds.Dark	CloakGives	the	player	invisibility	for	4	seconds.	Removes	4	damage	over	time	effects	from	the	player.Shadow	DisguiseGives	the	player	invisibility	for	2.5	seconds.	Grants	a	100%	critical
strike	rating	bonus	for	2.5	seconds.The	duration	on	Shadow	Cloak	renders	it	more	of	a	quick	use	tool	than	a	stealth	ability.	What	morph	you	take	depends	on	what	you’re	planning	on	using	the	skill	for.	If	you’re	going	to	use	it	to	escape	a	bad	spot	in	a	fight	then	take	Dark	Cloak	since	that	will	help	keep	you	alive.	Shadow	Disguise	should	be	taken	if
you’re	planning	on	using	it	to	open	up	the	combat	with	a	powerful	hit.	Early	on	you	can	make	good	use	of	it	to	break	contact	in	a	fight,	so	sneak	up	on	someone,	stab	‘em	in	the	butt	and	then	Shadow	Cloak	to	either	retreat	or	do	it	again.Veiled	Strike	–	Unlocked	at	Shadow	Rank	4Strike	the	foe	with	a	shadowy	magic	attack.	The	real	strength	of	this	skill
comes	if	you	use	it	while	in	stealth	since	it	will	knock	an	enemy	off	balance,	stunning	them	for	four	seconds.Concealed	WeaponDeals	magic	damage	to	target.	If	player	is	stealthed,	attack	sets	enemy	off	balance	and	stuns	them	for	4	seconds.	Passively	increases	movement	speed	while	in	stealth	by	18%	while	it’s	slotted	in	quick	bar.Surprise
WeaponDeals	magic	damage	to	target.	If	player	is	stealthed,	attack	sets	enemy	off	balance	and	stuns	them	for	4	seconds.	Reduces	enemy	armour	by	40%	for	15	seconds.I’m	a	pretty	big	fan	of	this	skill	so	long	as	I’ve	taken	the	Surprise	Weapon	morph.	As	it	is	the	stun	ability	is	fine	but	the	skill	really	shines	when	you	can	knock	them	off	balance	and
then	take	advantage	of	it	quite	effectively	with	their	reduced	armour	state.Refreshing	Shadows	–	Unlocked	at	Shadow	Rank	8.	Passive	skillIncreases	stamina	regeneration	by	15%	per	skill	level	for	6	seconds	whenever	a	shadow	ability	is	used.I	love	this	skill.	You’ll	never	be	hurting	for	stamina	by	simply	using	your	abilities	as	they	finish	their	cool	down
period	allowing	you	to	attack	freely.Consuming	Darkness	(Ultimate	Skill)	–	Unlocked	at	Shadow	Rank	12Summoning	up	his	inner	darkness	the	Nightblade	conjures	up	an	aura	of	pitch	blackness.	Enemies	caught	within	it	are	ensnared	by	70%	while	allies	are	protected.	They	will	take	30%	less	damage	while	the	caster	takes	60%	less	damage.	This	lasts
for	a	valuable	12	seconds.Bolstering	DarknessCreates	an	area	of	darkness	for	15	seconds.	Enemies	in	this	area	are	ensnared	by	70%.	
Nearby	allies	gain	brief	invisibility	and	take	30%	less	damage.	Caster	gains	100%	of	this	value.	Ensnared	enemies	take	magic	damage.	Allies	are	granted	invisibility	and	health	regeneration	for	4	seconds.Veil	of	BladesCreates	an	area	of	darkness	for	15	seconds.	Enemies	in	this	area	are	ensnared	by	70%.	Nearby	allies	gain	brief	invisibility	and	take
30%	less	damage.	Caster	gains	100%	of	this	value.	Allies	are	granted	invisibility	for	15	seconds.This	is	a	hell	of	an	ultimate	ability	and	possibly	the	most	useful	of	the	Nightblade’s	batch.	
You	don’t	even	need	to	morph	the	skill	to	have	a	very	powerful	skill.	Bolstering	Darkness	seems	to	be	the	best	choice	if	you	do	decide	to	morph	it	since	it	makes	your	party	more	effective	in	battle.	Veil	of	Blades	seems	to	be	mostly	useful	if	your	party	wants	to	pull	out	of	the	fight	completely.Shadow	Barrier	–	Unlocked	at	Shadow	Rank	14.	
Passive	skillIncreases	armour	and	spell	resistance	by	17	for	4	seconds	when	coming	out	of	either	stealth	or	invisibility	at	rank	1	and	increase	by	35	at	rank	2.The	bonuses	that	this	skill	provides	are	so	minor	that	I’ve	honestly	never	bothered	taking	it.	There	are	so	many	other,	better	skills	to	take	instead	of	wasting	time	with	it	that	I	could	never	bring
myself	to	do	so.Path	of	Darkness	–	Unlocked	at	Shadow	Rank	20The	Nightblade	creates	an	invisible	lane	of	darkness	only	the	player	can	see;	enemies	in	front	of	the	player	take	magic	damage	every	second	for	10	seconds	while	the	player’s	movement	speed	is	increased	by	50%	for	the	duration.	This	makes	the	skill	both	offensive	and	defensive	at	the
same	time.Refreshing	PathEnemy	targets	in	front	of	the	player	take	magic	damage	every	second	for	10	seconds.	The	path	can	only	be	seen	by	the	player	and	increases	movement	speed	by	50%	for	the	duration.	The	player	is	healed	every	second	the	ability	is	in	effect.Twisting	PathEnemy	targets	in	front	of	the	player	take	magic	damage	every	second
for	10	seconds.	The	path	can	only	be	seen	by	the	player	and	increases	movement	speed	by	50%	for	the	duration.	Affects	a	larger	area	shaped	like	a	cone.I’ve	honestly	never	had	much	of	a	clue	what	to	make	of	this	ability.	It	deals	decent	damage	to	every	enemy	in	your	path	while	also	allowing	you	to	move	at	a	pretty	good	speed.	However	it	does
neither	of	these	things	especially	well	making	it	more	suitable	for	a	quick	escape	so	that	you	can	reposition	yourself.	I’m	not	entirely	sure	that	this	is	a	very	good	skill	but	it	can	be	useful	in	a	few	specific	situations.Fortitude	–	Unlocked	at	Shadow	Rank	22.	Passive	skillIncreases	max	health	by	2%	per	level	for	each	Shadow	ability	slotted.I	have	to	admit
to	not	having	much	of	a	taste	for	this	skill.	While	the	potential	for	getting	a	24%	boost	to	your	health	is	rather	damn	impressive,	you’re	not	a	warrior.	You	honestly	shouldn’t	need	the	health	boost	that	much	but	if	you	feel	that	you	do,	simply	take	the	skill--I	never	did.Aspect	of	Terror	–	Unlocked	at	Shadow	Rank	30Calling	upon	the	fear	of	the	shadow
the	Nightblade	can	induce	fear	in	two	nearby	enemies	that	will	last	for	4	seconds.Manifestation	of	TerrorPlaces	a	trap	that	lasts	for	60	seconds	or	until	triggered.	When	triggered	it	induces	fear	in	2	nearby	enemies	for	5	seconds.Mass	HysteriaInduces	fear	in	2	nearby	enemies	for	4	seconds.	All	affected	targets	have	their	power	reduced	by	30%	and
snares	them	by	53%	for	3	seconds.Not	really	too	sure	how	effective	this	ability	can	be.	Many	of	the	stronger	enemies	seem	to	be	either	resistant	or	fully	immune	to	the	fear	status	while	weaker	enemies	tend	to	come	in	groups	where	just	two	being	affected	isn’t	going	to	make	much	of	a	difference.	As	such	I’ve	never	found	much	use	for	this	skill	even
though	it	seems	like	it	should	be	more	useful.Dark	Veil	–	Unlocked	at	Shadow	Rank	39.	Passive	skillIncreases	the	duration	of	Shadow	abilities	by	8%	at	rank	1	and	15%	at	rank	2.Many	of	the	Shadow	abilities	have	durations	that	are	under	10	seconds	with	the	exception	of	Summon	Shade	and	the	Ultimate	skill.	As	such	it’s	only	worth	a	purchase	if
you’re	planning	on	making	extensive	use	of	these	two	skills.Summon	Shade	–	Unlocked	at	Shadow	Rank	42The	Nightblade	brings	a	portion	of	nearby	shadows	to	life,	creating	that	shade	to	attack	a	targeted	enemy	for	17	seconds.	Enemies	being	attacked	will	deal	15%	less	damage	for	4	seconds.Dark	ShadesSummons	two	shades	to	attack	the	targeted
enemy	for	20	seconds.	Attacked	enemies	deal	30%	less	damage	for	4	seconds.Shadow	ImageSummons	a	shade	to	attack	the	targeted	enemy	for	23	seconds.	Enemies	being	attacked	deal	15%	less	damage	for	4	seconds.	
Activating	this	ability	again	teleports	you	to	where	the	shade	currently	is.This	is	a	great	skill	for	both	distracting	an	enemy	and	making	them	less	useful	in	combat	in	general.	The	Shadow	Image	morph	isn’t	especially	useful	for	PvE	combat	but	you	can	really	throw	people	off	in	PvP.	In	PvP	you	can	throw	it	at	someone	you	wouldn’t	mind	dealing	with	in
melee,	like	a	mage,	and	then	use	this	as	a	retreat	mechanism:	when	the	fighting	gets	dicey	just	teleport	to	the	mage	and	continue	the	fight.	
For	PvE	you’re	better	off	using	the	Dark	Shades	morph	since	it	makes	the	bigger,	stronger	enemies	much	reduced	in	combat	effectiveness.Siphoning	Strife	–	Unlocked	at	Siphoning	Rank	1The	Nightblade	creates	a	magical	link	with	the	targeted	enemy	that	inflicts	magical	damage	to	the	target	while	healing	them	for	25%	of	the	damage	inflicted	that
lasts	every	2	seconds	for	10	seconds.Funnel	HealthInflicts	magic	damage	and	heals	the	player	for	33%	of	the	damage	inflicted,	every	2	seconds	for	10	seconds	total.	Heals	two	nearby	allies	in	addition	to	the	caster.Swallow	SoulInflicts	magic	damage	and	heals	the	player	for	33%	of	the	damage	inflicted,	every	2	seconds	for	10	seconds	total.	Player
receives	10%	more	healing	from	all	sources	while	this	ability	is	slotted	in	the	quick	bar.For	an	initially	unlocked	skill	Strife	is	actually	pretty	powerful.	I’ve	not	found	Funnel	Health	to	be	too	fantastic	since	it	relies	on	your	allies	staying	near	you	and	honestly	you’re	probably	moving	around	more	than	they	are.	Instead	go	for	Swallow	Soul	so	that	you
get	the	passive	boost	to	healing	at	all	times	in	addition	to	the	damage	/	healing	you	get	from	Strife	itself.Agony	–	Unlocked	at	Siphoning	Rank	4Using	his	magic	the	Nightblade	wracks	his	enemy	with	pain,	stunning	him	for	12	seconds.	The	effect	ends	whenever	the	target	takes	damage	from	any	source.	When	the	effect	finally	ends	the	victim	is
wracked	with	magic	damage	for	the	following	5	seconds.Malefic	WreathStuns	the	enemy	for	12	seconds.	The	effect	is	broken	by	any	damage	from	any	source.	When	the	effect	ends	the	enemy	takes	magic	damage	over	5	seconds.	Damage	is	increased	by	2%	for	each	second	after	the	effect	ends	(totals	up	to	an	8%	bonus).	When	the	damage	over	time
effect	ends	an	explosion	damages	all	near	the	target.Prolonged	SufferingStuns	the	enemy	for	12	seconds.	The	effect	is	broken	by	any	damage	from	any	source.	When	the	effect	ends	the	enemy	takes	magic	damage	over	7	seconds.	Deals	more	magic	damage	than	Agony	itself	does	in	addition	to	the	increased	duration.In	its	base	form	Agony	is	a	fairly
basic	ability	that’s	nothing	special	but	not	terrible	either.	However	when	you	morph	it	the	thing	starts	to	really	shine.	Malefic	Wreath	does	a	good	bit	of	damage	but	the	area-of-effect	explosion	often	fails	to	hurt	anyone	else.	Prolonged	Suffering	on	the	other	hand	does	pretty	great	damage	and	is	a	nice	way	of	whittling	down	an	enemy.Catalyst	–
Unlocked	at	Siphoning	Rank	8.	Passive	skillIncreases	the	effectiveness	of	any	potions	used	by	10%	per	skill	rank.I’ve	got	to	say	getting	this	bonus	is	rather	nice	on	health	and	magicka	potions.	But	is	it	honestly	worth	the	use	of	a	skill	point?	That	depends.	
You	can	heal	with	Strife	and	restore	your	magicka	and	stamina	with	Siphoning	Strikes	so	how	effective	this	is	really	depends	on	your	playing	style.Soul	Shred	(Ultimate	Skill)	–	Unlocked	at	Siphoning	Rank	12Tearing	at	the	life	force	of	the	enemies	around	you	the	Nightblade	inflicts	magical	damage	to	all	enemies	in	a	6	metre	radius	while
simultaneously	stunning	them	for	3	seconds.Soul	SiphonInflicts	magical	damage	to	all	enemies	in	a	6	metre	radius.	Up	to	three	nearby	allies	are	healed	every	second	for	3	seconds.Soul	TetherInflicts	magical	damage	to	all	enemies	in	a	6	metre	radius	and	stuns	them	for	4.5	seconds.	The	closest	enemy	is	tethered	to	the	player	and	takes	magic	damage
every	second.While	it	is	possible	I’m	just	missing	something	about	this	skill	this	feels	like	an	intensely	weak	Ultimate	skill.	The	damage	that	it	inflicts	is	an	acceptable	amount	and	the	stun	is	fine	but	neither	effect	is	all	that	impressive.	If	you	insist	on	taking	and	using	this	skill	then	you’ll	probably	want	to	take	the	Soul	Tether	ability.	This	increases	the
damage	that	this	skill	inflicts	while	also	stunning	them.Magicka	Flood	–	Unlocked	at	Siphoning	Rank	14.	Passive	skillIncreases	max	magicka	by	4%	per	level	while	a	Siphoning	ability	is	slotted	in	the	quick	bar.If	you’re	using	Siphoning	skills	then	you’re	probably	going	through	your	magicka	at	a	pretty	good	rate.	So	getting	an	extra	8%	simply	for
having	your	ability	equipped	is	a	rather	nice,	simple	bonus.Cripple	–	Unlocked	at	Siphoning	Rank	20The	Nightblade	can	create	a	magical	connection	with	an	enemy	that	steals	away	some	of	their	movement	speed	and	gives	it	to	the	player,	increasing	your	speed.	It	also	deals	magical	damage	to	them	for	the	8	seconds	this	skill	remains	active.Crippling
GraspSiphons	movement	speed	from	the	target	and	gives	it	to	the	player	while	also	dealing	magical	damage	over	8	seconds.	On	impact	it	deals	magic	damage	and	immobilises	the	target	for	1.5	seconds.DebilitateSiphons	movement	speed	from	the	target	and	gives	it	to	the	player	while	also	dealing	magical	damage	over	8	seconds.	The	target’s	weapon
attacks	are	now	20%	slower.This	comes	off	as	a	bit	of	a	weak	skill	at	a	first	glance.	
Who	really	cares	about	increasing	their	movement	speed?	I’ll	tell	you	who--archers.	If	you’re	an	archer	then	use	it	on	a	target	so	you	can	outpace	him	while	retreating.	If	this	is	who	you	are	then	take	the	Crippling	Grasp	morph.	If	you’re	taking	the	skill	so	you	can	catch	up	to	archers	and	spell	casters	then	take	Debilitate	since	it’ll	slow	down	their
movement	and	make	it	hard	for	them	to	attack	you	while	they’re	desperately	trying	to	retreat.Soul	Siphoner	–	Unlocked	at	Siphoning	Rank	22.	Passive	skill.Siphoning	abilities	will	heal	you	an	additional	8%	at	rank	1	and	15%	at	rank	2.The	primary	source	of	healing	using	Siphoning	abilities	is	the	Strife	skill.	So	if	you’re	using	that	and	actually	relying
on	that	healing	for	any	sort	of	actual	effectiveness	then	this	is	the	skill	for	you.Siphoning	Strikes	–	Unlocked	at	Siphoning	Rank	30The	Nightblade	can	choose	between	inflicting	damage	as	normal	or	can	choose	to	deal	28%	less	damage	in	exchange	for	restoring	4%	of	his	magicka	and	stamina	per	hit.	There	is	a	10%	chance	that	each	basic	weapon
attack	will	instead	restore	15%	of	your	magicka	and	stamina.Leeching	StrikesWhile	toggled	on,	your	basic	weapon	attacks	will	restore	4%	of	your	magicka	and	stamina	but	deal	17%	less	damage.	There	is	a	10%	chance	basic	weapon	attacks	restore	15%	magicka	and	stamina.	Your	attacks	will	now	restore	health	in	addition	to	magicka	and
stamina.Siphoning	AttacksWhile	toggled	on,	your	basic	weapon	attacks	will	restore	4%	of	your	magicka	and	stamina	but	deal	25%	less	damage.	There	is	a	10%	chance	basic	weapon	attacks	restore	15%	magicka	and	stamina.	All	attacks	have	a	chance	to	restore	magicka	and	stamina	even	when	this	is	toggled	off.This	is	a	great	ability	but	you	have	to	be
careful	how	you	use	it.	You	can’t	just	keep	it	toggled	on	at	all	times	since	it’ll	reduce	your	damage	output	too	much.	Instead	you	have	to	turn	it	on	when	you	need	the	stamina	or	magicka.	Morph	it	into	Leeching	Strikes	so	you	can	restore	your	health	at	the	same	time.	Siphoning	Attacks	is	a	waste	since	its	passive	healing	doesn’t	actually	seem	to	kick	in
very	often.	If	you	choose	to	take	Leeching	Strikes	then	you’ll	want	to	take	Soul	Siphoner	so	that	each	attack	has	a	near	20%	health	gain	for	a	small	drop	in	damage.Transfer	–	Unlocked	at	Siphoning	Rank	39.	Passive	skillWhen	dealing	damage	with	a	Siphoning	ability	you	will	gain	1	Ultimate	per	skill	rank.It	may	be	worth	taking	this	ability	and	one
Siphoning	ability,	such	as	Siphoning	Strikes,	for	any	Nightblade.	By	letting	you	use	your	Ultimate's	more	often	you	will	jump	in	combat	effectiveness	and	Siphoning	Strikes	can	help	you	out	in	combat	in	general.Drain	Power	–	Unlocked	at	Siphoning	Rank	42Pulling	life	force	away	from	up	to	six	enemies	in	an	8	metre	radius,	the	Nightblade	inflicts
magic	damage	to	them	and	uses	it	to	increase	their	weapon	damage	by	6%	for	each	enemy	for	17	seconds.Power	ExtractionDeals	magical	damage	to	enemies	in	an	8	metre	radius	and	increases	weapon	damage	by	11%	for	each	enemy	so	damaged.	The	enchantment	lasts	20	seconds.	
The	maximum	number	of	targets	increases	to	9.Sap	EssenceDeals	magical	damage	to	enemies	in	an	8	metre	radius	and	increases	weapon	damage	by	11%	for	each	enemy	so	damaged.	
The	enchantment	lasts	20	seconds.	Nearby	allies	are	healed.	The	healing	increases	with	each	enemy	hit	by	the	skill.This	is	a	great	skill	and	it’s	honestly	one	of	the	few	Siphoning	abilities	I	really	loved.	It	deals	a	solid	amount	of	damage	to	anybody	foolish	enough	to	be	close	to	you	and	then	it	makes	your	follow-up	attacks	stronger.	If	you	take	the	Power
Extraction	morph	then	you’ll	deal	even	more	damage	which	makes	it	the	way	to	go	for	most	people.	Pair	this	up	with	Transfer	and	you	can	throw	out	damage	at	an	impressively	fast	rate.	Page	9	Now	we	reach	my	personal	favourite	class	–	the	master	of	magic,	the	Sorcerer.	While	other	classes	can	play	a	spell	caster	role	by	carrying	a	Destruction	or
Restoration	staff	and	using	elemental	or	magic	abilities	to	deal	damage	to	Sorcerer	truly	excels	in	this	role.	The	one	real	limitation	on	the	class	is	that	if	you	don’t	have	them	in	light	armour	then	you’re	basically	choosing	to	gimp	yourself	since	the	passive	bonuses	of	both	the	armour	itself	and	the	skills	you	learn	can	help	your	character	immensely.You
are	not	restricted	to	using	staves	and	light	armour	though,	so	it	is	entirely	possible	to	make	a	Battle	Mage	type	character	by	equipping	a	two-handed	sword	and	heavy	armour	while	summoning	up	Daedra	to	fight	alongside	you.There	are	three	paths	for	a	Sorcerer	to	choose	skills	from:Daedric	Summoning:	Harnessing	the	power	of	the	otherworldly
Daedra	the	spell	caster	can	fight	alongside	them	or	let	them	do	the	dirty	work.Dark	Magic:	This	support	magic	inflicts	status	ailments	or	healing	the	character.Storm	Calling:	Here’s	the	heavy	damage	skill	set	with	AoE	attacks	and	other	damage	bonuses.Daedric	Summoning	Unstable	Familiar	–	Unlocked	at	Daedra	Summoning	Rank	1The	Sorcerer
calls	up	a	minor	daedra	to	attack	enemies.	The	ability	is	toggled	and	costs	a	small	amount	of	magicka	to	bring	out	but	it	limits	your	maximum	magicka	by	10%	while	deployed.Unstable	ClannfearSummons	a	Clannfear	to	attack	enemies.	Toggled	to	activate	but	max	magicka	is	reduced	by	10%	while	the	daedra	is	summoned.	The	Clannfear	deals	30%
additional	damage	with	its	attacks	and	can	charge	or	tail	swipe	nearby	enemies.Volatile	FamiliarSummons	an	explosive	familiar	to	attack	enemies.	Toggled	to	activate	but	max	magicka	is	reduced	by	10%	while	the	daedra	is	summoned.	The	familiar	deals	30%	extra	damage	and	explode	on	death,	causing	20%	of	your	maximum	magicka	as	damage	and
stunning	affected	enemies	for	2	seconds.I’m	not	going	to	lie,	as	cool	as	it	is	having	a	familiar	this	ability	is	kind	of	junk.	The	magicka	reduction	can	be	a	bit	of	a	hindrance	and	the	Daedra	itself	isn’t	too	useful	besides	as	a	minor	distraction.	However	if	you	upgrade	it	to	the	Clannfear	summon	it	is	actually	a	viable	combat	aid	since	its	damage	bonuses
make	it	a	nice	combat	helper.	But	as	a	level	1	skill	it	still	definitely	has	uses	even	if	that	is	just	as	a	means	of	distracting	a	nasty	enemy	for	a	few	moments.Using	the	power	of	the	daedra	the	caster	afflicts	a	target	with	the	curse	ailment	for	six	seconds.	When	the	time	is	up	both	the	target	and	any	other	nearby	enemies	take	magic	damage.	Only	one
curse	may	be	active	on	an	enemy	at	a	time.Explosive	CurseEnemy	is	cursed	for	6	seconds.	When	curse	completes	the	target	and	nearby	enemies	take	magic	damage.	Only	one	curse	may	be	activate	on	a	target	at	a	time.	The	explosion	now	has	an	increased	radius.Ferocious	CurseEnemy	is	cursed	for	3	seconds.	When	curse	completes	the	target	and
nearby	enemies	take	magic	damage.	Only	one	curse	may	be	activate	on	a	target	at	a	time.As	you	can	see	this	is	a	strange	little	skill.	
