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REDISCOVERING TAMRIEL: A COMPLETE GUIDE TO
ARTIFACTS OF SKYRIM REVISED LOCATIONS

For dedicated adventurers and lore enthusiasts, the province of
Skyrim  holds  countless  secrets  buried  in  its  frozen  tundras,
ancient crypts, and towering mountain passes. Among the most
rewarding experiences is the hunt for legendary relics—weapons
and armor steeped in history. The Artifacts of Skyrim Revised
mod transforms this treasure hunt entirely. Instead of following
predictable  quest  markers,  players  must  now  search  for
Artifacts of Skyrim Revised locations that feel more organic,
immersive, and rewarding. This guide explores everything you
need  to  know  about  these  revised  resting  places,  how  to  find
them,  and  why  this  overhaul  elevates  the  entire  exploration
experience.

WHAT IS ARTIFACTS OF SKYRIM REVISED?

Artifacts of Skyrim Revised is a comprehensive mod designed to
breathe  new  life  into  the  unique  items  scattered  across  the
realm. Originally  created by veteran modder PrivateEye,  the
mod does far more than simply change textures. It fundamentally
reworks the acquisition process, placement, and lore context of
dozens of iconic items. The revised locations ensure that no two
playthroughs feel identical. The mod strips away the predictable
linear progression of artifact acquisition and replaces it with a
system that rewards curiosity, exploration, and careful attention
to environmental storytelling.
One of the most celebrated features is the complete overhaul of
artifact resting places. Artifacts of Skyrim Revised locations
are no longer tied exclusively to guild questlines or main story
progression. Instead, many items now reside in dungeons you
might  otherwise  bypass,  in  the  hands  of  difficult  random
encounters,  or  hidden  behind  puzzles  that  require  creative
thinking.  This  change  encourages  players  to  wander  off  the
beaten  path  and  truly  engage  with  every  corner  of  Skyrim.

WHY REVISED LOCATIONS MATTER FOR IMMERSION

In the vanilla game, many legendary artifacts feel disconnected
from  their  surroundings.  You  might  find  a  weapon  of  ancient
Akaviri origin in a simple chest guarded by generic bandits. This
disconnect  breaks  immersion  and  diminishes  the  significance  of
the relic. The revised approach ensures that every artifact has a
story  that  matches  its  power  and  legacy.  The  Artifacts  of
Skyrim  Revised  locations  are  carefully  chosen  to  reflect  the
item's history, previous owners, and the circumstances of its loss
or concealment.
For example, the Staff of Magnus no longer sits in a predictable
location tied to the College of Winterhold questline. Instead, its
revised location might be within a hidden Dwemer ruin where a
rogue mage attempted to harness its power, only to perish. The
environment tells the story. Scorch marks, scattered notes, and
the  mage's  remains  provide  context.  This  narrative  depth
transforms artifact  hunting from a simple fetch quest  into an
archaeological expedition.

The Philosophy of
Placement
The mod author prioritized three key principles when redesigning
artifact  locations:  lore  consistency,  difficulty
appropriateness,  and exploration reward.  Lore consistency
means that  an artifact  associated with  a  specific  race or  faction
will  be found in territories or ruins connected to that culture.
Difficulty  appropriateness  ensures  that  more  powerful  artifacts
are  guarded  by  formidable  enemies  or  complex  puzzles.
Exploration  reward  guarantees  that  players  who  venture  into
obscure caves and delve into forgotten barrows will  be justly
compensated with unique finds.
This  philosophy  makes  the  Artifacts  of  Skyrim  Revised
locations  feel intentional rather than arbitrary. You will  never
find a Daedric  artifact  in  a simple bandit  camp unless the camp
has  a  specific  narrative  connection  to  the  Daedric  Prince
involved.  Every  placement  tells  a  story,  and  that  storytelling
elevates the entire gameplay loop.

