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i: Skyrim: Various Items, Skyrim: Quest Items, Skyrim: Artifacts Deutsch Español Nederlands Polski Русский *Disclosure: Some of the links above are associated links, which means that Fandom will earn no extra charge if you click through and make a purchase. Community content is available under
CC-BY-SA unless otherwise stated. in: Skyrim: Quests, Skyrim: Main Quests The decorative support of the missing Horn of Jurgen Windcaller. Last words by Unrelenting Force shout (Dah) For the subject of the quest, see Horn of Jurgen Windcaller. I need to talk to you. Urgently.Rent the attic room at the
Sleeping Giant Inn in Riverwood, and I want to meet you. -Delphine[src] The Horn of Jurgen Windcaller is a mission available in The Elder Scrolls V: Skyrim. After completing The Way of the Voice, Arngeir sends Dragonborn to Ustengrav, which is tasked with restoring Jurgen Windcaller's horn. When they
come to find it stolen, Dragonborn must discover where it is located. Within the tomb, a word for Dragon Shout Becoming ethereal can be learned. Obstacles at this location include Draugr, Frostbite Spiders and hostile Mages. Background[edit] After showing my ability to learn the words of Power and
shouting, Greybeard Arngeir has sent me on one last trial - and retrieved Jurgen Windcaller's horn from his tomb in Ustengrav, a burial mound in the marshes of Hjaalmarch. Goals[edit] Get Jurgen Windcaller's Horn Meet with the one who took the horn Return the horn of Arngeir Leather The power word
from Wulfgar Motta Greybeard's greeting Walkthrough[edit] First you travel to Ustengrav, located just northeast of Morthal. Inside are Mages, Necromancers, Draugr and Conjurers fighting each other. There are four things to note in this tomb: a hard-to-reach room, a word of power for Become ethereal
cry, a puzzle, and a note. The Shout[edit] Word Wall The hard-to-reach space is in Ustengrav Depths. In there, the large pillars have collapsed paths along them. Find the stone closest to the first pillar and jump over to it. Whirlwind Sprint is needed to reach the last two pillars. At the end is a room with a
dead Draugr, a Soul Gem, and a coffin. There is a waterfall back in the main cave on the north side and a path leading down to it. A wall of words for the cry Become Ethereal is next to it. There is a level-dependent Draugr snoozing in a small cave behind the waterfall itself, as well as a coffin. The
puzzle[edit] Puzzle from the bridge It is a three-stone puzzle that activates three timed doors, uses whirlwind sprint within distance of the two longest stones and then immediately sprints through the gates. The stones are proximity sensitive, but only two of the three can be activated from one place, nor will
one keep them activated. Activate the two furthest from the ports. The third activates and opens the gate as it is passed using whirlwind sprint. Dragonborn can sprint to the third stone and then use Whirlwind. Once all the gates have passed, they remain open, allowing trailers to capture unscathed. The
flaming floor[edit] First room with flaming floors After going through the catacomb-like room, there is a room with a large number of pressure-triggered fire traps on the floor. The curved diamond shapes in the center of each tile are different shades of gray. The lighter tiles are safe to step on, while the
darker ones will trigger flame traps. Another solution, apart from using whirlwind sprint, is to use the Become Ethereal shout, which will make the flames harmless as long as the cry is in effect. The sneak perk, Light Foot, will also work to bypass the trap. It is also possible to walk on rocky sides instead of
the pressure tiles for most of the trapped hall. Another solution is to shoot the tiles with a spell like Firebolt or Ice Spike. Flames/sparks, etc. do not work. The action of a bolt or spike is enough to set off the trap if it is not a secure tile. After passing the pressure plates, there may be one or two common
frostbite spiders and a Giant Frostbite Spider. The pair of spiders can be lured onto the traps. Having made it past spiders and fire traps, there is a doorway blocked by spider webs, which can be cut with a sword. The rear is a wooden door, which leads to a port activated by a chain. This leads to a room
where four statues rise out of the water. The unfortunate news[edit] Ustengrav Depths Unfortunately, the horn has been stolen and replaced with a note. The note is in the hand of the late Jurgen Windcaller, where the horn should be. The note must be taken actively and read, although the mission system
tells the contents when it announces that the Horn of Jurgen Windcaller mission failed. The note sends Dragonborn to the Sleeping Giant Inn in Riverwood. Talk to Delphine and ask to rent the attic. She will say that they do not have a loft, but to take the room to the left. Go into the room. If Delphine does
not immediately enter the room, sleep or wait for a few hours. Delphine will be there. After the conversation, follow her and she will give Dragonborn the horn. She will then ask that she join a mission to prove that the player is a Dragonborn. This begins the A Blade in the Dark mission. Back to
Greybeards[edit] Learn the last words Travel back to High Hrothgar and present the horn to Arngeir. Greybeards will gather in the main hall where Wulfgar will learn the last word of the cry Unrelenting Force. After this, the Greybeards will perform a ritual that formally recognizes Dragonborn as Dovahkiin.