It	provides	a	nice	amount	of	damage	once	the	curse	ends	but	the	curse	itself	is	a	fairly	minor	nuisance	to	the	target.	As	such	I	prefer	the	Ferocious	Curse	ability	since	it	does	a	good	bit	of	damage	and	it	triggers	pretty	fast.	But	to	be	honest	I	don’t	use	this	ability	all	that	often	since	there	are	plenty	of	more	effective	skills.Rebate	–	Unlocked	at	Daedric
Summoning	Rank	8.	Passive	skillPlayers	receive	some	of	their	maximum	magicka	back	when	one	of	their	summoned	creatures	is	killed.	This	starts	at	10%	and	rises	to	15%	at	rank	2.This	is	a	very	minor	ability	but	it	does	provide	a	minor	but	helpful	boon.	Essentially	it	automatically	lets	you	recoup	the	magicka	you	had	invested	into	the	summoning	in
the	first	place	and	that’s	helpful	enough	that	it’s	worth	the	purchase.Summon	Storm	Atronach	(Ultimate	Skill)	–	Unlocked	at	Daedric	Summoning	Rank	12An	immobile	Storm	Atronach	is	summoned	at	the	selected	location	and	acts	like	a	turret.	Enemies	in	the	area	are	stunned	for	3	seconds	and	take	shock	damage.	The	summoning	lasts	for	15
seconds.Greater	Storm	AtronachSummons	an	immobile	Storm	Atronach	to	the	targeted	location	for	28	seconds.	Enemies	in	the	area	are	stunned	for	3	seconds	and	take	shock	damage.	The	summon	has	increased	health	making	it	harder	to	destroy.Summon	Charged	AtronachSummons	an	immobile	Storm	Atronach	to	the	targeted	location	for	28
seconds.	
Enemies	in	the	area	are	stunned	for	3	seconds	and	take	shock	damage.	The	Atronach	has	a	powerful	area	of	effect	attack.I’ve	got	to	say	that	at	first	this	one	didn’t	seem	all	that	impressive.	After	all,	who	wants	to	summon	a	big	ol’	Storm	Atronach	just	to	have	it	sit	in	place?	Well	once	you	see	the	damage	that	it	does	you	may	just	change	your	tune.	This
thing	inflicts	a	pretty	impressive	amount	of	damage	especially	if	you	take	the	Summon	Charged	Atronach	morph	which	adds	a	rather	impressive	AoE	attack.Power	Stone	–	Unlocked	at	Daedra	Summoning	Rank	14.	Passive	skillReduces	the	cost	to	use	your	Ultimate	abilities	by	8%	at	rank	1	and	15%	at	rank	2.This	one	should	be	pretty	obviously	an
immediate	purchase.	Ultimate	abilities	are	always	helpful	and	the	Summon	Storm	Atronach	ability	is	especially	effective	so	you’ll	want	this	ASAP.Summon	Winged	Twilight	–	Unlocked	at	Daedric	Summoning	Rank	20The	summoner	conjures	up	a	Winged	Twilight	to	attack	nearby	enemies.	When	this	ability	is	toggled	on	it	reduces	your	maximum
magicka	by	10%	until	it	dies	/	is	dismissed.	The	damage	it	inflicts	is	increased	by	15%	when	it	reaches	rank	4.Summon	Restoring	TwilightSummons	a	Restoring	Twilight	to	attack	nearby	enemies.	Toggle	to	activate.	Reduces	max	magicka	by	10%	while	summoned.	Allies	near	the	Restoring	Twilight	have	their	magical	regeneration	increased	by
13%.Summon	Twilight	MatriarchSummons	a	Twilight	Matriarch	to	attack	nearby	enemies.	Toggle	to	activate.	Reduces	max	magicka	by	10%	while	summoned.	Heals	the	player	when	their	health	drops	below	35%.	This	only	occurs	once	every	30	seconds.I’m	generally	a	fan	of	all	the	skills	that	summon	daedra	but	if	you’re	looking	for	an	ally	who	can
actually	fight	alongside	you	then	the	Winged	Twilight	is	where	it’s	at.	If	you’re	using	them	as	a	party	aid	then	the	Restoring	Twilight	is	the	one	you	want	but	if	you	just	want	a	pet	to	fight	alongside	you	then	go	for	the	Twilight	Matriarch.Daedric	Protection	–	Unlocked	at	Daedra	Summoning	Rank	22.	
Passive	skillWhile	you	have	any	Daedra	Summoning	ability	slotted	in	your	quick	bar	your	health	regeneration	rate	is	increased	by	10%	per	level.While	I’m	normally	a	huge	fan	of	any	ability	that	provides	health	regeneration	I’m	not	a	huge	fan	of	it	being	on	a	spell	caster.	That	said	it	might	be	worth	the	one	skill	point	and	it’s	definitely	worth	that	skill
point	if	you’re	playing	more	of	a	Battle	Mage	type	character.Bound	Armour	–	Unlocked	at	Daedra	Summoning	Rank	30Surrounding	themselves	in	ethereal	armour	the	caster	sees	his	armour	rating	increased	by	11%	while	the	ability	is	toggled	on.	His	magicka	is	reduced	by	10%	while	it	remains	active.Bound	AegisIncreases	armour	rating	by	17	when
toggled	on	but	reduces	max	magicka	by	10%.Bound	ArmamentsIncreases	armour	rating	by	14	when	toggled	on	but	reduces	max	magicka	by	10%.	Heavy	attack	damage	is	increased	by	11%.If	you	find	yourself	needing	an	armour	increase	then	perhaps	you	should	be	using	medium	or	heavy	armour	instead	of	whatever	you’re	currently	wearing.	This
skill	just	isn’t	worth	it	especially	as	it’s	another	skill	to	drain	your	magicka	reserves.Expert	Summoner	–	Unlocked	at	Daedra	Summoning	Rank	39.	Passive	skillProvides	a	bonus	for	summoned	creatures:	Winged	Twilights	do	increased	damage	of	5%	per	rank.	
Familiars	and	Clannfear	have	increased	movement	speed	increased	by	10%	per	rank.	Atronach's	have	their	attack	ranged	increased	by	15%	per	rank.If	you’re	actively	using	the	Daedra	Summoning	skill	tree	then	you’re	going	to	want	to	invest	in	this	skill.	It’s	worth	it	for	the	Winged	Twilight	and	Atronach	bonuses	if	nothing	else.Conjured	Ward	–
Unlocked	at	Daedra	Summoning	Rank	42The	summoner	creates	a	damage	shield	on	themselves	and	all	of	their	summoned	creatures	within	a	20	metre	radius	for	20	seconds.	It	appears	that	the	shield	absorbs	somewhere	in	the	area	of	20	damage	before	dissipating	from	that	individual.Empowered	WardConjure	up	a	damage	absorbing	shield	on	oneself
and	summoned	creatures	in	a	20	metre	radius	for	20	seconds.	Summoned	creatures	deal	20%	additional	damage	while	they	are	still	warded.Hardened	WardConjure	up	a	damage	absorbing	shield	on	oneself	and	summoned	creatures	in	a	20	metre	radius	for	20	seconds.	Shield	strength	is	increased	by	33%	on	the	caster	(raises	it	to	31	points	of
absorption).If	you’re	using	the	summoned	pets	at	all	then	yes,	take	this	ability.	I	personally	travelled	with	a	Winged	Twilight	and	Clannfear	at	all	times	and	used	the	Storm	Atronach	whenever	necessary.	Pairing	it	up	with	Empowered	Ward	your	little	party	will	be	rather	damn	effective	in	a	fight.	Hardened	Ward	buffing	up	your	defences	is	a	waste
since	you	should	have	other	abilities	or	equipment	to	protect	yourself.Dark	Magic	Crystal	Shard	–	Unlocked	at	Dark	Magic	Rank	1The	caster	hurls	a	shard	of	crystalline	energy	at	a	target,	inflicting	magic	damage	and	knocking	them	down	for	2	seconds.Crystal	BlastDeals	magical	damage	to	a	target	and	knocks	them	down	for	2	seconds.	All	enemies
near	the	target	are	dealt	magical	damage.Crystal	FragmentsDeals	magical	damage	to	a	target	and	knocks	them	down	for	2	seconds.	There	is	a	35%	chance	to	make	your	next	use	an	instant	casting	and	cost	40%	less	magicka	to	activate	the	ability.A	great	thing	about	Crystal	Shard	is	that	the	range	for	it	is	impressive	enough	that	the	skill	will	almost
always	remain	useful.	While	the	Crystal	Fragments	ability	sounds	interesting	it’s	more	effective	to	just	take	Crystal	Blast	and	damage	energy	groups	before	they	split	up.Encase	–	Unlocked	at	Dark	Magic	Rank	4All	enemies	in	a	15x3	metre	lane	in	front	of	the	caster	are	immobilised	for	4.5	seconds.Restraining	PrisonImmobilises	enemies	in	front	of	you
for	4.5	seconds.	When	the	effect	ends	enemies	are	snared	for	5.5	seconds.Shattering	PrisonImmobilises	enemies	in	front	of	you	for	4.5	seconds.	After	the	effect	ends	the	lane	explodes,	dealing	magic	damage	to	all	enemies	in	the	path.In	my	experimenting	with	this	skill	I’ve	found	that	it,	quite	often,	just	isn’t	as	helpful	as	it	could	be.	The	spell	effect	is
rather	long	but	it’s	narrow	enough	that	it	seems	to	miss	enemies	that	should	be	hit	by	it.	This	makes	it	fairly	difficult	to	use	the	skill	effectively	or	at	least	did	so	in	my	experience.Unholy	Knowledge	–	Unlocked	at	Dark	Magic	Rank	8.	Passive	skillThe	magicka	and	stamina	costs	for	all	of	the	casters	abilities	are	reduced	by	3%	at	rank	1	and	5%	at	rank
2.This	is	one	of	those	skills	that	you	should	just	take	even	if	you’re	not	really	using	Dark	Magic.	It’s	not	reliant	on	you	actually	ever	using	your	Dark	Magic	abilities	so	take	Crystal	Shard,	use	it	(or	just	keep	it	slotted)	until	you	can	get	to	this	and	then	take	this	to	get	the	magicka	cost	reduction.	Or	even	go	one	further	and	take	Blood	Magic	when	it
unlocks.Negate	Magic	–	Unlocked	at	Dark	Magic	Rank	12The	sorcerer	dispels	all	effects	that	the	enemies	have	placed	in	an	8	metre	radius	from	the	targeted	location.	All	enemies	are	silenced	and	monsters	are	stunned	by	the	wave	of	magic.Absorption	FieldDispels	enemy	effects	in	the	area	for	9.5	seconds	while	enemies	are	silenced	and	stunned.	The
caster	recovers	15%	of	his	health	and	magicka	for	each	successful	effect	dispelled	while	they	remain	standing	in	the	absorption	field.Suppression	FieldDispels	enemy	effects	in	the	area	for	9.5	seconds	while	enemies	are	silenced	and	stunned.	Allies	in	the	area	gain	35	spell	resistance.When	I	saw	Negate	Magic	for	the	first	time	I	was	impressed.	When	I
saw	the	skills	it	could	morph	into	I	was	even	more	impressed.	Absorption	Field	impressed	me	further.	
But	what	blew	me	away	was	Suppression	Field--that	spell	resistance	bonus	is	amazing.	
Use	it	to	blow	away	active	effects	and	hamper	your	enemies	and	then	move	in	with	your	spell	resistance	aiding	your	party.	Fantastic.Blood	Magic	–	Unlocked	at	Dark	Magic	Rank	14.	Passive	skillHitting	an	enemy	with	a	Dark	Magic	skill	will	heal	the	caster.	
The	healing	starts	at	3%	of	the	casters	max	health	for	rank	1	and	goes	up	to	5%	of	the	casters	max	health	for	rank	2.Because	the	healing	from	this	skill	has	nothing	to	do	with	the	effectiveness	of	your	Dark	Magic	ability	you	could	easily	pair	this	up	with	Crystal	Shard	and	let	those	be	the	only	two	Dark	Magic	abilities	you	ever	bother	with.Rune	Prison	–
Unlocked	at	Dark	Magic	Rank	20The	sorcerer	casts	a	charm	on	a	target,	disorienting	them	for	15.1	seconds.Rune	CageDisorients	the	targeted	enemy	for	16.6.	When	the	disorientation	ends	the	target	is	stunned	for	4	seconds.Weakening	PrisonDisorients	the	targeted	enemy	for	16.6.	Spell	power	of	next	attack	against	the	target	is	increased	by	40.I’m
not	a	humongous	fan	of	the	disorientate	status	ailment	since	all	it	does	is	prevent	you	from	moving.	Neither	of	the	morphs	for	this	skill	really	adds	anything	too	impressive	so	I	suggest	skipping	this	skill	entirely	and	getting	something	better.Persistence	–	Unlocked	at	Dark	Magic	Rank	22.	Passive	skillAll	Dark	Magic	spells	have	their	duration	increased
by	10%	per	rank	of	this	skill.Obviously	if	you’re	using	Dark	Magic	you’ll	want	the	duration	increased.	However	make	sure	that	you’re	actually	using	the	skills	where	it	would	help--it’s	not	worth	purchasing	if	the	only	Dark	Magic	skill	you’ve	got	is	Dark	Exchange	or	Daedric	Mines.Dark	Exchange	–	Unlocked	at	Dark	Magic	Rank	30The	spell	caster
spends	4	seconds	channelling	magical	energy	to	recover	both	health	and	magic.	However	he	expends	23%	of	his	stamina	per	second	while	doing	so.Dark	ConversionRestores	healing	and	magicka	while	channelling	but	drains	12%	of	your	stamina	per	second	for	its	four	second	duration.Dark	DealRestores	healing	and	magicka	while	channelling	but
drains	12%	of	your	stamina	per	second	for	its	four	second	duration.	Increases	armour	and	spell	resistance	by	80	while	channelling.	Lose	8%	of	your	health	when	the	effect	ends.I’m	actually	not	a	fan	of	this	ability	at	all.	The	idea	of	being	stuck	in	place	while	healing	but	being	entirely	vulnerable	in	the	process	of	this	is	just	a	serious	put-off.	Dark
Conversion	mitigates	some	of	this	by	lessening	the	stamina	drain	but	it’s	still	sticking	you	in	place	for	four	seconds	where	terrible	things	can	happen	to	you.	I’m	sure	there’s	a	way	to	use	this	skill	to	mitigate	this	drawback	but	I’ve	not	found	it.Exploitation	–	Unlocked	at	Dark	Magic	Rank	39.	Passive	skillYour	chance	to	inflict	a	critical	strike	is	increased
by	when	attacking	targets	that	are	affected	by	Dark	Magic.	It’s	7%	at	rank	1	and	15%	at	rank	2.One	of	the	key	points	to	Dark	Magic	is	that	it	seems	to	be	designed	to	be	used	in	conjunction	with	weapon	attacks.	This	is	the	ultimate	outcome	of	that	hybridisation--whack	an	enemy	with	Rune	Prison	and	then	pound	on	them	while	they’re
disoriented.Daedric	Mines	–	Unlocked	at	Dark	Magic	Rank	42The	Sorcerer	summons	three	magical	mines.	These	last	for	30	seconds	and	take	3	seconds	to	arm.	Any	enemy	that	approaches	them	once	they’re	armed	causes	them	to	explode,	inflicting	magical	damage	and	immobilizing	nearby	enemies	for	1.5	seconds.Daedric	MinefieldSummons	5	mines
for	30	seconds.	The	mines	arm	3	seconds	after	summoning	and	explode	when	an	enemy	nears	them,	inflicting	magic	damage	and	immobilising	them	for	1.5	seconds.Daedric	TombSummons	3	mines	for	30	seconds.	The	mines	arm	instantly	after	summoning	and	explode	when	an	enemy	nears	them,	inflicting	magic	damage	and	immobilising	them	for	1.5
seconds.These	mines	pack	a	heck	of	a	punch	but	I’ve	got	to	say	that	I	wasn’t	terribly	fond	of	them	until	I	got	to	Daedric	Tomb.	Having	the	mines	go	off	immediately	and	blow	everyone	in	your	immediate	area	right	the	heck	up	is	a	great	way	to	say	hello	to	a	group	of	enemies.	The	only	thing	that	limits	the	effectiveness	of	this	skill	is	that	there	is	no
synergy	with	any	of	the	passive	skills	in	this	tree,	nothing	to	really	boost	its	effectiveness	beyond	letting	it	heal	you.Storm	Calling	Mage’s	Fury	–	Unlocked	at	Storm	Calling	Rank	1The	spell	caster	hurls	a	bolt	of	mystical	energy	that,	upon	impact,	deals	shock	damage	to	the	target.	In	addition	the	bolt	explodes	if	the	target	falls	below	20%	health	within
four	seconds	of	being	struck,	dealing	additional	shock	damage	to	the	target	and	all	enemies	within	a	4	metre	radius.Endless	FuryDeals	shock	damage	to	a	targeted	enemy.	Explodes	for	additional	shock	damage	if	the	target	falls	below	20%	health	within	four	seconds.	This	explosion	deals	shock	damage	to	all	enemies	within	a	4	metre	radius	of	the
target.	Killing	an	enemy	with	this	ability	restores	130	magicka.Mage’s	WrathDeals	shock	damage	to	a	targeted	enemy.	Explodes	for	additional	shock	damage	if	the	target	falls	below	20%	health	within	four	seconds.	This	explosion	deals	shock	damage	to	all	enemies	within	a	4	metre	radius	of	the	target.	The	secondary	explosion	now	deals	increased
damage.Mage’s	Fury	is	a	very	effective	spell.	It’s	got	pretty	good	range	and	a	nice	ability	that	can	trigger	every	now	and	it	does	a	solid	bit	of	damage	even	after	you’ve	got	better	skills.	With	that	said	it’s	kind	of	like	the	D&D	spell,	Magic	Missile,	in	that	it’s	useful	early	on	but	later	in	the	game	it	can	do	some	impressive	damage	once	you’ve	got	perks
boosting	it	and	can	get	that	explosive	effect	to	trigger.Lightning	Form	–	Unlocked	at	Storm	Calling	Rank	4The	spell	caster	assumes	a	form	made	out	of	pure	energy.	This	increases	both	his	spell	resistance	and	armour	rating	by	35	for	6	seconds.	Any	enemies	who	come	near	take	shock	damage	every	second	that	they	stay	near	him.Boundless	Storm
Increases	armour	and	spell	resistance	by	35	for	6	seconds.	All	nearby	enemies	suffer	shock	damage	every	second	they’re	near.	The	caster	gains	a	30%	increase	to	movement	speed.Thundering	PresenceIncreases	armour	and	spell	resistance	by	35	for	9	seconds.	All	nearby	enemies	suffer	shock	damage	every	second	they’re	near.Lightning	Form	is	one
of	those	abilities	that	you’ll	want	to	take	if	you	feel	like	you	need	a	defensive	bonus.	In	my	personal	experience	a	spell	caster	who	is	in	need	of	a	defensive	boost	is	close	to	dead	anyway	and,	unless	you’re	playing	a	Battle	Mage	tank	character	the	bonus	doesn’t	last	long	enough	to	truly	matter	in	most	situations.	I’m	not	a	big	fan	in	case	you	can’t
tell.Capacitor	–	Unlocked	at	Storm	Calling	Rank	8.	Passive	skillThe	Sorcerer’s	magicka	is	increased	by	5%	per	rank	in	this	skill.Even	if	you’re	not	planning	on	making	any	use	of	the	Storm	Caller	tree	it	may	be	worth	it	to	take	Mage’s	Fury	and	keep	it	equipped	so	that	you	can	eventually	purchase	this	skill.	It’s	a	huge	help	to	any	character.Overload	–
Unlocked	at	Storm	Calling	Rank	12The	Storm	Caller	draws	upon	his	Ultimate	power,	using	it	in	small	bursts	to	empower	his	basic	attacks	instead	of	releasing	it	all	in	one	go.	This	replaces	the	casters	light	and	heavy	attacks	with	empowered	ones	that	are	more	effective.	This	is	a	toggled	ability	so	you	can	turn	it	off	when	it	is	not	needed.Energy
OverloadLight	and	heavy	attacks	are	replaced	with	empowered	versions.	Damage	is	increased	by	9%.	Restores	84	magicka.Power	OverloadLight	and	heavy	attacks	are	replaced	with	empowered	versions.	Damage	is	increased	by	15%.	Increased	range	and	radius	on	heavy	attacks.Overload	is	a	strange	beast.	Realistically	it’s	nowhere	near	as	powerful
as	some	of	the	other	Ultimate	abilities	out	there.	But	it’s	a	flexible	skill	that	you	can	save	up	for	a	rainy	day,	use	it	in	a	bad	situation	and	then	turn	it	off	once	you’ve	managed	to	even	things	out	to	save	it	up	again.	Since	it	seems	to	sync	with	the	Energised,	Disintegrate	and	Overload	perks	this	ability	grows	in	usefulness	when	you	have	those.Energised
–	Unlocked	at	Storm	Calling	Rank	14.	Passive	skillAll	of	your	Storm	Calling	abilities	will	have	their	damage	increased	by	3%	at	rank	1	and	5%	at	rank	two.Since	most	abilities	in	this	tree	seem	to	do	between	7	–	15	damage	a	small	5%	bonus	isn’t	going	to	really	help	out	very	much.	That	said	it	can	add	up	if	you	choose	to	take	it,	just	don’t	feel	like	you
absolutely	have	to	do	so.Lightning	Splash	–	Unlocked	at	Storm	Calling	Rank	20The	caster	calls	down	a	pool	of	lightning	that	lasts	for	3	seconds.	Enemies	in	the	area	of	effect	take	what	appears	to	be	six	ticks	of	damage	in	that	period.Lightning	FloodCreates	a	pool	of	lightning	for	3	seconds	that	deals	shock	damage	every	second.	This	has	a	much	larger
radius	than	Lightning	Splash	does.Liquid	LightningCreates	a	pool	of	lightning	for	3	seconds	that	deals	shock	damage	every	second.	The	first	hit	this	skill	delivers	to	each	enemy	inflicts	increased	damage.This	is	a	great	skill	especially	if	you	can	get	enemies	to	cluster	up.	
