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Introduction 

"It does not matter to M'aiq how strong or smart one is. It only matters what one can do." 

- M'aiq the Liar 

 

Figure 1: "Beat still, my Heart." 

Within the Elder Scrolls series of videogames, the player will always find themselves 

playing as a character who not only seems to be a predestined entity of uncanny skill, power, and 

invincibility, but who is also a prisoner of some shape or form that must be freed in order to 

embrace their destiny. 

In Arena, the Eternal Champion is imprisoned within the Imperial Dungeons. In 

Daggerfall, the Agent finds themselves imprisoned within a cavern after their ship is destroyed 

in a storm on their way to High Rock. In Battlespire, the Apprentice finds themselves imprisoned 

within the Battlespire after the Daedra took full control of its’ stations. In Morrowind, the 
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Nerevarine is a prisoner who is being shipped off to Vvardenfell on the behalf of Emperor Uriel 

Septim VII, who is acting on his prophetic dreams. For Stormhold and Dawnstar, the Master 

Tunnel Rat is a prisoner in the Stormhold Prison being forced to mine aetherial crystals (in the 

former) and the Hero of Dawnstar is an exile who finds themselves imprisoned in the 

aforementioned city for the unwanted due to the savage Ice Tribe attacks (in the latter). 

In Shadowkey, the Shadow of Conflict awakens to find themselves a prisoner in their own 

village, which is under attack by a large group of bandits and rats. In Oblivion, the Champion of 

Cyrodiil finds themselves in the prison cell that holds the secret escape route for the Emperor and 

his Blades. In Skyrim, the Dragonborn is arrested for trying to cross the border and becomes a 

prisoner of the Imperial Legion. In Elder Scrolls Online, the Vestige is sacrificed by 

Mannimarco and their soul becomes a prisoner of Molag Bal. And in the Elder Scrolls Legends, 

the Forgotten Hero was a former citizen of the Imperial City that was imprisoned within the 

Arena, and forced to become a gladiator in order to survive. 

The only game that doesn’t follow this guideline was Redguard, which was more of an 

adventure game that had its’ own protagonist, Cyrus the Restless. Even then, however, it still 

carried the same formula (especially with Cyrus being the Hoon Ding, which will be brought up 

later). At first glance, you would simply think that this is a theme that carries over from every 

game unto the next; a calling card, as you will. But then, in a response to a thread on /r/teslore 

back in 2011 about how can Alduin eat the world, Michael Kirkbride said something rather 

interesting that informs us that there is some importance to the Heroes being Prisoners: 

“When you consider a place like Tamriel, sometimes it's best to take titles literally. 

Alduin is the World-Eater. It's not going to be ‘the end of all life as we know it’, leaving a barren 

wasteland of Earthbone dirt... it's going to be the whole of Nirn inside his mighty gullet. ‘None 
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shall survive’ has been a calling card for a while, but that was only a hint to the more extensive 

‘Nothing will survive.’ Unless, of course, there's a loophole. Say, something like the someone 

called the Dovahkiin happening to show up... ‘born under uncertain stars to uncertain 

parents.’ (An aside for extra credit: what in the Aurbis makes the Prisoner such a powerful 

mythic figure?) The Eight Limbs (and their Missing Ninth) have always, always made sure 

there was a loophole. Sometimes to their detriment, sure, but more often a hedged bet to 

ensure the survival of the current kalpa. Then again: Alduin's shadow was cast like carpet-

flame on east, west, south, and north... [he was] epoch eater. For as far as any man's eyes, only 

High Hrothgar remained above the churning coils of dragon stop. And Alduin said, ‘Ho ha ho.’ 

It's obviously happened before, so sabers sharp, and may your varliance shine bright.” 

And in another thread, he also said this: “What gives the mythic archetype of "the 

Prisoner" so much power? Where does it stand in relation to the King/Rebel/Observer?” 

