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Preface

Requiemn started as a personal project to turn SKyrim into a more realistic, internally consistent roleplaying
experience... and it has grown greatly ever since. Built and developed by a small team of dedicated modders,
writers and testers - the Requiem Dungeon Masters - Requiem is the result of several thousand hours of
continual development and refinement.

This mod changes nearly every aspect of the vanilla game, including basic gameplay concepts such as com-
bat, magic and player statistics, rebalances items across the game world, introduces interface and aesthetic
treatments, and so much more. Perhaps most importantly, it also completely delevels the game world’s
challenges and rewards. Taken as a whole, Requiem creates a vastly different playing experience compared
to vanilla SKyrim - it encourages more intelligent, tactical play, allows for creative, emergent game styles,
and gives the player a much more enriching and rewarding path of character growth inside the game world.

A few things worth mentioning up front: One, Requiem requires a new game - the changes made by
Requiem are far too extensive to apply to an existing save file. Two, the lack of modular .esps is intended,
and the whole mod consists of a single .esp. This ensures that everything in the game intertwines correctly,
that everything fits perfectly together as intended. And three, while the mod is not modular, Requiem

features several user-requested options found in the Mod Configuration Menu. You can learn more about
them in the readme. But we imagine that if you only wanted a few aspects of what Requiem does, it's
likely that you 'd probably use a smaller mod pacKage in the first place!

There are a few common misconceptions about Requiem. It is not intended to serve as a difficulty mod,
or to turn SKyrim into a hardcore-only experience. That being said, Requiem does increase the difficulty

greatly compared to vanilla. However, compared to simply changing the difficulty setting to maKe enemies
deal more damage and be harder to Kill, Requiem’s extensive changes are designed to make the game world
more dangerous, in a logical and immersive fashion.

This distinction between "harder” and "more dangerous” is the Key to Requiem's magic - the end result
is a more organic, believable world that boosts immersion by providing challenges that your character can
only overcome by growing in power and adapting to encounters in real time.

Here are a few examples of how you might experience Requiem’s design goals in action during your
play-through:

New adventurers lacK the sKill and equipment to tacKle the dangers of SKyrim. During early levels, a
lack of healthy fear and preparation will quicKly result in death. Even as you grow in experience, combat
will always remain deadly, as a sword or arrow in the gut is a death sentence without some measure of
protection.



Properly trained and equipped warriors can smash through enemy lines and shrug off flying arrows, but
powerful mages can incinerate them from afar. Meanwhile, sneaky rogue- or ranger-type characters may
be able to move with stealth and Kill an unarmored mage with a well-aimed strike. This rocK-paper-scissors
approach to combat encourages flexible tactics and smart play - but rest assured, there are always multiple
options available to you to fight and thrive in Requiem’s version of SKyrim.

Powerful foes may seem unbeatable at first, but they will fall when confronted with clever planning and
strategy, giving access to items of incredible power. Items of all sorts are balanced to match the challenges
required to claim them, even if you have to wrestle them from the cold, dead hands of their previous owners!

Non-combat skills are heavily reworked, to bring balance, immersion and tangible character growth to
crafting, trading, inventory management and even your mastery of the Voice.

However, Requiem's mission and resulting gameplay changes are not suited for the average player who
simply wants to explore vanilla SKyrim and then be done with it. Requiem's world is dangerous and deadly
for the unprepared and unsKilled. Requiem requires patience, planning and a willingness to invest time in
growing your character from a humble adventurer into a true savior of Tamriel. One of the most important
things to remember about your character in Requiem is that you are defined by your perks, as sKills primarily
allow you to unlock perks, but affect little else. Invest your perks into the character you want to play, not
the character you think you should play.

Much of our inspiration for Requiem came from older titles like previous Elder Scrolls Titles (mainly
Morrowind and Daggerfall), Gothic, Deus Ex, Baldur’s Gate, Icewind Dale, Planescape: Torment and so
on. You might also see bits of the Witcher series or even Dark Souls, too. But just as importantly, we also
looKed to traditional pen-and-paper roleplaying games for ideas on how to build the world, give players
more freedom and inject a sense of realism into our vision for SKyrim.

Remember, all this began with a personal project that was built to be shared with liKe-minded individuals
who enjoy an immersive and challenging roleplaying experience. We have tried to create something unique,
and we aren’t doing this for fame, money or popularity. We love this game, and want to share the joy we
found in working, improving and building upon an existing piece of art. ThanKks to everyone for your
feedbacKk, bug reports, criticism, suggestions and comments. Now get out there and save Tamriel!



About this Document

This manual is designed with digital use in mind and therefore features a high degree of cross-references.
All document-internal links , while external links into the internet are
. Emphasized names like Requiem - The Roleplaying Overhaul

are hyperlinKed references to mods. Each of these links will bring you directly to the bibliography at the
end of the document, a comprehensive list of all the mods cited in this document, including their (nexus)
weblink. Xarrian  on the other hand is a reference to a specific modder and will you redirect you to another
section of the bibliography, where you find references to all his work included in Requiem and a link to his
Nexus profile, where you can browse all the work made by this author.