The	radius	sounds	large	on	paper	but	it’s	still	tough	to	actually	hit	more	than	one	or	two	enemies	at	a	time	with	it.	With	that	said	I	prefer	to	take	Lightning	Flood	since	the	ability	to	hit	larger	groups	of	enemies	makes	this	skill	much	more	useful	than	simply	doing	a	bit	more	damage	once	per	enemy.Disintegrate	–	Unlocked	at	Storm	Calling	Rank	22.
Passive	skillThis	passive	skill	grants	all	Lightning	spells	a	5%	chance	per	rank	to	instantly	disintegrate	targets	with	low	enough	health.	This	means	lightning	not	Shock	damage.This	isn’t	the	sort	of	skill	you	can	ever	really	rely	on	working.	Since	it	requires	your	target	to	have	low	health	and	even	then	there’s	only	a	small	percentage	chance	of	it
working	you	simply	can’t	expect	it	to	happen.	
However	on	the	rare	occasion	the	effect	triggers	it’s	quite	the	sweet	bonus.Surge	–	Unlocked	at	Storm	Calling	Rank	30.The	spell	caster	increases	his	weapon	damage	by	3	for	17	seconds.Critical	SurgeIncreases	weapon	damage	by	3	for	20	seconds.	Critical	strikes	heal	the	player	for	65%	of	the	damage	he	inflicted	with	said	strike.Power
SurgeIncreases	weapon	damage	by	3	for	40	seconds.While	this	ability	will	boost	the	damage	of	any	weapon,	whether	it	be	a	sword,	staff	or	bow,	it's	best	reserved	for	a	Battle	Mage	who	plans	to	use	lots	of	melee.	This	will	make	the	most	of	the	17	second	duration.	It’s	best	to	morph	it	into	the	Critical	Surge	so	that	you	get	the	bonus	of	a	chance	to	heal
if	you	happen	to	land	a	critical	hit.Expert	Mage	–	Unlocked	at	Storm	Calling	Rank	39.	
Passive	skillEach	rank	of	this	ability	reduces	the	cost	of	all	Storm	Calling	spells	by	5%	per	level.It’s	a	shame	that	this	ability	comes	so	late	in	the	skill	tree	since	it	is	so	immensely	useful.	The	damage	bonus	that	it	gives	really	adds	up	over	time.	This	damage	bonus	makes	the	explosion	from	Mage’s	Fury	even	more	destructive	and	it	even	seems	to	apply
to	Overload.	Make	sure	to	purchase	this	as	soon	as	you	can	to	maximise	its	usefulness.Bolt	Escape	–	Unlocked	at	Storm	Calling	Rank	42The	Storm	Caller	becomes	sheer	electrical	energy	allowing	him	to	teleport	forward,	stunning	nearby	enemies	for	1.5	seconds.	This	has	a	fairly	short	cool	down	which	allows	the	player	to	zip	away	from	or	into	combat
at	a	fairly	high	speed.Ball	of	LightningTeleports	the	player	forwards,	stunning	nearby	enemies	for	2	seconds.	Absorbs	incoming	spell	projectiles	for	6.5	seconds	after	a	teleport.StreakTeleports	the	player	forwards,	dealing	shock	damage	and	disorienting	nearby	enemies	for	2	seconds.Bolt	Escape	isn’t	the	most	impressive	high	level	ability.	For	a	skill
that’s	mostly	designed	to	get	out	of	combat	you	would	think	that	it’d	be	a	bit	more	useful	in	that	regard.	However	if	you	can	get	it	up	to	level	4	and	then	morph	it	into	Streak	you	have	a	much	better	chance	of	actually	surviving.	Disorientation	does	just	as	good	as	stun	at	letting	you	get	away	and	it	has	the	added	benefit	of	dealing	shock	damage	and
also	having	a	longer	duration.	Page	10	The	Templar	is	a	warrior	of	purity	burning	with	holy	light	and	powered	by	a	righteous	fervor.	These	wandering	warriors	mix	a	good	amount	of	martial	capability	with	holy	magics	to	achieve	their	goals.	In	more	D&D	oriented	terms,	these	guys	are	Paladins.	They	can	fight,	they	can	draw	an	enemy’s	attacks	and
they	can	use	their	magic	to	harm	their	foes	or	heal	their	allies.	I’ve	not	had	the	most	time	to	tinker	around	with	the	Templar	class	but	in	many	ways	they	are	the	ideal	tanks	for	any	party.	They	excel	at	keeping	their	allies	alive	no	matter	the	cost.There	are	three	paths	for	a	Templar	to	choose	skills	from:Aedric	Spear:	If	you	want	your	warrior-priest	to
inflict	damage	and	drop	status	ailments	on	enemies,	this	is	the	path	for	you.Dawn’s	Wrath:	This	path	is	all	about	damage	control	–	both	in	controlling	how	much	damage	you	can	deal	and	how	much	damage	your	foes	can	deal.Restoring	Light:	The	healer	path,	this	is	all	about	healing	allies,	removing	negative	status	effects	and	protection.Aedric
Spear	Puncturing	Strikes	–	Unlocked	at	Aedric	Spear	Rank	1The	Templar	lashes	out	four	times,	striking	enemies	within	8	metres	in	front	of	you	for	magic	damage.	The	closest	target	takes	100%	damage	and	the	last	target	hit	is	knocked	back.Biting	JabsFour	consecutive	attacks	for	magic	damage	to	enemies	in	front	of	you.	The	closest	target	takes
100%	damage	and	is	knocked	back	on	the	last	hit.	Enemies	with	low	health	have	an	increased	critical	hit	chance	for	up	to	70%.Puncturing	SweepFour	consecutive	attacks	for	magic	damage	to	enemies	in	front	of	you.	The	closest	target	takes	100%	damage	and	is	knocked	back	on	the	last	hit.	Damage	is	dealt	in	a	large	cone	instead	of	to	individual
targets.For	a	starting	skill	the	Templar	isn’t	messing	around.	While	the	individual	strikes	aren’t	too	impressive	it’s	nice	for	both	dealing	damage	to	a	whole	group	and	dealing	a	lot	of	damage	to	one	target.	The	knockback	is	icing	on	the	cake.	Both	of	the	morphs	are	incredibly	worthwhile	although	I	have	a	preference	for	Puncturing	Sweep	thanks	to	the
damage	being	dealt	to	more	enemies.Piercing	Javelin	–	Unlocked	at	Aedric	Spear	Rank	4Calling	upon	the	power	of	the	Aedra	the	Templar	hurls	a	spear	that	causes	magical	damage	and	knocks	the	target	back	up	to	5	metres.Aurora	JavelinHurls	a	spear	that	causes	magic	damage	and	knocks	back	the	target	5	metres.	Deals	additional	damage	the
further	the	player	is	from	the	target,	up	to	30%.Blinding	JavelinHurls	a	spear	that	causes	magic	damage	and	knocks	back	the	target	5	metres.	Knocks	the	target	down	for	3.5	seconds.This	is	the	bread	and	butter	of	any	damage	dealing	Templar--Piercing	Javelin	is	one	of	those	skills	that	you’ll	use	the	rest	of	the	game	once	you	learn	it.	Every	passive
that	you	pick	up,	every	other	ability	you	learn	will	be	thought	of	in	terms	of	“How	can	I	make	this	work	with	Piercing	Javelin?”	This	owes	more	to	the	utility	of	the	skill	than	how	powerful	it	itself	is.It	does	fair	damage	but	the	knockback	can	be	used	to	control	enemies,	knocking	them	into	elemental	hazards	or	off	ledges	and	the	like.	If	you	upgrade	it	to
Blinding	Javelin	it	will	knock	targets	flat	on	their	back	for	3.5	seconds.Piercing	Spear	–	Unlocked	at	Aedric	Spear	Rank	8.	Passive	skillWhile	using	Aedric	Spear	skills	your	critical	strike	chance	is	increased	by	5%	per	rank	and	your	damage	inflicted	against	blocking	targets	is	increased	by	5%	per	rank.This	is	a	skill	that’s	helpful	against	multiple	regular
enemy	types	but	it	really	shines	in	PvP.	Players	are	much	more	apt	to	block	than	enemies	and	with	this	you	can	punch	right	through	it	with	an	increased	chance	to	land	critical	hits.	Even	better	this	block	piercing	seems	to	work	for	both	melee	and	magical	attacks	so	Piercing	Javelin	will	deal	a	solid	bit	of	damage,	and	knock	people	back,	even	if	they
block	it.Radial	Sweep	(Ultimate	Skill)	–	Unlocked	at	Aedric	Spear	Rank	12A	mystical	surge	of	light	energy	deals	magical	damage	to	all	enemies	in	a	5	metre	radius.Empowering	SweepDeals	magical	damage	to	all	enemies	in	a	5	metre	radius.	



Gains	10	armour	for	each	enemy	hit	by	the	attack	for	what	seems	to	be	20	seconds.Crescent	SweepDeals	increased	magical	damage	to	all	nearby	enemies.	Enemies	in	your	front	arc	take	extra	damage.On	paper	this	skill	doesn’t	really	look	like	much	and	I	have	to	admit	that	the	damage	isn’t	much	to	write	home	about,	but	the	utility	of	the	two	morphs
make	this	skill	incredibly	worthwhile.	If	you’re	a	tank	then	Empowering	Sweep	is	immensely	useful	for	surviving	in	a	tough	horde	of	enemies.	However,	if	you’re	not	taking	enemies	and	are	going	for	raw	damage	dealt	Crescent	Sweep	will	do	a	solid	amount	of	damage	to	anyone	in	front	of	you	while	weakening	those	to	your	sides.Spear	Wall	–	Unlocked
at	Aedric	Spear	Rank	14.	Passive	skillIncreases	the	damage	reduction	when	blocking	melee	attacks	by	7%	at	rank	1,	15%	by	rank	2.Since	this	only	applies	when	you	have	an	Aedric	Spear	ability	equipped	the	usefulness	of	this	skill	only	shines	through	if	you’re	using	said	skills	and	actually	use	a	shield.	While	you	can	block	without	a	shield	your	damage
reduction	just	isn’t	up	to	snuff,	you’re	better	off	focusing	on	attacking	at	that	point.Focused	Charge	-	Unlocked	at	Aedric	Spear	Rank	20Rushing	forward	the	Templar	charges	into	them,	dealing	magic	damage,	interrupting	any	special	abilities	they	may	have	been	activating	and	stunning	them	for	3	seconds.Explosive	ChargeRush	into	the	target;
dealing	magic	damage,	interrupting	abilities	and	stunning	for	3	seconds.	Deals	magic	damage	to	all	nearby	enemies.Toppling	ChargeRush	into	the	target;	dealing	magic	damage,	interrupting	abilities	and	stunning	for	3	seconds.	Targets	in	the	process	of	using	abilities	are	set	off	balance	for	5	seconds.During	my	time	experimenting	with	the	various
abilities	I’ve	always	found	that	it’s	best	to	focus	on	one	skill	tree	for	the	most	part.	With	that	in	mind	this	skill	is	definitely	the	sort	of	thing	that	you’ll	want	if	you	have	so	much	as	even	a	passing	interest	in	stunning	your	enemies	or	knocking	them	off	balance.	However	keep	your	play	style	in	mind	when	picking	your	skills	/	skill	morphs.	Explosive
Charge	does	great	damage	but	it’s	probably	not	worth	taking	if	you’re	expecting	to	stay	at	a	distance	while	throwing	spears.Burning	Light	–	Unlocked	at	Aedric	Spear	Rank	22.	Passive	skillWhen	using	an	Aedric	Spear	ability	you	have	a	25%	chance	on	hit	to	deal	magic	damage.	However	at	rank	2	it	also	increases	the	damage	dealt	by	the	attack.From
my	testing	this	bonus	only	works	when	using	the	Aedric	Spear	direct	damage	abilities,	most	notably	Piercing	Javelin.	If	you’re	using	this	path	enough	to	have	reached	rank	22	then	you’re	probably	okay	with	that	so	go	for	it.Spear	Shards	–	Unlocked	at	Aedric	Spear	Rank	30Calling	upon	his	magical	reserves	the	Templar	causes	a	number	of	mystical
spears	to	emerge	and	inflict	magic	damage	upon	all	enemies	within	an	8	metre	radius.	One	target	is	disoriented	for	6	seconds.	The	spears	last	for	10	seconds	and	an	ally	may	pick	them	up	granting	both	you	and	them	increased	damage.Luminous	ShardsDeals	magical	damage	to	enemies	within	the	targeted	area.	Disorients	1	of	the	enemies	for	6
seconds.	Allies	may	pick	up	a	spear,	granting	a	damage	boost,	25%	stamina	boost	and	an	additional	10	stamina	over	10	seconds.	Restores	magicka	while	restoring	stamina	to	those	who	pick	up	spears.Blazing	SpearDeals	magical	damage	to	enemies	within	the	targeted	area.	Disorients	1	of	the	enemies	for	6	seconds.	Allies	may	pick	up	a	spear,
granting	a	damage	boost,	25%	stamina	boost	and	an	additional	10	stamina	over	10	seconds.	The	spear	ignites	the	ground	on	impact	and	stuns	enemies	instead	of	disorienting	them.While	this	is	a	nifty	skill	it	requires	a	good	bit	of	communication	with	your	party.	They	have	to	know	that	you’re	using	the	skill	and	who	is	going	to	try	picking	up	the
spears.	The	ability	itself	isn’t	that	impressive	but	when	a	good	warrior	picks	up	the	spear	it	gets	much	more	impressive	especially	if	you	have	the	Blazing	Spear	version	of	the	ability.	But	due	to	the	communication	requirement	this	is	only	a	skill	to	take	if	you’re	working	with	a	group	you	know.	Don’t	take	it	if	you’re	going	solo	or	working	with
randoms.Balanced	Warrior	–	Unlocked	at	Aedric	Spear	Rank	39.	Passive	skillIncreases	weapon	damage	by	2%	per	level	and	spell	resistance	by	2	per	level.For	a	useful	skill	like	this	it’s	awfully	gimped	by	the	fact	that	it	comes	so	late	in	the	skill	tree.	I’d	honestly	prefer	that	it	and	spear	wall	swapped	places	but	alas,	it	is	not	to	be.	Complaining	aside	I’m
personally	of	the	opinion	that	any	skill	that	boosts	your	spell	resistance	rating	is	well	worth	taking.Sun	Shield	–	Unlocked	at	Aedric	Spear	Rank	42The	Aedric	Spear	user	conjures	up	a	mystic	shield	to	protect	him	from	damage.	Upon	activation	it	deals	magic	damage	to	all	nearby	enemies.	The	shield	has	health	equal	to	27%	of	your	maximum	health
that	lasts	for	6	seconds.	
Each	hit	against	the	shield	increases	its	strength	by	4%	but	you	cannot	regenerate	magicka	while	the	shield	is	activated.Radiant	WardCreates	a	damage	shield	for	30%	of	your	maximum	health	that	lasts	for	6	seconds.	It	deals	magic	damage	to	nearby	enemies	on	activation.	Each	successful	hit	increases	shield	strength	by	4%.	You	do	not	regenerate
magicka	while	the	shield	is	activated.	Deals	extra	damage	upon	skill	activation.Blazing	ShieldCreates	a	damage	shield	for	30%	of	your	maximum	health	that	lasts	for	6	seconds.	It	deals	magic	damage	to	nearby	enemies	on	activation.	Each	successful	hit	increases	shield	strength	by	4%.	You	do	not	regenerate	magicka	while	the	shield	is	activated.
Returns	50%	of	the	damage	you	take	back	to	nearby	enemies	when	the	effect	ends.This	skill	is	why	the	Templars	have	such	a	reputation	for	being	the	ultimate	tank.	It	starts	off	as	a	damn	good	skill	but	once	you	morph	it	to	Blazing	Shield	it	becomes	one	of	the	best	skills	in	the	game.	Repeated	strikes	will	only	make	it	rise	in	power	so	it	truly	shines
when	fighting	large	groups	although	it’s	nothing	to	sneeze	at	in	any	fight.	The	goal	here	is	to	put	you	in	harm’s	way,	take	a	whole	lot	of	damage	and	then	knock	it	back	at	the	enemy.Dawn’s	Wrath	Sun	Fire	–	Unlocked	at	Dawn’s	Wrath	Rank	1The	Templar	hurls	a	bolt	of	fire,	dealing	flame	damage	to	the	target	and	dealing	additional	fire	damage	over
the	following	4.5	seconds.	It	also	ensnares	the	target	by	40%	for	the	duration.Vampire’s	Bane	Inflicts	fire	damage	and	leaves	the	target	burning	for	6.5	seconds,	inflicting	additional	fire	damage	and	ensnaring	them	by	40%Reflective	LightInflicts	fire	damage	and	leaves	the	target	burning	for	6.5	seconds,	inflicting	additional	fire	damage	and	ensnaring
them	by	40%.	Two	nearby	enemies	are	caught	by	the	effect,	ensnaring	them	and	afflicting	them	with	fire	damage	for	4.5	seconds.Even	for	a	starter	skill	Sun	Fire	always	felt	a	bit	underwhelming.	The	range	is	nice	and	the	ensnaring	effect	leaves	the	enemy	with	little	to	do	but	burn.	But	once	I	had	access	to	better	skills	I	found	little	reason	to	bother
with	this	skill	beyond	when	my	other,	better,	skills	were	recharging.	Morphing	it	into	Reflective	Light	helps	with	this	by	making	it	a	decent	way	to	deal	with	a	group	of	enemies	but	even	for	that	limited	role	I’m	rather	unimpressed	by	it.Solar	Flare	–	Unlocked	at	Dawn’s	Wrath	Rank	4A	mystical	burst	of	energy	deals	magic	damage	to	the	targeted
enemy.	The	next	attack	against	the	target	and	all	nearby	enemies	has	increased	weapon	and	/	or	spell	power	with	the	exception	of	the	Solar	Flare	line	of	abilities.Dark	FlareInflicts	magic	damage	to	a	targeted	enemy.	
The	next	attack	gains	bonus	weapon	power	and	spell	power	against	the	target	and	nearby	enemies.	
Bonus	doesn’t	apply	to	the	Solar	Flare	line	of	abilities.	All	affected	enemies	receive	30%	less	healing	for	6	seconds.Solar	BarrageInflicts	magic	damage	to	a	targeted	enemy.	The	next	attack	gains	bonus	weapon	power	and	spell	power	against	the	target	and	nearby	enemies.	Bonus	doesn’t	apply	to	the	Solar	Flare	line	of	abilities.	The	casting	time	is
removed.	Magic	damage	inflicted	is	increased.The	language	on	Solar	Barrage	confused	me	for	the	longest	time.	Then	I	realised	it’s	basically	a	skill	that’s	designed	to	not	be	stackable	with	itself,	but	beyond	that	weird	language	choice	it	is	a	fairly	standard	skill.	Make	use	of	this	skill	before	attacking	with	another,	stronger,	skill.	Use	this	and	then	use
your	strongest	offensive	ability,	like	an	Ultimate,	or	just	use	it	and	then	attack	normally.Enduring	Rays	–	Unlocked	at	Dawn’s	Wrath	Rank	8.	
Passive	skillIncreases	the	duration	of	all	of	your	Dawn’s	Wrath	abilities	for	10%	per	rankThis	is	a	great	ability	on	paper	but	like	many	of	these	duration	increasing	skills	most	of	the	skills	in	this	tree	have	a	duration	of	less	than	8	seconds.	This	means	that	any	increase	will	be	fairly	infinitesimal	with	the	possible	exception	of	Nova.	Even	with	the	20%
boost	you	get	less	than	a	second	of	extra	time	for	all	but	two	skills.Nova	(Ultimate	Skill)	–	Unlocked	at	Dawn’s	Wrath	Rank	12Calling	on	the	suns	power	the	spell	caster	causes	all	enemies	nearby	to	deal	30%	less	damage	for	8	seconds	and	take	magic	damage	for	every	second	the	ability	runs.	The	key	to	this	ability	is	its	synergy	ability	–	an	ally	can
activate	the	Supernova	synergy,	dealing	more	damage	and	stunning	all	enemies	in	a	very	wide	radius.Solar	PrismAll	enemies	in	a	large	radius	will	deal	30%	less	damage	and	take	magic	damage	every	second	for	8	seconds.	Your	allies	may	activate	the	Gravity	Crush	synergy	effect,	dealing	greater	damage	and	stunning	enemies	for	longer	than	the
Supernova	synergy.Solar	DisturbanceAll	enemies	in	a	large	radius	will	deal	30%	less	damage	and	take	magic	damage	every	second	for	8	seconds.	Allies	may	activate	the	Supernova	synergy,	dealing	damage	and	stunning	all	enemies	in	a	wide	radius	around	the	caster.	Enemies	are	ensnared	by	60%	for	the	duration	of	this	ability.While	I’ve	always
thought	that	Radial	Sweep	was	a	damn	good	skill	its	place	is	as	that	of	an	aid	for	a	tank.	Nova	is	a	skill	for	someone	who	wants	to	deal	raw	damage	to	their	foes.	However	it	only	really	shines	when	you	can	activate	the	synergy	ability	with	your	allies.	For	a	solo	character	it’s	just	not	all	that	impressive	but	get	an	ally	to	activate	the	synergy	and	it	shoots
up	through	the	roof.	Keep	that	in	mind	when	you’re	trying	to	figure	out	what	skills	to	take.Prism	–	Unlocked	at	Dawn’s	Wrath	Rank	14.	Passive	skillBestows	1	additional	ultimate	per	rank	upon	activation	of	a	Sun	ability.Experimentation	has	led	me	to	believe	that	this	means	Sun	Fire	and	Solar	Flare	will	give	you	the	bonus.	Some	of	the	other	skills
haven’t	triggered	it,	notably	Eclipse.	So	if	you’re	using	those	two	skills	this	is	a	passive	you	should	take.	It’s	especially	nice	since	you	get	it	so	soon	after	getting	access	to	your	ultimate	ability	in	the	first	place.Backlash	–	Unlocked	at	Dawn’s	Wrath	Rank	20Enchant	a	targeted	enemy	with	a	particularly	vicious	curse.	Any	damage	dealt	to	the	enemy
stores	up	for	6	seconds.	