So, what exactly are Prisoners? Well, with this text I’m hoping I can explain the 

significance behind what makes the main characters of the Elder Scrolls games so mythically 

important and absurdly powerful. And with that said, let’s begin, shall we? 

Chapter One: Elder Scrolls, Prophecies, & What Makes A Prisoner A Hero 

“Go ye now in peace, let thy fate be written in the Elder Scrolls…” – Ria Silmane to the 

Eternal Champion 
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Figure 2: An Elder Scroll. Remember when these used to be a dime a dozen? 

 The Elder Scrolls series of games are named after the eponymous Elder Scrolls, 

sometimes referred to as the Aedric Prophecies, that are mysterious and immensely powerful 

writings that exist outside of space and time. They appear and disappear whenever they feel like 

it, and seem to exist solely to record what has happened in the past, what is happening in the 

present, and what will happen in the future in a language that transcends all knowledge but has 

no equivalent; however, those who study the Scrolls for their entire lives, like the Moth Priests, 

are able to decipher them (as the Scrolls seem to translate themselves into the language of the 

reader the longer they are studied) and use the knowledge within them in order to construct or 

write down prophecies (hence the alternating title, the Aedric Prophecies). All of those who 

continue to study the Elder Scrolls will eventually go blind, for one reason or another, due to 

their tremendous power. 

But what do the Elder Scrolls have to do with the Prisoner? For one, we know that all 

important metaphysical events (i.e. the events of every game) are prophesied in the Elder Scrolls, 

and that each of these events require a powerful/important individual in order to fulfill the 

prophecy. As Zurin Arctus, one of the Underkings, said: “Each event is preceded by Prophecy. 

But without the hero, there is no Event.” Although a prophecy can span the course of a thousand 
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years, without a Hero (note the capitalization; there are many heroes, but Heroes are quite rare 

indeed) said prophecy will never be fulfilled and will remain unfixed, unmoored, in time; a 

distant but unrealized possibility. Even when those who are not Heroes, despite being powerful 

and important individuals in their own rights, try to fulfill these prophecies they will always be 

doomed to fail because they are not “doom-driven” as Paarthunax would say. Therefore, we 

know that Heroes/Prisoners are essential to the prophecies of the Elder Scrolls…and yet, 

interestingly enough, they are not bound to them in the slightest. In the Loremasters Archives 

series for ESO, we learn something interesting about the Elder Scrolls and their relation with 

heroes: 

“Moth Sister Arminus, it has been said that the Elder Scrolls can pierce the veil of Time, 

that they contain the prophecies of every major event on Nirn. To my knowledge, there must also 

be a hero to meet each of those events. I wonder, then, as someone who has studied the Scrolls, 

do you know if the hero—or their soul—is bound to the Elder Scrolls? Is this hero as constant as 

the events and prophecies foretold by the Scrolls?” - Alessandra of Cyrodiil 

Sister Terran Arminus says, “Though the great events of history garner the most 

attention, think not that the Scrolls solely commemorate acts of lasting significance. The Elder 

Scrolls are bound by threads of time to the warp and weft of the entire Mundus, and every soul, 

'great' or otherwise, has a place therein. Many speak of 'heroes' as if they were born great and 

the key roles of history were fated to be enacted by them. But is that so? A careful study of the 

Scrolls leads me to believe that no mortal is 'born great,' but that a person becomes a Hero by 

making choices and taking actions other mortals refuse. The Scrolls do not select such people, 

but they do record and reflect their actions, and note the difference made thereby.” 
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With the above conversation, we learn that despite being very selective in the difference 

between a hero and a Hero in order to fulfill their prophecies, the Elder Scrolls do not actually 

select specific individuals to fulfill said roles – these roles are left open for those who become 

Heroes. With this information, we learn that you cannot be born a Hero/Prisoner; that is a 

decision the individual has to make for themselves, and it cannot be made for them. Therefore, 

we can safely assume that being a Hero/Prisoner is a state that must be attained, not given. 