Please note that this manual is a work in progress and therefore incomplete. If the topic of your interest
is not yet covered by this manual, please refer to the old plain text manual for the general idea or browse
the changelogs if you need to Know the specific details.

Quickstart Guide

This short guide is intended to help you setting up your Requiem installation quickly. Installing Requiem
takes a few minutes because you will need to create a SKy®Proc patch that is specific to your setup. Requiem
has a few dependencies you will have to install first to maKe sure that everything works correctly.

Prerequisites and Installation

To use Requiem, you will need the following dependencies:
— ‘The Elder Scrolls V - SKyrim version 1.9
— ‘The Elder Scrolls V - Dawnguard DLC
— Skyrim Script Extender (SKSE)  wversion 1.7.1 (or higher, once available)
— SkyUI  version 4.1 (or higher, once available)

— an up-to-date Java8 installation for the SKyProc Patcher (if you use Mod Organizer you will need
a 32bit version)


http://skyrim.nexusmods.com
http://skyrim.nexusmods.com

Using SKyUI allows you to access the Mod Configuration Menu, which you can use to adjust many
features of Requiem to your personal liking. If you dislike the SKyUI interface, there is also SkyUI-
Away , which only adds the MCM.

Once these dependencies are present, you can just install Requiem with Mod Organizer  orNexus
Mod Manager by following

First Steps

Once you have started the new game, Requiem will wait for a suitable moment to start up its scripts.
This will be indicated by a popup-notifcation. A few seconds later, you should see a second popup note
that the scripts have started successfully. If this is not the case, Requiem will give you some pointers on
what has gone wrong and send you back to the main menu. ‘We would liKe to point out that you should
restart the game at this point to ensure that all data is reset. SKyrim does not clean up all variables when
you start a new game in the middle of a gaming session and unpleasant consequences can arise. ‘We only
do not KicK you out of the game ourselves because we would find it extremely awKward to do so.

Once the scripts are initialized, all Requiem features are active and you can begin your journey. But
before you try escaping Helgen, Know that Requiem grants you three perk points at the beginning. Spend
them wisely, because perks matter much more in Requiem. Without using the three perks you may find the
beginning very harsh.

If you encounter any problems on your travels, have a look at the . Most
beginners’ questions should be covered by this list.

Troubleshooting

If you encounter any problems which are not covered by the FAQ, feel free to visit the Nexus presence of
this mod and asK your questions in the comment section. Before you do so, make sure that all prerequisites
are properly installed and Requiem is at the bottom of your loadorder. If you don't follow these guidelines,
it is very unlikely that we can help you. If there are dozens of mods loaded after Requiem, which are most
likely unknown (in the sense of "never used myself”) to us, it is impossible to say which one causes the
conflict.

"If you do the normal start at Helgen, this fiappens upon entering the Keep. If you use Alternate Start - Live Another
Life , this happens once you leave the prison cell. In general it happens once you have changed your "location”, usually
it is sufficient to change for example from an exterior to an interior cell or vice versa.


https://requiem.atlassian.net/wiki/display/REQ19/Installing+Requiem

Preface

Quickstart Guide
Prerequisites and Installation

First Steps

Troubleshooting

Requiem in a Nuts

. What is Requiem abou

1.1.
7.2
1.3.
14.
1.5.
1.6.
1.7.
1.8.
1),

1.10.

Customizing Reguiq_r?
L |

Zele
2.2

The world’s leveling

Attributes, SKills and Pe
Combat

Magic, Shouting, the Divines an.
Exploration, Economy and A

Crafting
Kgg#w s sKills
Equipment
Interface
Bugfixes

Recommenced INT -settingsl
Adjusting the difficulty settings

A
LT




l"'—:________
Optionat:_[p
2.3.1. (Combat
Dot
2.3.3.

2.34.
2.3.5.
2.4. Alphabeti

. Compatibilit
3.1.  ‘The rules of thumb

3.1.1. = Pluginless mesh/texture/sound r(ep[acers
3.1.2. = Weapon and Armor Mods .
3.1.3. | Race/NPC appearance changing mods
3.14. Monster/Encounter
3.1.5.  Gamemechanics mo
3.1.6.
Visua
8.2,

Frequently
4.1. Questi
4.2.  Ques
4.3.  Questions related to SKills

4.4.  Questions related to Quests
4.5.  Questions related to Atmosp
4.6.  Questions related to Compabili
4.7. FAQ - Index

Player’'s Handbook =

Combat

5.1.  Defense - Armors !Z'ypes and Blocking
5.1.1. Heavy Armor Perks
) J 2. ‘Evasion Perks

S
Hip®
—




—

581054 ljﬂoﬂﬁgfl’er&s

Offense - Weapon Types and Special Attacks
52.1.

52.2.

52.3.

5.24.

5.2.5.

Magic ']
6.1. ‘The School of Alteration
6.1.1. | Alteration Perks
6.1.2. | Alteration Spells
The School of Conjuration
6.2.1. . Conjuration Perks
6.2.2.| Conjuration Spells
The School of Destructio
6.3.1.
6,512
The School of Illusion
6.4.1.  Illusion Pen
6.4.2
The &
6.5.1. Restoration Perks
6.5.2.  Restoration Spells
6.6. Alphabetical Index of Spells

Crafting
7.1. Tempering your gear

Game Mechanics =

8.1. Resistance versus illusion spells

8.2. ‘The derived Iattriﬁ'utes system

8.3. L 'um mastery i/

8.4. mass effect - how the weight of your equipment changes everything
8.5.  Stamina costs for normal attacks '

L) _
! I_J‘ " - '/",|.