Greybeards shout in unison in the Dragon language following: Long has Storm Crown Languished with no worthy forehead to sit on. By breath, we now bestow it to you in Kyne's name, in Shor's name, and in the name of the old one. You're Ysmir now, The Dragon. Listen to it. When the ritual is finished,
the mission is complete. Journal[edit] The Horn of Jurgen Windcaller – MQ105Ustengrav ID Journal Entry 10 After showing my ability to learn words of Power and to shout, Greybeard Arngeir has sent me on a final trial – retrieve horn of Jurgen Windcaller from his tomb in Ustengrav, a burial mound in the
marshes of Hjaalmarch. Goal 10: Retrieve horn of Jurgen Windcaller 15 Goals 15: Read the note 20 After showing my ability to learn words of Power and to shout, Greybeard Arngeir sent me on one last trial - retrieve the Horn of Jurgen Windcaller from his grave in Ustengrav. Unfortunately, when I
reached the grave, I found that someone had replaced the Horn of Jurgen Windcaller with a note asking me to meet them in the Sleeping Giant Inn in Riverwood. Goal 20: Meet the one who took the horn 30 After showing my ability to learn Power words and to shout, Greybeard Arngeir sent me on one
last trial - and retrieved Jurgen Windcaller's horn from his grave in Ustengrav. When I arrived, the horn was missing, and instead was a note from Delphine asking me to meet her in Riverwood. Delphine has given me the horn, so I can now come back to Arngeir and finish training. Goal 30: Return the horn
to Arngeir 40 Goals 40: Learn the Word of Power from Wulfgar 50 Goals 50: Receive Greybeard's greeting 60 After showing my ability to learn Power words and to shout, Greybeard Arngeir sent me on one last trial - retrieve Horn of Jurgen Windcaller from his grave in Ustengrav. When I arrived, Hornet
was missing, and instead there was a note from Delphine asking me to meet her in Riverwood. Delphine gave me the Hornet, and I returned it to Arngeir to finish the trial. Greybeards formally greeted me as Dragonborn, and High Hrothgar is now open to me. Trivia[edit] If Dragonborn has no gold when
requesting to rent the attic room from Delphine, the room can be rented for free. After completing the mission, Dragonborn can return to Ustengrav and activate the altar where the note was to return the horn and receive a free Dragon Soul. Having presented the horn to Arngeir, when he performs the ritual
that formally recognizes Dragonborn as a Dovahkiin, all followers who may be there will not die, although it is said that even a whisper can kill anyone who is not prepared. If the Dragonborn Add-in is installed, the first add-on assignment is available when you receive this assignment. When you enter
tomb two Mages will be at the end of the corridor. You can wait for mages to leave the area, and they will be killed by Draugr in the next area. Bugs[edit] This section contains errors related to Jurgen Windcaller's horn. Before you add an error to this list, consider the following: Reload an old save to
confirm if the error still occurs. If the error still occurs, you can enter the error report with the correct system template 360/XB1, PS3/PS4, PC/MAC, NX, depending on which platform(s) the error has occurred on. Be descriptive when viewing the error and repairs, but avoid having conversations in the
description and/or using first-person anecdotes: such discussions belong on the correct forum board.  PC The Horn of Jurgen Windcaller may still be on the altar. Using the console command player.additem 0003031F 1 can add Delphine note to the player's inventory. The note added this way, instead of
being signed by A Friend, is signed by Delphine.  PC If Dragonborn jumps into the attic room and talks to Delphine outside, Dragonborn will not receive the Horn of Jurgen Windcaller and will not be able to continue with the rest of the main story.  PC(Fix) Solution: Type this command in the console:
setstage MQ105Ustengrav 60. This will immediately complete the mission.  360 There is a chance that shout word Dah will be written on the floor and not be able to be learned.  When you cross the puzzle, a collision failure may occur and cause Dragonborn to fall through the cell's fall.  PC Sometimes,
after asking to rent the attic room from Delphine, the bed in the room will not change from owned status, freezing the quest. Quick-saving, punching Delphine and Quick load solve this.  360 If a save file is reloaded in this area, the last door will not open as the chain message does not appear. This can be
solved by going back to the previous dungeon, through the iron door, and re-entering this dungeon. Skyrim: Quests Skyrim: Main Quests Deutsch Español Français Italiano Nederlands Русский *Disclosure: Some of the links above are associated links, which means that Fandom will earn commission at
no extra cost if you click through and make a purchase. Community content is available under CC-BY-SA unless otherwise stated. Noted.
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