However, we also know that deities and mortals with prophetic abilities are able to place 

individuals that they believe have the potential to become Heroes onto the path of prophecy. 

In Arena, Ria Silmane handpicks the Eternal Champion not only for being the last person 

alive who knows about Tharn’s plot, but because they have the capability. Uriel VII handpicks 

the Agent and the Nerevarine specifically due to what he perceives during the events of 

Daggerfall and Morrowind, respectively (with Azura also taking a keen interest in the Incarnate, 

to the point of possibly influencing this decision), while musing in Oblivion that the gods must 

have placed the Champion of Cyrodiil in the off-limits cell so that they may meet. MK has stated 

that the Dragonborn was placed on their destined path by the gods (specifically, Akatosh) in 

order to keep the current kalpa from ending during the events of Skyrim, and it can be safely said 

that the Heroes of Battlespire, Stormhold, Dawnstar, Shadowkey, and Legends were also placed 

on their respective paths by the gods. In Elder Scrolls Online, strangely enough, it seems like the 

entire world sought out potential Heroes en masse in order to combat Molag Bal: 

“Such are the facts. What follows is speculation, born of conversations with the 

Sojourner during his infrequent and unpredictable visits. His theory is that the Soul Shriven’s 

bodies are flawed because they have lost the focusing principle of their Anuic souls, so their 

vestiges are imperfect patterns. I concurred that this was likely, and then proposed the 
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theoretical possibility of a Soul Shriven who, despite having lost his or her soul, possessed some 

other intrinsic Anuic aspect. This shall-we-say ‘paragon’ Soul Shriven would form an unflawed 

body in Coldharbour that was a perfect duplicate of the body worn in Mundus. In fact, if this 

paragon bore a sufficiently high Anuic valence, upon contact with Padomaic creatia its body 

would form almost instantaneously. The Sojourner scoffed at my theory, but seemed taken with 

the idea nonetheless. He went on to speculate that if such a thing were possible, it would 

probably occur in a situation where the Mundus was in existential jeopardy. In that case the 

Heart of Nirn would spontaneously generate such ‘paragon’ individuals as a way of defending 

itself from destruction, in a manner analogous to the way the mortal body fights off 

infection.” – Chaotic Creatia: The Azure Plasm 

And to go briefly back to the Elder Scrolls and how they are involved with the Hero-

Prisoners, we also have these quotes that shed even more light on their relation: 

“Tamriel. Starry Heart. That whole fucking thing is a song. It was made either out of 12 

planets, or from two brothers that split in the womb. Either way, it's the primal wail and those 

that grew up on it - they can't help but hear it, and add to it, or try to control it, or run from it. 

The reason there IS music on Tamriel at ALL is because it exists. It was and is and it will not 

stop. There are repeats in it; plays on a tune. Variations. And most likely Magnus? (He's the one 

that made the fucker, and now that's why he looks back on it, every single day, that's his 

promise). ‘When you wake up, I will still listen. I'm sorry I left, but hey, I'm still right up here. 

And my mnemoli? They show up every now and then, and collect all the songs you've made 

since the last time around. The last real moment.’ The Mnemoli? They're the keepers of the 

Elder Scrolls. They cannot be fixed until seen. And they cannot be seen until a moment. And 
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you, your Hero, makes that moment.” – Michael Kirkbride’s IRC Q&A Session, when asked 

what the musical connotations in TES meant 

“You misinterpret the meaning of what Elder Scrolls are in the colloquial Tamrielic. 