—

|~ L ——— =
8.6. Knoc&cfoL w['))?ttac&s

——

I
— 1
8.7.  Ranged Combat - The Details about Range Scaling and Armor Piercing N 3

I1l. Hall of Heroes I“' (* ~ /
A. Credits -\ [JI] _,] i

B. Referenced Mods and T??I,s
i i ] . i | r
C. Nexus Profiles from referenced Modders




‘ gﬁ
Tgrt[ '

6 utemma g










e

Customizing Requiem




(s and Perk

Table 1.1




e attribute p choose
jour attribute

The derived attributes system

Thu 'um mastery







side-effects

0ss) and stamina




1.4. Maygic, Shouting, ding Stone.

offered by quiring

ou may choose ft 001,

>







6. Crafting

ncreased top dragon




0 alchemica




)1 per coin (

'

SO nave a










2. Customizing Requiem

2. Customizing Requiem

Requiem offers a lot of different features, which may or may not be to everyone s liking. Instead of splitting
Requiem into a set of modules, we have decided to develop the mod as a single module. This design approach
allows us to intertwine the individual components much more than we could in a modular approach.
To maintain a measure of customization nevertheless, we decided to implement switches for disabling or
adjusting many of those features.

In general, we have two Kinds of switches: Most options can be accessed from the Mod Configuration
Menu (MCM) integrated into SkyUI delivered together with this mod. A few specialized options
however were not suited for the transfer to the MCM based approach and therefore remain as additional
esps, which have to be loadedafter the main file. In this chapter, we will first go through some special
options and then discuss the bulk of the available options in detail, ordered by categories. In addition, this
chapter also features an

2.1. Recommenced INI-settings

For immersive reasons, we recommend that you alter a few entries in your SkyrimPrefs.ini (normally
located in C:\Users\[Username]\Documents\My Games\SKyrim by default). If the following entries
are already present, modify their values to those given below, otherwise add these lines to the categories
specified by the square bracKets. If these categories do not yet exist, append them to the end of the file.

[Interface]

bShowCompass = 0

[GamePlay]
bShowFloatingQuestMarkers = 0
bShowQuestMarkers = 0

"As of version 1.7 the old optional files are no longer supported, except the few still present in the download. Do not use the
old optional esps together with the new version, there will be conflicts.

T If you use the Mod Organizer , please note that this tool has an individual ini for each profile and you have to use
the integrated ini-editor to edit the correct file.
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2.2. Adjusting the difficulty settings

These settings disable the compass (since there is currently no way to only disable the location marKers),
the floating questmarKers displayed ingame and the quest marKers on the map. Because the Vanilla quest
objectives are rather useless without their fleeting markers, we strongly encourage you to use the mod Even
Better Quest Objectives  in conjunction with these settings.

2.2. Adjusting the difficulty settings

By default, all difficulty settings have the same scaling for damage taken/dealt by the player. This feature
is intended to prevent your Requiem experience from being spoiled by a too low or high difficulty setting
from previous SKyrim sessions. If you consider the game too difficult or too easy with our default settings,
you can adjust the damage by using the MCM options and

. Furthermore, you can also combine these settings with to finetune the

ratio between magic and might damage to your [iKing.

2.3. Optionals

This comprehensive overview describes all options in Requiem and how they can be activated, categorized

by gameplay components. If you are looKing for a specific feature, check the instead.

2.3.1. Combat

— Animal poisons do not paralyse: If this option is active, animal poisons will no longer
have a paralysing effect.

— Archery projectile spread: This value determines how accurate enemy archers will aim.
The higher the spread, the lower their average precision will be. This does not affect the accuracy of
spellcasters.

— Armor changeable in combat: By default, Requiem does not allow you to change your
equipped armor (except shields) during combat. With this option, you can disable this restriction.

— Arrow Weight Factor: This factor scales the weight of arrows and bolts, the default weights
are: 0.1 for light arrows (elven and glass), 0.2 for standard arrows (anything not listed elsewhere), 0.3
for heavy arrows (orcish and dwemer) and 0.5 for massive arrows (ebony, daedric and dragonbone).

N



2. Customizing Requiem

— Better Archery: If this setting is enabled, the range penalties for archery will be significantly
reduced.

— Death Reload delay: This setting determines how much time passes between your death
and the forced reload of the latest save. Setting it to zero disables the death cam completely and

instead opens a prompt to reload the last save or return to the main menu.

