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Good evening and welcome to this spooky edition of Build a Better, where we compile a list of mods that make playing the traditional cackling Necromancer a little easier, a little more convenient, and, of course, a little more stylish. All the avenues that Skyrim could have gone down to make a macabre necromancer, a summoner of undead, a master
lich, and bane of Arkay, and yet they didn't.However, modders did.Core Mods:* Alternate Start - Live Another Life Requires: Dawnguard, Hearthfire, Dragonborn Performance Strain: Low MCM Menu: No A staple among roleplayers and those who hate the Helgen intro, Alternate Start allows characters to start in any city,
town, inn, or guildhall they want, but also has some more interesting options. The “start as necromancer in secret location” will drop you off in Blackreach. Fun times.* Truly Undead - Reborn Requires: SKSE, SkyUI Performance Strain: Low-Moderate MCM Menu: Yes You know how undead beasties are only supposed to stay
dead under certain circumstances? This mod brings that mechanic to bear in Skyrim, affecting skeletons, vampires, draugr, dragon priests, including your own risen minions, so that they might raise again if not destroyed in the proper fashion (fire, silver, sun, etc.).* Bring Your Silver Requires: Dawnguard, Dragonborn, Unofficial Legendary
Patch Performance Strain: Low MCM Menu: No Another mod that brings in the traditional tabletop feel to undead, this mod gives the supernatural back their very Morrowindian resistances to normal weapons, with profound weakness to silver, Daedric, and crushing weapons with some extra magical tidbits to round out the mod.*
Forgotten Magic Redone Requires: SKSE, SkyUlI Performance Strain: Low MCM Menu: Yes Adding in a few dozen new spells, FMR gives you chances to upgrade each spell with new effects and bonuses as you use them. The Warlock branch of magic gives access to necromancer-appropriate spells like an undead summon,
darkness bolts, poison and disease.* Vile Art of Necromancy Requires: SKSE Performance Strain: Low MCM Menu: No A bit necromantic overhaul, you get the power to imbue your risen undead with dark artifacts and values of your own creation, carve the corpses of your fallen enemies to harvest alchemical reagents, barter
the souls of your enemies to foul Daedra, bottle the souls of dragons with ancient Akaviri techniques, and a lot more.* TDN Necromancer Follower - Xavier Requires: SKSE, Dawnguard Performance Strain: Low MCM Menu: No An evil necromancer and Master of Conjuration, Xavier is a bone-white Altmer who summons his
own undead zombies and ghosts, as well as death hounds, before raising fallen enemies.* Tirashan - Necromancer Home Requires: Dawnguard, Hearthfire, Dragonborn Performance Strain: Low MCM Menu: No A spooky home of Elianora that rests in a pocket dimensions of Oblivion, Tirashan has all the trimmings of a home
with all the flavour Elianora puts into her work. This one is clearly for evil necromancers who go for a regal, refined style. Comes with witch’s hat.Gear & Equipment:* Lind’s Necromancer Robes Revamp Armor: Clothing Acquired: Looting from dead necromancers Compatible: Vanilla body; beast races ok; males+females Lind
has basically remastered all the different colours of robes, turning them into layered, detailed hoods and gowns that feel right with both the humble priest or court wizard and ungodly necromancer.* Black Mage Armor Armor: Clothing, Light, Heavy and upgraded Heavy version (Black Archmage) Acquired: Crafting (Misc / Leather / Steel
and Ebony) Compatible: Vanilla body; beast races ok; males+females Skyrim is severely lacking in apparel for evil mages or even just dark sorcerers. Repurposing meshes from the Archmage Robes, monk robes, and mage robes, the Black Mage Armors are detailed and dark enough for even well-meaning necros.* Tribunal Robes

Armor: Clothing, Light, Heavy Acquired: Crafting (no perks / Glass smithing / Ebony smithing) Compatible: Vanilla body; beast races ok; males+females One colour option for each of the magic schools, the armors are foreboding, imposing, and downright dangerous with a reinforced chest-piece and brings bulk and mystique to
even the mousiest Breton.* Sotteta Necromancer Outfit Armor: Light Acquired: Crafting (Leather) Compatible: UNP, CBBE, SevenBase bodies; female only For the necro with the booty, Sotteta brings glitter, fishnets, cleavage and class to undead-raisers. Teccam forced me to include this one. NO I DID NOT - TECCAM. [But
keep it in. ;) JQuests: * Undeath Requires: Dawnguard, Dragonborn Performance Strain: Low MCM Menu: No Hunt down a rogue necromancer and his followers, but when it comes down to it, when he is slain, do you burn his research or finish it yourself and transcend mortality to become a lich? The quest starts at level 30
and will give the ultimate necromancer form, similar to beast/vampire lord form, with huge gains over the power of death and destruction.* Undeath Immersive Lichdom Requires: Undeath, Dawnguard, Dragonborn Performance Strain: Low MCM Menu: No An updated expansion and bug-fixer, it enhances the lich form offered
by Undeath with perks, powers, and Mannimarco’s own Staff of Worms.Skills:* Ordinator - Conjuration tree Requires: SKSE, SkyUI Performance Strain: Low MCM Menu: No Necromancers who raise their fallen enemies are all well and good, but what happens when the bodies dry up? Why, that’s why you saved all those
bones from your previous enemies. Build your own skeletal army, upgrade, and bless them with perks from Ordinator’s Conjuration tree.* Path of Sorcery Requires: SKSE, Dawnguard, Dragonborn Performance Strain: Low MCM Menu: No When the maker of Ordinator saw this mod, he dumped his own magic school overhauls
in favour of integrating these. The Conjuration tree still has some of the skeleton-making mechanics that didn't carry over, like creating dragon and beast skellies.* Lord of the Dead Requires: SKSE, SkyUlI Performance Strain: Low MCM Menu: No A little known mod from Erkeil, it gives many, many perks for your own choice
to take up and slowly fall into becoming a lich. Paired with Undeath, you can feel like a lich both in and out of your form.Misc.:* Necromancy Undead FX Requires: Base game Performance Strain: Low MCM Menu: Yes Although Skyrim introduced reanimation, the corpses look as fresh as when there was a soul driving the
meatsuit. With this mod, the meat slowly rots away to expose the skeleton underneath.* Necromancy 101 Requires: Base game Performance Strain: Low MCM Menu: No An incredibly simple tweak to the game, it makes playing as a necromancer in vanilla much more viable. Corpses no longer turn to ash when their
reanimation expires and you can give them weapons or armor to equip, but you can add a garlic head to a dead body and then when any attempt to raise it will find it collapses to ash when standing.* Better Dead Thralls Requires: Base game Performance Strain: Low MCM Menu: No All the little conveniences that the vanilla
game left out, it makes thrall usage a whole lot more convenient without having to muck around with glitches: thralls tracked with a misc. quest marker, level cap removed, can thrall any creature, thralls are no longer locked in their “outfit” and you can equip them, moaning has been disabled, and other little tweaks.* Demonic Soultrap Sound

Requires: Base game Performance Strain: Low MCM Menu: No Soul trapping is meant to be evil. Diabolical. Incredibly painful to the one who has their soul torn from their body and shoved in a gem. This mod adds screams and a more aggressive wind to help illustrate that.* Unlimited Ritual Stone Power Requires: Base
game Performance Strain: Low MCM Menu: No If you're going to use the Unlimited Ritual Stone/Aetherial Crown glitch to revive your army when they die and just use it multiple time a day, why not just go all out and skip Lost to the Ages? This mod makes it usable multiple times a day and gives it an infinite duration. *
Armored Skeletons and the Walking Dead Requires: Base Game Performance Strain: Low MCM Menu: No Makes the base game a little more interesting by adding in all the skeletons and undead creatures added in by Immersive Creatures, giving a huge variety to the standard draugr and skelly. Expect to find beast skeletons,
armored skeletons, draugr in rags, and new undead magicians.Sample Builds: In the mood to test some of these mods out on a new playthrough? Instead of browsing the Necromancer tag over at Character Building, take a look at some of our favourites.The Necromancer by HensonThe classic necromancer on-site, it was the first to use the Ritual
Stone exploit and intends to raise an army...The King of Worms by Raidriar Never Dies (Raidriar and Curse Never Dying)A recreation of the infamous Mannimarco, the build makes a valiant lich and merciless undead raiser to terrorize Skyrim.The Sorceress by OnenessWith a synergy so beautiful it could write a symphony, Necromage allows the
bewitching Sorceress to be one step above every other necromancer. Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content
and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Reddit and its partners use cookies and similar technologies to provide you with a better
experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our
platform. For more information, please see our Cookie Notice and our Privacy Policy. notifications off No unread notifications right now You're up to date Greetings, sera. Blackblood here, and if you've played Skyrim as much as I have you've likely dabbled in Necromancy at least once or twice in your playthroughs. It's not easy to create a pure
necromancer though, but thanks to the perks found in Ordinator I believe I've created one that's at least interesting to play. This build aims to create what I believe to be a tried and true pure necromancer, a mage who dabbles in the dark magic, armed with poison and disease for personal offense. It is my hope that this build will give the player the
true feeling of being the master of death and souls, without relying too much on frost spells and the like. And so without further ado, I present..."The time has come. Our bretheren, the necromancers, vampires, liches and other undead lords, shall rise once again to ply our trade and raise the bodies of the dead in Tamriel. With the Mages Guild all but
destroyed, and the world remains reeling from the Great War. Skyrim in particular is ripe with the fresh bodies of fallen soldiers as the Civil War rages. It is there that the Order of the Black Worm will rebuild itself, and once again hold dominion over death.Worry not my acolytes, for Mannimarco still lives as the God of Worms. As the Necromancer's
Moon he watches over us, as we profane Arkay's gift and raise legions of undead in his name. He grants us the power to capture the souls of even the most pious of the gods' servants. By his blessing, the world will one day remember the blight that is the Black Worm."The Order of the Black Worm arose from Mannimarco, the ex-Psijic God of Worms,