When taken in this context, to ‘write an Elder Scroll’ is ‘to make history’. A deeper meaning is 

meant, too, but not very many laymen bother with that. Until a prophecy is fulfilled, the true 

contents of an Elder Scroll are malleable, hazy, uncertain. Only by the Hero's action does it 

become True. The Hero is literally the scribe of the next Elder Scroll, the one in which the 

prophecy has been fulfilled into a fixed point, negating its precursor. Also, Martin mantled 

Akatosh and dragon-[censored] Dagon silly, so his outlook on time is quite unlike our own. In 

fact, he said those words during the dragon-[censored] fight and you only remembered them 

later, a comforting memory that the Jills mended back into your timeline. Yes.” – Michael 

Kirkbride’s Posts, in regards to what it is meant to write an Elder Scroll 

The Hero, no, the Prisoner, through their actions are what makes the Elder Scrolls fixed 

in time. They are the ones who, unknowingly, write the next Elder Scroll (or at least the ones 

that matter) by fulfilling the prophecies they contain within themselves and making of them 

reality. The Mnemoli are Magne-Ge (or perhaps a Magne-Get, as they have been referred to as 

single entity before) that watches over the Elder Scrolls, and lets them be seen when the Hero 

comes and triggers the next Event – the next ‘real moment’ in Aurbic history. 

“"...Of special note is the Blue Star, which the Alesstics call ‘Mnemoli', that runs 

through this part of the Aurbis every untime. The Psijics hold it in much reverence, and many of 

their folk make pilgrimages to Veloth when it appears because a mountain there catches fire at 

its passing. This mountain is reputed to be one of the last refuges of the Dwemer before they 

departed from this world [...] according to the texts, Mnemoli is a wayward child of ANU, one of 
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a pantheon of forgotten deities known as the ‘Star Orphans'... a tribe of gods and goddesses that 

apparently felt abandoned when the Sun Withdrew from the World-Making. Like many of her 

siblings, Mnemoli is both confused and delighted with the Aurbis, and explores its five quarters 

as best she can without the help and regulation of worship, which are not needed (by which I 

mean, always there) during breakings of the sideways wheel...” – Vehk’s Teachings 

(A lot of the above we will be revisited later, so don’t forget about it). But we have 

learned so far that the state of being a Prisoner is something that must be attained and not given, 

that Prisoners are intricately connected with the prophecies contained within the Elder Scrolls 

but are not bound to the Scrolls themselves, that Prisoners are the ones that cause the creation of 

new Elder Scrolls by fulfilling said prophecies, and that the Mnemoli are connected to the 

Prisoner via being the ones that keep watch and count over the Elder Scrolls, which contain the 

songs and stories the Prisoner makes or may make in history in order to give them to Magnus so 

he may know about that the world he left behind. 

A bit of a side note, but something I think I should mention regardless – have you ever 

realized that the Eye of Magnus in The Elder Scrolls V: Skyrim shares a lot of runic similarities 

with the runes used within the Elder Scrolls? Here are some pictures for comparison: 
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Figure 3: An Elder Scroll in Oblivion. 

 

Figure 4: An Elder Scroll in Skyrim. 
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Figure 5: The Eye of Magnus. Oh, and a Stupid Elf. 

A mysterious artifact that is associated with Magnus, but also shares similarities with 

powerful objects that transcend normal space and time that are unintentionally created by 

Heroes? Interesting. That also appears to be a gigantic, spherical Elder Scroll itself etched all 

over with the stories and songs of Heroes from the past, present, and future & can potentially 

warp and destroy reality, just like the Elder Scrolls themselves when placed in capable enough 

hands? Intriguing. And when opened begins to glow a bright and intense blue, almost like…a 

Blue Star? Like, I daresay, the Mnemoli? The entities that are the Keepers of the Elder Scrolls 

and the ones who bring them to Magnus so he can have some ease in his existence? Well, ain’t 

that something? Sigh, but I digress. 

Anyways, why is Magnus so interested in knowing about the Prisoner’s exploits? Well, 

let’s talk about the enantiomorph now, shall we? 
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Chapter Two: Observer, Rebel, King, & The Prisoner In-Between (Part I) 

“‘Don't you see where you really are? Don't you know who Shor really is? Don't you 

know what this war is?’ And they looked from the King to the God to the Devils and Orcs, and 

some knew, really knew, and they are the ones that stayed.” – The Five Songs of King 

Wulfharth 

 

Figure 6: The Enantiomorph. Also known as a Hate Boner Triangle. 