When	the	effect	ends	they	receive	an	additional	33%	of	the	damage	previously	inflicted.Purifying	LightThe	targeted	enemy	stores	up	damage	take	for	6	seconds.	When	the	effect	ends	they	receive	an	additional	36%	of	the	damage	inflicted.	
While	the	effect	runs	a	pool	of	healing	light	appears	for	6	seconds,	healing	your	allies	for	6	seconds,	healing	the	enemy	every	2	seconds.Power	of	the	LightThe	targeted	enemy	stores	up	damage	take	for	6	seconds.	
When	the	effect	ends	they	receive	an	additional	36%	of	the	damage	inflicted.	The	first	five	successful	hits	increase	the	damage	of	the	power	by	2%	per	hit	for	10	seconds.	This	adds	up	to	a	10%	increase	if	the	enemy	is	hit	5	times	in	10	seconds.I	love	this	skill.	It’s	such	a	deceitful,	evil	thing.	The	victim	most	likely	won’t	even	know	what’s	exactly	wrong
with	him	until	the	effect	has	ended.	Then,	when	the	effect	ends,	they’re	suddenly	slapped	with	a	near	50%	damage	burst	(if	you	have	the	Power	of	Light	morph)	and	they	almost	certainly	go	down	immediately	if	not	moments	after.Illuminate	–	Unlocked	at	Dawn’s	Wrath	Rank	22.	Passive	skillSpell	resistance	is	increased	by	5	per	rank	if	the	attacker	is
affected	by	any	Dawn’s	Wrath	ability.As	I’ve	stated	numerous	times	I’m	a	sucker	for	increasing	your	Spell	Resistance.	However	this	skill	is	a	bit	trickier	since	you	need	to	affect	them	with	an	ability	first.	That	means	this	isn’t	as	much	of	a	“must	have”	as	Restoring	Spirit	below.	But	if	you’re	using	the	Dawn’s	Wrath	tree	then	this	is	a	skill	to	use.	Once
you	have	it	you’ll	want	to	prioritise	hitting	enemy	spell	casters	with	your	skills	so	that	you	gain	the	SR	boost.Eclipse	–	Unlocked	at	Dawn’s	Wrath	Rank	30The	spell	caster	surrounds	himself	with	a	protective	barrier	that	reflects	back	hostile	single	target	spells	back	at	their	caster	for	4	seconds.Total	DarkAn	anti-magic	aura	around	the	caster	reflects
back	hostile	single	target	spells	for	5	seconds.	
When	the	aura	dissipates	the	target’s	Spell	Power	is	reduced	by	15	for	6	seconds.Unstable	CoreAn	anti-magic	aura	around	the	caster	reflects	back	hostile	single	target	spells	for	5	seconds.	The	aura	explodes	when	the	effect	ends	dealing	magic	damage	to	nearby	enemies.This	barrier	does	a	hell	of	a	job	protecting	you	from	hostile	magic	users.	Not
only	does	it	stop	them	from	affecting	you	for	6	seconds	but	it	actually	reflects	them	right	back	at	the	caster,	giving	him	a	taste	of	his	own	medicine.	Morphing	it	should	be	based	upon	how	you	plan	to	fight--if	you’re	playing	a	Templar	who	focuses	on	using	his	magic’s	to	impair	his	enemies	then	take	Total	Dark	but	if	you’re	probably	in	the	process	of
charging	down	that	spell	casters	throat	you’ll	want	Unstable	Core	to	help	with	killing	him.Restoring	Spirit	–	Unlocked	at	Dawn’s	Wrath	Rank	39.	Passive	skillReduces	magicka,	stamina	and	ultimate	skill	costs	by	2%	per	rank.This	is	a	no-brainer	skill.	Even	if	you’re	not	using	Dawn’s	Wrath	skills	this	can	be	used	effectively	so	purchase	Sun	Fire,	use	it
or	let	it	sit	in	the	bar	and	work	your	way	up	to	nabbing	this	if	you	want	the	passive	skill	cost	decrease.Blinding	Light	–	Unlocked	at	Dawn’s	Wrath	Rank	42The	spell	caster	emits	a	blast	of	Blinding	Light	that	impairs	enemies	with	a	5	metre	radius,	imposing	a	50%	chance	for	them	to	miss	attacks	and	set	them	off	balance	for	3	seconds.Searing	LightAll
nearby	enemies	in	a	5	metre	radius	have	a	50%	chance	to	miss	and	are	set	off	balance	for	4	seconds.	
All	affected	targets	take	additional	magic	damage.Blinding	FlashesAll	nearby	enemies	in	a	5	metre	radius	have	a	50%	chance	to	miss	and	are	set	off	balance	for	4	seconds.	A	pulse	of	light	flares	every	2	seconds	causing	all	nearby	enemies	to	have	a	50%	chance	to	miss	or	be	set	off	balance	for	4	seconds.I’m	not	very	fond	of	this	skill	since	it’s	such	a
high	level	skill	but	manages	to	be	only	somewhat	useful.	While	the	imposition	it	applies	by	making	enemies	miss	is	a	pretty	big	issue	it’s	only	very	helpful	when	you	get	it	to	Blinding	Flashes.	It’s	very	easy	to	miss	enemies	with	the	initial	hit	if	they	happen	to	be	just	a	bit	too	far	away	but	you	can	chase	down	enemies	with	the	repeated	flashes	and	catch
them.	So	if	you	want	to	take	this	skill	them	be	sure	to	go	for	that	skill	morph.Restoring	Light	Rushed	Ceremony	–	Unlocked	at	Restoring	Light	Rank	1Calling	upon	the	holy	energies	that	are	their	bread	and	butter	the	Templar	can	heal	a	wounded	ally.Honour	the	DeadHeals	a	single	nearby	ally.	When	healing	a	target	with	low	health	recover	9	magicka
every	2	seconds	for	8	seconds.Breath	of	LifeHeals	a	trio	of	allies	in	a	28	metre	radius.As	a	Templar	this	is	the	first	spell	that	I	like	to	pick	up.	Since	a	Templar	is	always	at	his	best	when	travelling	with	others	it’s	a	good	idea	to	be	able	to	keep	your	allies	standing.	However	since	you	can’t	heal	yourself	with	this	it’s	of	no	use	if	you’re	riding	solo.Healing
Ritual	–	Unlocked	at	Restoring	Light	Rank	4Acting	as	an	upgraded	version	of	Rushed	Ceremony	this	spell	not	only	lets	you	heal	nearby	allies	but	to	actually	heal	yourself.	The	healing	that	you	gain	is	increased	compared	to	what	your	allies	receive.Lingering	RitualHeals	nearby	allies	as	well	as	yourself.	Nearby	allies	have	their	maximum	health
increased	after	8	seconds.Ritual	of	RebirthHeals	nearby	allies	as	well	as	yourself.	Reduced	casting	time.Healing	Ritual	can’t	be	used	as	more	often	than	Rushed	Ceremony	on	the	basis	that	it	has	a	lower	magicka	cost	and	they	both	seem	to	recharge	just	as	fast	as	the	other.	But	even	better	than	that	is	that	this	actually	heals	you	and,	if	you	take	the
Ritual	of	Rebirth	skill	morph,	you	cast	this	incredibly	fast.	This	allows	you	to	heal	up	mid-fight	without	breaking	your	stride	in	combat	itself.Mending	–	Unlocked	at	Restoring	Light	Rank	8.	
Passive	skill.Using	a	Restoring	Light	skill	increases	the	chance	for	allies	to	deliver	a	critical	strike	by	up	to	15%	per	rank.	The	critical	strike	chance	increases	as	your	allies	health	goes	down.While	I	don’t	like	skills	like	this,	where	they	rely	on	you	using	entirely	unrelated	skills	to	get	a	passive	boost,	this	one	is	actually	pretty	nice.	Since	most
Dragonknights	and	Nightblades	will	naturally	have	a	passive	boost	to	critical	strike	add	that	to	this	and	it	can	really	add	up.	It	even	lets	you	help	out	in	fights	when	you’re	using	your	ultimate	skill	and	stuck	channelling.Rite	of	Passage	(Ultimate	Skill)	–	Unlocked	at	Restoring	Light	Rank	12Channelling	holy	energy	the	Templar	heals	all	allies	within	a	12
metre	radius.	This	heals	them	every	second	for	four	seconds	but	it	prevents	you	from	moving	while	you	are	doing	so.RemembranceStay	immobile	while	channelling	holy	magic,	healing	allies	within	a	12	metre	radius	every	second	for	four	seconds.	When	this	effect	ends	all	allies	take	30%	less	damage	for	4	seconds.Practised	IncantationStay	immobile
while	channelling	holy	magic,	healing	allies	within	a	12	metre	radius	every	second	for	six	seconds.This	is	pretty	lame	for	an	Ultimate	ability.	The	healing	aspect	is	pretty	good	but	being	stuck	in	place	while	your	allies	could	move	away	or	enemies	could	move	in	on	you	just	renders	it	kind	of	useless.	As	a	Templar	you	should	be	in	combat	at	all	times,
drawing	attention	away	from	the	squishier	types	and	not	just	standing	around.	If	you	do	find	yourself	taking	this	skill	then	you’ll	want	to	take	Remembrance	since	it	allows	you	to	start	moving	sooner	while	also	granting	your	allies	damage	reduction.	That’s	the	best	outcome	you	can	ask	for	here.Focused	Healing	–	Unlocked	at	Restoring	Light	Rank	14.
Passive	skillThis	increases	the	healing	power	of	all	allies	standing	in	the	areas	of	protection	created	by	Rite	of	Passage,	Cleansing	Ritual	and	Rune	Focus.	This	bonus	goes	from	15%	at	rank	1	to	30%	at	rank	2.I’m	actually	not	terrible	impressed	by	this	skill	since	you	can’t	always	rely	on	your	allies	staying	in	those	areas	of	protection.	
Even	when	they	know	to	stay	in	the	area	the	bonus	is	actually	fairly	small	for	the	fact	that	it	locks	people	from	being	able	to	move.	I’d	rather	my	mages	and	archers	stay	all	the	way	away	from	me	instead	of	huddling	in	a	few	areas	for	some	increased	healing.Restoring	Aura	–	Unlocked	at	Restoring	Light	Rank	20While	the	ability	is	passively	slotted	in
your	quick	bar	it	passively	increases	the	Templars	stamina	and	health	regeneration.	But	when	it	is	actively	used	it	massively	increases	the	health	and	stamina	regeneration	of	nearby	allies	for	6	seconds.Radiant	AuraNearby	allies	gain	a	massive	health	and	stamina	regeneration	for	9	seconds.	The	radius	for	the	skill	increases
considerably.RepentanceWhen	activated	heal	stamina	and	health	a	small	amount	for	each	corpse	in	the	vicinity.	Each	corpse	can	only	be	affected	by	this	once.	The	skill	is	now	free.This	is	a	hell	of	a	skill	without	even	skill	morphing	it.	The	passive	bonus	that	it	provides	is	great	and	the	ability	to	pass	an	improved	version	of	that	on	to	your	allies	is	a
huge	boost.	Morphing	it	into	Radiant	Aura	only	makes	it	more	effective.	Repentance	is	interesting	but	ultimately	useless	in	most	situations	since	it	becomes	completely	unusable	against	individual	large	bosses.Light	Weaver	–	Unlocked	at	Restoring	Light	Rank	22.	Passive	skillIncreases	the	duration	of	the	Restoring	Aura	ability	by	10%.	Healing	Ritual
grants	allies	under	60%	health	1	Ultimate	skill.	Gain	14	armour	and	spell	resistance	while	channelling	the	Right	of	Passage	ability.	This	goes	up	to	20%,	2	Ultimates	and	25	armour	and	spell	resistance.If	you’ve	gotten	this	far	down	the	skill	tree	you’re	probably	using	at	least	two	of	these	skills	so	you’ll	definitely	want	to	take	this.	The	armour	and	spell
resistance	bonus	makes	the	Right	of	Passage	ability	suck	a	good	deal	less,	Healing	Ritual	and	Restoring	Aura	are	just	great	abilities	in	general	so	making	it	better	works	out	well.Cleansing	Ritual	–	Unlocked	at	Restoring	Light	Rank	30By	channelling	holy	magic	the	caster	instantly	removes	a	negative	status	effect	from	himself.	Over	the	next	12
seconds	the	casters	nearby	allies	are	healed.	Allies	may	activate	the	Purify	synergy,	removing	all	negative	effects	and	healing	them.Extended	RitualThis	instantly	removes	a	negative	status	effect	from	the	caster.	Allies	may	activate	the	Purify	synergy,	removing	all	negative	effects	and	healing	them.	Over	the	next	22	seconds	allies	in	the	area	around
the	caster	are	healed.Purifying	RitualThis	instantly	removes	5	negative	status	effects	from	the	caster.	
Allies	may	activate	the	Purify	synergy,	removing	all	negative	effects	and	healing	them.	Over	the	next	12	seconds	allies	in	the	area	around	the	caster	are	healed.	The	cost	is	reduced	by	15%Another	fantastic	ability	in	a	skill	tree	full	of	them,	Cleansing	Ritual’s	ability	starts	off	removing	a	negative	status	effect	which	is	already	a	great	bonus.	But	the	fact
that	it	continues	on	to	heal	your	allies	and	then	allow	them	to	activate	the	synergy	to	gain	a	massive	boost.	From	there	you’ll	really	want	to	take	the	Purifying	Ritual	skill	morph--while	Extended	Rituals	healing	boost	is	nice	the	ability	to	remove	a	whole	bunch	of	negative	status	effects	is	amazing.	It	can	really	help	against	some	of	the	meaner	boss
fights	you’ll	face.Master	Ritualist	–	Unlocked	at	Restoring	Light	Rank	39.	Passive	skillThe	spell	casters	resurrection	speed	is	increased	by	20%.	Allies	affected	by	this	resurrect	with	50%	more	health.	Upon	successful	resurrection	there’s	a	50%	chance	to	gain	a	soul	gem.I	love	this	skill	for	its	simplicity.	Not	only	does	it	help	you	with	reviving	faster	but
it	provides	you	with	Soul	Gems	every	now	and	again	which	is	great	for	keeping	your	magical	equipment	powered	up.Rune	Focus	–	Unlocked	at	Restoring	Light	Rank	42The	Templar	conjures	up	an	area	of	protection	for	12	seconds	which	increase	the	armour	and	spell	resistance	for	all	within	it	by	25.Channelled	FocusConjures	up	an	area	of	protection
for	15	seconds	which	increases	the	armour	and	spell	resistance	of	those	within	it	by	25.	Recovers	magicka	for	those	within	its	radius	in	addition	to	the	above.Restoring	FocusConjures	up	an	area	of	protection	for	15	seconds	which	increases	the	armour	and	spell	resistance	of	those	within	it	by	25.	Bestows	a	bonus	to	all	healing	effects	for	allies	within
the	radius.This	is	a	pretty	good	ability	but	it	suffers	from	the	fact	that	there	are	no	good	abilities	that	synchronise	with	it.	Take	the	Channelled	Focus	morph	to	recover	magicka	for	you	and	your	allies	which	will	allow	you	to	stay	in	the	fight	longer	before	having	to	rely	on	potions.	But	honestly	this	is	a	fairly	weak	ability	to	cap	off	one	of	the	better	skill
trees	in	the	game.	Page	11	The	armour	in	Tamriel	is	split	into	three	distinct	types:	Light	Armour,	more	geared	towards	spellcasters,	Medium	Armour,	seemingly	designed	to	work	with	Nightblades,	and	Heavy	Armour,	which	is	built	for	warriors	and	especially	tanks.	You’ll	want	to	pick	an	armour	type	as	early	as	you	can	and	get	yourself	fully	outfitted
since	the	speed	that	your	armour	skill	levels	up	is	based	upon	how	many	pieces	of	armour	you’re	currently	wearing.While	it’s	indeed	possible	to	wear	armour	from	all	three	types	at	once	and	gain	experience	in	all	of	these	skills,	you’re	not	going	to	gain	much	of	an	impact	from	the	skills	you’ll	unlock.	So	while	it	might	be	fine	to	do	early	on,	you’ll	want
to	swap	over	to	a	full	set	of	what	you’re	going	to	use	for	the	rest	of	the	game	as	early	as	you	reasonably	can.However	to	compromise	on	this	end	there	is	one,	strongly	suggested	piece	of	advice	to	be	given	to	ensure	maximum	armour	effectiveness.	Since	you	can	have	seven	pieces	of	armour	equipped	at	one	time,	wear	five	pieces	of	your	chosen
armour	and	then	one	piece	of	both	medium	and	heavy	armours	to	keep	those	skills	levelling	up--this	means	if	you	decide	to	swap	out	armour	types	then	you’ll	have	experience	in	it.For	some	character	builds	you	might	even	find	yourself	willing	to	take	some	of	the	skills,	knowing	they’ll	only	be	at	partial	effectiveness.	While	you	may	choose	to	do	this,	or
not,	much	of	the	guide	is	written	with	this	strategy	in	mind	and	that	you	thus	only	have	five	pieces	of	a	single	armour	type	equipped.Light	Armour	To	be	frank,	a	warrior	or	Nightblade	can	get	away	without	purchasing	the	skills	from	the	medium	and	heavy	armour	trees.	But	a	mage	who	is	using	Light	Armour	is	going	to	want	every	single	skill	from	this
tree,	possibly	barring	Annulment	but	even	that’s	a	pretty	good	idea	to	eventually	pick	up.	The	rest	of	these	skills	boost	your	magicka	regeneration	speed,	reduce	magicka	costs	and	boost	your	spell	resistance.	The	last	of	them	even	helps	you	punch	through	the	enemy	spell	resistance.	With	these	skills	any	spellcaster	will	have	their	capabilities
increased	measurably.For	each	rank	of	this	skill	the	caster	reduces	the	magicka	cost	of	all	spells	by	1%	per	piece	of	light	armour	that	they	have	equipped.For	the	very	first	skill	you	can	get	out	of	this	tree,	this	is	a	hell	of	a	skill.	A	15%	cost	reduction	is	nothing	to	sneeze	at	and	since	you’ll	be	using	a	whole	lot	of	magicka	over	the	course	of	your	career
it’ll	help	you	stay	in	the	fight	without	needing	to	use	potions	to	extend	your	casting	abilities.	Take	it	ASAP.Recovery	–	Unlocked	at	Light	Armour	Rank	6.	Passive	skillMagicka	regeneration	is	increased	by	2%	for	each	piece	of	light	armour	currently	equipped.	This	increases	to	4%	at	rank	2.Yes	please.	This	skill	is	impressive	enough	on	its	own,	but	when
you	think	about	what	you	can	accomplish	with	it	and	the	right	race	/	class	combo…	well	it	gets	even	more	impressive.	An	Altmer	with	this	skill	and	Capacitor	(from	the	Storm	Caller	tree)	can	near	a	20%	magicka	regeneration	bonus.	Get	some	equipment	bonuses	to	add	to	this	and	you	can	become	a	veritable	fountain	of	magicka	rather	early	in	the
game.Spell	Warding	–	Unlocked	at	Light	Armour	Rank	14.	Passive	skillBase	spell	resistance	is	increased	by	4%	per	rank	for	every	piece	of	light	armour	equipped.So,	feel	like	increasing	your	spell	resistance	by	40%?	Well	here’s	the	skill	for	you!	There	isn’t	much	to	be	said	about	this	skill	as	what	it	does	is	rather	clear	and	it	provides	an	impressive
boost.	The	only	reason	not	to	take	it	is	if	you’re	positive	you	won’t	need	the	SR	boost	which	is…	unlikely.Annulment	–	Unlocked	at	Light	Armour	Rank	22The	caster	conjures	up	a	damage	absorbing	shield	in	front	of	them	that	lasts	for	20	seconds.	While	the	shield	persists	the	player	takes	50%	less	damage	from	all	spells.Dampen	MagicThe	caster	calls
up	a	damage	absorbing	shield	for	20	seconds.	While	it	stands	the	player	takes	50%	less	damage	from	spells.	The	barriers	strength	increases	by	an	additional	3%	for	each	piece	of	light	armour	equipped.Harness	MagicThe	caster	calls	up	a	damage	absorbing	shield	for	20	seconds.	While	it	stands	the	player	takes	50%	less	damage	from	spells.	Restores
magicka	each	time	the	player	absorbs	spell	damage.	This	effect	gets	stronger	for	each	piece	of	light	armour	equipped.This	is	probably	the	only	ability	in	this	skill	tree	that	I	honestly	can’t	immediately	recommend.	
Regardless	of	whether	you’re	using	the	basic	form	or	morph	it,	it’s	only	really	helpful	against	spellcaster	enemies.	In	a	situation	like	that	it	can	be	very	helpful,	especially	if	you	take	the	Dampen	Magic	skill	morph	to	make	the	barrier	even	more	impregnable.	But	in	my	time	playing	the	game	I	never	found	myself	having	to	deal	with	that	many
spellcasting	enemies	until	later	on	in	the	game	so	I	tend	to	let	my	character	wait	on	this	until	I’m	going	into	PvP.Prodigy	–	Unlocked	at	Light	Armour	Rank	38.	Passive	skillYou	gain	a	chance	for	your	spells	to	cause	critical	damage	while	wearing	a	full	set	of	light	armour.	This	bonus	starts	at	5%	and	rises	to	10%	at	rank	2.While	the	last	skill	in	this	tree
might	not	be	too	impressive	this	right	here	is	a	hell	of	a	skill.	You	can	have	a	10%	chance	for	your	spells	to	inflict	critical	damage	which	is	pretty	impressive	when	you	consider	how	much	spellcasting	you’re	going	to	do.	That	said	there	are	some	builds	where	this	skill	won’t	be	entirely	appropriate	but	most	mages	will	definitely	want	this	skill	at	some
point.Concentration	–	Unlocked	at	Light	Armour	Rank	42.	Passive	skillSpells	cast	by	the	player	ignore	3%	of	the	targets	spell	resistance	for	each	piece	of	light	armour	equipped.	This	increases	to	6%	at	rank	2.Considering	that	you	can	get	this	up	to	a	30%	decrease	of	the	targets	spell	resistance	this	is	a	pretty	nifty	ability.	It’s	not	going	to	make	or
break	a	fight	most	of	the	time,	and	there’s	absolutely	no	reason	to	take	it	if	you	aren’t	going	full	mage,	but	it	can	still	help	you	out	in	a	bad	situation	by	providing	a	greater	chance	for	your	spells	to	work	to	their	fullest	capabilities.Medium	Armour	When	you	want	to	wear	sturdy	armour	that	isn’t	the	super-heavy	stuff	then	you’ll	want	medium	armour.