when he formed his own cult to rival the Mages Guild founded by Vanus Galerion. Thanks to his wisdom and guile, as well as bribery and other influences, they evaded Vanus' attempts to dissolve it, and have been able to thrive up until the Oblivion Crisis. Some of the group's accomplishments include the widespread tolerance of necromancy in
certain provinces, as well as the spread of soul trapping.The group recruits mages, outcast witches and Reachmen wizards into its ranks, with promices of great power for those who served loyally. Groups of cultists form a series of cells called "Worm Nests", with each being led by a Worm Anchorite who supervised Necromancer Adepts, Worm
Warriors, and Worm Thralls, and all are sworn to secrecy on pain of undeath. In the past, Anchorites were able to communicate with Mannimarco directly, though how they did so is not clear. Some cultists may decide to become undead themselves, being known as Worm Eremites, and these liches are always guarded by undead minions.The Order
was the eternal foe of the Mages Guild, but with their dissolution following the Oblivion Crisis, the cult is ready to rise once again. Skyrim is the perfect place for a new beginning; the College of Winterhold is tolerant of necromancy, and the rest of Skyrim is too caught up with the Civil War and dragon attacks to focus their attention on our
revival. :Race: Bretons are the first natural choice, due to their boost in Conjuration. Imperials have a boost in Restoration, which also makest them a worthy choice. Finally, Dunmer fit aesthetically, giving you a chance to practice that "fithly dark elf necromancy".:Standing Stone: Start out with The Mage, then once you think your skills are at an
acceptable level, exchange it for The Ritual Stone. :Major Skills: Conjuration, Restoration, Illusion:Minor Skills: Enchanting, Alchemy:Powers and Shouts: Soul Tear, and by extension Summon Durnehviir, are the only shouts you'll need. Other than that and The Ritual Stone, you don't really "need" anything else.:Attribute Spread: 4 Magicka, 1 Health,
and 0 Stamina, until you get to 150 Health, then put the rest into Magicka. - Conjuration - "A standard skill for any acolyte aiming to raise the dead. The most potent of necromancers are capable of summoning stronger undead, or wielding more potent Skeletons."Necessary to... well to be a necromancer! Includes all the standard buffs to undead
minions, as well as perks that boost the number of them you can have at a time. The most important perk in this skill tree is Bone Collector. This perk will let you create skeleton thralls to command in combat.- Restoration - "Many use this school of magic to restore, however we have discovered new secrets that allow us to profane that magic, turning
it to harm our enemies and heal our thralls."Only two reasons we need Restoration: Heal Undead, and the Necromanticon perk. This perk will give you disease spells, one when you take it, and two more when you hit levels 50 and 75, which are useful to a necromancer since they use a DoT effect, allowing you to cast it on enemies and then sit back as
your minions do the rest.- Illusion - "Finer mastery of Illusion magic is required to reign control over the dead. With it, our forces will fight with greater fervor and force, protecting us as if we were gods."Master of the Mind lets undead become affected by Commanding Presence, boosting their offensive stats while they surround you. On a somewhat
lesser note, the other mind-affecting spells can be quite useful against enemies; the Fury spells can produce bodies for you to raise without having to get your hands dirty, the Courage spell can buff the health of your minions a little, and the Calm and Fear spells can make dealing with multiple enemies less troublesome.- Enchanting - "A Worm Cultist
must be capable of enchanting their own equipment to improve their magical abilities. They must also be adept at wielding a staff to empower their spells."Staff Channeler lets you gain Enchanting experience while you wield a staff in combat, and Secretkeeper increases the magnitude of your spells by 25% while you've got a staff in your right hand.
And then there's enchanted equipment. On top of spell school enchantments we can also boost our health to make up for the lack of focus in that attribute.- Alchemy - "Poisons are one of the most efficient methods of killing enemies to raise thralls. These are invaluable to any initiate who has yet to raise his own army."Especially at the start of the
game, poisons can help out a great deal with killing enemies. If you can get your hands on some ingredients with the (lingering) damage health or paralysis effects, you'll have a good panic button for tougher enemies, assuming they aren't undead, dragons or automatons. You can either use a dagger for application, or a bow for long range
poisoning."Stay faithful to the Order of the Black Worm, and in time your loyalty will be rewarded. Soon, He will return to set the world right in due time, and those who would stand in his way will suffer eternally at his hands, just as those who stood opposed before. Until that day, you must believe and be patient. Hide in your caves, in your ruined
forts, in your secret lairs. Raise your minions, summon your servants, cast your spells. Answer the call of the Order when you are needed. Watch and listen." You won't be a powerful cultist starting out, and until you start building skeletons and crafting poisons you're going to be a little frail. Before things start to pick up you'll need to rely on a
follower or two to get through most situations. Pick up the Healing Hands and Courage spells to not only keep them alive and empowered, but also level your Restoration and Illusion respectively. You should then focus on getting the Bone Collector perk for raising skeletons, enchanting your gear with useful enchantments, and crafting virulent
poisons. I recommend paralysis and damage health effects, both of which are found on Human Flesh. You'll also want to find a staff to level Enchanting passively in combat. Start out with an offensive staff, then switch to a Staff of Soul Trapping once you no longer need it, as non-DoT damaging staves just end up hitting your undead minions when
you've got too many of them. After you've leveled up quite a bit you should be strong enough to continue on without your follower, so feel free to kill him off for materials. When you've got enough skeletons, focus on getting Restoration to 40 for the Necromanticon perk, and training Illusion to 60 for the Master of the Mind perk, which will make
your undead minions affected by the Commanding Presence perk. If you're feeling up to becoming a vampire, you can also join the Volkihar Clan to gain access to Heal Undead for your minions. After you've gotten those perks, feel free to shift all your focus to the Conjuration tree to obtain any perks you feel necessary. You can focus on improving
your skill in either reanimating undead in battle, or commanding your skeleton army. Roleplay-wise, you are a member of the newly resurrected Order of the Black Worm. Though their "master" was killed off at the end of the 3rd Era the group still lives, and is rebuilding itself within Skyrim's blood-soaked province. There is no end to the number
of necromancers you will have to compete with, hidden within warlock lairs all across the lands, but these tips will help insure you stand on top:Secure a deserted crypt, ruin or cave that will serve as your "Worm Nest". If you decide to choose a dungeon in the vanilla game, you can prevent it from respawning by returning periodically. Most "cleared"
dungeons have a respawn time of 30 in-game days, giving you plenty of time to do so.Although there may be fresh corpses littering Skyrim's woods and plains, sometimes the best materials can be found on the hapless people who live safely within city walls. Befriending them, then luring them back to your Worm Nest, is a viable method to filling your
lair with bodies to be used in either necromantic rituals or making more Skeletons.Search the holds for other necromancer lairs and attempt to turn them to your side. The dead must all be raised under the banner of the Order, and those that refuse to commit must be purged, for they are a danger to the Worm Cult. Seek to either subjugate or
eliminate any undead that similarly resist the conversion as well.Search the crypts for any artifacts of necromantic value. In particular, the Dragon Priests, ancient liches of the Dragon Cult, held secrets on how to command their Draugr thralls. Perhaps if you find these ancient secrets, you can come that much closer to the God of Worms....It's not
recommended to wander around town with thralls in tow. You need the locals distracted by both the war and dragon attacks, so you'll need to keep a low profile at all times. Wear disguises while in settlements, and don't be afraid to do a few miscellaneous quests to get on the people's good side.Recommended Quests If you're still in need of some
inspirations, I have a list of recommended quests and dungeons for your dread servant to tackle:"Blood on the Ice: You've tracked the last known location of the Necromancer's Amulet, an artifact worn by Mannimarco himself, to Windhelm, where a series of brutal murders have taken place. You immediately notice the shoddy necromantic harvesting
on the bodies, and surmise that whomever killed this woman may have some connection to the amulet."The Man Who Cried Wolf" and "The Wolf Queen Awakened" The necromancers within Wolfskull Cave are planning to revive Potema Septim the Wolf Queen, a powerful necromancer from the 3rd Era. If she could be subjugated, she would prove a
powerful ally. Otherwise, she cannot be allowed to become a potential rival and threat to our operations..."The College of Winterhold Questline" Just as the God of Worms once sought to overthrow the Mages Guild centuries ago, so to can you seek to gain control of one of the most powerful gathering of mages. Having access to potential initiates, as
well as the secrets and knowledge held within the college, will most certainly serve the Order well."The Black Star" Azura's Star, the legendary artifact of a Daedric Prince, is a soul gem that can only hold white souls, and the soul within can be expended without the artifact breaking, but when corrupted through dark magic, the star is capable of
trapping black souls, making it a valuable tool for any necromancer to wield."Ancestral Worship" Yet another necromancer defiles a nordic burial site, Hillgrund's Tomb. As with all unaffiliated necromancers in Skyrim, either recruit them or slay them. Those that raise the dead must be united under the banner of the God of Worms, or face undeath.