In the Elder Scrolls series, there is a concept referred to as the enantiomorph that is a 

fundamental metaphysical concept of the universe. In the real world, the word ‘enantiomorph’ is 

a noun that when defined means ‘each of two crystalline or other geometric forms that are 

mirror images of each other’, and is taken from the Greek root enantios (‘opposite’) and the 

suffix -morph (‘to change smoothly from one image to another by small gradual steps’). The 

definition of the word in real life is still linked to how it is used in TES, but it’s occurrence 

results in reality-shaping phenomena. 
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The enantiomorph focuses around the act of two similar yet distinct individuals fighting 

against one another in an effort to try to surpass one another while some third-party watches 

from afar. The Rebel is the one who triggers the enantiomorph due to wanting to become the 

new King, who is the one currently in power who believes they hold all power. The Observer is 

the one who takes no side in the ongoing fight, although he knows both parties involved, and is 

the one who decides if the Rebel succeeds or fails in their endeavor; the Observer is also, in 

some shape or form, maimed once they make this decision. What the Rebel and King fight each 

other for control over is called the Catalyst, an entity that is changed or transformed once the 

enantiomorph is completed. The oldest enantiomorph in the Aurbis was between Anu and 

Padomay, with the latter as Rebel and the former as King, although some of the details are still 

largely unknown to us (I advise reading the Annotated Anuad to learn more): 

“As far as the Anuad: Nirn (Female/Land/Freedom catalyst for birth-death of 

enantiomorph)/ Anu-Padomay (enantiomorph with requisite betrayal)/? * (Witnessing Shield-

thane who goes blind or is maimed and thus solidifies the wave-form; blind/maimed = final 

decision). *Seek and you shall find. I hid it. Bonus: King Hrol (seeker/Healer of Kingdom), 

‘from the lands beyond lost Twil’. Twil as Twilight. Grey Maybe. Aurbis. His knights numbered 

‘eighteen less one,’ the number of the Hurling Disk. SPACE GODS BEGAT REMAN! NEWS AT 

ZERO-SUM, PACIFIC STANDARD GRADIENT!” – Michael Kirkbride’s Posts, on Mythic 

Relationships 

I would rather not jump ahead or bore you with explaining the concept of the Amaranth 

at the moment, which is an essay in and of itself, but this is what you need to know – that very 

first enantiomorph between Padomay the Rebel, Anu the King, Nir the Catalyst, and the Twelve 

Worlds as the Observers is what resulted in Anu becoming the Godhead and making the 
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existence of the Aurbis a reality. This event was so important to the very fabric of reality that it 

continues to echo downwards with each passing subgradient (Anu > Anuiel, Padomay > Sithis, 

Nir > Aurbis, Twelve Worlds > Et’ada), with the forces of Kinesis always winning against the 

forces of Stasis, until it reached the most important and well-known enantiomorph of them all – 

the one that resulted in the Creation of the Mundus as we know it. 

“Sithis is the start of the house. Before him was nothing, but the foolish Altmer have 

names for and revere this nothing. That is because they are lazy slaves. Indeed, from the 

Sermons, 'stasis asks merely for itself, which is nothing.' Sithis sundered the nothing and mutated 

the parts, fashioning from them a myriad of possibilities. These ideas ebbed and flowed and 

faded away and this is how it should have been. One idea, however, became jealous and did not 

want to die; like the stasis, he wanted to last. This was the demon Anui-El, who made friends, 

and they called themselves the Aedra. They enslaved everything that Sithis had made and created 

realms of everlasting imperfection. Thus, are the Aedra the false gods, that is, illusion. So Sithis 

begat Lorkhan and sent him to destroy the universe. Lorkhan! Unstable mutant!” – Sithis 