MAJOR CATEGORIES OF RELOCATED ARTIFACTS

To help you navigate the revised world, it is useful to understand
the major categories of artifacts and how their locations have
changed.  Below  is  a  comprehensive  breakdown  of  the  most
significant relocations.

Daedric Artifacts
The  Daedric  Princes  are  among  Skyrim's  most  memorable
characters, and their artifacts are correspondingly powerful. In
the  vanilla  game,  many  Daedric  quests  are  straightforward:
accept a mission, complete a task, receive a weapon. Artifacts of
Skyrim Revised changes this dynamic substantially. Artifacts of
Skyrim Revised locations for Daedric items now often require
you to seek out hidden shrines, decipher ancient texts, or prove
your worth through combat trials that are not directly tied to a
quest giver.

Volendrung – No longer a straightforward reward from
Malacath at Largashbur. The hammer now rests deep
within a secluded Orcish stronghold that only appears on
the map after you have completed a significant service for
the Orc people. You must gain their trust before even
learning of its location.
The Ebony Blade – Instead of receiving this weapon from
Mephala during the "Boethiah's Calling" quest chain, the
blade is now hidden in a secret chamber beneath
Dragonsreach. The location is hinted at in books scattered
around Whiterun, requiring research and deduction.
Spellbreaker – This iconic shield is no longer a reward for
completing Peryite's quest. Its revised location is deep
within a Dwemer ruin where a secretive order of warriors
once studied shield magic. The path to the shield is blocked
by both mechanical traps and magical wards.
The Masque of Clavicus Vile – Rather than receiving it
from the Prince himself after completing "A Daedra's Best
Friend," the masque now lies in a forgotten crypt that once
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belonged to a noble family who made a pact with Vile
generations ago. Solving the family's history is key to
claiming the mask.

Ancient Nord and Dragon
Priest Artifacts
The Dragon Priests  who once served the dragons left  behind
powerful  relics  imbued  with  their  authority.  In  the  revised
locations,  these  items  are  far  more  challenging  to  obtain.
Artifacts of Skyrim Revised locations for Dragon Priest items
often  require  you  to  gather  multiple  clues  from  different  word
walls  and  ancient  temples  before  the  final  resting  place  is
revealed.

Konahrik – The legendary mask is no longer a simple
reward from the final Dragon Priest quest. Its location is
now tied to a secret room within the Labyrinthian that only
opens when you have proven your knowledge of dragon
lore by collecting and studying specific Dragon Priest masks
from across the province.
Silver-Blood Family Sword – This unique blade is now
found not in Markarth, but in a hidden family vault located
in the Reach. The vault is guarded by a combination of
traps and loyal retainers, and the sword itself is protected
by an ancient ward that requires a specific blood offering to
dispel.
Bloodskal Blade – Instead of being a straightforward
reward in the "Blood and Silver" quest, this blade now
requires a deep delve into a previously unexplored section
of the Kolskeggr Mine. The blade's location is tied to the
history of the Redguard mercenaries who once worked
there.

Dwemer and Aetherium
Artifacts
Dwemer artifacts are among the most technically fascinating and
aesthetically distinctive in all of Skyrim. The revised locations for
these  items  add  layers  of  complexity  to  their  acquisition.
Artifacts of Skyrim Revised locations for Dwemer relics often
require you to activate specific mechanisms in a precise order or
gather rare materials to repair damaged components.

Zephyr – This unique Dwemer bow is no longer a simple
find in a locked room. Its revised location is inside an
ancient Dwemer observatory that tracks celestial
movements. To reach the bow, you must adjust the
observatory's lenses to focus on a specific star
constellation, which then reveals a hidden passageway.
Aetherium Crown – The crown is now split into three
pieces, each hidden in a different Dwemer ruin across
Skyrim. You must find all three pieces and reassemble
them at a central forge that is itself hidden behind a series
of difficult puzzles. This makes the crown feel like a true
relic of a lost civilization rather than a simple quest reward.
The Dwarven Black Bow of Fate – This powerful weapon
is no longer located in the same straightforward location.
Its revised location requires you to navigate a complex
network of tunnels beneath the city of Markarth, where the
Dwemer once conducted secret experiments on fate itself.