The nord Golldir and his dead aunt may also serve as materials for rituals."The Pale Lady" Legends speak of a cursed Wispmother, sealed away within Frostmere Crypt, that guards a powerful weapon known as the Pale Blade. Such a ghostly weapon would do well in the hands of a necromancer's raised thrall.Ruler of the Dead Master of the Mind +
Commanding Presence + Crown of the False King+ Undead Crown "Expert necromancers are capable of wielding their undead minions with greater efficiency. All those under their influence are known to be more powerful than the average reanimated minion, hitting harder and being harder to kill."Commanding Presence and Undead Crown are
constant effects that make your minions just that much more difficult to kill. Crown of the False King allows Commanding Presence to give your minions 80 points of armor and 20% magic resistance, while Undead Crown restores 10 points of their health and magicka per second while they're within 15 feet. These perks combined insure your undead
stick around for far longer than without.Malignant Command Skeleton Mages (2) + Plague Doctor + Amplify Lethality "Worm Cultists with a greater affinity with poison and virulence can empower their Skeleton Mages with poison magic. The most unlucky of foes will find themselves the target of the cultist's power, making them more vulnerable to
their toxicity."Taking the 2nd perk of Skeleton Mages lets you make variants with poison magic, which can be made more deadly thanks to Restoration and Alchemy. The Plague Doctor perk weakens the poison resistance of nearby enemies by 50%. You can also use Amplify Lethality to make an enemy even more vulnerable. This perk gives you a
Greater Power that reduces the poison resistance of a target by 250% for 10 seconds. Combined with Plague Doctor, your enemy will be four times more vulnerable to poison for a short while, long enough for your mages to purge them. Have some Recommended Mods:Black Mage Armor - An excellent armor/robe mod for any dark or evil
character, including necromancers.Undead Servants - Because why do the mining yourself? Why not have your undead slaves do it instead?Clean up your Corpses - Pick up and relocate bodies. the Fleshsaw also makes getting Human Flesh easier.Undeath and Immersive Lichdom - Becoming a Lich? What self-respecting Worm Cultist would refuse?

Thanks for reading up to this point. I had a blast putting this build together, and I do enjoy a good necromancer playthrough as well, even though this was like, my 3rd playthrough. Hope you enjoyed this build to the end, and I'll see you at the next one!"Behold the power of the Worm Eremite! Vast are the legions of undead I will soon wield. Will you
take up this power alongside me?" Not many games maintain their popularity ten years after their release, but somehow Skyrim is the rare exception. The game is easy to mod, which has led to it having mind-blowing amounts of content. It's likely that even when Elder Scrolls 6 releases there will be many players still sticking with Skyrim. A lot of
players think that magic is vastly underpowered in the game. However, that's simply because they just aren't using the right spells. If players know the best spells in Skyrim, they can manage to do amazing things in combat. So, the Dragonborn has no excuse not to hit the spellbooks already. Related Jewelry in Skyrim doesn't just add a fashionable
flair; it can also provide powerful benefits to the Dragonborn. From summoning powerful creatures to freezing enemies in their tracks, the best spells in Skyrim that the Dragonborn can use are pretty vast. Players can genuinely utilize numerous forms of magic to make Skyrim more engaging than ever before, which goes to show just how
underutilized and game-changing the magic system in this game is. With so many schools of magic available for the player to master, it's easy to see why they have so many options to completely alter the way they approach this game, especially once they learn the best spells in Skyrim. Updated on December 22, 2024, by Gerardo Molina: It's
understandable that, when playing Skyrim, most players prefer to focus their efforts on getting massive weapons that deal absurdly high amounts of damage rather than on reading spellbooks and increasing their Magicka. After all, the Melee gameplay is a lot more brutal and personal, which befits the Nords from Skyrim. However, if enough time is
spent studying various magical tomes, players will be able to unlock their full potential and even deal with enemies from a distance without the need for a bow and arrow, which can come in handy from time to time. Here are some spells that players will definitely not want to miss out on. 33 Dead Thrall School: Conjuration Skill Level: Master Magicka
Required: 618 Dead Thrall is probably one of the best spells in Skyrim, as it allows the caster to raise the dead bodies of humanoid beings under level 40 to fight alongside them permanently. The raised undead will fight until they're either killed, banished, or turned by a foe. This spell is great for situations where the Dragonborn is outnumbered, as
raising the dead can not only serve as an effective distraction, but also, as a way to bring in more allies to the battlefield during a difficult encounter. Skill Level: Master Magicka Required: 988 Who hasn't found themselves exploring an ancient Nordic tomb, only to realize that the Draugr there are too powerful to face, even at the higher levels? As
players level up, so do the Draugr they'll encounter, which ensures that there's always a challenge to face. Bane of the Undead allows the Dragonborn to make quick work of these creatures, as it sets the undead up to level 30 on fire and makes them flee for 30 seconds. This is a great spell to cast when players are feeling overwhelmed by enemies, as
it not only allows them to deal damage to their undead foes, but also provides a most welcome pause to a challenging fight as the creatures flee for half a minute. Skill Level: Adept Magicka Required: 88 Players who want to make a quick buck in Skyrim should check out the Transmute Mineral Ore spell. It lets players upgrade the quality of the ore
they have. As a result, players can take basic materials and turn them into extremely valuable ones. Amassing a fortune becomes a breeze with this spell. Of course, this spell is also great for players who want the best crafting materials possible to create awe-inspiring weapons that hit like a truck. Skyrim's best weapons can be looted, but players can
stay ahead of the curve by actively engaging with the crafting system of the game. Skill Level: Apprentice Magicka Required: 100 There are three crafting skill trees in the game, and the ideal choice for some mage builds is enchanting. However, with soul gems being an important and sometimes expensive resource that might be rare to come by, any
help in filling empty ones is much needed. That's where Soul Trap comes in. It's a utility spell, a curse to put on a target moments before they die. Depending on the strength of the spell, the window of time needed for the dead enemy to fill a gem might be longer or shorter. Find it in the Conjuration school of magic, and use it towards the middle of
the fight just before a kill is secured to fill an empty soul gem. Skill Level: Adept Magicka Required: 126 Restoration is an underrated school of magic, as Colette always preaches. The truth is that Restoration spells can help players seriously save on health potions, which can have a fairly steep price tag at a general store. Moreover, health potions
aren't that common in dungeons either. Related Skyrim has plenty of choices for a Dragonborn looking for love. Yet, some incredible characters sadly aren't available to romance. Close Wounds is one of the best, most balanced spells in the skill tree. It demands quite a bit of Magicka since it's an Adept-level spell, but it's worth it. Close Wounds
instantly gives the Dragonborn 100 health points. Since it doesn't take time to charge like Healing, it's a nice burst spell to use mid-combat as well. Skill Level: Expert Magicka Required: 290 While it's true that Skyrim has a ton of combat that can make it pretty hard to manage at times, players can easily turn the tide of battle in a flash by using
certain spells to manipulate their enemies. One such spell that does a great job of reducing the threat of most enemies is Pacify, which can work wonders at high levels. Players who don't care about killing and looting every enemy in sight can just use Pacify to render them completely harmless. This allows players to circumvent tough combat
encounters, which can be a boon for players who aren't decked out in the best gear around and just want to have fun with the game instead of looking over their shoulder in every dungeon, worrying about the next enemy that crosses their path. Skill Level: Master Magicka Required: 655 Players who love the Illusion spell tree in Skyrim and want to
rely on their allies in battle can use a spell to bolster their abilities significantly. Call to Arms may require a decent amount of magicka to activate, but the end result is worthwhile for Followers who love to jump into the action and draw the attention of enemies. While the Dragonborn sits back and peppers enemies with damaging spells, they can use a
single cast of Call to Arms to help their companion become a one-man army in no time. It may be more of a situational spell than most players would prefer, but those who don't mind playing a support role in battle will find this to be one of the best spells in Skyrim that they can get their hands on. Skill Level: Expert Magicka Required: 301 There are
several creatures that the Dragonborn can summon to aid them in combat. One of these spells is the Conjure Wrathman spell, which summons a powerful ally with balanced stats. Players who want the best of a tanky summon with good attack skills will have their wishes granted by the Wrathman. It's a great ally to have in the heat of battle, even
though it might be a jack of all trades and a master of none. Easily the best thing about this summon is how cool this creature looks in the heat of battle, adding a ton of flair to what is otherwise a pretty simple combat system. Most summon spells are useful in Skyrim since they take the heat off the player, and the Wrathman will certainly help in this
regard. Skill Level: Novice Magicka Required: 67 Fury has the potential to be one of the most broken spells in Skyrim if the player uses it right. It sends the target into a berserk state, causing them to attack anyone in the nearby vicinity. Players who love hunting from the shadows will find this spell to be invaluable. 3:46 Related These games are
must tries for those who love The Elder Scrolls 5: Skyrim, Bethesda's ambitious 2011 RPG. Of course, it's also great for splitting up attention between groups to make combat more manageable. Players who want to turn combat into a chaotic and hilarious affair should use this spell to sow discord among the ranks and cause enemy Al to go haywire as
they try to split their attention between the Dragonborn and their allies. Skill Level: Expert Magicka Required: 388 Battlemages who prefer close-range combat will love what Mara's Wrath brings to the table. It essentially covers the caster in a coat of flames that does damage to enemies in melee range, adding more of a punch to the player's attacks
in the game. To make things better, any undead affected by Mara's Wrath end up losing their morale and fleeing from the player, making any battle against them pretty entertaining if a tad frustrating at times. Players love how effective their spell is at enhancing their DPS, making them look pretty powerful in the process. As long as players have
invested enough points in their magical stats, they'll find most encounters in the game to end quickly as long as players are prudent about using this spell and keeping themselves well-equipped from time to time. One of the best ways to play Skyrim is as a necromancer. This game’s beauty (and curse) is that you can play any necromancer you want,
but it’s easy to stray away from items and gear that empower you as this dark mage. So, here’s some help making the best necromancer build possible. If you wear heavy armor, use a two-handed weapon, and raise the dead, you’'re more of a death knight than a necro. You’ll want to focus on all magical and conjuration items that will fully focus on a
necromance-style play. This is, in my opinion, the best way to play a necromancer in Skyrim Special Edition without throwing in the crazy customization that mods bring. When picking the best race for a necromancer, it can be anyone you like best. However, some races have skills that cater more to the magical side that necromancers require. If you
want the most effective stats, the Dunmers and Bretons are some of the best options. Something about Dark Elves make them seem like the natural fit. They're skilled with magic, are somewhat sneaky, and don’t have the best reputation around Skyrim. Image by GameSkinny The Dunmers already begin with an advantage in magical abilities,
primarily in Destruction, making them one of the best choices for a necromancer build in terms of stats. They also have higher sneak and light armor skills if you want to go for a stealthier play style. Magic Skills: Conjuration - 15 Restoration - 15 Illusion - 20 Alteration - 20 Destruction - 25 Bretons aren’t a bad choice, either. They're naturally slanted
toward Conjuration and all types of magic in general, the heart and soul of the necromancer. Image by GameSkinny While the Dunmers focus more on Illusion, Alteration, and Destruction, the Bretons mostly hone in on Conjuration, which is one of the most important skills for a necromancer. Even though they’re known to be a more peaceful race,
there is always room for one to turn down the wrong path. Magic Skills: Conjuration - 25 Restoration - 20 Illusion - 20 Alteration - 15 Destruction - 15 Every time you level up, you’ll get a skill point to put into one of the major skill trees. If you want to properly build your necromancers to be the most powerful they can be, there are a few skills you
should focus on leveling up as much as possible. Screenshot by GameSkinny Necromancers bring dead things back to life. That’s just what they do. Even though Atronachs can be useful for getting the first few enemies down, they aren’t your focus. By focusing on the necromancy line of spells and perks, you get bigger, beefier, longer-lasting zombies.