— Difficulty - Damage dealt: This setting determines how much damage you deal with
your attacks, use this instead of the main menu's difficulty bar to adjust the combat difficulty to
your liking. [Disabling the difficulty bar is merely a safety precaution to prevent new players from
experiencing a too easy or hard Requiem.|

— Difficulty - Damage taken: This setting determines how much damage you take from at-
tacKs, use this instead of the main menu s difficulty bar to adjust the combat difficulty to your [iKing.
[Disabling the difficulty bar is merely a safety precaution to prevent new players from experiencing

a too easy or hard Requiem.]|

— Dragons cause no fear: Dragons have an aura of fear, which maKes most NPCs flee in
panic, excluding city guards and your followers. This option can be used to disable this aura.

— Dualwield Sneak Attacks allowed: This setting enables sneak attacks while wielding
a melee-weapon in the left hand. This restriction is intended to prevent the dual wield power sneak.
attacks, which count as several sneak attacks in a row and thus allow you to overcome targets
that should be beyond your limits. Sneak attacks against sleeping targets are not subject to this
limitation.

— Essential Actors invincible: This option restores the death-protection from the essential
flag for actors. [Note that a few actors are immune to the Killing effect anyway, since SKyrim has
two different mechanims for being essential, of which only one can be easily circumvented.|

— Exhaustion causes no Slowdown: You will no longer suffer from a significantly re-

duced movement speed when your health or stamina are low.

— Exhaustion does not disarm: Usually, each enemy attack has a chance to disarm you,
if you are out of stamina. With this option you can disable this feature.

— Fearless and steadfast enemies: Requiem features a FearerYield system, to deliver a
more realistic approach to the yielding from Vanilla SKyrim. This option can be used to disable this

feature.

28



2.3. Optionals

— Heavy Armor drains no stamina: Disables the stamina drain for wearing heavy armor
without training and the sprinting penalty.

— Maximal Resistances: This value defines the maximal resistance of any Kind you can ac-
quire. A higher resistance value has no effect, unless your opponent has a resistance-reducing attack.

— No non-hostile Bull Rush/Trample: This options restricts trample and bull rush
attacks such that they only affect actors that are already hostile to you.

— Unbreakable Bows: If enabled, low quality wooden bows and crossbows will no longer
break when you are hit in melee or by a spell.

— Weapon Damage Factor: This is the global factor for the weapon damage.

2.3.2. Magic

— Casting unhindered by armor: This option negates all penalties on your spell casting

costs for wearing armor.

— Enchantment charging untrained: This option reverts the recharging of magical
weapons to the vanilla functionality, e.g. you will no longer require the second rank of the basic
enchantment perk or a scroll from a court wizard to recharge your equipment with filled soulgems.

— Enchantment Effectiveness: This optional can be used to reduce the effectiveness of all
enchantments used by the player.

— Potion Effectiveness: This optional can be used to reduce the effectiveness of all potions
for the player, including poisons used by the player.

2.3.3. Skills & Perks

— Attribute points per Level: This value determines how many points of magicka, health

or stamina you acquire when reaching a new level.

— Carry Weight modificator: This value is added (or subtracted) from your total carry-
weight.

29



2. Customizing Requiem
— CW bonus per Stamina increment: This option controls how many points of extra

carry weight you obtain upon increasing your stamina when leveling up.

— Explosive Bolts craftable: If enabled you do not require the Knowledge from the Dawn-
guard to craft explosive elemental bolts at the forge.

— Followers are pack mules: This setting will grant 100 extra carry weight to all followers.
[This does not affect mod-added followers in the present implementation.|

— Jump Height Factor: This factor determines how high your character can jump.

— Locks pickable without perks: If this option is enabled, locKpicKing no longer requires
you to have the related perk to open a lock of the given difficulty.

— Pickpocketing without perks: This option allows you to pick pockets without any
prerequisites. Normally, you need at least the basic perk to have any chances at all.

— Racial Skillrates disabled: If this option is enabled, your character will not benefit
from any racial sKill rate boni.

— Recycling is not allowed: While active, this options hides all crafting options which

convert equipment and clutter items bacK into ingots.

— Shouting Experience disabled: With this option, the experience system for shouts can
be disabled. By default, Requiem grants you passive boni for your shouts, depending on how often
you used them.

— Skillrate Factor: This options adjusts your experience gained for using any of your skills by
the given factor.

— Smithing books non-mandatory: If this option is active, you can choose smithing
perks without having the corresponding crafting manual in your inventory.

— Training units per level: This setting determines how many training lessons you may
take between two levelups.

30



2.3. Optionals

2.3.4. Atmosphere

— Cell respawn time: This defines the time which is required to pass before a cell will respawn.
Keep in mind that entering the cell resets the timer.

— Cleared cell respawn time: This defines the time which is required to pass before a cell
marked as cleared will respawn. Keep in mind that entering the cell resets the timer.

— Dragon random spawn interval: This setting determines the minimal time that needs

to pass between two consecutive random dragon spawns.

— Fast Travel Allowed: If this setting is enabled, you can use the fast travel mechanism,
which is usually disabled by Requiem.

— Gold coin weight: The weight each gold coin has.

— Heartbeat threshold: This threshold defines when the heartbeat sound begins to notify
you about your wounds. If you do not want the heartbeat at all, set the value to 0%.

— Meridia does not hate Vampires: If this option is enabled, Meridias wrath will not
burn vampires to a cinder, who dare to touch her beacon or Dawnbreaker.