This	is	the	equipment	of	choice	for	Nightblades	but	it’s	also	suitable	for	any	fighters	that	want	to	have	armour	that	boosts	their	rate	of	attack	capabilities.	The	boosts	that	it	applies	to	critical	hits	and	attack	speed	make	the	character	a	bit	of	a	whirling	dervish	which	is	makes	it	highly	suitable	for	Dragonknights	(or	combat	oriented	Templars)	who
choose	to	make	use	of	paired	weapons.Dexterity	–	Unlocked	at	Medium	Armour	Rank	2.	Passive	skillThe	character’s	critical	strike	chance	with	physical	attacks	is	increased	by	1%	for	each	piece	of	medium	armour	equipped.	This	raises	to	2%	at	rank	2	and	3%	at	rank	3.The	first	in	a	series	of	very	powerful	skills,	Dexterity	is	a	must	have	skill	for	anyone
using	medium	armour.	Getting	a	potential	15%	boost	to	your	critical	strike	chance	is	just	an	amazing	sight	to	see.	Pair	this	up	with	Agility,	which	you	get	much	later,	and	Wind	Walker	to	turn	your	character	into	a	critical	hit	dispensing	attack	machine.	All	without	even	looking	at	any	racial	or	class	abilities	either.Wind	Walker	–	Unlocked	at	Medium
Armour	Rank	6.	Passive	skillYour	stamina	regeneration	is	increased	by	2%	per	rank	for	each	piece	of	medium	armour	equipped.If	you	were	wearing	heavy	armour	I’d	assume	you	were	spending	all	your	time	in	melee	and	this	would	be	a	must	have	skill.	But	since	you’re	wearing	medium	it’s	entirely	possible	you	don’t	even	need	this	skill.	I’ve	found
that,	in	my	experience,	a	Nightblade	who	is	making	heavy	use	of	his	skills	and	not	really	blocking	doesn’t	need	the	extra	stamina	regeneration,	especially	not	early	on.	But	if	you	find	yourself	running	low	on	stamina	with	regularity	then	invest	in	this	skill	and	remove	a	good	portion	of	that	issue.Improved	Sneak	–	Unlocked	at	Light	Armour	Rank	14.	
Passive	skillThe	detection	area	radius	is	decreased	by	3%	at	rank	1	and	5%	at	rank	2	for	each	piece	of	medium	armour	equipped.	The	cost	of	sneaking	is	reduced	by	4%	at	rank	1	and	by	7%	at	rank	2	for	each	piece	of	medium	armour	equipped.What	I	really	like	about	this	skill	is	how	the	detection	radius	decrease	can	stack	with	your	natural	racial
bonuses	to	give	you	a	near	10%	radius	bonus.	This	makes	it	much	easier	to	get	in	close	to	your	enemies	or	to	just	flat	out	sneak	past	them.	
However	it’s	not	a	must-have	skill	so	feel	free	to	pass	it	up	if	you	find	yourself	pressed	for	skill	points.Evasion	–	Unlocked	at	Medium	Armour	Rank	22Using	rapid	movements	to	throw	of	an	enemy’s	attack,	the	character	gains	a	15%	chance	to	dodge	attacks	for	17	seconds.EludeThe	character	gains	a	15%	bonus	to	his	chance	to	dodge	for	20	seconds.
Dodge	increases	by	1%	for	each	piece	of	medium	armour	equipped.ShuffleThe	character	gains	a	15%	bonus	to	his	chance	to	dodge	for	20	seconds.	Removes	1	snare	effect	for	each	piece	of	medium	armour	equipped.Evasion	is	a	nice	skill	as	it	makes	for	a	great	counterattack.	When	an	enemy	is	about	to	use	a	powerful	attack	on	you	activate	it	and	even
if	you	fail	to	avoid	or	block	the	attack	it	might	just	miss	entirely	anyway.	I	personally	prefer	Elude	for	the	further	boost	to	your	dodge	chance	especially	as	removing	snare	effects	isn’t	all	that	impressive	of	a	bonus.	Just	take	the	20%	dodge	chance.Agility	–	Unlocked	at	Medium	Armour	Rank	38.	Passive	skillThe	characters	attack	speed	is	increased	by
5%	per	rank	when	wearing	a	medium	armour	set	of	at	least	5	pieces.This	is	actually	a	startlingly	impressive	skill.	While	it	doesn’t	sound	like	much	at	first	glance	a	50%	attack	speed	increase	is	actually	damn	impressive.	It	only	really	shines	if	you’re	either	dual-wielding	smaller	weapons	or	using	two-handed	weapons	since	it	doesn’t	really	shine	with
staves,	bow	or	one-hand	and	shield	styles.	So	far	one	of	my	favourite	character	builds	has	been	a	melee	focused	Dunmer	Dragonknight	who	used	the	dual-wield	style	and	this	ability	to	become	an	elf-shaped	buzz	saw.Athletics	–	Unlocked	at	Medium	Armour	Rank	42.	Passive	skillThe	characters	sprint	speed	is	increased	by	2%	per	rank	for	every	piece	of
medium	armour	equipped.	The	stamina	cost	of	dodge	rolls	are	reduced	by	2%	per	rank	for	every	piece	of	medium	armour	equipped.This	doesn’t	really	feel	like	a	skill	that	should	come	as	late	as	it	does	but	not	much	to	be	done	for	that.	The	sprint	speed	increase	doesn’t	mean	much	of	anything	since	enemies	will	chase	you	to	the	ends	of	the	earth
anyway.	The	dodge	roll	increase	is	actually	a	rather	nice	perk	though,	giving	you	a	20%	stamina	reduction	for	your	evasive	manoeuvres.Heavy	Armour	When	deciding	to	use	heavy	armour	you’ll	be	gaining	a	focus	on	increasing	your	armour	rating,	your	spell	resistance	and	reducing	the	cost	of	blocking.	This	is	the	equipment	of	choice	for
Dragonknights,	Templars	and	Sorcerers	who	are	going	with	a	more	combat	oriented	build	(often	referred	to	as	Battle	Mages	in	previous	Elder	Scrolls	games).	Heavy	Armour	syncs	well	with	the	one-handed	and	shield	style	as	that	offers	maximum	protection	but	it	can	leave	you	somewhat	weak	on	offence	unless	you	have	class	abilities	to	make	up	for
this.Resolve	–	Unlocked	at	Heavy	Armour	Rank	2.	Passive	skillIncreases	your	armour	and	base	spell	resistance	by	1%	per	rank	for	each	piece	of	heavy	armour	equipped	on	the	character.An	up	to	15%	bonus	to	the	characters	armour	and	spell	resist?	Oh	hell	yes.	This	is	one	of	the	best	examples	of	how	heavy	armour	can	drive	your	defences	through	the
roof.	That’s	without	even	getting	into	using	active	abilities	so	you	can	easily	build	on	this	bonus	even	further	if	you’re	smart.Constitution	–	Unlocked	at	Heavy	Armour	Rank	6.	Passive	skillIncreases	your	health	regeneration	by	2%	per	rank	per	piece	of	heavy	armour	equipped.I	love	this	ability	since	it	helps	you	stack	health	regeneration	so	well.	Get
your	Nord,	teach	him	Robust	(5%	per	rank),	go	down	the	Draconic	Power	path	and	learn	Elder	Dragon	(another	5%	at	max	rank)	and	suddenly	you’re	at	25%	bonus	health	regeneration.	At	that	point	your	health	will	regenerate	rapidly	enough	that	you	won’t	even	need	healing	for	most	minor	engagements.Juggernaut	–	Unlocked	at	Heavy	Armour	Rank
14.	Passive	skillIncrease	your	melee	attack	power	by	0.5%	per	rank	per	piece	of	heavy	armour	equipped.This	is	a	great	skill.	The	passive	bonus	that	it	applies	to	your	weapon	damage	is	great	bonus	especially	in	light	of	any	further	damage	stacking	from	class	or	racial	abilities	or	even	the	skill	morphed	version	of	Immoveable	below.	Obviously	it’s	not
quite	as	useful	if	you’re	not	using	a	melee	weapon,	so	a	Battlemage	can	pass	on	this,	but	most	others	will	probably	want	it	ASAP.Immoveable	–	Unlocked	at	Heavy	Armour	Rank	22The	character	prepares	himself	for	incoming	attacks,	increasing	his	armour	and	spell	resistance	for	8	seconds.	This	bracing	effect	grants	immunity	to	knock	back	and	any
disabling	effects	for	the	duration.Immoveable	BruteYour	armour	and	spell	resistance	are	increased	by	20	for	8	seconds.	Gain	an	immunity	to	knock	back	and	any	disabling	effects	for	the	duration.	Increases	the	power	of	melee	attacks	by	1%	for	each	piece	of	heavy	armour	equipped.UnstoppableYour	armour	and	spell	resistance	are	increased	by	20	for
8	seconds.	Gain	an	immunity	to	knock	back	and	any	disabling	effects	for	the	duration.	Increases	duration	of	ability	by	5%	per	piece	of	equipped	heavy	armour.This	is	a	fantastic	ability	especially	when	it	piles	upon	your	other	heavy	armour	abilities.	Immoveable	is	decent	enough	on	its	own,	increasing	your	defensive	capabilities	well	enough	while
making	it	so	that	you	won’t	get	knocked	around.	But	if	you	upgrade	it	to	Immoveable	Brute	you	gain	a	melee	bonus	that	stacks	with	Juggernaut,	which	you’ve	just	learned,	and	will	increase	your	melee	attacks	up	to	10%	which	is	a	really	nice	bonus.Bracing	–	Unlocked	at	Heavy	Armour	Rank	38.	Passive	skillThe	cost	to	block	is	decreased	by	10%	per
rank	when	equipped	with	a	heavy	armour	set	of	5	or	more	pieces.Since	you’ll	probably	want	to	have	a	full	set	of	heavy	armour	on	anyway	this	is	a	nice	skill.	
Even	if	you	aren’t	planning	on	using	a	shield	it’ll	help	you	when	you	are	forced	to	block	with	your	weapon(s).	That	said,	I	wouldn’t	expect	this	skill	to	help	too	much	if	you	aren’t	using	a	shield.Rapid	Mending	–	Unlocked	at	Heavy	Armour	Rank	42.	Passive	skillIncreases	all	healing	received	for	the	player	by	0.5%	per	rank	per	piece	of	heavy	armour
equipped.This	skill	is	pretty	much	a	big	ol’	sack	of	nothing.	Even	at	maximum	rank	and	effectiveness	this	only	provides	at	most	a	5%	or	6%	bonus.	That’s	so	small	as	to	be	utterly	inconsequential	in	the	light	of	how	effective	most	healing	spells	are.	This	boost	will	have	very	little	effect	on	that	in	most	situations.	Page	12	Early	on	the	game	it	is
imperative	that	you	pick	an	armour	style	and	stick	with	it	to	really	reap	the	benefits	of	that	skill.	But	this	isn’t	entirely	true	about	weapon	skills--you	can	swap	between	two	different	weapon	sets	once	you	hit	level	15	so	it’s	entirely	possible	that	you	will	want	to	carry	a	ranged	weapon	and	melee	weapon.	Or	a	different	weapon	with	a	different	sort	of
effect--so	a	spellcaster	might	want	to	have	two	destruction	staffs	equipped;	one	for	shock	and	one	for	fire	to	get	around	elemental	resistances.A	Nightblade	might	want	to	have	two	different	sets	of	weapons	for	fighting	different	types	of	enemies	based	upon	weapon	damage	and	other	bonuses.	So	you	have	flexibility	with	how	you	go	through	this,	don’t
stress	over	it.	I’ve	had	many	characters	start	with	one	weapon	skill	and	swap	over	to	a	new	weapon	entirely	and	levelled	that	up	quite	rapidly	to	make	up	for	it.As	you	look	at	these	skills	you’ll	notice	that	most	of	the	top	tier	weapon	passive	skills	are	actually	kind	of	crappy.	
Most	of	them	have	decent	enough	perks	to	them,	sure.	But	it	really	feels	like	they	come	far	too	late	in	the	skill	tree	to	be	of	any	real	use	so	don’t	stress	over	saving	a	skill	point	for	them.One-Hand	and	Shields	This	is	the	skill	tree	for	those	who	want	to	hide	behind	their	defences	as	much	as	possible.	Using	a	shield	naturally	provides	you	with	higher
defence	but	this	whole	tree	is	built	around	giving	you	as	much	protection	and	damage	mitigation	as	possible.	Each	of	the	skills	in	this	tree	provides	resistance	bonuses	to	help	you	tank	enemies	or	skills	to	just	generally	weaken	the	enemies	so	that	they	won’t	be	at	the	top	of	their	game.	Even	the	passive	skills	serve	only	to	help	in	this	regard.	Put	a
character	in	heavy	armour	and	give	them	this	equipment	skill	tree	and	watch	as	you	become	a	walking	hunk	of	metal	defence.Puncture	–	Unlocked	at	One-Handed	and	Shield	Rank	2Thrust	your	blade	deep	into	the	foe,	dealing	physical	damage	and	reduces	the	targets	armour	by	40%	for	the	next	12	seconds.	This	also	inflicts	a	taunt	effect	on	the	target
for	15	seconds,	making	yourself	a	more	likely	target	for	the	next	15	seconds.Pierce	ArmourInflicts	physical	damage	to	the	targeted	enemy,	reduces	the	targets	armour	by	40%	for	12	seconds	and	taunts	them	for	15	seconds.	The	targets	spell	resistance	is	lowered	by	40%.RansackInflicts	physical	damage	to	the	targeted	enemy,	reduces	the	targets
armour	by	40%	for	12	seconds	and	taunts	them	for	15	seconds.	The	characters	armour	rating	is	increased	by	9	for	the	next	12	seconds.This	doesn’t	necessarily	do	an	impressive	amount	of	damage	to	the	target	but	that’s	not	the	strength	of	this	skill.	What	matters	most	here	are	the	armour	reduction	and	the	taunt	effect.	If	you	use	this	ability	to	draw	in
an	enemy	and	lock	them	on	you	your	allies	can	take	advantage	of	this	to	pound	on	them	with	relative	safety.	As	such	I	heavily	recommend	you	morph	into	the	Pierce	Armour	skill	so	that	you	can	reduce	their	spell	resistance	as	well,	allowing	mages	to	take	advantage	of	this	ability	as	well.	If	you’re	mostly	working	solo	then	you’ll	want	the	Ransack
ability	instead	to	help	protect	yourself.Low	Slash	–	Unlocked	at	One-Handed	and	Shield	Rank	4The	character	swings	his	blade	at	his	opponent’s	legs,	inflicting	physical	damage	and	ensnaring	the	target	by	60%	for	9	seconds.	This	has	the	secondary	effect	of	reducing	their	weapon	damage	by	15%	as	well	for	9	seconds.Crippling	SlashInflicts	physical
damage.	Snares	the	target	by	60%	and	reduces	their	weapon	damage	by	15%	for	12	seconds.	The	target	is	immobilised	for	2	seconds.Deep	SlashInflicts	physical	damage.	Snares	the	target	by	60%	and	reduces	all	of	the	targets	damage	by	15%	for	12	seconds.This	is	an	ability	that’s	more	about	gimping	the	enemy	than	really	damaging	the	enemy,
that’s	almost	incidental.	What	matters	most	here	is	the	snare	effect	and	reducing	their	damage.	I	like	this	ability	a	lot	because	of	these	traits	but	it	really	shone	for	me	once	I	improved	it	to	Deep	Slash.	Then	you	not	only	reduce	their	weapon	damage	but	also	any	of	their	skill	or	magic	damage	which	can	make	a	huge	difference	against	enemies	like
daedra.Fortress	–	Unlocked	at	One-Handed	and	Shield	Rank	5.	Passive	skillThe	stamina	cost	of	blocking	is	reduced	by	15%	per	rank.	The	cost	of	all	One-Handed	and	Shield	abilities	is	reduced	by	5%	per	rank.This	skill	is	good	on	its	own	but	it	pairs	nicely	with	the	level	10	passive,	Sword	and	Board.	Then	you’ll	have	a	nice	improvement	to	your	block
mitigation	while	the	cost	to	do	so	drops	greatly.Sword	and	Board	–	Unlocked	at	One-Handed	and	Shield	Rank	10.	Passive	skillWhile	using	a	weapon	and	shield	your	weapon	damage	is	increased	by	3%	and	block	mitigation	is	increased	by	10%.	This	is	increased	to	5%	weapon	damage	and	block	by	20%.If	you	go	with	this	style	you’re	clearly	focusing	on
defence	enough	that	this	will	be	an	immediate	purchase	so	you’ll	want	this	ability	as	soon	as	you	can	possibly	afford	to	take	it.	The	damage	bonus	is	pretty	nice	on	its	own	but	that	block	mitigation	is	a	huge	bonus.Defensive	Posture	–	Unlocked	at	One-Handed	and	Shield	Rank	14For	the	next	30	seconds	the	character	reflects	the	next	spell	projectiles
back	at	the	caster	while	the	ability	is	activated.	It	also	passively	increases	block	mitigation	by	5%	and	reduces	the	blocking	stamina	cost	by	5%	while	it	remains	slotted	in	the	quick	bar.Absorb	MagicFor	30	seconds	the	next	spell	projectile	is	absorbed	by	the	character,	gaining	health	equal	to	100%	of	the	spells	damage	when	activate.	Block	mitigation
and	blocking	stamina’s	cost	are	reduced	by	8%	while	passively	slotted.Defensive	StanceFor	30	seconds	the	next	spell	projectile	is	reflected	back	at	the	caster	while	the	ability	is	active.	Block	mitigation	and	blocking	stamina’s	cost	are	reduced	by	8%	while	passively	slotted.	The	reflected	projectile	stuns	upon	impact	for	2	seconds.This	is	a	must	have
skill,	end	discussion.	Spells	will	be	incredibly	dangerous	to	a	solid	tank	but	with	this	you	can	cut	off	at	least	some	of	that.	How	you	morph	the	skill	is	based	upon	what	you	want	from	the	ability--do	you	want	it	to	provide	some	very	basic	healing	or	do	you	want	it	to	stun	enemies	for	you?	While	Absorb	Magic	can	be	impressive	if	they	cast	something	big,
it’s	also	possible	you	end	up	getting	something	like	Mage’s	Fury	or	another	minor	spell.	I’d	personally	rather	have	the	enemy	take	the	damage	and	side	effects	of	their	spell	as	well	as	being	stunned	so	I	go	for	Defensive	Stance.Deadly	Bash	–	Unlocked	at	One-Handed	and	Shield	Rank	17.	
Passive	skillYour	shield	bash	ability	now	deals	an	additional	50%	of	damage	per	rank	and	costs	25%	less	stamina	per	rank.This	is	a	weird	sort	of	skill.	It’s	definitely	useful	since	the	shield	bash	does	eat	up	a	good	bit	of	stamina.	But	on	the	other	hand,	how	often	do	you	actually	have	to	use	the	shield	bash?	A	lot	of	the	time	I’ve	found	that	it’s	easier	to
move	out	of	the	way	of	most	attacks	when	possible	and	only	bash	those	that	actually	track	your	position.	But	since	you’re	apt	to	be	using	this	with	regularity	just	take	the	skill.Shield	Charge	–	Unlocked	at	Once-Handed	and	Shield	Rank	20The	character	charges	at	the	target	and	attacks,	delivering	a	mild	amount	of	physical	damage	and	stunning	the
target	for	2	seconds.	InvasionRush	at	a	target	and	attack,	dealing	physical	damage	and	stunning	the	target	for	2	seconds.	The	stun	duration	increases	the	farther	away	you	are	from	the	target.Shielded	AssaultRush	at	a	target	and	attack,	dealing	physical	damage	and	stunning	the	target	for	2	seconds.	The	character	gains	a	damage	shield	that	lasts	4
seconds.I	love	abilities	that	help	you	close	the	distance	when	you	need	to	bring	the	fight	to	an	enemy	and	this	stands	out.	Rushing	in	on	them	with	a	stun	effect	is	a	nice	way	to	take	them	by	surprise.	Since	the	damage	shield	from	Shielded	Assault	is	so	weak	and	so	short,	don’t	even	bother	with	it.	Just	take	Invasion	and	enjoy	the	increased	stun
duration	that	comes	with	doing	it	further	away.Deflect	Bolts	–	Unlocked	at	One-Handed	and	Shield	Rank	30.	Passive	skillThe	character	now	blocks	an	additional	8%	of	the	damage	from	projectiles	and	ranged	attacks	with	their	shield.	This	increases	to	15%	at	rank	2.I	like	this	ability	for	its	simplicity.	Early	on	in	the	game	bows	are	often	just	a	nuisance
and	not	a	serious	threat,	something	you	can	deal	with	by	simply	blocking.	But	by	the	time	you	get	to	the	late	game	they	can	become	very	dangerous,	especially	in	PvP,	and	when	you	reach	rank	2	it’ll	be	very	helpful	in	keeping	you	alive	when	there’s	a	skill	archer	out	there.Power	Bash	–	Unlocked	at	One-Handed	and	Shield	Rank	38Slamming	into	the
target	you	deal	high	physical	damage	and	stun	them	for	2	seconds.	
After	they	recover	from	the	stun	they	are	disoriented	for	8	seconds.Power	SlamCause	physical	damage	and	stuns	the	target	for	2	seconds.	The	target	is	disoriented	for	12	seconds	after	the	stun	fades.	The	attack	does	more	damage	and	has	an	increased	disorientation	period.Reverberating	BashCause	physical	damage	and	stuns	the	target	for	2
seconds.	The	target	is	disoriented	for	12	seconds	after	the	stun	fades.	The	targets	power	is	reduced	by	27	for	10	seconds	when	the	disoriented	period	ends.What’s	nice	about	this	ability	is	that	it’s	the	gift	that	keeps	on	giving.	First	it	hurts	them	and	fully	stuns	them.	Then	it	leaves	them	disoriented	and	half	useful	while	you	continue	to	attack	them.	It’s
also	one	of	the	few	skills	that	actually	have	two	solid	skill	morphs.	Power	Slam	leaves	the	enemy	disoriented	by	a	four	extra	seconds,	which	is	nice,	while	Reverberating	Bash	leaves	the	targets	attacking	power	reduced	by	27	for	10	full	seconds.	So	what	do	you	want;	do	you	want	a	longer	disorientation	effect	that’s	nice	but	will	be	removed	upon	being
attacked	or	do	you	want	the	targets	offence	to	be	cut	down?Battlefield	Mobility	–	Unlocked	at	One-Handed	and	Shield	Rank	41.	