I don’t have to tell you how useful this is, especially when you max out Conjuration and get to the point of having two summons. Best Skills to Get: Novice Conjuration - Apprentice Conjuration - Adept Conjuration - Expert Conjuration - Master Conjuration Necromancy - Dark Souls - Twin Souls Conjuration Dual Casting Summoner Summoning the
dead isn’t the only trick up your sleeve, though. Most of your damage output will come from zombies, but you still need to be able to defend yourself. This is especially important when you don’t have corpses available for summoning. Ice spells are great because they slow your enemy down and sap their stamina. Even though fire does more damage,
the utility of ice is what makes these spells rock. Just keep a close eye on your magicka. You don’t want to use up so much of it with Destruction spells that you don’t have any left to summon your zombie! Best Skills to Get: Novice Destruction - Apprentice Destruction - Adept Destruction - Expert Destruction - Master Destruction Augmented Frost -
Deep Freeze Destruction Dual Casting - Impact I won’t lie — I hate the mage armor spells. They don’t last nearly long enough, in my opinion. (Magic mods can help with that.) But they’re still necessary due to how fragile you are. Because you won'’t be investing much in health or wearing much armor, you’ll need all the help you can get, especially
when you go up against archers who are focusing more on you than your summons. To help conserve your magicka for more offensive spells, cast your mage armor right before a fight and let your magicka recover for a few seconds. Once the battle starts, magicka regeneration slows to a crawl. Novice Alteration - Apprentice Alteration - Adept
Alteration - Expert Alteration - Master Alteration Mage Armor Alteration Dual Casting Stability Your primary way of battling as a necromancer will be spell-casting, which goes hand-in-hand with the skills you are focusing on. You’ll want to use spells that complement those skills. You can find spell books all around Skyrim, even in dungeons.
However, the best way to build your collection is to head to any of the Hold Keeps, where the Jarls are, and find their Court Wizard. They will sell you a large selection of spells. Here are some of the ones you’ll want to look out for: Oakflesh / Stoneflesh / Ironflesh / Ebonyflesh: An alteration spell that improves your armor rating. You’ll want to use this
right after using your Mage Armor. Dragonhide: Allows you to ignore 80% of incoming physical damage. Paralyse / Mass Paralyse: An alteration spell that will leave your targets vulnerable to your following attacks. Always good to have. Equilibrium: This is an especially good spell for any dark wizard to have. It allows you to convert some of your
health into magicka. You’ll be able to cast more, but you’ll sacrifice some of your own wellbeing, so use it wisely. Raise Zombie / Reanimate Corpse / Revenant / Dread Zombie: Will raise a dead body as a zombie that will fight for you for a short while. Dead Thrall: Reanimates a dead body to fight beside you permanently until they are defeated.
Frostbite / Ice Spike / Icy Spear / Ice Storm: These are all great destruction ice spells that you’ll want at your disposal, especially if you’'re building your destruction skills. If you don’t want to solely use spells as your main source of damage, there are some decent weapons fitting of a necromancer — staves. You can get them the same way you get
spells, by purchasing them from Court Wizards or finding them as loot. Alternatively, you can also create your own at a Staff Enchanting station. There are a few different types of staves you might want to consider using: The first is a staff focus on ice damage, doing basically the same thing as your Icey Spear spell, but you won’t have to use any
magicka for them. These staff will raise dead bodies to fight for you, whether for a few seconds or permanently. Again, the idea is it saves you from having to use precious magicka, which you can then use for mage armor or offensive ice spells. This one takes a while to get and is only available with the Dawnguard DLC, but I think it fits the
necromancer mindset and play style more than any other. When you hit an enemy using all three words of the shout, three fun things happen: You do a lot of damage (about 300) If you kill it, you fill an empty soul gem AND the body is raised from the dead to fight for you. Win - Win - Win. The only sad news is that when the zombie dies, the corpse
disintegrates like most other zombies you summon. But the good news is that this shout can be used to reanimate enemies that are usually too powerful. Giants are the main ones that come to mind. If you’'ve reached a point where your Raise Zombie spells can’t raise most enemies you’re facing, this is a decent option. This might be self-explanatory,
but Necromancer Robes are the best type of apparel for this build. They won’t usually be for sale. Instead, you'll have to find them on enemy necromancers (or sometimes in chests). Image via Skyrim Official Wiki No, they aren’t the most powerful in the game. But they are good enough, AND they look the most menacing for a necromancer like
yourself. The best thing is you can combine these with a hood or mask because they don’t come hooded. That opens up the door for some customization. Here are some spots where you can collect them: Fellglow Keep - East by northeast of Whiterun Fort Snowhawk - West of Morthal Hob’s Fall Cave - On the coast between Winterhold and Dawnstar
Ilinalta’s Deep - Northwest shore of Lake Ilinalta, north of Falkreath. Necromancer’s Bluff - East of Sleeping Tree Camp, in Whiterun’s Hold The Ritual Stone - East of Whiterun Wolfskull Cave - West of Solitude, North of the Statue to Meridia You can easily use just any magical hood you can find from fallen wizards or purchasable from the Court
Wizards. They can assist you in keeping your magicka high and spell-casting abilities more powerful. However, there are some eccentric options to weigh as well. When I think of a necromancer, the main aspect I think of is raising the dead. Vokun gets my vote, as the mask helps reduce the cost of your conjuration spells. Another decent option is
Nahkriin. This reduces the cost of your Destruction spells, letting you sling more ice around more liberally. You don’t want anything too armory as a necromancer, which is why I suggest continuing to focus on apparel that will empower your magical skills further. The best options are to get a matching pair of Necromancer Boots or settle for Boots of
Conjuration or Boots of Destruction. You'll find the Necromancer Boots right in the same place as the robes and other boots from the Court Wizard or if you attend the College of Winterhold. I know, this is kind of boring. However, considering that Conjuration and Destruction are your two primary sources of damage, you need to lower the magicka
cost as much as possible. The Ring of Conjuration and the Ring of Destruction can do that for you. Plus, they’re easier to find in the world. You can purchase them at some Apparel shops around the world or from Court Wizards. Another unique option is Azhidal’s Ring of Necromancy. This ring is kinda weird. It causes your reanimated minions to
explode for 50 frost damage and die when they take damage. So, you're kinda turning your zombie into a walking ice bomb. You can find it in Kolbjorn Barrow in Solstheim during the “Unearthed” quest if you have the Dragonborn DLC. The Necromancer Amulet is not an amazing amulet, but I had to include it because it shares the same name as our
build. It benefits you in the two most important areas — magicka and lowering Conjuration costs. The slower stamina regen may get irritating, but only during long sprints. Besides, it makes sense that necromancers wouldn’t recover stamina all that fast. You’re a mage who (in general) is in worse shape than both rogues and warriors. It’s always a
good idea to activate a Standing Stone, no matter what character you build. The Ritual Stone is the best option for the necromancer build. It’s awesome for two reasons: It allows you to raise an unlimited number of zombies- it’s only limited by how far apart you are from the corpses. The corpses don’t disintegrate when they die. Another fun fact is
you can reanimate just about anything except dragons and skeletons. So even though you can’t normally reanimate that giant or mammoth — the Ritual Stone makes it possible. Image via Skyrim Official Wiki The Ritual Stone is East of Whiterun, between Whiterun and the Valtheim Towers. If you're already looking for some Necromancer Robes, you
can kill two crows with one stone by heading there. There are usually two necromancers guarding the spot from which you can take gear and then activate it. I’ve read mixed opinions on this. On the one hand, vampires in Skyrim Special Edition have particular abilities that make sense for necromancers. On the other hand, necromancers control the
undead, and vampires are undead. You would think they wouldn’t get along all that well since the necromancers tend to control the vampire’s brethren. My thought? Vampires are much, much smarter and more powerful than zombies, draugr, and skeletons. They aren’t even in the same ballpark. So vampires see those weaker forms of the undead the
same way a necromancer would — as slaves to do the bidding of the more powerful life form. Image via Skyrim Official Wiki If you agree, go find a vampire nest and catch yourself some Sanguinare Vampiris. You can find some vampires in these locations: Bloodlet Throne - Southwest of Helgen Broken Fang Cave - West by northwest of Sleeping Tree
Camp, South-southwest of Swindler’s Den Haemar’s Shame - East of Helgen Mara’s Eye Den - Southwest of Windhelm Moldering Ruins - West of Rorikstead, Southeast of Bleakwind Bluff Movarth’s Lair - North of Morthal Once you contract the disease, let it evolve and turn you into a vampire. Then, have fun terrorizing the world as both a
necromancer and a vampire! This is something else up for debate. Following on the vampire discussion, we realize that vampires and necromancers can get along. But should a necromancer take along another mage, like Serana, as their follower? While you could settle for just about any follower, Serana is one of the most popular and powerful
followers you can get. She also understands the dark side of life and won’t worry about it. Sure, it’d be nice to have a follower who tanks for you during some battles. But since both yourself and Serana will be summoning undead creatures, you probably don’t have to worry about it too much. You can get Serena as a follower by following the
Dawnguard DLC main questline and siding with her. This is just an idea of how to build a pure necromancer, which is one of the best ways (in my opinion) to scour Tamriel. However, mix up some gear or spells to find what works best for you. You could also add in some mods to make things more interesting, like some better zombie mods. If you want
more sweet builds, check out GameSkinny’s Skyrim hub and follow along with our other guides, like how to become a Werewolf or the best weapons to dual-wield! GameSkinny is supported by our audience. When you purchase through links on our site, we may earn a small affiliate commission. Learn more about our Affiliate Policy "You have not
heard the horrible, sad tale? Of ... of ... well I do not dare speak his names, for he goes by many ..... No one remembers his real name. Most do not even know where he hails from. What little we do know are stories of a simple family man who lived a simple life. Farmer, trader, and not one for venturing away from his home. But who would venture out
when you have everything you need? A warm house, a strong, growing son, and a loving wife. The stories tell of his complete devotion to his wife. She was his meaning for living and his meaning to work hard, to provide for his family. But some stories do not end well at all... Both his wife and son were stricken with disease. An unknown ailment that
proved to be fatal... One could not imagine the grief of losing his one meaning for living and his own son. So a journey began to search for the secret to life. He began searching for magics he had heard rumors of, magics that could maybe, just maybe bring his wife and son back to him. The journey brought the man to Skyrim, a land of ancient