— Open Door Policy: If you flag this option, your house will not be locked when you leave it.
This feature only applies to the purchaseable houses from the original SKyrim.

— Poisons without visual effects: This option disables the image space modifiers for poison
and disease effects.

— Running causes no Exhaustion: You will no longer become exhausted while running
and your magicka also regenerates normally.

— Slower Horses: This option decreases the speed of all horses by about 25%.

— Timescale: This value determines the ratio between real-time and game-time. By default, one

real-time minute corresponds to 10 ingame minutes in Requiem.

— Vampires raid randomly: If this option is enabled, vampires will start random raids on
villages and towns again, as they did in the original Dawnguard questline.
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3. Compatibility

visual templates. The Reqtificator will then automatically the looKs from these plugins into the
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3. Compatibility

— gender
— sKin textures

— voice type

— FaceGen data (includes eyes, nose

ik
— Attack Data (usually inkerited

In more technical terms, everything
flags in the Creation Kit is.ta Ken
Race and Acte 1

for the sake of
For each NP

1. Fina

its” and "Use
the sKill te

conside ract




3.2.1. The Jenassa example

Let us consider the previous example of Jenassa being modifie

Elven Overhaul in more detail.

For example, you could have the followi 5

Warmaidens, Requiem. In this case all cc
Any NPC modified by Bijin Warmaide
Warmaidens will receive their EEO ¢
Warmaidens, but with Requiem sta

If you swap the order to Bijin
precedence over th on

appearances.

3.2. Visual Automerging in Detail

r10re detail

oth Bijin Warmaidens and Ethereal

Ethereal ‘Elven Overhaul, Bijin
se Requiem is the last overwrite.
e NPCs not modified by Biji

enassa would look a

.

iem, then EEQ










4. Frequently asked questions

4. Frequently asked questions

This section of the manual covers questions asked repeatedly on the Nexus. They are ordered by category
and then by Keywords (highlighted in boldface). In addition, there is an at the end
of the chapter. If you find this sorting insufficient, feel free to use the search function of your PDF-viewer
(in general Control+F) or share useful improvement suggestions on the Nexus. Questions posted on the
Nexus which you could answer yourself by reading this section, I am not very likely to answer. Answering
them over and over again is a waste of time, time I can put to better use by implementing new features. So
do yourself a favor and read this FAQ, in the end it will be much faster than writing a post on the nexus
and waiting until somebody cares to answer an ever repeating question. If your question is not covered by

this section, you are of course welcome to post it on the Nexus.

4.1. Questions related to Combat

— Why are my arrows useless against undead?
Undead have no vital organs you could pierce with an arrow. Therefore, these creatures reanimated
by dark magic have a very high resistance against normal arrows. The only way to harm them with
arrows are silvered ones or elemental arrows.

— Do you know that your balance is insane? I went to Bleak Falls Barrow
and I can’t even kill a single Draugr.
The world is no longer leveled and you can encounter high level enemies (or packs of lower level
enemies) if you travel in the wronyg areas. Bleak Falls Barrow is such an area. It has been carefully
populated to adhere to the lore of being a haunted place.Even more importantly this also prevents
progressing to a quest stage that would pit the player character against impossible odds. Choose your
battles wisely and retreat from those you cannot win.

— Why does my bow vanish when I am hit in melee or by a spell?
Flimsy wooden bows are not very robust, do not expect them to withstand the strike of a mace or
Sfireball. Higher material bows do not suffer from this problem.

— Why did I just drop my weapon in the midst of combat?

If you are out of stamina, each enemy attack has a certain chance to disarm you.
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4.1. Questions related to Combat

— After my first fights, I am half dead and have no means of healing. How
do I heal without natural regeneration and no money for a healing potion?
You can make some coin by working as a lumberjacKk for people like Hod in Riverwood or Hulda from
the Bannered Mare Inn in Whiterun. Another possibility in other locations is working at the local

mine and selling your yield to the mine’s foreman.

— For some enemies, like raised undead and vampires, the healthbar does
not change after an attack. What am I doing wrong?
Nothing, this is the consequence of an engine limitation. The healthbar you see only reflects the
base health of the N'PC. Therefore, if he has an fortify health effect, you first have to deal sufficient
damage to negate this effect before you see any changes in the healthbar. Also, undead have a fortify
health bonus and a high arrow resistance; if you attack them with non-silvered arrows, you will
find them almost invincible.

— Why does my magicka reduce with each hit?
Being hit makes you loose your mental focus, therefore you suffer from this penalty for each hit. There
are several ways to counter this effect: you can acquire the Focused Mind perk from the restoration
school or get an enchanted item with the "Spellpower (Rank I1)” enchantment. Finally the strength
of this effect is reduced by your armor rating and there are spells that can negate them completely.

— How can I kill regenerating enemies like trolls or spriggans?
Read the "Bestiary of SKyrim”, this booK will give you a lot useful hints how to fight against various
creatures.