Passive	skillYour	movement	speed	while	blocking	is	increased	by	25%	per	rank.As	I	stated	earlier,	expect	to	find	all	of	the	top-tier	skills	for	weapons	to	be	completely	uninteresting	and	even	useless	in	some	cases.	Say	hello	to	one	of	those	with	this.	I’ve	found	very	few	situations	where	I	had	to	keep	my	shield	raised	100%	of	the	time	instead	of	just
raising	and	lowering	it.Two-Handed	Skills	Possibly	the	most	common	weapon	style	currently	being	used	in-game,	two-handed	weapons	are	all	about	raw	power.	It’s	not	the	fastest	attacking	style	and	you’re	trading	out	a	shield	for	the	chance	to	inflict	more	damage.	Generally	speaking	two-handed	swords	are	the	fastest	weapons	in	this	category	so	if
the	speed	matters	then	you’ll	want	to	go	for	this.	But	otherwise	the	primary	difference	in	weapon	choice	seems	to	be	how	a	very	particular	skill	interacts	with	your	weapon.	For	the	most	part	you’re	free	to	swap	around	weapons	at	your	discretion.Cleave	–	Unlocked	at	Two-Handed	Rank	2Bringing	their	weapon	down	with	all	the	force	they	can	muster
the	character	deals	physical	damage	to	all	enemies	in	a	cone	in	front	of	them	(7	metres	at	its	far	end).	All	enemies	hit	will	also	bleed	for	10	seconds	in	addition	to	the	physical	damage.BrawlerInflicts	physical	damage	to	all	enemies	in	a	cone	in	front	of	you.	Inflicts	bleeding	damage	for	10	seconds	after	the	initial	strike.	Adds	a	damage	shield	for	8
seconds	that	grows	in	strength	for	every	enemy	hit.CarveInflicts	physical	damage	to	all	enemies	in	a	cone	in	front	of	you.	Inflicts	bleeding	damage	for	10	seconds	after	the	initial	strike.	The	player	gains	3	Ultimate	for	each	enemy	hit.This	is	a	damn	good	skill	that	is	weakened	only	by	how	hard	it	can	be	to	actually	hit	more	than	one	enemy	at	a	time
with	your	attacks.	Because	of	that	its	pretty	worthless	to	take	the	Brawler	upgrade	since	that	needs	to	hit	a	few	people	to	really	matter.	Instead	take	the	Carve	skill	morph	so	you	can	gain	bonuses	to	your	Ultimate	acquisition	rate.	This	way	it’s	not	a	total	wash	if	you	only	hit	one	enemy.Critical	Charge	–	Unlocked	at	Two-Handed	Rank	4Rushing
forward	at	an	enemy,	the	warrior	attacks	with	his	weapon	and	deals	high	amounts	of	physical	damage.	This	strike	always	deals	critical	damage.Critical	RushCharacter	charges	at	a	target,	dealing	physical	damage.	This	always	deals	critical	damage.	The	further	you	travel	with	the	rush,	the	more	damage	you	deal.StampedeThe	player	charges	at	a
target,	dealing	physical	damage.	This	always	deals	critical	damage.	Attacked	enemy	is	immobilised	for	2	seconds.What’s	great	about	this	skill	is	how	quickly	it	lets	you	close	the	distance	between	an	enemy,	the	charge	distance	of	22	metres	being	only	slightly	shorter	than	the	range	of	most	long	range	spells	(28	metres).	
Move	forward	a	bit	and	you	can	bum	rush	people	who	are	trying	to	keep	you	at	a	distance.	Since	that’s	your	primary	use	for	the	skill	you’ll	probably	do	best	by	going	with	the	Critical	Rush	skill	morph.	This	way	if	someone	is	trying	to	retreat	from	you	you’ll	be	able	to	rush	them	down	and	deal	extra	damage	the	further	away	from	you	that	they
get.Forceful	–	Unlocked	at	Two-Handed	Rank	5.	Passive	skillLight	and	heavy	attacks	deal	splash	damage	to	one	nearby	enemy.	This	amount	starts	at	13%	and	grows	to	25%	at	rank	2.Early	on	this	doesn’t	sound	impressive	since	you’ll	probably	be	trying	to	engage	foes	one	at	a	time	when	possible.	But	later	in	the	game,	when	enemies	are	coming	in
groups	or	you’re	drawing	them	to	you	as	a	tank,	you’ll	definitely	want	to	spend	the	skill	point	on	this	one.	But	really	so	long	as	you	pick	it	up	at	some	point	you’re	going	to	get	your	skill	points	worth.Heavy	Weapons	–	Unlocked	at	Two-Handed	Rank	10.	Passive	skillThe	effect	of	this	ability	varies	based	on	your	currently	equipped	weapon:	Two-Handed
axes	provide	a	100%	chance	for	the	target	to	bleed	for	10	seconds.	Two-Handed	swords	inflict	an	increased	damage	of	3%.	With	the	Two-Handed	maces	ignore	40	points	of	armour.	At	rank	2	the	axes'	bleed	damage	increases,	sword	damage	increases	to	5%	and	maces	ignore	80	armour.As	far	as	I’m	concerned	this	is	the	best	skill	in	the	Two-Handed
skill	tree.	I	generally	prefer	to	use	two-handed	swords	but	once	I	got	my	hands	on	this	skill	I	quickly	swapped	over	to	maces	because	I	wanted	that	armour	penetration	bonus.	Axes	get	the	short	end	of	the	stick	in	my	opinion	since	the	bleeding	isn’t	really	all	that	impressive.Uppercut	–	Unlocked	at	Two-Handed	Rank	14The	warrior	swings	his	sword
towards	the	enemy	as	hard	as	they	can,	trying	to	bisect	them.	
The	target	takes	heavy	physical	damage	and	is	knocked	back	4	meters	while	also	being	stunned	for	3	seconds.Dizzying	SwingDeals	high	damage,	knocks	back	target	by	4	meters	and	stuns	for	3	seconds.	The	targeted	enemy	deals	20%	less	damage	for	the	next	6	seconds.Wrecking	BlowDeals	high	damage,	knocks	back	target	by	4	meters	and	stuns	for	3
seconds.	The	power	of	your	next	attack	against	the	target	is	increased	by	40	unless	your	next	attack	is	another	Wrecking	Blow.Wanna	knock	some	enemies	around	and	damage	them	at	the	same	time?	This	is	the	skill	for	you.	What	I	love	about	this	is	not	only	that	it	deals	good	damage	and	stuns	but	you	can	also	use	it	to	knock	enemies	off	of	cliffs	and
ledges	if	you	use	it	properly.	What	I	actually	like	to	do	is	take	the	Wrecking	Blow	skill	morph	instead	and	if	your	attack	doesn’t	knock	them	off	a	ledge	then	you	can	use	another	strong	attack	to	kill	them.	A	good	idea	is	to	use	Critical	Charge,	follow	with	Uppercut	and	then	use	a	powered	up	Cleave	to	finish	your	combo	off.Balance	–	Unlocked	at	Two-
Handed	Rank	17.	Passive	skillWhen	using	two-handed	weapons	reduce	the	cost	of	two-handed	abilities	by	10%	per	rank.This	ability	is	still	a	no-brainer,	just	like	it	was	in	the	one-handed	and	shield	tree.	You’ll	want	to	take	it	as	soon	as	you’ve	got	access	to	it	and	the	skill	point	to	afford	it.Reverse	Slash	–	Unlocked	at	Two-Handed	Rank	20Whipping	his
weapon	around	the	fighter	cuts	his	foe	deeply,	dealing	moderate	physical	damage.	The	amount	of	damage	dealt	increases	based	upon	how	much	health	the	target	has	lost,	up	to	300%	total.ExecutionerInflict	physical	damage	to	the	target	with	the	damage	increasing	as	the	targets	health	gets	lower	with	an	up	to	300%	damage	increase.	While	slotted	in
your	skill	bar	it	passively	increases	the	damage	you	deal	with	all	Two-Handed	weapon	skills	by	15%	if	the	target	has	less	than	25%	of	their	maximum	health	left.Reverse	SliceInflict	physical	damage	to	the	target	with	the	damage	increasing	as	the	targets	health	gets	lower	with	an	up	to	300%	damage	increase.	Two	enemies	near	the	target	take	20%	of
the	damage	inflicted	as	splash	damage.What	I	personally	find	strange	about	this	skill	is	that	it	seems	like	it	should	be	powerful	but	it	honestly	isn’t	unless	the	enemy	is	already	mostly	dead.	At	that	point	you	may	as	well	not	even	bother	using	this	skill	since	you’re	already	mostly	done	with	the	fight.	So	unless	you’re	fighting	something	with	an	ungodly
amount	of	health	you’re	pretty	much	wasting	your	time.	If	you	want	to	make	it	at	least	somewhat	more	useful	take	the	Executioner	skill	morph	which	provides	a	nice	passive	bonus	to	make	it	worth	using.Arcane	Fighter	–	Unlocked	at	Two-Handed	Rank	30.	Passive	skillYou	have	an	increased	chance	of	applying	status	effects	like	burning,	chilling	and
concussion	while	equipped	with	a	two	handed	sword.	This	bonus	is	50%	per	rank	in	this	skill.This	is	a	very	strange	skill.	It	has	absolutely	no	synergy	with	any	of	the	other	skills	in	your	skill	tree	since	no	skills	apply	these	status	effects.	However	if	you	have	a	weapon	that	applies	any	of	these	effects	then	it	greatly	increases	the	chance	of	those	effects
actually	occurring.	So	basically	by	taking	this	skill	you’re	essentially	banking	on	the	fact	that	your	choice	of	weapon	will	always	(or	at	least	much	of	the	time)	be	weapons	with	these	elemental	effects	on	them.Momentum	–	Unlocked	at	Two-Handed	Rank	38By	focusing	his	efforts	the	warrior	increases	his	weapon	damage	by	10%	for	the	next	20
seconds.	As	the	ability	continues	the	bonus	increases	by	2%	ever	2	seconds	that	pass.Forward	MomentumGain	a	10%	increase	in	weapon	damage	for	23	seconds.	This	increases	by	2%	every	2	seconds	the	ability	is	in	effect.	When	the	ability	is	activated	one	snare	effect	is	removed.RallyGain	a	10%	increase	in	weapon	damage	for	23	seconds.	This
increases	by	2%	every	2	seconds	the	ability	is	in	effect.	When	the	ability	ends	the	character	will	heal	a	small	amount.This	is	probably	the	one	ability	in	this	tree	that	I’m	in	no	way	fond	of.	When	you	read	what	it	does	it	initially	sounds	like	it’s	quite	effective.	But	then	you	do	the	math	and	work	out	that	it	will,	at	tops,	give	you	a	28%	bonus	to	your
damage,	which	is	impressive	but	then	you	realise	that	at	that	point	the	skill	is	about	to	expire.	Frankly	it	just	doesn’t	last	long	enough.	If	you’re	hell-bent	on	taking	it	then	I	suggest	the	Forward	Momentum	skill	to	help	throw	off	any	negative	status	effects,	allowing	you	to	use	it	and	then	close	in	on	your	enemies.Battle	Rush	–	Unlocked	at	Two-Handed
Rank	41.	Passive	skillKilling	an	enemy	increases	stamina	regeneration	by	25%	per	rank	for	6	seconds.It	kind	of	feels	like	this	should	have	come	considerably	earlier	in	the	skill	tree	but	it’s	a	good	skill	either	way.	You	can	do	without	it	but	there’s	no	reason	not	to	take	it	if	you	happen	to	have	the	skill	point	available	to	learn	this	passive.Dual
Wield	When	making	use	of	the	dual	wield	style	you’re	essentially	choosing	to	trade	in	any	form	of	defence	for	rapid	attacks.	Where	a	two	handed	weapon	will	inflict	more	raw	damage	than	this	style	you’ll	be	hard	pressed	to	find	any	way	to	attack	faster	than	using	paired	weapons.Really	this	is	a	style	that’s	more	geared	towards	hitting	as	many	foes	as
many	times	as	you	can	as	quickly	as	you	can	do	so.	All	of	the	skills	basically	work	towards	this	barring	a	few	status	ailments	that’ll	get	thrown	around.	This	is	best	paired	with	medium	armour	to	take	advantage	of	the	bonuses	that	equipment’s	skill	tree	offers.	Also	take	note	that	the	weapon	you	choose	to	use	only	really	matters	for	one	particular
skill.Twin	Slashes	–	Unlocked	at	Dual	Wield	Rank	2Strike	the	enemy	twice,	dealing	physical	damage	and	leaving	them	bleeding	for	9	seconds,	dealing	more	physical	damage.Blood	CrazeAttack	the	target	twice.	
The	target	bleeds	physical	damage	for	9	seconds.	The	player	recovers	health	every	2	seconds	while	the	target	bleeds.Rending	SlashesAttack	the	target	twice.	The	target	bleeds	physical	damage	for	9	seconds.	The	target	is	snared	for	50%	while	he	bleeds.This	is	one	of	the	less	impressive	early	skills	in	the	game.	The	two	attacks	don’t	deal	much	more
damage	than	just	attacking	regularly	and	the	bleed	effect	is	very	minor	as	well.	Morphing	the	skill	increases	its	usefulness,	especially	if	you	morph	it	into	Blood	Craze	since	the	healing	is	a	nice	perk.	Rending	Slashes	is	mostly	useless	though	since	if	you’re	in	melee	who	cares	about	a	snare	effect?	
I	still	like	to	take	this	skill	and	use	it	whenever	its	available	since	every	little	bit	can	help	but	it’s	not	what	I	would	call	a	game	changer	like	some	of	the	other	skills	are.Flurry	–	Unlocked	at	Dual	Wield	Rank	4Perform	six	physical	attacks	in	a	row	on	the	targeted	enemy	that	inflicts	physical	damage.Blinding	FurySix	consecutive	hits	against	a	target	for
physical	damage.	Each	strike	has	a	4%	chance	to	knock	the	target	off	balance.Rapid	StrikesSix	consecutive	hits	against	a	target	for	physical	damage.	Increases	your	attack	speed	by	15%	for	6	seconds.This	is	where	the	really	good	stuff	starts	happening	in	this	tree.	Flurry	does	a	good	amount	of	damage	without	carrying	a	huge	stamina	cost,	which	is
great	in	and	of	itself,	but	when	you	upgrade	it	is	when	it	gets	really	good.	Blinding	Fury	does	a	very	good	job	of	knocking	people	off	balance	but	I	don’t	prefer	that.	I	like	to	take	Rapid	Strikes	and	let	that	stack	with	the	attack	speed	improvements	from	Medium	Armour,	allowing	your	character	to	attack	incredibly	fast	for	those	six	seconds	after	the	skill
ends.	
Most	people	don’t	expect	that	sort	of	onslaught	to	suddenly	be	coming	their	way	so	it	helps	even	in	PvP.Slaughter	–	Unlocked	at	Dual	Wield	Rank	5.	Passive	skillYour	damage	with	dual	wielding	skills	is	increased	by	10%	per	rank	against	targets	who	have	less	than	25%	of	their	maximum	health.This	isn’t	a	skill	that’s	going	to	immediately	help	you	in
any	given	fight	but	when	the	enemies	health	gets	low	you’ll	be	able	to	take	them	down	even	faster.	This	will	hopefully	prevent	them	from	any	last	minute	comebacks.	Not	a	skill	that’s	incredibly	impressive	but	it’ll	make	fights	go	much	faster.Dual	Wield	Expert	–	Unlocked	at	Dual	Wield	Rank	10.	Passive	skillYour	off-hand	weapon	damage	is	increased
by	15%.	This	increases	at	rank	2	to	25%.Your	off-hand	weapon	naturally	does	a	reduced	amount	of	damage;	this	will	help	offset	that	fact.	It’s	still	not	going	to	do	its	full	weapon	damage	but	it’ll	help	bring	it	at	least	close	to	it.	Then	again	if	you’re	only	using	your	off-handed	weapon	for	abilities	or	its	bonuses	and	not	expecting	it	to	do	any	real	damage
then	you	can	probably	pass	on	this.	
It’s	up	to	you.Whirlwind	–	Unlocked	at	Dual	Wield	Rank	14All	enemies	in	a	5	meter	radius	are	dealt	physical	damage.	This	damage	increases	against	enemies	with	critical	health.	Steel	TornadoInflicts	physical	damage	on	all	nearby	enemies.	Damage	is	increased	against	enemies	with	low	health.	The	radius	of	the	attack	is	more	than	doubled.Whirling
BladesInflicts	physical	damage	on	all	nearby	enemies.	Damage	is	increased	against	enemies	with	low	health.	
Restores	stamina	to	the	player	five	times	over	the	next	ten	seconds.	The	person	hit	provides	an	bonus	to	this	stamina	restoration	of	50%.Another	great	skill	and	this	one	can	be	tuned	to	basically	pay	for	itself.	While	I	normally	suggest	that	people	always	take	the	skill	that	increases	your	attack	radius,	this	is	one	time	I	will	not	do	so.	Here	I	suggest	that
you	morph	the	skill	into	Whirling	Blades,	ASAP.	Once	you	do	so	it’ll	only	take	hitting	two	enemies	with	each	Whirling	Blades	attack	to	end	up	paying	only	9	stamina	per	use,	an	easily	maintained	amount	especially	if	you	have	any	sort	of	stamina	regeneration.Sparks	–	Unlocked	at	Dual	Wield	Rank	20Striking	one	weapon	against	the	other,	the	weapon
user	blinds	the	target	for	4	seconds.Ember	ExplosionThe	target	is	blinded	for	4	seconds.	The	target	and	nearby	enemies	take	physical	damage.Heated	BladesThe	target	is	blinded	for	4	seconds.	The	power	of	your	next	weapon	attack	is	increased	by	24.While	not	always	immediately	helpful	due	to	the	short	duration	it’s	still	easy	to	recommend	this	skill.
The	blind	effect	is	nice	enough,	especially	if	you’re	dealing	with	someone	who	has	very	powerful	attacks	and	you	need	to	start	healing.	If	you	upgrade	it	to	Heated	Blades	it	actually	becomes	a	very	powerful	offensive	skill	as	well,	allowing	you	to	blind	an	enemy	and	then	deal	a	powerful	strike	in	return.	Ember	Explosion	on	the	other	hand	is	fairly
useless	as	the	damage	is	minor	and	it’s	not	really	worth	using	much	of	the	time.	Use	this	to	slow	down	an	enemy,	not	as	the	opening	move	of	an	attack.Controlled	Fury	–	Unlocked	at	Dual	Wield	Rank	25.	Passive	abilityThe	stamina	cost	of	Dual	Wield	skills	is	reduced	by	10%	per	rank.This	skill	doesn’t	do	anything	too	impressive	on	paper	but	it’s	of
some	help	since	it’ll	help	offset	the	cost	of	some	of	the	more	expensive	skills.	
If	you’re	using	Whirlwind,	Sparks	or	Fury	then	you’ll	want	this.	But	if	you’re	only	using	passives	or	Twin	Slashes	then	you	can	just	pass	this	up.Ruffian	–	Unlocked	at	Dual	Wield	Rank	28.	Passive	skillDual	wield	attacks	inflict	more	damage	against	disable	targets.	This	means	targets	who	are	stunned,	immobilised	or	disoriented.	The	bonus	starts	at	8%
and	increases	to	15%.There	is	a	skill	similar	to	this	in	the	Bow	weapon	tree	and	it’s	infinitely	more	useful	in	that	tree	since	there	are	many	skills	in	that	tree	that	inflict	this	ailments.	Unfortunately	there’s	only	one	skill	that	does	so	in	this	tree	and	that’s	a	skill	morph.	As	such	taking	this	skill	is	essentially	saying	that	you	hope	to	work	with	a	team	that
has	these	skills	and	will	readily	use	them	to	allow	you	the	damage	bonus.The	warrior	pulls	out	a	concealed	weapon	and	throws	it	at	a	target,	dealing	physical	damage	and	ensnaring	them	by	40%	for	6	seconds.Flying	BladeHurls	a	dagger,	inflicting	physical	damage	and	snaring	the	target	by	50%	for	6	seconds.	
Slightly	improved	range.Shrouded	DaggersEnemies	in	a	radius	in	front	of	you	are	dealt	physical	damage	and	ensnared	by	50%	for	6	seconds.Since	you’ll	have	two	melee	weapons	in	hand	you’re	not	going	to	have	any	access	to	ranged	attacks.	But	with	this	you	can	run	towards	the	enemy	and,	on	the	way,	fling	a	dagger	at	them	to	snare	them	so	they
can’t	escape.	I	generally	never	bothered	with	either	of	the	upgrades	since	neither	of	them	truly	increases	the	effectiveness	of	the	skill	in	regards	to	how	I	was	using	it.	If	you	have	to	upgrade	it,	upgrade	to	Flying	Blade	so	you	can	throw	your	first	blade	at	a	greater	distance.Twin	Blade	and	Blunt	–	Unlocked	at	Dual	Wield	Rank	41.	Passive	skillBased	on
the	weapon	used,	this	skills	effect	changes;	When	wielding	axes	you	gain	a	25%	chance	to	inflict	bleed	damage	on	the	enemy.	When	wielding	maces	you	gain	a	2.5%	damage	bonus	against	heavily	armoured	enemies.	With	swords	equipped	you	gain	a	1.5%	base	damage	increase.	With	daggers	equipped	you	gain	a	critical	strike	chance	bonus	of	2.5%	to
all	attacks.	This	increases	to	50%	for	axes,	5%	damage	for	maces,	2.5%	damage	with	swords	and	a	5%	bonus	with	daggers	when	at	rank	2.The	usefulness	of	this	skill	varies	based	upon	what	weapons	you’re	using.	