Auriel, the Time God, was the oldest and strongest et’ada that existed in the Aurbis and 

reigned as their chieftain; the King. Lorkhan, the Space God, was the youngest yet most clever of 

the et’ada and had a plan; the Rebel. Magnus, the Magic God, was neither old nor young but was 

the smartest of them all, and he helped both Lorkhan and Auriel with their new endeavor; the 

Observer. Lorkhan, in his travels in early Aurbis, had gone outside of it and had seen the Wheel 

from its’ side, the ‘I’ (or Tower) of existence that revealed the true nature of their reality, and 

wanted to share this knowledge with his peers. But due to their immortality he knew that none of 

the et’ada could fully realize this notion, and therefore devised a plan that would strip them of 

their immortality. He sweet-talked, swindled, tricked, lied, and outright convinced most of the 
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other et’ada (except for the ones who became the Daedra, who basically went ‘fuck all that 

noise’) to follow him and told Auriel that he would be the king of this new world, giving him 

unlimited backing. 

Well, we all know how that turned out. The Mundus was created thanks to Magnus’ 

schematics, but most of the et’ada that contributed to it were stripped of their immortality. 

Lorkhan, not Auriel, became the king of the mortal plane and at the last second Magnus realized 

this, and in his fear/irritation/worry violently redrew from the world-making alongside the people 

who helped him build it, which resulted in the creation of the sun and the stars. While the more 

influential and power et’ada retained their strength and power, the ones that were completely 

weakened became the Ehlnofey – the progenitors of the mortal races (except for the Argonians). 

Now this is where things get really interesting, because for the first time in the current 

Amaranth, an enantiomorph happened that had the forces of Stasis prevailing against the forces 

of Kinesis – we call this enantiomorph Convention. Leading the Old Ehlnofey (the Proto-Elves), 

Auriel the Rebel) waged against the new world order and successfully crippled Lorkhan the 

King’s legions of Wandering Ehlnofey (the Proto-Men). With the aid of Trinimac the Observer, 

Auriel was able to kill Lorkhan – well, kind of; you can’t exactly kill a god – and separate him 

from his divine center, the Heart of Lorkhan, which they then sent hurtling throughout Nirn until 

it crashed into the ground and formed a gigantic volcano that ended up starting a lot of shit. 

“But when Trinimac and Auriel tried to destroy the Heart of Lorkhan it laughed at them. 

It said, ‘This Heart is the heart of the world, for one was made to satisfy the other.’ So Auriel 

fastened the thing to an arrow and let it fly long into the sea, where no aspect of the new world 

may ever find it.” – The Monomyth 
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Oh, and because Auriel was really on one that day he ripped Lorkhan’s corpse in half and 

threw it into the sky, where they became the moons. So, the Mundus more or less looks kind of 

like this now: 

 

Figure 7: The Mundus. Most of those celestial bodies are dead/comatose bodies. Necrostial? 

Trinimac, of course, had to be the Observer in this situation; he is the only one present 

during the final battle that can tell who is the Rebel and who is the King, and due to mysterious 

circumstances concerning the ordeal (he was either eaten by Boethiah and shat back out for 

openly criticizing Lorkhan, tricked by Mephala into entering Oblivion against his will, or came 

to regret betraying Lorkhan on his own) became Malacath, the Daedric Prince of the Spurned. 

Therefore, he was maimed. 
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Right now, you’re probably thinking ‘but why does all of this matter? I thought we were 

discussing the Prisoner archetype and its’ role in the enantiomorph?’ Well, that’s rather easy to 

answer. For one, this article needs fluff. Two, all of this will begin to click together in your head 

in the long run. And as Mannimarco said in Where were you when the Dragon Broke? – “As 

above, so below.” So, before we begin to talk about the constellations and how they mirror the 

enantiomorph in the heavens, let’s make a (relatively) small detour and talk about what the 

Prisoner is. 