— Why does my stamina reduce with each hit?
This is the physical counterpart to the magicKa drain on hit. You can prevent the stamina damage
by blocKing the incoming attack, but this will cost you some stamina for the time you maintain
the block and for the deflected damage too. So this will liKely not reduce your stamina expenses
significantly, but you will probably live much longer with blocKing! Furthermore, the second rank
of the basic blocKing perk grants you a small adrenaline rush for each successful blocK, immediately
restoring some stamina points. ‘This severity of this effect is reduced by your armor rating and it can

be blocked completely by certain spells.
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4. Frequently asked questions

4.2. Questions related to Magic

— How can I cancel sustained spells (Blur, Invisibility, ...) before I am out
of magicka?
Normal sustained spells can be released by simply recasting them for free and without creating any
noise. Hiding spells are a special case and dispelled by using the voice-type lesser power "Break.
Hiding". The special treatment of hiding spells has the advantage that you do not need to wield a
spell for the dispel, decreasing your chances to be detected.

— Why does every spell cost a ridiculous amount of magicka’
Most liKely you are wearing a set of heavy armor and are not trained in the ways of the battle mage.
Your worn equipment influences your casting casts (and other abilities) and without the heavy armor
perKks for the respective spell tiers this liKely results in uncastable spells.

— Why does recharging my enchanted weapon have no effect?
Enchanting is a fine craft and not for everyone. To recharge your weapons with soulgems you need
the second rank_of the basic perk. As an alternative you can also buy scrolls from the court wizards
which grant you this power temporarily.

4.3. Questions related to Skills and Perks

— Why are the illusion perks for spell mastery unavailable despite having
the required skill?
As indicated by the description of these perks, you need to become proficient with the mentioned
spells first. In practice this means that you must Know at least one of these spells.

— Is it intended that lockpicks always break, even in the opening spot?
LocKpicKing is a complex art that not every brutish warrior understands. To have any chances at
all, you will need the basic locKpicKing perk. If you do not want to invest into locKpicKing you can
also simply bash the locKs from wooden objects (up to adept locKs) by attacKing the object. If you are
strong enough (depends on health and stamina), the locK will break, altough this is not immediately
displayed, since the context-sensitive text under the crosshair only updates if you change the focus.
You also have the option to purchase locKpicKing scrolls from merchants or use Alteration magic to
open them.
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4.4. Questions related to Quests

— Why are the mutation perks (alchemy) unselectable despite having the
required skill?

To acquire one of these perks, you need to have the indicated ingredient(s) in your inventory.

— I cannot acquire smithing perk XYZ, despite I have the required skill, what
am I doing wrong?
Most smithing perks require you to have a crafting manual in your inventory. "The Craftman's
Manual” required for the basic perK is for sale at every blacKsmith. Higher rank booKks may sometimes
be found for sale or can be found on your travels.

— My stamina drains while standing still, why does this happen?
This happens if you wear heavy armor without having at least some basic training. Take the first
heavy armor perk and you no longer suffer from this.

4.4. Questions related to Quests

— When I try to start the Dawnguard questline, I am attacked by the Dawn-
guard for no reason?
The Dawnguard is no longer a bunch of idiots who can be fooled by their archnemesis. To start the
Dawnguard questline, you therefore have to cure your vampirism first. An alternative start of the
questline is not available at this time, but might be added in the future.

4.5. Questions related to Atmosphere

— How do I access the inventory of my horse or undead thrall?
Target the actor in question and use the lesser power "Search’. This power can also be used to
confiscate items from humaniods who have yielded to you.

— Why do I die instantly when becoming a vampire?
There are several possible reasons: first of all, there is the damage health effect from the infection,
which varies in strength depending on how you got infected. Then there also is the sun damage and
Meridia. The Lady of Infinite Energies despises undead, so do not even think about touching her
beacon or Dawnbreaker.
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4. Frequently asked questions

— Why do the divines refuse to bless me?

Either you have committed too many crimes in your life and will not be blessed from any god any
more, or a specific action of yours has upset the deity in question. For example Talos will no longer
bless you when you joined the imperial army. If you committed too many crimes, you can consider
acquiring the perk. "Painful Regrets” (restoration tree, becomes available once you passed the crime
limits) to increase the limits of crimes tolerated by the gods. However, the price is high: You will no
longer recieve any special blessing effects by pleasing a god and you will suffer permanent debuffs.
And if a particular god is upset about your past actions, even this repention will not help you to
regain his favor. For a more complete review of this topic, consider the changelog. ‘This aspect of
Requiem will liKely be reworked soon and released as a minor update for version 1.7.

— What is going wrong when the healing poultice has no effect?
Everything is working correctly, the healing mush provides you with a slow regeneration in the form
of a 50% boost on your healrate. This will regenerate your health slowly but steadily over time. You
can either use it as a back ground regeneration on your travels or take one before resting to heal your

wounds during sleeping.

— Why does my health not regenerate?
This is an inherent feature of Requiem. If you want to restore your health regeneration, you need a
fortify heal rate effect ("Health regenerates X% faster”). However, be aware that health regeneration
itself is strongly reduced, even if you have such an effect.

— Why does running drain my stamina?
This is an inferent feature of Requiem, in analogy to Morrowind.

— How I can prevent that running reduces the magicka regeneration?
You have two options: Either you acquire the "Focused Mind” perk from the restoration school or
you acquire a permanent fortify magic effect, either from an enchanted item or from the mage stone.