I’ve	found	that	the	mace	bonuses	only	trigger	against	very	particular	enemies	and	it’s	not	always	apparent	when	it	will	unless	you’re	in	PvP.	As	such	its	use	in	PvE	feels	very	limited.	I’m	also	not	terribly	impressed	by	the	axe	bonus	since	it’s	only	a	chance	to	do	a	small	amount	of	damage.	But	if	you’re	using	swords	or	daggers	then	it	is	most	definitely
worth	it,	especially	with	the	daggers.	That	critical	bonus	stacks	with	class	and	racial	abilities	incredibly	fast	and	really	adds	up.Bow	The	bow	is,	more	often	than	not,	a	weaker	weapon	choice	than	a	melee	weapon.	However	it	has	the	advantage	of	good	attack	range	and	a	variety	of	useful	active	skills.	The	passives	aren’t	that	great	but	in	all	reality	they
don’t	need	to	be.	To	be	honest	I	generally	recommend	bows	to	be	saved	for	back-up	weapons	instead	of	them	being	your	primary	weapon	but	some	will	obviously	wish	to	play	archers	and	that’s	fine	but	you’ll	have	to	compensate.	Most	notably,	if	at	all	possible,	you’ll	want	to	focus	on	getting	attack	speed	increases	since	that’s	going	to	be	your	primary
weakness	which	means	going	with	medium	armour	so	you	can	get	the	Agility	skill	at	rank	38.Poison	Arrow	–	Unlocked	at	Bow	Rank	Unlocked	2Fire	a	tainted	arrow	that	deals	poison	damage	to	the	enemy.	The	target	takes	additional	poison	damage	over	the	next	ten	seconds.Poison	InjectionInflicts	poison	damage	to	target.	They	take	additional	poison
damage	over	the	next	10	seconds.	The	lingering	poison	damage	is	increased	against	targets	that	are	under	35%	health.Venom	ArrowInflicts	poison	damage	to	target.	They	take	additional	poison	damage	over	the	next	10	seconds.	Targets	are	put	off	balance,	their	spellcasting	is	interrupted	and	they	are	stunned	for	3	seconds.Even	in	a	game	full	of
great	starter	abilities	Poison	Arrow	stands	out	for	its	sheer	helpfulness.	When	you	first	take	it,	it’s	just	a	nice	offensive	skill.	But	once	you	morph	it	into	Venom	Arrow	you’ll	have	a	tool	to	completely	screw	up	a	spellcaster’s	day.	Let	them	move	in	to	cast	their	spells,	use	it	to	interrupt	them	and	then	hit	them	with	a	powerful	attack	while	they’re
disoriented.Volley	–	Unlocked	at	Bow	Rank	4Fire	numerous	arrows	at	a	targeted	location	for	3	seconds,	dealing	physical	damage	to	enemies	within	5	metres	of	the	location	six	times.Arrow	BarrageFire	several	clusters	of	arrows	at	a	targeted	location.	Hits	all	enemies	6	times	over	3	seconds.	Has	an	increased	targeting	range	and	attack
radius.Scorched	EarthFire	several	clusters	of	arrows	at	a	targeted	location.	Hits	all	enemies	6	times	over	3	seconds.	When	the	effect	ends	a	burst	of	fire	deals	6	ticks	of	damage	over	the	next	6	seconds.While	not	as	impressive	as	Poison	Arrow	Volley	is	definitely	a	useful	skill	since	the	damage	it	deals	over	those	3	seconds	can	really	add	up	if	an	enemy
stays	in	there	for	the	whole	duration.	Obviously	it	isn’t	much	use	against	one	individual	target	but	when	there	are	a	few	enemies	in	the	attack	radius	it’s	a	great	way	to	deal	some	damage	to	a	whole	group	of	them	at	once.	I	personally	prefer	Arrow	Barrage	since	you	might	be	able	catch	a	few	extra	enemies	with	it.Long	Shots	–	Unlocked	at	Bow	Rank	5.
Passive	skillYou	gain	a	6%	per	rank	bonus	to	damage	vs.	targets	at	high	distance.A	12%	bonus	to	damage	is	nothing	to	sneeze	at.	My	only	problem	with	this	skill	is	that	I’m	still	not	entirely	sure	what	the	range	breakdown	looks	like	since	it’s	pretty	hard	to	test	when	someone	is	bum	rushing	you.	It	seems	to	be	that	enemies	who	are	at,	or	beyond	inside
of,	the	bows	maximum	attack	range	get	this	damage	bonus	but	once	they	move	even	remotely	closer	it	goes	away	so	try	to	shoot	at	enemies	who	are	otherwise	engaged.Accuracy	–	Unlocked	at	Bow	Rank	10.	Passive	skillYour	weapon	critical	chance	is	increased	by	3%	while	using	a	bow.	It	increases	to	5%	at	rank	2.This	skill	isn’t	all	too	impressive	on



its	own	but	it	stacks	with	other	skills	just	fine.	That’s	where	its	real	strength	lies.	Not	much	to	be	said	about	it	otherwise.Scatter	Shot	–	Unlocked	at	Bow	Rank	14The	archer	fires	a	powerful	arrow	that	deals	heavy	physical	damage	to	the	target.	It	also	knocks	them	back	6	metres	and	disorients	them	for	5	seconds.Draining	ShotDeals	physical	damage
to	the	target,	knocks	them	back	and	disorients	them	for	5	seconds.	The	enemy	is	ensnared	by	40%	for	6	seconds.Magnum	ShotDeals	physical	damage	to	the	target,	knocks	them	back	and	disorients	them	for	5	seconds.	Knock	yourself	back	6	meters	and	does	increased	damage.I	actually	really	love	this	skill	but	only	when	it’s	upgraded	to	Magnum	Shot.
See	the	basic	ability	is	great	since	it	knocks	enemies	back	and	then	sticks	them	there	for	a	few	moments.	But	Magnum	Shot?	Not	only	does	it	knock	them	back	but	it	knocks	you	back	the	same	distance,	putting	a	good	bit	of	distance	between	you	and	your	enemy.	Try	not	to	use	it	when	an	enemy	is	in	melee	combat	as	you	may	cause	them	to	miss	an
ability	used	or	even	draw	their	aggro	onto	yourself.Ranger	–	Unlocked	at	Bow	Rank	17.	Passive	skillWith	a	bow	equipped,	all	Bow	abilities	have	their	stamina	cost	reduced	by	10%	per	rank.Obviously	you’re	going	to	have	a	bow	equipped	if	you’ve	purchased	bow	skills	so	this	ability	is	kind	of	a	no-brainer.	The	restriction	is	incredibly	minor	while	the
bonus	you	gain	is	actually	pretty	nice.	A	20%	reduction	of	the	stamina	cost	will	actually	mean	that	the	skills	will	have	a	cost	drop	between	6	–	10	stamina.	That’s	actually	rather	impressive.Arrow	Spray	–	Unlocked	at	Bow	Rank	20The	archer	fires	a	group	of	arrows	at	a	target,	dealing	physical	damage	to	them	and	ensnaring	them	by	40%	for	5	seconds.
Acid	SprayInflicts	physical	damage	to	a	target	and	ensnares	them	by	40%	for	5	seconds.	
Poison	damage	is	inflicted	to	the	target	for	the	course	of	the	effect.BombardInflicts	physical	damage	to	a	target	and	ensnares	them	by	40%	for	5	seconds.	
Immobilises	the	target	for	2	seconds.I’m	none	too	fond	of	this	skill	with	the	exception	of	the	morphed	version,	Bombard.	The	basic	skills	snare	effect	is	entirely	unimpressive	but	Bombard	adding	on	immobilise	makes	for	a	great	skill.	Lock	them	in	place	for	a	few	seconds,	put	some	distance	between	you	two	and	then	they’re	slowed	down	enough	that
you	can	get	away	from	them	to	continue	picking	away	at	them	from	a	distance.Hawk	Eye	–	Unlocked	at	Bow	Rank	30.	Passive	skillThe	damage	of	your	bow	attacks	is	increased	by	8%	when	attacking	vulnerable	targets.	This	increases	to	15%	at	rank	2.The	definition	of	vulnerable	targets	seems	to	be	anyone	who	is	stunned,	off-balance	or	disoriented.
The	damage	bonus	would	be	incredibly	nice	without	the	restriction	but	with	said	restriction	the	skill	becomes	kind	of	lame.	If	it	passively	boosted	damage	at	all	times	that’d	be	great.	If	it	gave	a	greater	damage	bonus	to	vulnerable	enemies	it’d	be	great.	Without	either	it’s	just	a	sub-par	skill.	If	you’re	not	using	all	of	the	other	Bow	skills,	with	their
immobilizing	and	disorienting,	but	it’s	not	going	to	make	a	huge	difference.Snipe	–	Unlocked	at	Bow	Rank	38This	is	a	slightly	stronger	version	of	your	basic	attack	except	that	it	can	be	fired	from	a	much	longer	range.	It	carries	a	fairly	high	stamina	cost.Focused	AimDeals	high	physical	damage	at	a	very	long	range.	The	attack	power	of	your	ranged
attacks	is	increased	by	10	against	the	target.	Targets	so	marked	can	be	hit	by	ranged	attacks	from	an	additional	5	metres	(max	range	is	now	45).Lethal	ArrowDeals	a	moderate	amount	of	poison	damage.	Reduces	enemy	healing	by	47%	for	10	seconds.	Guaranteed	poison	effect	on	target.This	is	a	fantastic	skill.	Since	you	can	shoot	from	so	far	away
you’re	very	likely	to	not	draw	enemy	aggro	if	they’re	currently	focused	on	another	target	and,	even	if	they	are,	you’ll	still	have	enough	time	to	hit	them	with	a	few	more	attacks	to	further	prevent	their	ability	to	move.	That’s	not	even	getting	into	how	powerful	Focused	Aim	can	be.	It’s	quite	possible	to	take	out	huge	swaths	of	enemies	solo	by	simply
picking	one,	Snipe	him	and	then	start	hitting	him	with	other	your	other	abilities	to	keep	him	pinned	down	and	unable	to	close	in	while	your	attacks	are	buffed	by	Long	Shots	and	Hawk	Eye.Hasty	Retreat	–	Unlocked	at	Bow	Rank	41.	Passive	skillYour	movement	speed	is	increased	by	15%	per	rank	for	2	seconds	after	a	dodge	roll	while	you	have	a	bow
equipped.Yup,	isn’t	that	interesting.	Another	skill	that	serves	almost	no	real	purpose	beyond	helping	to	put	some	distance	between	you	and	an	enemy	who	just	attacked	you.	On	the	character	where	I	tried	this	skill	out	I	ended	up	using	it	to	help	me	navigate	around	cities	or	wilderness	faster.	Not	exactly	an	impressive	use	of	the	skill.Destruction
Staff	The	bread-and-butter	of	your	average	spellcaster,	this	is	one	of	the	more	interesting	skill	trees	in	the	game.	You	see	this	is	a	tree	of	a	wide	variety	of	effects	that	are	changed	based	upon	what	staff	you’re	using.	
So	if,	for	example,	you	use	Force	Shock	then	the	actual	effects	of	the	spell	will	vary	based	upon	what	sort	of	staff	you	were	using.	If	you	have	a	fire	staff	it	will	do	fire	damage	as	well	as	having	a	chance	to	apply	a	burning	status	effect	but	if	you	have	an	ice	staff	it’ll	do	ice	damage	and	have	a	chance	of	inflicting	the	chilled	status	ailment.So,	unlike	most
weapon	types,	you’ll	definitely	want	to	carry	two	separate	Destruction	staffs	with	different	elemental	types	to	avoid	an	impossible	battle	against	enemies	who	are	immune	to	whatever	damage	type	you’re	currently	using.Destructive	Touch	–	Unlocked	at	Destruction	Staff	Rank	2The	caster	throws	a	short	ranged	bolt	of	magic	energy	at	a	target	that
inflicts	magic	damage	and	a	varying	effect	based	on	what	element	is	used:	fire	causes	knockback,	frost	causes	deep	freeze	status	and	shock	causes	the	target	to	become	disoriented.Destructive	ClenchDeals	magic	damage	to	a	nearby	enemy.	Fire	causes	knockback.	Frost	causes	deep	freeze.	Shock	causes	disorient	status.	Fire	now	stuns.	Frost	causes
a	more	effective	freeze.	Shock	throws	targets	off	balance.Destructive	ReachDeals	magic	damage	to	a	nearby	enemy.	
Fire	causes	knockback.	Frost	causes	deep	freeze.	Shock	causes	disorient	status.	Range	is	now	doubled.There	are	few	things	better	than	a	flexible	and	highly	useful	low-level	skill.	They’re	usually	cheap	and	recharge	fast	enough	that	they	will	see	a	lot	of	use.	Destructive	Touch	only	has	one	main	drawback:	the	short	range.	If	that’s	not	a	huge	issue	to
you	then	take	the	Destructive	Clench	morph	to	increase	its	combat	effectiveness.	If	you’re	not	comfortable	with	the	range	then	morph	it	into	Destructive	Reach--it’ll	still	have	a	shorter	range	than	Mage’s	Fury	but	it’ll	add	to	your	arsenal	just	the	same.Wall	of	Elements	–	Unlocked	at	Destruction	Staff	Rank	4The	spellcaster	conjures	up	a	wall	of
elemental	magic	on	his	location	that	inflicts	magic	damage	to	every	enemy	in	the	area	of	effect	every	second	it	is	in	effect.	It	lasts	for	around	3	seconds.Elemental	BlockadeCreates	an	elemental	wall	that	deals	magic	damage	every	second	to	enemies	in	the	area	of	effect	for	4	seconds.	The	wall	is	much	larger	than	usual	and	has	a	slightly	longer
duration.Unstable	Wall	of	ElementsCreates	an	elemental	wall	that	deals	magic	damage	every	second	to	enemies	in	the	area	of	effect	for	3	seconds.	When	the	walls	duration	has	expired	it	explodes,	dealing	magic	damage	to	all	nearby	enemies.If	you’re	doing	a	lot	of	PvP	then	this	skill	isn’t	really	worth	the	effort	since	other	players	will	almost	inevitably
just	avoid	the	thing	while	using	their	own	ranged	abilities	on	you.	
However	enemies	have	a	tendency	to	just	blunder	into	it	which	makes	it	a	lot	more	useful	against	the	computer.	
Unfortunately	even	then	it’s	very	limited	since	its	centred	on	you	and	you	shouldn’t	be	near	the	enemy.Tri-Focus	–	Unlocked	at	Destruction	Staff	Rank	5.	Passive	skillProvides	a	passive	bonus	to	Destruction	Staff	heavy	attacks:	Frost	attacks	ensnare	targets	by	30%	for	3.5	seconds,	Shock	attacks	splash	and	inflict	5%	damage	on	up	to	2	nearby	foes	and
fire	attacks	have	an	increased	critical	strike	bonus	of	5%	against	targets.	This	increases	to	ice	for	40%,	shock	for	10%	and	fire	by	10%	at	rank	2.What’s	really	nice	about	this	skill	is	that	it	doesn’t	cost	you	a	thing	once	you	purchase	it.	If	you’re	using	a	frost	staff	you	can	keep	using	the	heavy	attack	to	keep	enemy	movement	slowed	while	pounding	on
them	from	a	distance	with	spells.	You	can	even	clear	out	whole	groups	of	weaker	enemies	with	a	shock	staff	and	just	blasting	away.Penetrating	Magic	–	Unlocked	at	Destruction	Staff	Rank	10.	Passive	skillAll	of	the	Destruction	Staff	spells	bypass	5%	of	the	targets	spell	resistance.	This	increases	to	10%	at	rank	2.I’m	a	sucker	for	any	ability	that	either
gives	or	removes	spell	resistance	so	this	is	clearly	a	must	have	for	me.	The	only	reason	not	to	take	this	is	if	you	aren’t	using	a	whole	lot	of	actively	offensive	skills	but	honestly	if	you’re	using	this	skill	tree	then	I	doubt	that’s	an	issue.	
Take	it,	you	know	you	want	to.Force	Shock	–	Unlocked	at	Destruction	Staff	Rank	14We’ve	moved	away	from	raw	magic	and	have	now	turned	towards	elemental	attacks.	Based	on	what	type	of	staff	you’re	using	this	either	deals	fire,	cold	or	shock	damage.	A	second	effect	is	applied	based	on	what	element	you’re	using;	Cold	carries	a	40%	chance	to
apply	the	Chilled	status,	snaring	enemies	by	40%	for	5	seconds.	Fire	has	a	40%	chance	of	applying	the	Burning	status,	dealing	fire	damage	over	the	next	3	seconds.	Shock	has	a	40%	chance	to	apply	the	Concussion	status,	reducing	enemy	damage	done	by	1%	for	4	seconds.Crushing	ShockEffect	varies	by	equipped	staff	type;	Fire	staffs	deals	fire
damage	and	applies	the	burning	effect.	Frost	staffs	deals	ice	damage	and	applies	the	Chilled	status.	
Shock	staffs	deal	shock	damage	and	apply	the	Concussion	status.	
These	effects	last	3	–	5	seconds.	
Targets	of	Crushing	Shock	are	stunned	for	3	seconds.Force	PulseEffect	varies	by	equipped	staff	type;	Fire	staffs	deals	fire	damage	and	applies	the	burning	effect.	Frost	staffs	deals	ice	damage	and	applies	the	Chilled	status.	Shock	staffs	deal	shock	damage	and	apply	the	Concussion	status.	These	effects	last	3	–	5	seconds.	Inflicts	magic	damage	to	two
nearby	targets	that	are	burning,	chilled	or	concussed.Here	we	have	the	bread	and	butter	skill	for	wielders	of	Destruction	Staffs.	Not	only	is	this	skill	powerful,	and	relatively	cheap,	but	it	has	a	large	amount	of	versatility	based	upon	which	staff	you’re	wielding.	When	paired	up	with	the	following	skill,	Weakness	to	Elements,	you	can	do	some	pretty
wicked	damage	to	your	enemies,	even	if	they	do	happen	to	have	resistance	to	the	staff	you’re	using.	I’ve	found	having	a	shock	staff,	for	concussion,	and	a	fire	staff,	for	burning	damage,	on	hand	to	take	advantage	of	this	ability.Weakness	to	Elements	–	Unlocked	at	Destruction	Staff	Rank	20Channel	a	curse	through	your	staff	that	afflicts	a	target,
reducing	their	spell	resistance	to	fire,	shock	and	cold	by	40%	for	15	seconds.Elemental	DrainThe	targets	spell	resistance	to	fire,	shock	and	cold	is	reduced	by	40%	for	18	seconds.	Restores	100	magicka	to	player	when	attacking	target	with	an	elemental	effect.Elemental	SusceptibilityThe	targets	spell	resistance	to	fire,	shock	and	cold	is	reduced	by	40%
for	18	seconds.	Increases	the	chance	to	apply	elemental	status	effects	on	the	target	by	50%.This	is	a	fantastic	ability	and	it	comes	at	a	relatively	early	point	in	the	skill	tree.	It’s	damn	good	on	its	own	but	either	of	the	morphs	are	damn	good	so	you’ll	have	to	pick	one	based	upon	your	personal	play	style.	I	personally	prefer	to	take	Elemental	Drain--if	you
cast	Weakness	to	Elements	and	then	follow	up	with	Force	Shock	you	have	a	net	gain	of	30	magicka	while	doing	a	good	bit	of	damage.	Instead	you	could	take	Elemental	Susceptibility	and	rely	on	the	elemental	effects	from	Force	Shock,	Destructive	Touch	and	Impulse	to	pile	on	the	negative	effects.	Your	choice	but	I	prefer	the	magicka.Impulse	–
Unlocked	at	Destruction	Staff	Rank	38Release	a	burst	of	magic	energy	in	an	8	meter	radius,	dealing	magic	damage	to	all	nearby	enemies	with	a	chance	to	apply	a	status	effect	based	upon	the	elemental	staff	used.	Fire	inflicts	burning,	Frost	inflicts	chilled	and	Shock	inflicts	concussion.	Elemental	RingInflicts	magic	damage	to	nearby	enemies.	Has	a
40%	chance	to	apply	a	negative	elemental	status	effect	based	upon	the	element	used.	Deals	additional	magic	damage	over	10	seconds	to	nearby	enemies.PulsarInflicts	magic	damage	to	nearby	enemies.	Has	a	40%	chance	to	apply	a	negative	elemental	status	effect	based	upon	the	element	used.	Reduces	enemy’s	max	health	by	10%	for	30
seconds.While	this	is	a	pretty	strong	ability	that	does	decent	damage	and	then	afflicts	the	target	with	an	elemental	effect	it	unfortunately	requires	enemies	to	be	damn	close	to	you.	As	such	I	would	avoid	this	skill	and	go	for	something	else	to	help	keep	you	at	a	healthy	distance	from	enemies.	If	you	do	take	it	then	you	might	wish	to	go	for	Elemental
Ring	in	an	effort	to	kill	them	before	they	take	you	down,	especially	since	this	is	an	ability	really	meant	more	for	a	group	than	just	an	individual.Elemental	Force	–	Unlocked	at	Destruction	Staff	Rank	25.	Passive	skillWhen	using	a	destruction	staff	you	have	an	increased	chance	to	inflict	the	burning,	chilled	and	concussion	status	effects.	
It	starts	at	8%	for	rank	1	and	increases	to	15%	for	rank	2.To	put	it	honest	you’re	going	to	want	to	take	this	skill	as	soon	as	possible.	While	these	status	ailments	aren’t	the	reason	to	use	a	spell	they’re	an	incredibly	nice	bonus,	especially	the	shock	and	fire	ones.	
By	taking	this	skill	you	bump	up	the	chance	for	Force	Shock,	your	bread	and	butter	attack,	to	inflict	these	ailments	50%	of	the	time.	It’s	quite	possible	to	reduce	a	melee	fighters	effectiveness	by	keeping	him	inflicted	with	the	Concussion	effect	and	using	other	class	abilities	to	weaken	him	further.Ancient	Knowledge	–	Unlocked	at	Destruction	Rank	28.	
Passive	skillWhile	wielding	a	destruction	staff	your	heavy	attacks	charge	up	faster	by	5%	per	rank.This	is	a	bit	of	a	strange	skill	if	you	ask	me.	It’s	not	exactly	as	if	heavy	attacks	take	forever	to	use	so	why	you	would	need	a	skill	to	make	it	occur	faster	is	unknown	to	me.	You	can	sum	it	up	as	it	letting	you	take	1	extra	attack	every	10	attacks	but,
honestly,	that’s	a	pretty	minor	reward	for	spending	a	skill	point.	Especially	as	you’re	likely	to	break	up	your	attacks	with	cast	spells	anyway.Destruction	Expert	–	Unlocked	at	Destruction	Staff	Rank	41.	Passive	skillEach	time	you	kill	an	enemy	with	a	destruction	spell	you	recover	17	magicka.	At	rank	2	this	increases	to	35	magicka.As	mentioned	above
this	is	another	one	of	those	crappy,	late	to	the	party	skills	that	you	can	really	do	without.	If	the	only	spells	you’re	using	are	Destruction	Staff	skills	and	have	it	at	rank	2	you’ll	earn	back	the	mana	cost	of	one	of	your	spells.	Unfortunately	it’ll	probably	take	two	to	four	spells	to	kill	an	enemy	so	you’re	honestly	better	off	with	just	taking	every	ability	you
can	that’ll	increase	your	mana	regeneration	speed	without	wasting	time	on	this	skill.Restoration	Staff	Contrary	to	what	you	might	expect,	Restoration	Staffs	are	actually	quite	powerful	weapons.	They	fire	a	burst	of	raw,	non-elemental	magic	damage	from	the	staff	to	a	distant	target	that	can	either	be	shot	as	a	small	blast	or	a	stream	of	energy	that
eventually	shoots	a	larger	blast	at	the	target.	But	all	of	the	abilities	contained	in	this	tree	provide	either	bonuses	to	magicka,	shields	to	protect	from	damage	or	just	powerful	healing	effects.	