knowledge and power that had potential to bring his family back to the land of the living. Anger, grief, and a righteous greed to regain what he had lost. He had made his way to a mysterious stone. It was said that once touched, the stone granted the person with "dark" gifts. A gift that was rumored to raise the dead to once again walk among the
living. A darkness was said to fall over the man, which made him forget. Forgetting his family, forgetting his wife, and forgetting his purpose, the man had but been taken by the darkness ... he had been taken by The Ritual Stone ... The Necromancer Sure, we have all seen masters of the undead. Different character builds that dabble in necromancy
and raising corpses to destroy enemies. I even took a crack at trying my own version of an evil, undead monster The Fearmonger. This is more of a traditional look at what a necromancer is all about: raising the dead as well as decaying the mind and body. Using a "trick" I have experimented with before, I have created a character concept that can
adapt his undead army to his liking, always changing the powerful possibilities of combat using undead minions ... and extremely strong minions, too! This character class and concept is probably one of my favorites. Raising and controlling the undead is a very satisfying aspect of any game that includes it, and Skyrim is no different. The one limiting
aspect of a Skyrim necromancer is that you cannot raise permanent undead minions until you reach 100 in Conjuration. Until then, you can raise humanoids and animals alike for a limited amount of time (60 and 120s). Another downside is that when these minions "time out" they will turn to ash, rendering that corpse useless. That is where a certain
item and certain standing stone come into play. The Aetherial Crown. Unmatched in it's power when applied to a necromancer! The Aetherial Crown allows the wearer to have TWO standing stones active at once: one stone that is applied to the player and one stone that is applied to the crown itself. With this in mind, the player is able to store The
Ritual Stone in the crown itself which can be manipulated for immense amounts of power. The crown can be un-equipped and re-equipped (nothing new as it is a known trick) in order for the Ritual Stone's power to be usable again and again and again ... a proper way to play a necromancer! Build Race: Breton Vampire Standing Stones: The Serpent
and The Ritual Major Skills: Conjuration, Illusion, Alchemy Minor Skills: Restoration, Enchanting, Sneak Dragon Shouts: Drain Vitality, Marked for Death, Soul Tear Vampirism: No use of vampire lord form Gear Head: Aetherial Crown/Shrouded Hood Chest: Mourner's Clothes* Feet: Vampire Boots Hands: Vampire Gauntlets Weapon: Dagger (Elven-
Ebony) Stats: M/H/S - 4/0/1 *You are in mourning for the loss of our family and wear the blackened clothes to show your despair. I have always loved this outfit and this build and RP is a perfect fit for it. Before getting into the choice of perk trees, I want to let you know that is not some destruction-spell slinging, totally evil lord of darkness.
Destruction and ice spells have been linked with necromancers for a long time and I just don't understand it. As a necromancer, you instead are the master of the mind and decay, capable of infecting your enemies thoughts as well as dishing out slow acting poisons through spells and powerful potions. Every necromancer I have seen is this all
powerful, unbeatable dark force of death. Necromancy is normally frowned upon, yes, but this is not some invincible devil build. I will admit, once things get going, you will be trucking through just about every fight and it is AWESOME, but I have not added one stat point into health. In gaining dark gifts, you are weak and feeble. You have your magic
and your mind to do the muscle work! Skills and Perks Conjuration: The mainstay of any necromancer build, so this choice goes without saying. This skill tree allows for cutting down on conjuration costs, longer undead summon durations, a big +100 health boost to raised undead, and the ability to raise two undead minions at once. Illusion: The
necromancer is a master of the mind. Along with the obvious choice of conjuration, illusion is quite possibly even more important as you will read in the gameplay section. This skill allows the necromancer to frenzy your enemies to provide corpses for his needs, creating chaos and keeping enemy weapons away from your feeble frame and low health.
Illusion also allows for insane amount of health boosts to your minions. Alchemy: Necromancer's are agents of decay. You take from the world of the living, plucking living things from the earth and gather ingredients to mix into powerful, debilitating poisons. Strong poisons combined with the concentrated poison perk allows for two, quick dagger
strikes as a last resort when in a tough battle. Paralyze and weakness to poison potions are invaluable when a strong-armed bandit is charging you without minions to help in your defense. Restoration: The magic school of restoration has many uses: healing oneself, regenerating magicka and stamina, as well as the all power perk Necromage, which
allows our undead selves to have boosted spell effects! This magic school also has the new fun Poison Rune spell which enhances the necromancer's power to eat away at living flesh from afar. Enchanting: Necromancer's are masters of enchanting. Using the trapped souls of slain enemies, you can imbue your apparel and weapons with powerful
enchantments. Some notable enchantments: Dagger - Paralysis + Soul Trap Apparel - Fortify Illusion, Alchemy, and Conjuration Others - Magicka Regen, Fortify Restoration, Magicka Resists Sneak: Having never really needed to sneak passed many enemies, this skill is great with only one perk investment. Since you are wearing clothes for the most
part, enemies will have a hard time hearing you, especially with a silent casted muffle spell. Sneaking proves beneficial early on when your illusion spells cannot meddle with the undead yet and you need to be away from danger. (Destruction:) This school is only useful for one perk: Rune Master. The Poison Rune spell is extremely helpful from afar, as
the poison damage stacks each time, so having the rune master perk allows for casting it 5x further away keeping you at a safe distance. I only used trainers to level destruction enough to attain this perk. Full perk spread here 1vl50: Here Gameplay This is where the fun begins! This character concept began with a simple concept stacked on upon a
very common play style: boosting your undead minions. Illusion spells: Courage, Rally, and Call to Arms stack. Yes, their effects stack. I am sure many people knew this, but this opens up extreme potential for an undead army. Courage: Boosts target's health and stamina by 25 for 60s. Rally: Boosts target's health and stamina by 25 in small AoE radius
for 60s. Call to Arms: Boosts target's combat skills, health, and stamina by 25 in large AoE radius for 10 minutes. What can all of these spells casted together achieve? We have to look at some of the math. Given that each of these spells boosts health and stamina as well as One Handed, Two Handed, and Archery for CTA by 25 points: Animage boost
to 33 - animals only Kindred Mage boost to 35 - humanoids only Vampirism (Champion of the Night) boost by 25% This would yield 41/43 (animals/humanoids) to health/stamina as well as combat skills for Call to Arms. PLUS: Necromage boost by 25% on undead Fortify Illusion potions boost by ???% (anywhere from 100%-130% normally) All of this
together means, that after taking the Master of the Mind perk, you are able to boost your undead minions by +300 health and stamina as well as +100 to combat skills!! Stack these effects with the capabilities of raising as many undead minions as you want, and you have some of the most powerful undead fighters capable of pillaging, decimating, and
absolutely tanking anything in the game. Of course, you could enchant and abuse alchemy to have insane Fortify Illusion potions to go beyond reasonable amounts of undead boosting. It is an obvious note to know that you need the Master of the Mind perk to boost your minions! 100 illusion is easy to come by through training and just constant use
against enemies. Is this all necessary? Yes. The Necromancer also utilizes Poison Runes from afar and a highly poisoning and paralyzing dagger when enemies get close. It is invaluable to have your disposable minions last as long as possible in a fight. But who to raise? How should a necromancer go about choosing who is fighting for him, given that
the Ritual Stone is capable of raising even mammoths, giants, and many, many others? Let's take a look at some of my favorites: Army of Darkness Vampires: My all-time favorite undead army crew. These spell-slinging, undead masters are insanely powerful. Capable of powerful melee strikes and devastating spells from afar, these are your top choice
to your undead army. These blood sucking demons are also capable of draining the enemies health while also raising undead of their own, expanding your armies to large numbers which make for extremely epic battles! With both strong close quarters combat and ranged combat, look no further for a better undead soldier. Being the vampire leader of
6+ vampires is very satisfying and your ultimate goal for this character. Orcs: After destroying an Orc stronghold, I decided to adapt my army to a crew of orc warriors. I did not look back for a LONG time. After boosting these berserkers with +300 health and over 100 in one handed and two handed, it was never a question of victory. Two handed
battle axes were cleaving our way through the land and nothing stood a chance! Absolute power! Alik'r: These master swordsman prove to be a great wrecking crew. Having been a big of Mason's Alik'r build, it is like having 5-6 of them following you around all the time and having immense amounts of health and one handed skill! These agile warriors
lack the armor rating of other minions, but the added health and stamina will keep them alive and power attacking through anything you come across. It is wise to note that when crossing into a new area and going through a loading screen, you might lose a few of your undead minions when utilizing the Ritual Stone. These Alik'r are in a dungeon
cave, so when exiting, I find it easier to move forward immediately to allow everything to load behind you. Draugr: If you want to feel like a Grade A badass, Draugr are the way to go. All the way up to Deathlords, you can raise the countless undead already in the dungeons underground to do your bidding. Insane amounts of health and damage, these
are a notable choice for a wrecking crew beyond belief. Fight fire with fire when in that tough dungeon you just can't finish because of that really tough end boss. These guys give a true sense to a zombie army ... but they just happen to be armed with ancient weapons that deal massive amounts of damage. The Other Combatants... Diverse Wildlife
Saber cats: Extremely deadly up close and fast enough to close the gap between enemies. Giants: Walking tanks with giant clubs ... 'nuff said! Wolves: Effective in large packs, possible rockjoint to enemies. Mammoths: Well ... you just NEED to try this one out for yourself! Chaurus: Insane amounts of poison damage, a fitting damage for a
necromancer. Deer/Elk: Ben C thought this was an effective method, and it surprisingly is! A large herd of elk or deer can be quite cumbersome for enemies. Trolls: Raise a couple of these manic bad boys and you will give your enemies a fight they will never forget! Humanoid Minions Forsworn: Both melee and ranged capabilities, powerful dual
wielding attacks. Imperials/Stormcloaks: Pick a side, then raise your army! Strong melee and ranged minions. Afflicted: Spitting poison damage? Great choice for a necromancer. Bandits: Very common, powerful in great numbers. Hunters: Great ranged attackers and marksman! Falmer: Strong poison attacks, both ranged and melee.