4.6. Questions related to Compability
with other mods

— Why am I stuck forever with a blank screen when I start a new game?
This is most likely a mod conflict between Requiem and Alternate Start - Live Another
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5. Combat

— Overpowering Bashes [requires sKill 50]
Description: You put all of your power into your shield bashes, often overpowering your foes.
They will be staggered much more now and liKely will even trip and fall.

— Defensive Stance [requires sKill 75]
Description: You have honed your defensive movements to perfection. Therefore, blocKing in-
coming attacks will no longer slow you down.

— Disarming Bash [requires sKill 75]
Description: Sometimes, you are able to hit your foes with your bashes so precisely that they drop
their weapon because of the pain.

— Unstoppable Charge [requires sKill 100]
Description: When bull rushing with your shield raised, you are a tremendous force to deal with.
In addition to liely being Knocked down, your unfortunate enemies will also suffer serious wounds
from the impact itself.

5.2. Offense - Weapon Types and Special
Attacks

Different types of weapons now also have more distinguishable properties. While swords remain the fast
and agile all-round weapons of choice, axes and blunt weapons now have good reasons to be used too. 4
sword may slice an unarmored opponent with a few slashes, but you will run into severe trouble if your
opponent is a heavily armored juggernaut. This is when a warhammer really comes in handy, especially
if you have the perks to use it properly. An axe on the other hand might be especially useful against
certain creatures, like Draugr (no veins to open, no ogans to crush, so chop off their limbs) or Spriggans.
(essentially they are living firewood. .. ) Bows and crossbows are now powerful tools, a sKilled archer with
good equipment might take out an unarmored foe with a single shot. A heavy orcish crossbow loaded with
high-quality bolts might even pierce a heawy armor.

5.2.1. Ranged Combat

The arsenal of ranged weapons features a full set of bows and crossbows, which are classified as either
light or heavy. Light weapons deal less damage per shot, but their use is less strenuous and they can be
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Absorb Health
Absorb Magicka
Absorb Stamina

[Sophisticated Alteration]
[Superior Alteration]
[Sophisticated Alteration]
Absorbing Grasp [Fundamental Alteration]
Animate LocKpick. [Advanced Alteration]
Arcane Disjunction (Rank I11) [Superior
Restoration/
Arcane Resonance [Advanced Illusion]
Arcane Volley [Masterly Destruction]
Arcane Ward (Rank I) [Fundamental Restoration]
Arcane Ward (Rank 11)  [Advanced Restoration]
Arcane Ward (Rank 111) [Sophisticated
‘?R‘estomtion]
Arcane Ward (Rank 1V)
Banish Daedra (Rank I)
Conjuration|
Banish Daedra (Rank 1I)  [Superior Conjuration]
Blackout
Blur
Bound Axe
Bound Bow
Bound Sword
Candlelight

[Superior Restoration]
[Sophisticated

[Superior Illusion]
[Advanced Illusion]
[Advanced Conjuration]
[Superior Conjuration]|
[Fundamental Conjuration]
[Fundamental Alteration]
[Fundamental Illusion]
[Superior Restoration]
[Fundamental Illusion]
[Superior Conjuration]
[Sophisticated

Charming Touch .
Circle of Protection
Clairvoyance

Command Daedra
Conjure Flame Atronach
Conjuration|

Conjure Frost Atronach  [Superior Conjuration]

Conjure Storm Atronach  [Superior Conjuration]
[Fundamental Illusion]
[Superior Alteration]
[Sophisticated Alteration]
[Sophisticated Restoration]
[Masterly Restoration]
[Advanced Restoration]
[Advanced Illusion]
[Sophisticated Illusion]
[Advanced Alteration]
[Sophisticated Destruction]
[Advanced Destruction]
[Sophisticated Destruction]
[Superior Destruction]
[Advanced Destruction]
[Fundamental Destruction/
[Superior Destruction]

Darkyision
Detect Death
Detect Life
Dispel (Rank 1)
Dispel (Rank 11)
Dispel Soul Gems
Enraging Orb
Enraging Rune
Featherfalling
Fireball

Firebolt
Firecloak.
Firenova
Firerune (Rank I)
Firesparks
Firewall

Foyg of Shadows
Frightening Orb

[Superior llusion]
[Fundamental Illusion]
[Sophisticated Illusion]
Heal Self (Rank I) [Advanced Restoration]
Heal Self (RanKk I1) [Advanced Restoration]
Heal Self (Rank I1I)  [Sophisticated Restoration|
Healing Aura (Rank 1) [Fundamental Restor
Healing Aura (RanKk_I1)[Sophisticated Restoration]|
Healing Aura (Rank I11)
Healing Aura (Rank IV)  [Superior Restoration]
Healing Hands (Rank I) [Advanced Restoration]
Healing Hands (Rank 11) [Sophisticated
Restoration]

Healing Hands (Rank I11) [Superior Restoration]
[Sophisticated Restoration/
[Sophisticated Illusion]
[Advanced Illusion]

Frightening Sphere

[Superior Restoration]