Even	if	you’re	playing	a	dedicated	party	healer	you’ll	still	be	able	to	deal	a	decent	amount	of	damage	with	one	of	these	staves.Grand	Healing	–	Unlocked	at	Restoration	Staff	Rank	2All	allies	in	an	8	meter	radius	are	healed	every	second	for	3	seconds.	The	strength	of	this	spell	is	in	its	28	metre	range	that	allows	long	distance	casting.Healing	SpringsAll
allies	in	the	target	area	are	healed	every	second	for	3	seconds.	Has	an	8	metre	radius.	The	caster	gains	100	magicka	for	each	ally	affected	by	the	healing.Illustrious	HealingAll	allies	in	the	target	area	are	healed	every	second	for	4	seconds.	
Has	an	8	metre	radius.For	a	level	2	skill	any	dedicated	healers	will	likely	find	themselves	using	this	ability	for	most	of	the	game.	Early	on	the	healing	ability	itself	is	great	but	later	on	morphing	it	into	Healing	Springs	will	provide	not	just	some	healing	but	also	restore	some	of	your	magicka	reserves.	
Even	as	I	gained	access	to	higher	level	abilities	I	still	found	myself	using	this	for	the	magicka	boost	if	nothing	else.Regeneration	–	Unlocked	at	Restoration	Staff	Rank	4Two	allies	within	a	28	metre	radius	of	the	caster	are	healed	every	second	or	so	for	20	seconds.	
MutagenTwo	nearby	allies	are	healed	for	20	seconds.	Heals	extra	damage.	If	the	target	drops	below	20%	health	the	regeration	is	expended	in	one,	larger	healing	burst.Rapid	RegenerationTwo	nearby	allies	are	healed	for	16	seconds.	Healing	seems	to	happen	multiple	times	per	second	now,	allowing	quicker	healing.And	yet	another	great	healing	skill.
What	I	like	about	this	skill	is	that	the	basic	skill	is	less	of	a	“emergency	heal”	skill	and	something	more	of	a	maintenance	ability--you	use	it	early	on	in	a	fight	when	people	start	getting	hurt	and	let	it	try	to	help	prevent	that	from	getting	any	worse.	But	once	you	morph	it	then	it	can	indeed	become	an	emergency	response	ability.	If	you	morph	into
Mutagen	then	putting	it	on	early	will	help	those	allies	avoid	death	while	Rapid	Regeneration	is	great	for	pulling	people	back	from	a	moderately	damage	state	to	full	health.	How	you	morph	it	(if	you	do)	will	change	how	the	skill	is	used	but	however	you	do	it,	it’s	still	a	great	skill.Essence	Drain	–	Unlocked	at	Restoration	Staff	Rank	5.	Passive	skillThe
final	hit	of	a	heavy	attack	heals	a	nearby	ally	for	15%	of	the	damage	inflicted	by	the	attack.	At	rank	2	this	increases	to	30%	healing.As	a	spellcaster	your	basic	light	attack	does	almost	no	damage	even	with	a	strong	staff.	However	heavy	attacks	are	actually	pretty	strong	and	that	final	damage	burst	is	even	more	so.	Since	you’ll	almost	certainly	be	at
range,	zapping	enemies	with	the	staff	while	someone	else	fights	in	melee	this	is	a	nice	(but	small)	passive	healing	boost	that’ll	occur	while	you	contribute	damage.Restoration	Expert	–	Unlocked	at	Restoration	Staff	Rank	10.	Passive	skillWhen	equipped	with	a	Restoration	Staff	healing	on	your	allies	with	less	than	30%	health	is	increased	by	8%.	This
increases	to	15%	at	rank	2.Now	this	is	a	good	healing	booster.	Ironically	enough,	I	find	it	more	helpful	than	Restoration	Master	which	comes	30	levels	later.	See	the	thing	is	that	that	skill	provides	a	very	minor	bonus	at	maximum	(5%	at	best)	while	this	gives	up	to	15%	bonus	when	healing	your	allies.	Your	allies	are	the	ones	that	you	should	be	healing
anyway	while	you	should	be	out	of	the	line	of	fire	entirely	so	keep	it	that	way.Blessing	of	Protection	–	Unlocked	at	Restoration	Staff	Rank	14The	healer	creates	a	mystical	“lane”	of	energy	that	emerges	from	him	that	is	20	metres	long	and	4	metres	wide	for	8	seconds.	All	allies	in	this	path	are	healed	in	addition	to	gaining	15	armour	and	spell	resistance
while	the	effect	lasts.Blessing	of	RestorationAll	allies	within	the	spell	lane	are	healed.	Allies	also	gain	15	armour	and	spell	resistance	for	8	until	the	effect	ends.	
The	lanes	sise	increases	and	the	amount	of	healing	is	increased.Combat	PrayerAll	allies	within	the	spell	lane	are	healed.	Allies	also	gain	15	armour	and	spell	resistance	for	8	until	the	effect	ends.	Allies	also	deal	an	additional	8%	damage	for	the	duration	of	the	ability.I’d	like	this	spell	a	whole	lot	more	if	it	had	a	wider	area	of	effect.	As	it	stands	the	spell
path	is	pretty	narrow,	meaning	that	it’s	only	really	helpful	to	any	allies	who	happen	to	be	in	the	path	between	you	and	whatever	enemy	you’re	fighting.	If	you	find	yourself	using	it	a	lot	then	you’ll	probably	want	to	eventually	morph	it	into	Blessing	of	Restoration	since	that	will	provide	an	increased	chance	of	healing	your	allies.	The	duration	is	too	short
to	use	it	as	a	damage	booster	so	don’t	even	bother,	use	it	to	heal	and	provide	defensive	bonuses	to	those	who	need	it.Steadfast	Ward	–	Unlocked	at	Restoration	Staff	Rank	20The	caster	summons	up	a	shield	that	protects	whatever	ally	in	front	of	you	within	28	metres	has	the	lowest	health.	
This	shield	absorbs	a	small	amount	of	damage	before	dissipating.	The	lower	the	targets	health	the	more	damage	the	shield	will	absorb.Healing	WardCreates	a	damage	absorbing	shield	on	the	target	with	the	lowest	health	for	6	seconds.	Shield	strength	is	boosted	for	those	with	less	health,	the	lower	the	targets	health	the	greater	the	boost.	The	target	is
healed	based	on	the	shields	remaining	strength	if	it	expires	without	being	used.Ward	AllyCreates	a	damage	absorbing	shield	on	the	target	with	the	lowest	health	for	6	seconds.	Shield	strength	is	boosted	for	those	with	less	health,	the	lower	the	targets	health	the	greater	the	boost.	Protects	both	an	ally	and	the	caster	himself.I’m	actually	not	very	fond	of
this	skill	even	though	I	love	pretty	much	the	rest	of	this	tree.	The	amount	of	damage	reduction	provided	is	incredibly	small,	being	about	5	damage	and	rising	to	20	for	a	character	who	is	near	death,	and	it	dissipates	on	the	first	attack	you	take.	
In	PvE	this	is	a	fine	ability	but	limited	since	it’s	honestly	not	much	of	protection.	If	you	still	wish	to	take	it	then	Ward	Ally	is	probably	your	best	bet	since	it’ll	protect	them	and	yourself.	But	if	you’re	playing	in	PvP	it’s	very	likely	that	they’ll	notice	what’s	been	cast,	use	a	weak	attack	to	dissipate	it	and	then	hit	you	with	something	stronger.	Which	kind	of
defeats	the	point	of	it	really	but	if	you	insist	on	taking	it	go	for	Healing	Ward.	
This	way	if	it	doesn’t	get	used	at	least	it’ll	do	some	minor	healing.Cycle	of	Life	–	Unlocked	at	Restoration	Staff	Rank	25.	Passive	skillWhile	equipped	with	a	restoration	staff	your	damage	is	increased	by	1%	for	every	20%	of	your	maximum	health	you	currently	possess.I	found	this	skill	to	be	worded	in	an	incredibly	odd	manner	but	once	I	understood	it,
well	it’s	not	entirely	worth	bothering.	
Basically	you	gain	a	1%	damage	bonus	to	all	restoration	staff	attacks	for	each	full	20%	block	of	health	you	possess.	
So	at	60%	you	gain	a	3%	damage	bonus.	It	feels	like,	due	to	the	wording,	that	it	should	increase	your	spell	damage	as	well	but	I’ve	found	that	this	is	not	the	case	in	my	experiments.	If	I’m	wrong	then	the	skill	is	a	lot	more	useful	than	I’m	giving	it	credit	for	but	as	it	stands	it’s	not	really	all	that	helpful	of	a	skill.Absorb	–	Unlocked	at	Restoration	Staff
Rank	28.	Passive	skillBlocking	an	attack	restores	2	magicka	per	rank	in	this	skill.I’m	not	normally	a	huge	fan	of	block	based	skills	if	you	aren’t	focused	on	defence	and	using	shields	but	this	is	a	nifty	one.	Every	attack	that	you	block	will	restore	2	/	4	magicka	so	if	you’re	low	on	magicka	you	can	put	yourself	in	harm’s	way	of	a	weaker	enemy,	block
attacks,	heal	and	then	fight	back	some	more.	If	you’re	playing	a	very	squishy	sort	of	wizard	you	may	wish	to	skip	this	skill	but	it	works	pretty	well	for	a	more	armoured	up	character	(or	one	with	protective	magics	up).	It	still	may	not	be	worth	the	skill	point	to	most	character	builds	though.Force	Siphon	–	Unlocked	at	Restoration	Staff	Rank	38With	a
burst	of	energy	the	staff	user	causes	all	nearby	allies	to	gain	health	while	the	player	gains	a	boosted	amount	of	health	when	attacking	foes	for	20	seconds.Quick	SiphonAllies	near	the	caster	gain	health	for	20	seconds	while	attacking	enemies.	The	caster	gains	twice	as	much	health.	The	ability	is	triggered	instantly.	Siphon	SpiritAllies	near	the	caster
gain	health	for	20	seconds	while	attacking	enemies.	The	caster	gains	twice	as	much	health.	Attackers	gain	magicka	as	well	as	health	while	attacking.This	is	an	interesting	little	skill	but	it	only	gets	impressive	when	you	morph	it	into	Siphon	Spirit.	The	amount	that	attacking	heals	you	isn’t	very	much	but	if	you	add	on	the	magicka	restoration	to	it	then
you’ve	got	a	pretty	useful	ability.	It’ll	help	your	whole	party	stay	in	the	fight	longer	and	keep	them	using	their	abilities	while	only	asking	them	to	keep	attacking	enemies	which	is	what	they’re	probably	doing	anyway.Restoration	Master	–	Unlocked	at	Restoration	Staff	Rank	41.	Passive	skillWhile	you	have	a	restoration	staff	equipped	all	healing	the
caster	does	has	its	effect	increased	by	3%.	This	rises	to	5%	with	rank	2.This	is	one	of	those	too	little,	too	late	sort	of	situations.	The	bonus	is	just	far	too	small	for	something	that	comes	at	rank	41.	You’re	probably	pretty	high	level	at	that	point	and	a	less	than	10%	increase	in	healing	just	isn’t	worth	wasting	the	skill	points	on.	Instead	focus	on	taking
better	healing	skills	to	replace	your	less	effective	ones	and	then	morph	them.	So	you’re	new	to	The	Elder	Scrolls	Online:	Tamriel	Unlimited	and	you’re	ready	to	go	on	a	wild	adventure.	But,	before	you	can	go	partake	in	quests	mere	mortals	only	dream	of,	you	will	first	have	to	create	your	character.	
There	are	nine	races	to	choose	from,	ten	if	you	have	the	Imperial	edition,	and	they	each	present	their	own	benefits	to	gameplay.	For	instance,	Khajiits	(pictured	above)	are	granted	bonuses	to	stealth,	health	regeneration,	and	weapon	damage,	while	Dark	Elves	have	bonuses	to	dual-wielding,	fire	spells,	and	fire	resistance.	If	you	have	an	idea	of	your
preferred	play	style	(or	have	played	The	Elder	Scrolls	before)	you	probably	already	know	what	race	you’re	going	to	choose.	If	you	are	new	to	The	Elder	Scrolls	Online,	or	MMos	in	general,	then	you	may	be	left	wondering.	Just	look	at	all	of	the	bonuses	and	pick	the	one	you	think	fits	you	best.	If	you	don’t	like	the	feel	when	you	start	the	game	you	can
always	go	back	and	create	a	new	character,	simple	as	that.	One	thing	you	may	want	to	keep	in	mind	is	the	Faction	you	will	be	entering,	specifically	if	you	don’t	have	the	Imperial	Edition	of	the	game,	but	we’ll	get	into	that	shortly.	After	all	is	said	and	done,	make	sure	to	spend	some	time	customizing	your	character.	You’re	going	to	be	either	staring	at
their	back	or	hands	for	a	long	time,	so	might	as	well	make	them	all	pretty	and	stuff.	Once	you	have	your	race,	you’re	ready	to	choose	your	class.	Choose	Your	Class	While	your	race	decides	your	appearance	and	stat	bonuses,	your	class	decides	your	combat	style.	You	can	choose	any	class	for	any	race,	but	it	is	best	to	coordinate	the	two	so	that	you	can
fully	take	advantage	of	whatever	bonuses	you	may	have.	For	example,	pictured	above	is	a	Khajiit	for	which	the	Nightblade	class	was	chosen.	Nightblades	are	similar	to	rogues	in	most	RPGs	in	that	they	are	fast	and	know	how	to	enter	and	exit	confrontations	with	ease	while	dealing	serious	damage.	One	of	the	primary	components	of	this	class	is	stealth,
which	happens	to	be	one	of	the	Khajiit	races	bonuses	making	the	combination	a	natural	fit.	
The	four	classes	you	can	choose	from	are:	Dragonknight	–	These	skillful	masters-at-arms	use	the	ancient	Akaviri	martial	arts	tradition	of	battle-spirit,	and	wield	fearsome	magic	that	pounds,	shatters,	and	physically	alters	the	world	around	them.	Sorcerer	–	Sorcerers	can	use	conjuration	and	destruction	spells	to	hurl	lightning	bolts	and	create	shock
fields,	wield	dark	magic	to	snare	and	stun,	and	summon	Daedric	combat	followers	from	Oblivion	to	assist	them.	
Nightblade	–	Nightblades	are	adventurers	and	opportunists	with	a	gift	for	getting	in	and	out	of	trouble.	Relying	variously	on	stealth,	blades,	and	speed,	Nightblades	thrive	on	conflict	and	misfortune,	trusting	to	their	luck	and	cunning	to	survive.	Templar	–	These	traveling	knights	call	upon	the	powers	of	light	and	the	burning	sun	to	deal	massive
damage	to	their	enemies	while	restoring	health,	magicka,	and	stamina	to	their	allies.	Each	one	presents	its	own	benefits	and	they	all	revolve	around	specific	combat	styles,	as	well	as	weapon	types.	
Coordinating	your	play	style,	race,	and	class	is	of	the	utmost	importance	if	you’re	looking	to	have	a	good	time	either	solo	or	as	part	of	a	group.	The	Importance	of	Alliance	In	The	Elder	Scrolls	Online,	upon	creating	your	character,	you	will	have	to	choose	between	one	of	three	factions	to	support:	Aldmeri	Dominion,	Ebonheart	Pact,	and	Daggerfall
Covenant.	The	decision	has	several	important	effects	on	your	experience	with	The	Elder	Scrolls	Online:	Tamriel	Unlimited.	For	starters,	if	you	do	not	have	the	Imperial	Edition,	you	can	only	create	one	of	three	races	depending	on	which	alliance	you	choose	to	be	a	part	of.	Aldmeri	Dominion	–	High	Elf,	Wood	Elf,	Khajiit	Ebonheart	Pact	–	Nord,	Dark	Elf,
Argonian	Daggerfall	Covenant	–	Breton,	Redguard,	Orc	Not	only	are	you	restricted	to	specific	races,	but	your	alliance	also	governs	your	starting	point	in	the	world	(after	fleeing	the	prison	in	the	beginning	like	all	The	Elder	Scrolls	games)	your	quest	lines,	and	the	characters	you	meet.	If	you’re	worried	about	being	locked	out	of	certain	areas	of	the
world	because	of	your	alliance,	don’t	be.	
You	will	eventually	see	the	entirety	of	the	rather	large	world.	One	other	thing	to	keep	in	mind	when	choosing	alliances,	particularly	when	creating	multiple	characters,	is	guilds.	When	you	enter	a	guild	all	of	the	characters	that	you	create	in	that	same	alliance	receive	the	benefits	of	that	guild.	Other	than	that,	feel	free	to	choose	what	you	wish.	Let	your
experiences	in	past	Elder	Scrolls	titles	guide	you,	or	just	choose	the	one	with	the	prettiest	logo.	Single	Out	Enemies	Early	on	in	The	Elder	Scrolls	Online:	Tamriel	Unlimited	it	is	relatively	easy	to	get	overwhelmed	in	combat,	especially	if	you’re	playing	alone.	
Sometimes	you’ll	aggro	somebody	and	other	times	the	area’s	enemies	will	respawn	at	the	most	inopportune	moments	(like	when	you’re	checking	your	inventory).	While	not	all	scenarios	can	be	100%	avoided,	you	can	make	an	effort	to	control	combat	most	of	the	time	no	matter	what	class	you’re	using.	Singling	enemies	out	is	the	safest	way	to	clear	out
caves,	buildings,	or	any	other	fortified	areas.	Enemies	tend	to	cover	an	area,	so	if	you	can	sit	at	the	edge	and	attract	them	one	by	one	you’ll	find	yourself	racking	up	kills	with	ease.	Also,	no	matter	what	class	you	happen	to	choose	in	The	Elder	Scrolls	Online	you	will	be	able	to	learn	a	ranged	skill	that	will	help	with	this	strategy.	Whether	it’s	a	chain
that	pulls	an	enemy	in	for	an	intimate	embrace,	or	a	throwing	dagger,	you’ll	be	able	to	control	who	you	fight	and	when	you	fight	them.	Oh,	and	be	sure	to	make	use	of	stealth	whenever	possible.	If	you	land	an	attack	while	hidden,	you	will	get	a	sizable	damage	bonus	that	can	help	you	defeat	even	the	toughest	of	opponents.	Admittedly,	it	isn’t	always
possible	since	you	have	hundreds	of	other	people	running	around	doing	their	own	thing,	but	be	sure	to	put	it	to	good	use	when	you	can.	
	Skyshards	Skyshards	are	these	crystals	that	you	will	come	across	from	time	to	time	while	playing	The	Elder	Scrolls	Online.	You	will	know	when	one	is	around	because	there	will	be	a	bright	beacon	of	light	shooting	straight	up	to	the	stars	from	its	location.	Whenever	possible,	make	sure	to	make	an	effort	to	absorb	their	power.	For	every	three	that	you
absorb	you	get	one	skill	point	to	use	on	your	character.	
Considering	how	long	it	takes	to	level	up	in	this	game,	any	opportunity	you	have	to	collect	more	skill	points	should	never	be	passed	up.	Your	skills	each	level	up	independently	and	are	not	influenced	by	your	actual	level.	So,	you	can	potentially	power	up	your	skills	quite	a	bit,	even	if	your	overall	level	is	making	slow	progress.	Speaking	of	skills…	Don’t
Waste	Your	Time	On	Skills	You	Don’t	Really	Like	There	are	tons	of	skills	available	to	players	in	The	Elder	Scrolls	Online:	Tamriel	Unlimited.	Race-based	skills,	Class-based	Skills,	Guild-based	skills,	Weapon-based	skills,	you	name	it	and	it’s	in	there.	The	sheer	variety	can	sometimes	make	it	very	difficult	to	choose	what	to	invest	in	and	what	to	work
towards.	The	first	criteria	to	consider	when	making	this	decision	is	to	ask	yourself,	“Do	I	like	the	effects	of	this	ability?”	You	can	only	equip	so	many	skills	at	one	time	so	you	should	make	it	a	priority	to	not	include	anything	that	you	won’t	use.	As	I	mentioned	before,	skills	level	up	independently,	so	keeping	a	skill	equipped	but	unused	robs	you	of	the
opportunity	to	build	up	something	more	useful	and	powerful.	Check	your	skills	tab	often	to	see	if	you’ve	unlocked	anything	and	read	its	description.	You	may	find	the	secret	ingredient	you’ve	been	waiting	for	to	up	your	arsenal.	
On	that	same	token,	don’t	use	weapon	types	you	don’t	care	about.	
If	you	want	to	build	your	archery	stick	to	a	bow,	even	if	its	damage	is	a	bit	lower	than	that	two-handed	sword	you	just	picked	up.	Nothing	improves	unless	you	use	it,	so	be	prepared	to	put	in	work.	Check	Your	Inventory	Often	and	Sell	Your	Junk	Like	in	all	RPGs	you	will	end	up	picking	up	a	lot	of	items	in	The	Elder	Scrolls	Online	and	often	find	yourself
at	your	carrying	capacity.	
While	this	can	be	upgraded,	it	is	quite	pricey	to	do	so,	especially	early	on	in	the	game.	What	you	will	want	to	do	is	check	your	inventory	often	(after	each	quest	is	a	good	idea,	or	set	up	time	intervals	to	do	so).	Look	at	the	weapons	and	armor	you’ve	amassed,	equip	the	best	items	that	suit	your	play	style,	then	head	to	a	merchant	to	dump	all	of	your
unwanted	wares.	There	is	absolutely	no	use	in	hoarding	items	you	will	not	use,	and	you	don’t	want	to	find	yourself	wanting	something	you	stumble	across	only	to	have	to	stop	and	figure	out	what	to	dump	(for	no	money	at	that).	Get	rid	of	all	the	trash	and	keep	your	pockets	open	for	some	serious	goodies	later	on.	Take	All	the	Quests	As	you	travel,	you
will	come	across	a	ridiculous	number	of	side	quests	being	doled	out	by	NPCs.	Take	them.	You	don’t	have	to	do	them	immediately	if	you	don’t	want	them,	but	there	is	no	harm	in	having	a	collection	of	things	to	do	on	the	side	for	those	moments	when	you	either	don’t	want	to	play	the	main	quest	line,	or	don’t	know	what	to	do.	Quests	grant	experience	as
well	as	a	reward	when	all	is	said	and	done.	These	awards	can	be	anything	from	gold	to	skill	points,	so	don’t	let	any	opportunity	pass	you	by.	You	are	an	adventurer,	so	go	on	all	of	the	adventures	that	you	possibly	can.	Get	a	feel	for	the	world,	save	a	life	or	two,	make	some	difficult	decisions.	You’ll	be	all	the	better	for	it.	This	collection	of	tips	will	help
you	get	started	quite	nicely	in	The	Elder	Scrolls	Online.	The	task	may	be	daunting	at	first,	but	you’ll	find	yourself	ridding	the	world	of	evil	in	no	time.