HOW TO TRACK DOWN REVISED LOCATIONS
EFFECTIVELY

Finding the Artifacts of Skyrim Revised locations requires a
different  approach than simply  chasing quest  markers.  Here are
several strategies that will improve your success rate.

Read Everything
Books,  notes,  and  journals  are  invaluable.  The  mod  places
significant  clues  in  readable  objects  scattered  throughout  the
world. A single book titled "The Lost Relics of the Reach" might
contain  the exact  location of  a  hidden artifact.  Notes  left  on
corpses often describe where the deceased was heading or what
they were guarding. Pay attention to every piece of writable
content you encounter. This transforms reading from a purely
lore-based activity into a practical gameplay mechanic.

Explore Bewildered Paths
Many  revised  artifacts  are  located  in  dungeons  that  were
previously optional or entirely inaccessible in the vanilla game.
The mod adds new areas to existing dungeons and occasionally
creates  entirely  new  cave  systems.  If  you  see  a  path  that
diverges from the main quest objective, take it. The Artifacts of
Skyrim  Revised  locations  are  often  hidden  behind  secret
doors, underwater passages, or climbable ledges that the base
game ignored.

Talk to NPCs More
Thoroughly
Inns and taverns become critical information hubs. Many NPCs
have had their dialogue expanded to include rumors and hints
about  nearby  artifact  locations.  Bards  may  sing  songs  that
contain  cryptic  references.  Even bandits  might  boast  about  a
powerful  weapon  they  heard  about  from  a  passing  traveler.
Engaging in conversation with every named NPC increases your
chances of uncovering a lead that points directly to a revised
location.

Use Your Skills Creatively
The mod encourages using a wider range of skills. Lockpicking is
obvious, but Speechcraft, Sneak, and even Smithing can open
new paths to artifacts. For example, a blacksmith might be able
to repair a broken mechanism that guards a hidden chamber. A
high  Speech  level  might  convince  a  stubborn  gatekeeper  to
reveal the location of a family heirloom. The Artifacts of Skyrim
Revised  locations  are  designed  to  reward  characters  who
invest in diverse skills rather than pure combat prowess.

NOTABLE REVISED LOCATIONS IN DETAIL

Let  us  examine  a  few  specific  Artifacts  of  Skyrim  Revised
locations in greater detail to illustrate the depth of the changes.
These  examples  show  how  the  mod  transforms  artifact
acquisition  into  a  memorable  journey.

The Gauntlets of the
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Warmaster
In the vanilla game, these gauntlets are a straightforward reward
from  completing  the  "Glory  of  the  Dead"  quest  for  the
Companions.  In  the  revised  version,  they  are  hidden  in  the
ancient burial site of the first Warmaster, a legendary figure who
predates even Ysgramor. To find them, you must piece together
three  fragmentary  maps  found  in  different  locations:  one  in
Jorrvaskr's lower chambers, one in a warrior's grave in the Pale,
and one held by a ghostly guardian in the Soul Cairn. Only by
combining these maps can you pinpoint the exact location of the
gauntlets. This makes the reward feel earned through genuine

exploration rather than automatic quest completion.

The Ring of Pure Mixtures
This alchemically focused ring is no longer a simple vendor item.
Its revised location is inside a hidden laboratory created by a
reclusive alchemist who lived centuries ago. The laboratory is
located behind a waterfall in the Rift, and its entrance is invisible
without a specific combination of environmental clues. Inside, you
must solve a series of alchemical puzzles, mixing potions that
match  specific  recipes  described  in  the  alchemist's  journal.  The
ring  is  the  final  reward  for  mastering  the  alchemist's  craft.  This
transforms a simple ring