Necromancers: More undead summons, frost spells. Mages: Fantastic ranged magic attacks, flesh spells boost armor, weak against melee attackers. Conjurers: Like vampires, these minions can raise their own minions, creating vast armies at your disposal. There are of course many, many, other specialized choices for a necromancer to raise or any
combination of these listed for maximum effectiveness. A wise tactic is to choose both heavy armored/high HP melee attackers combined with powerful ranged attackers for war-like situations. Some great combinations include saber cats and hunters, giants and mages, and vampires and draugr. I implore anyone to give the Aetherial Crown power a
try when combined with the Ritual Stone. This character class is HIGHLY adaptable to any playstyle given the almost infinite army possibilities. If you want to be a mammoth wrangler (Ben C TM), then you can. If you want to be an absolute disease that wipes out everything in existence, then raise vampires. Hope you enjoy a somewhat common
playstyle and roleplay, just with a few twists! There are a few great necromancer builds on the site, but there are no "pure" necromancers who rely only on raising the dead. This is your choice if you go down the path of darkness. This is my 20th character build, so I thought I would go back to my roots of undead. Name: Sauron Race: Breton (In game
actual race is Maia)Gender: Male Homeland: Mundus Birth: Dawn Era Class: Necromancer Factions: Dark Brotherhood, Theives Guild, Vohkihar VampiresMods: I will be using "The Sauron Armor Mod" that adds his armor into the game as well as other mods Backstory: Sauron was a member of a Race of beings called "The Maiar (Singler: Maia)"
created by Akatosh/Auri-El during the Dawn Era for each of the Aedra. Sauron was a Maia of Zenithor from whom he leard much in the ways of smithing which would prove useful in the creation of his ring and back then he was know as Marion. At this time, Marion seemed just as good and incorrupt as Akatosh had made him but that would soon
change. For in the God Lorkhan Marion saw the power to achieve his own goals and power. He then presented himself to Lorkhan and he was named his Lutenitent. From then on Marion was known as "Sauron" meaning "The Abhorred" and became the Missing God's greatest servant. However, Lorkhan soon had his heart torn out and was defeated.
Sauron than seemingly repented, but he was called back to the Adrea and was to be tried for his war crimes. So Sauron fled to Nirn, to Aldmeris. There he met the local Aldmer Population and lived under the alias of "Annatar, Lord of Gifts" where he took on a fair form. Throughout the beinging of the Mythic Era Sauron was able to to persuade the
Aldmer To Worship Lorkhan (And his plan was to eventually have them worship him.) This lasted for Centuries until Akatosh finally decided enough was enough, he then sent the Aldmer that remained faithful on ships to Tamriel before flooding the continent. But Sauron foresaw the incoming danger and he too fled to Tamriel. For years after that
Sauron lived in the Forest of Murkwood in Black Marsh, at the fortress of Dol Goldur and he became known as "The Necromancer" and he was the greatest of his time before Manimarco. Here he continued to build up his strength, and he created an army of Orcs, and foal creatures such Goblins, Orges, Trolls, and other foal creatures as well as
undead that he got from all across Tamriel. But the greatest of his servants were "The Nazgul" Undead Kings of Aldmeris that Sauron took with him to Tamriel. And around the same time as the Atmoran War against the Falmer he invaded the lands of the Alyeids in which became known as "The War of the Mer and Sauron" Which has long since been
forgotten. Sauron knew however that he could not defeat the Alyieds, not by strength of arms anyway. So he went to Red Mountain and foraged himself a Magic Ring that would almost certainly mean victory. But sometime he lost it and its current whereabouts are still unknown. But because he lost the Ring he was defeated and slain. But since the
Ring was still around he would later return in the 4th Era, 180 in the area of the Jearl Mountains where he built up another army, and marched it down the mountains into Skyrim. But the army ended up getting destroyed by an avalanche and he hiked all the way down the mountain himself before being knocked out and awaking on the cart to Helgen.
Now after his escape he plans on once again trying to take over Nirn, starting with the guilds....More Info:"You can not hide, I see you! There is no life in the Void... only... death."~SauronSkills to improve on:Conjuration Illusion Destruction Equipment: Sauron wears steal armour with a spiky helmet that resembles a skull and He fights with an Orcish
Mace Would you like to have more of a necromancer feeling without deviating too much from the vanilla game? This mod adds some useful passives and spells, as well as a small randomly generated quest in order to become a Dragon Priest because, let's face it, a dragon priest is the closest to a Lich in Skyrim. Requirements Unofficial Skyrim Special
Edition Patch SKSE It is required to identify the maximum health of the player with buffs at the start of the ritual process. A different version is available so that SKSE is not required. However, the maximum HP considered during the ritual process will not reflect buffs. Permissions and credits Credits and distribution permission Other user's assets
All the assets in this file belong to the author, or are from free-to-use modder's resources Upload permission You are not allowed to upload this file to other sites under any circumstances Modification permission You are allowed to modify my files and release bug fixes or improve on the features so long as you credit me as the original creator
Conversion permission You are not allowed to convert this file to work on other games under any circumstances Asset use permission You are allowed to use the assets in this file without permission as long as you credit me Asset use permission in mods/files that are being sold You are not allowed to use assets from this file in any mods/files that are
being sold, for money, on Steam Workshop or other platforms Asset use permission in mods/files that earn donation points You must get permission to earn Donation Points for your mods if they use my assets In the Miscellaneous section, you will find the Krita files of the Tome of Unlife based on the original version available within the Oblivion game.
Feel free to use it, but please provide credits to where you obtained it. This author has not credited anyone else in this file Please log in to find out whether this mod is receiving Donation Points Translations Mandarin Author:Gyfy-Xew Necromancy Spells Pack - CHS Portuguese Author:Revenge Revan - MODS DUVIDOSOS Necromancy Spells Pack -
Traducao PTBR Changelogs Aligned the conditions underlying the spell "Expel Undead" with the spell "Banish Undead" from the Necromantic Grimoire mod (Creation Club). Made the perk Dark Souls compatible with the Dragon Priest's equivalent passive (now they stack together). Following the suggestion from user ziher, I have changed one script
so that the mod detects accurately the gender of the corpse being converted into a draugr. The plugin itself remains unchanged, and only the .bsa was changed (it is safe to update). Accidently, the plugin I uploaded in version 1.2 was not in a ESL format. I apologise for any inconvenience. Corrected the Dragon Priest Staves that you can conjure so
they do not get saved in your inventory. Changed the health requirement in the code to properly reflect the one in the quest stage description (that is, that health can also be equal to 20% of the HP). An alternative version of the .bsa is provided as an optional file. This .bsa does not have any code related with SKSE. However, as a consequence, the

maximum HP considered for the Dragon Priest ritual is the HP without buffs. Donations Straight donations accepted Necromancy Spells Pack=====================================================================Authors: esuriddickStatus: This mod is
F]n]shed=====================================================================O Index=====================================================================]_‘ Featuresz‘ Requirements3. Installation4. Compatlbﬂltys
Q&A=====================================================================1 Features::::::::=============================================================The plugln ls ﬂagged as "ESL" and 1ts extension ls ".esp"’ SO that you can place lt Wherever you Want ln your

mods load list.All the spells added to the game are obtainable just like their equivalent ones in the vanilla game, based on their level of expertise and corresponding vendors. In addition, they all benefit from the perks that reduce the cost of the spells according to their rank.Despite Necromancy being legal, the body and soul are still seen as sacred
and some spells will be treated as an assault. These spells are coloured in orange.Necromancy Knowledge (Novice)When you learn this spell, you gain a new passive that allows you to harvest the life force from fresh corpses. Whenever you desecrate a corpse, your maximum Magicka is permanently increased by 4pts up to a maximum of 100pts. In
order to desecrate a corpse, you will also need to have a scalpel (one of the specific Embalming Tools).In order to run the animation properly, there is a small interval between pressing to start to desecrate and actually desecrating. If you sheathe your weapon(s) and spell(s), it will be faster.Create a Draugr* (Apprentice)Allows you to create a scroll to
conjure a draugr for a day from a desecrated corpse. You must place a filled Soul Gem within the desecrated corpse before casting the spell. The draugr you obtain will vary according to the Soul Gem within the inventory as follows:* Petty Soul Gem - Draugre Lesser Soul Gem - Restless Draugr * Common Soul Gem - Draugr Wighte Greater Soul Gem
- Draugr Scourge* Grand Soul Gem - Draugr Deathlorde Black Soul Gem - Draugr Deathlord (carries Ebony gear)All draugrs are randomly generated. The corpse's gender will determine whether the draugr is female or male as well.Lifelink** (Adept)When learnt, this spell is a passive added to the player. It works similarly to the Konahrik's Privilege.