Healing Ray
Hibernation Spray
Hibernation Touch




Icecloak
Icenova

Icerune (Rank 1)
Icesphere

[Sophisticated Destruction]
[Sophisticated Destruction]
[Advanced Destruction]
[Sophisticated Destruction]
[Superior Destruction]
[Fundamental Destruction]
[Superior Destruction]
[Advanced Destruction]
[Superior Destruction]
[Advanced Illusion]
[Superior Illusion]
[Advanced Destruction]
[Sophisticated Destruction]
Lightning Jolt [Advanced Destruction]
Lightning Ray [Superior Destruction]
Lightning Rune (Rank I) [Advanced Destruction]
Lightning Shackles  [Sophisticated Destruction]
Lightning Sparks [Fundamental Destruction]
Lightning Strike [Superior Destruction]
Lightning Wall

Lionheart

Icewall

Icewind

Icy Lance

IETRY
Incinerate
Invisibility
Invisibility Sphere
Lightning Bolt
Lightning Cloak.

[Superior Destruction]
[Fundamental Illusion]
Mage Armor (Rank I)  [Fundamental Alteration]

Mage Armor (Rank I1) [Advanced Alteration]
Mage Armor (Rank 111) [Sophisticated Alteration]
Mage Armor (Rank IV) [Superior Alteration]
Mage Shield (Rank I)  [Sophisticated Alteration]
Mage Shield (Rank 11)
Mage Shield (Rank 111)
Magelight

Mind Maelstrom
Mistress of the Dark.
Muffle

Muffling Sphere
Necromantic Empowerment (Rank I)  [Advanced

[Superior Alteration]
[Masterly Alteration]
[Advanced Alteration]
[Masterly Illusion]
[Masterly Illusion]
[Advanced Illusion]
[Superior Illusion]

Conjuration|
Necromantic Empowerment (Rank 11)  [Sophisti-
cated Conjuration]
Nightmare

Paralyze (Rank 1)
Phantasmal Killer
Phantasmal Miasma

[Sophisticated Illusion]
[Superior Alteration]
[Superior Illusion]
[Masterly Illusion]
[Sophisticated Illusion]
[Superior Alteration]
[Advanced

Phantasmal Pain
Polymorph
Protection from Poison (Rank 1)
Restoration]

Protection from Poison (Rank I1)
Restoration]

Raise Dead (Rank 1) [Fundamental Conjuration]
Raise Dead (Rank 11) [Advanced Conjuration/
Raise Dead (Rank 111) [Sophisticated Conjuration]
Raise Dead (Rank IV [Superior Conjuration]
Repel Undead (Rank 1) [Sophisticated Restoration]
Repel Undead (Rank 11)
Rune of Dampening

[Advanced

[Superior Restoration]
[Advanced Illusion]
[Masterly Illusion]
[Sophisticated Illusion]
[Superior Illusion]
[Sophisticated Il
[Advanced Conjuration]

Shadow Sanctuary
Shadow Shield
Shadow Simulacrum
Shadow Stride

Soul Trap (RanKk I)
Spectral Arrow
Steam Cloud
Summon Ghostly Archer

[Sophisticated Conjuration]
[Sophisticated Destruction]
[Sophisticated
Conjuration|

Summon Ghostly Bear [Sophisticated Conjuration]
Summon Ghostly Hound [Advanced Conjuration]
Summon Ghostly Mudcrab[Advanced Conjuration/
Summon Ghostly Sabrecat  [Superior Conjuration]

Summon Ghostly Steed  [Masterly Conjuration]




Summon Ghostly Troll [Sophisticated Conjuration]
Summon Ghostly Wolf [Fundamental Conjuration]
Summon Ghostly Wraith  [Superior Conjuration]
Summon SKeletal Archer  [Advanced Conjuration]
Summon Skeletal Soldier [Fundamental
Conjuration]

Summon SKeletal WarlocK [Advanced Conjuration]
Summon Swarm (Rank 1) [Fundamental
Conjuration]

Summon Swarm (Rank I1)[Advanced Conjuration]
Sunburst [Sophisticated Restoration]
Sunfire [Advanced Restoration]
TeleKinetic Disarray [Superior Alteration]
Telekinetic Hand [Sophisticated Alteration]
Telekinetic Nova [Superior Alteration]
Teleport (Rank 1) [Sophisticated Conjuration]
Teleport Vitals [Superior Conjuration]
Transmute: Muscles (Rank I) [Advanced
Alteration]

Transmute: Muscles (Rank 11) [Sophisticated
Alteration]

Transmute: ‘Water [Sophisticated Alteration]
Turn Undead (Rank I)  [Advanced Restoration]
Turn Undead (Rank II)[Sophisticated Restoration]
Turn Undead (Rank I11)  [Superior Restoration]
Veil of Shadows [Masterly Illusion]
Veil of Silence . [Superior Illusion]

Venomous Blast [Superior Destruction]

Venomous Spray [Sophisticated Destruction]
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Conditioning
Relentless Onslaught
Combat Training
Fortitude
Power of the Combatant
Juggernaught

Weapon Mastery
Powerful Charge

Table 8.2

Battle Mage

Agility

Windrunner

Overdraw

Marksman’s Focus

Great Weapon Mastery
Devastating Charge

Table 8.2
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