When the player is below 15% of its maximum health, if any of the conjured draugrs are alive, they will be sacrificed and the player will be healed for 50pts (150pts if the player has the perk Dark Souls) per draugr (unfortunately, only if both draugrs are of different type and/or gender will they count separately). These values are equivalent to a
normal Healing Potion (or a Potion of Extreme Healing if the player has the perk Dark Souls), as can be seen HERE.Become Ethereal*** (Adept)Allows you to temporarily (10 seconds) transverse your body to another realm. As with the shout Become Ethereal, you become invulnerable but unable to attack for the duration of it. However, you still
recover Magicka and Stamina. Useful for when you need to cast a ritual spell and need some time, or to simply let your minions do the work for you... You cannot refresh the spell by casting it while already Ethereal. Command Undead*** (Expert)Allows you to turn into allies all undeads up to level 25 around you for 2 minutes. This works similarly to
Command Animal.Expel Undead (Expert)Allows you to turn to dust very powerful undead creatures up to level 30.Teleport to Soul Cairn (Expert)Allows you go into the Soul Cairn (useful if you also use the Reusable Lightning Attractors mod to make Black Soul Gems). While in the Soul Cairn, casting the spell will return you to your original
location.ALWAYS USE THE SPELL FIRST OUTSIDE OF SOUL CAIRN, unless you want to get stuck in the void...Become a Dragon Priest (Master)Once you have completed the Conjuration Ritual Spell quest, you will be able to purchase from Phinis Gestor a book called "Tome of Unlife". Upon reading it, you will understand the meaning of the symbols,
and with the help of the notes written in it, you identify a process that will allow you to obtain the power of Dragon Priests. However, you must first obtain two key ingredients: i) a Powered Up Black Soul Gem; and ii) the Blood of an Immortal. These items will be created in random locations and quest objectives will guide you towards each one of
them.When you have acquired both items, before drinking the Blood of an Immortal, be sure that: i) you have two draugr deathlords (one male and one female); and ii) your HP is below or equal to 20% of your maximum HP (including buffs for the SKSE version).When you have completed the ritual, you will gain access to the following spells and
abilities:* Bound Dragon Priest Staff (Spell) - Allows you to conjure a Dragon Priest Staff on your right hand (the Mystic version has 50% more charges). By default, this staff is of the fire element, but you may change it by writting in console set aaaStaffElement to XX, where "XX" can be either: i) 0 (Fire); ii) 1 (Lightning); or iii) 2 (Frost);* Fire Stream
(Spell) - A fire stream that deals a massive amount of damage to Health (it is affected by perks).s Frost Stream (Spell) - A frost stream that deals a significant amount of damage to Health and Stamina for 5 seconds. (it is affected by perks).* Dragon Priest Power (Passive) - Reanimated bodies or summoned undeads last twice as long and you
regenerate Magicka 100% faster. Reanimated undead have 100 points more Health (this also affects the draugrs that you create);* Dragon Priest Aura (Passive) - Intimidation attempts are 50% more successful, but the (buying and selling) prices are 20% worse. In addition, you are immune to poisons and diseases, and can breathe underwater.*

Benefits from the perks Necromancy, Dark Souls, and Twin Souls.** Benefits from the perks Dark Souls and Respite (Restoration perk tree).*** Benefits from the perk Dual Casting (Conjuration perk tree). ================================-=====s========s====s==s===============2,
Requirements=====================================================================- SKyrim Special Edition.- SKSE (a version of the mod is available so it is not required. However, be warned that the ritual process will consider only the maximum HP without buffs if you are using that alternative
Version)=====================================================================3. Installatjon::::::===============================================================Either use you]:‘ favourite mod manager’ or extract the ‘esp and _bsa fﬂes to the Data fOldeI', and enable
the mod.===================s=s=s=s=ss==s=s=ss==ssss=sssss=sssssssssss=sssss==s============4, Compatibility==========s===s=ss=s=ss=ss=ssssssssssssssssssssssssssssssss=ss==s==============[ncompatibilities may arise from mods that:* Change animations - if your sheating animation takes

longer than the vanilla one, the desecrate corpse animation may not run properly. However, the spell itself and everything else will work. It would be simply a visual bug.* Change vanilla perks - As indicated above, these spells benefit from several vanilla conjuration perks in order to make it as immersive as possible. Even without the perks, the spells
should be acceptable.* Changes to draugrs leveled character lists - the draugrs are randomly spawned from these lists available in the vanilla game.» Changes to Soul Cairn's markers - modders tend to keep these unchanged, but just leaving the note here.* As of version 1.5, the perk "Dark Souls" was slightly changed due to the bug reported named
"The perk Dark Souls and the Dragon Priest health buff to reanimated undead are not stacking!".=====================================================================)5, Q&A=====================================================================Why did you decide
to make this mod?I wanted to make a playthrough similar to a Death Knight and wanted more utility from the Necromancy side of the game.Why are no spells from this mod appearing at the corresponding vendors?Please be sure to make a bashed patch (with Wrye Bash for instance), in order for the levelled lists from all your mods to be merged.Why
did you not make a master spell to raise all the undead around you?I did not think it would fit well, but fortunately there is a mod for that: Army of the Damned.Is it possible to make the draugr emerge from the ground?Despite my efforts, I was not able to make only these draugr emerge from the ground, but there is a mod that allows all undead
summons to emerge from the ground: Undead summons emerge from the ground. It is compatible with this mod.Is this mod flagged as ESL?Yes.Did you scan for dirty edits?Yes, I used SSEEdit 4.0.3. In The Elder Scrolls V: Skyrim, necromancy is a complex and feared magic. As a necromancer, you can talk to the dead, summon spirits, and bring
bodies back to life. This guide will show you the best spells and tactics to master necromancy in Skyrim. Key Takeaways Skyrim has many necromancy spells and abilities for players to learn. Investing in the Conjuration skill tree is key for a strong undead army. Skills like Restoration, Alteration, and Illusion can boost your necromancer play. Unique
items like the Necromantic Grimoire and Necromantic Robes can be found by exploring and progressing. Skyrim’s necromancy system offers a deep and engaging roleplaying experience for those who delve into the dark arts. What is Necromancy in Skyrim? Necromancy in Skyrim lets you bring the dead back to life. As a necromancer, you’ll focus on
the Conjuration skill tree. This means investing in perks to raise and control undead minions. You won’t cast spells often, but maxing out Conjuration perks is key. Ignore perks for Apprentice, Expert, and Master spell Magicka reduction. The Necromage perk is vital. It boosts the level of all dead enemies you reanimate. This includes NPCs with the
Dead Thrall spell. Skills like Restoration, Alteration, and Illusion also help. They add support and utility to your necromancer build, making your Skyrim undead army unstoppable. Playing as a Necromancer By mastering Skyrim necromancy magic, you can become a powerful Elder Scrolls V necromancer. You'll command an army of the undead.
Whether you prefer stealth or aggression, your Draugr raising spells and Soul Trap spells will make you a force to be reckoned with in Tamriel. For a deep Skyrim necromancer roleplaying experience, try Necromancer mods Skyrim. They can boost your abilities and let you explore the best Skyrim best necromancer spells. With the right strategy, you
can lead your Skyrim undead army to victory. Skyrim best necromancer spells In Skyrim, necromancers have a wide range of spells to choose from. These spells let you control undead armies and trap souls. The Skyrim necromancy magic makes for an exciting game. Here are some top Elder Scrolls V necromancer conjuration spells to boost your
necromancy skills. Dead Thrall: The Necromancer’s Signature Spell The Dead Thrall spell is a highlight for necromancers. It lets you bring back any non-essential NPC as a loyal Skyrim undead army member. You can choose from a Draugr or a unique character like Orchendor. With a max level of 40 (or 50 with Necromage perk), Dead Thrall
showcases the best of Skyrim necromancer gameplay. The Necromantic Grimoire Creation Club Pack in Skyrim’s Anniversary Edition adds new necromancy magic spells. You get summons like the Conjure Ash Guardian and Conjure Wrathman. Each has unique abilities and strengths. Learning these spells can make your Necromancer build Skyrim
incredibly powerful. If you love Skyrim necromancer roleplaying, the Necromancer mods Skyrim offer more customization. You can summon Draugr raising spells or use Soul Trap spells to trap souls. The choices are endless for a dedicated necromancer in Tamriel. Conclusion Skyrim’s necromancy system lets you build a powerful undead army. You
can make NPCs undead forever with the Dead Thrall spell. This is the top skill for necromancers. By learning Conjuration, Restoration, Alteration, and Illusion, you can make your undead army strong. They can withstand almost anything with the right spells and effects. Playing as a necromancer can be very engaging. You can raise skeletons and
zombies, control souls, and even become a lich. Necromancy in Skyrim is full of possibilities. Skyrim’s necromancy shows how deep and complex the game’s magic is. It invites players to explore the dark side of magic. You can choose to bring the dead back to life or control the elements. With many spells and ways to customize, being a necromancer
in Skyrim is a deep and rewarding experience. It’s perfect for those who love the mysteries of the undead. Necromancy is called black magic. It’s used to talk to the dead. You can bring back a person’s spirit or body. In Skyrim, necromancers are often seen as outcasts.To play as a necromancer, focus on Conjuration. Also, improve skills like
Restoration, Alteration, and Illusion. This helps build an undead army and master dark magic.The Skyrim Anniversary Edition adds 13 new necromancy spells. The Dead Thrall spell is the most powerful. It lets you bring back any NPC forever.When a thrall dies, they don’t turn to ash. You can even thrall special NPCs like Orchendor. He keeps his
teleport ability, making him very strong. The Dead Thrall spell can be leveled up to 40, or 50 with the Necromage perk. Source Links Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services
and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. A Novice Necromancer
firing a Frostbite spell Necromancers rely on their reanimated allies and Destruction spells in combat, and carry a leveled dagger in case of close-quarters fighting (iron, steel, orcish, dwarven, elven, glass, or an enchanted dagger of any quality from iron to Daedric). They wear a pair of boots along with necromancer robes, hooded necromancer robes,
robes of Alteration, robes of Destruction, robes of Restoration, or robes of Fortify Magicka Rate. In addition to the gear listed above, necromancers have a small chance to carry potions, poisons, soul gems (including a higher chance for black soul gems above level 20), Novice or Apprentice level spell tomes, ingredients (common, uncommon, or rare),
recipes, and a small amount of gold. On death, necromancers have a 10% chance to drop potions and poisons, and a 5% chance to drop one of the following scrolls: Master Necromancers and Arch Necromancers have the same gear as lower-level necromancers, but have a 50% chance to carry a Staff of Chain Lightning, Staff of Fireballs, or a Staff of
Ice Storms. Arch Necromancers do have the chance to carry additional soul gems. Name Level Race ID Spells Perks Novice Necromancer 1 Breton 000551b0 50 100 25 None Breton 000551b1 Dark Elf 000551b2 Dark EIf 000551b3 High EIf 000551b4 High EIf 000551b5 Imperial 000551b6 Imperial 000551b7 Apprentice Necromancer 6 Breton
000551b8 142 158 25 Breton 000551b9 Dark ElIf 000551ba Dark Elf 000551bb High EIf 000551bc High EIf 000551bd Imperial 000551be Imperial 000551bf Necromancer Adept 12 Breton 000551¢c0 192 198 25 Breton 000551c1 Dark Elf 000551c2 Dark Elf 000551c3 High EIf 000551c4 High Elf 000551¢c5 Imperial 000551¢c6 Imperial 000551c7
Necromage 19 Breton 000551¢8 275 270 25 Breton 000551c9 Dark Elf 000551ca Dark EIf 000551cb High EIf 000551cc High EIf 000551cd Imperial 000551 ce Imperial 000551 cf Ascendant Necromancer 27 Breton 000551d0 367 323 25 Breton 000551d1 Dark EIf 000551d2 Dark Elf 000551d3 High EIf 000551d4 High Elf 000551d5 Imperial 000551d6
Imperial 000551d7 Master Necromancer 36 Breton 000551d0 467 383 25 Breton 000551d1 Dark EIf 000551d2 Dark EIf 000551d3 High Elf 000551d4 High EIf 000551d5 Imperial 000551d6 Imperial 000551d7 Arch Necromancer 46 Breton 001091bb 575 500 50 High EIf 001091b5 Necromancer Bosses[edit] A Master Necromancer charging his Ice
Storm spell Apprentice Necromancer bosses have the same inventory as the lower-level necromancers listed above. Necromancer Adept, Necromage, Ascendent Necromancer and Master Necromancer bosses have the same inventory as the Master Necromancers and Arch Necromancers listed above, with the exception that Necromancer Adepts and
Necromages have a 50% chance to carry a Staff of Firebolts, Staff of Ice Spikes, or Staff of Lightning Bolts rather than a Staff of Chain Lightning, Fireballs, or Ice Storms. Name PC Level NPC Level Race ID Spells Perks Apprentice Necromancer 1612 7 Breton 000e1035 175 190 25 Breton 000e1036 High EIf 000e1037 High EIf 000e1049
Necromancer Adept 19 14 Breton 000e1039 234 261 25 Breton 000e103a High EIf 000e103b High Elf 000e103c Necromage 27 21 Breton 000e103d 317 333 25 Breton 000e103e High EIf 000e103f High EIf 000e1040 Ascendant Necromancer 36 30 Breton 000e1041 392 393 25 Breton 000e1042 High EIf 000e1043 High EIf 000e1044 Master
Necromancer 46 40 Breton 000e1045 500 410 50 Breton 000e1046 High ElIf 000e1047 High EIf 000e1048 Wolfskull Cave Necromancers[edit] These four necromancers are found accompanying the Ritual Master at Wolfskull Cave during The Man Who Cried Wolf. The group includes a Breton woman (0009655b), a Dunmer woman (000e1036), a Nord
woman (000e1037), and a Nord man (000e1049). They will have the same leveled stats as a generic necromancer of the appropriate level, but are all named "Necromancer". I would just like to say right off the bat that I know there are plenty of Ayleid builds not just on this site but plenty of others. I have not read any of them so I am just letting you
know I am not directly ripping anyone off, I was just watching a Read more... Started by Dwemerdude5059 My name is Isilrun. I am known as the Tainted. I was born a Breton, just off the coast of High Rock. I was the original Aedric Knight, before being outcast Read more... (Porting this over from
Vault to add pics, and yes, I'm Terran) They mocked me... Ridiculed me... Exiled me... Too dangerous... Too horrible to consider... Too many deaths... No meaningful progress... ....... I found the key... I will show them... I will save Read more... Started by SoundofMadness Hollowjack is the daedra Lord of Mortal Fears and ruler of the demi-plane
Detritus. When men and mer pray to their gods for help or mercy, he drains power from their fear, with whispers through his long, sharp teeth. With his words, he strikes fear i Read more... Recommended mods for this build: Racemenu (it will allow you a lot of madness in terms of character editor) Heart Breaker- Enhanced Blood- Deadly mutilation
(beware, this mod has many incompatibilities with certain models of body and armor from other mod Read more... Surprise! After what has seem like forever, I finally got the chance to return to Skyrim and finish a build that has been laying around for months now. This is a twist on my favorite class in The Elder Scrolls universe: the Sorcerer.
Because of some Read more... Welcome to Hainesy and I’s second collaboration. The first one went over very well, winning the second character building contest, so we thought it only right to use our rewards from that and create another collaboration. The ideas of our previous bu Read more... “There’s something so beautiful about the swirling
green hues of this toxin, isn’t there? How such deadliness can be held in but a small glass prison? It’s almost mesmerizing. Yes yes, I can see the fear evident behind your eyes. You need not worry, Read more... Backstory : "Marion no ! » the reverberation of her voice in her coffin woke up Selena Vitalli. Always the same nightmare, the moment when
the darkness came inside her heart. The loss of her partner and the fall of the Hall of Vigilants, all these th Read more... The argonian walked into the bandit encampment, their swords and axes out as he suspected. He was being lead in through the wooden gates; his hands bound by rope. In front of them all he saw a man covered shoulder to toe in
steel armor, the argonian, Read more... The Bandit Chief looked up from his grindstone, alarmed by the sudden commotion at the door. One of his subordinates rushed into the room, panting heavily. "Sir," the bandit wheezed, "there's -- he's -- they're all --" "For the Divines' sake, spit it 0 Read more... Greetings fellow Forge connoisseurs and thank you
for checking out my very first build for the Skyforge. Coming up with the build recipe was simple, cram all my favourite skills from Skyrim in a blender and observe the mushy contents. The result was Read more... Started by SecondHandGamer If you love raising your minions, buffing them up and becoming a Lich, while having a low AR, you are in
the exact place. This build was created by the help of Relycs (mainly for the Gameplay and the Ritual). I am proud to present to you Lazareth the Read more... Ancient tales tell of a mutinous first mate and the successful ousting of his captain, spurred by greed and petty spite. Ancient tales tell of a glorious treasure found on an isle that can only be
found by those who already know where it is. Ancient Read more... Greetings, sera. Blackblood here, and if you've played Skyrim as much as I have you've likely dabbled in Necromancy at least once or twice in your playthroughs. It's not easy to create a pure necromancer though, but thanks to the perks foun Read more... Started by Skull-
Blackblood The Twilight of Meridia If you love unorthodox demon hunters, then you are definitely in the right place! We, the Teejiokno Noodlelords (Teej, Chris Diokno, Noodles and Bonelord), are proud to present you The Twilight of Meridia: a 0% magicka rege Read more... Greetings and salutations everypony, to my latest build, my contribution to
the lovely Secret Santa Build Event, and, as he was the name I was assigned, a gift for Ramses. Merry Christmas dude! Ramses wanted a build based on the Krampus, so give a da Read more... Please, subscribe to get an access.