Chapter Three: Uncertain Stars, Uncertain Parents, A Certain Prisoner 

“When earth is sundered, and skies choked black, and sleepers serve the seven curses, to 

the hearth there comes a stranger, journeyed far ‘neath moon and star. Though stark-born to 

sire uncertain, his aspect marks his certain fate. Wicked stalk him, righteous curse him, prophets 

speak, but all deny. Many trials make manifest, the stranger’s fate, the curses’ bane. Many 

touchstones try the stranger – many fall, but one remains.” – The Stranger 

 

Figure 8: "There is always a Man, and there is always a Tower." Wait, wrong game...and wrong fantasy. Whelp. 
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What makes a hero a hero? Or a better question – what is a ‘hero’? The dictionary has a 

quite a few definitions for the word, to be rather frank: “A mythological or legendary figure 

often of divine descent endowed with great strength or ability; an illustrious warrior; a person 

admired for their achievements and noble qualities; one who shows great courage; the principal 

character in a literary or dramatic work; the central figure in an event, period, or movement; an 

object of extreme admiration and devotion; an idol…”. And the list goes on and on. 

The word ‘prisoner’, on the other hand, only has a few definitions: “A person who is kept 

in a prison; a person who has been captured and is being kept somewhere; an individual who is 

deprived of liberty and kept under involuntary restraint, confinement, or custody; someone 

restrained as if in prison…” 

So, when you think about how Heroes are Prisoners and Prisoners are Heroes, it seems 

somewhat contradictory, doesn’t it? How can an individual who apparently has so much freedom 

in order to do so many great things be so easily confined by other entities? Why are these two 

concepts so inseparable within the Elder Scrolls? Luckily, in the upcoming Clockwork City DLC 

for Elder Scrolls Online, our old friend Sotha Sil has words with us before we leave him. 

Sotha Sil: “I have preparations to make outside my Clockwork realm. You must stay 

vigilant. Take heed of any Daedric incursions and stand ready to fight. The Prisoner wields 

great power, making reality of metaphor. We will need you before the end.” 

Player: “Why do you keep calling me the Prisoner?” 

Sotha Sil: “A fool’s hope, perhaps. I should explain. Look around you. All of this exists 

because it must exist. I stand here, in this place, in this moment, not because I wish to, but 

because I have to. A result of action and consequence.” 
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Player: “So wouldn’t that make you the Prisoner?” 

Sotha Sil: “Clever…but incorrect. The Prisoner must apprehend two critical insights. 

First, they must face the reality of their imprisonment. They must see the determinative walls – 

the chains of causality that binds them to their course.” 

Player: “You haven’t done that?” 

Sotha Sil: “I have. But I fall short of the second insight. The Prisoner must see the door 

to their cell. They must gaze through the bars and perceive that which exists beyond causality. 

Beyond time. Only then can they escape.” 

Player: “You don’t see the door?” 

Sotha Sil: “I see only unsteady walls. If the people of Tamriel must exist inside this cell, 

I will make sure that the walls are stable, the gaps are sealed, and all who remain stay safe 

within it.” 

Player: “I don’t have any more questions.” 

Sotha Sil: “I’ve met few heroes like you. Very few. I take this matter of the Triad upon 

myself, but in truth, you may be the one that saves us. The Prisoner who frees the world. We 

shall see. Farewell.” 

This entire conversation is one huge goldmine of metaphysical information, and I’m 

going to try to explain all of it the best I can. First, let’s talk about the chains of causality and 

what it means to perceive what exists beyond them – beyond time. Causality is defined as: “the 

relationship between cause and effect; the principle that everything has a cause; the connection 

between something that happens or exists and the thing that causes it; the natural or worldly 
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agency or efficacy that connects one process with another process or state, with the first being 

partly responsible for the second and the second being partly dependent on the first; a 

metaphysical notion that existed prior to the notions of time and space…” 

In a nutshell, causality is a big word for the everyday concept we all call cause and effect, 

or karma, or Newton’s Third Law (“every action has an equal and opposite reaction”), etc. The 

idea that no matter what you do or when you do it, it’ll create ripples that will change every 

possible outcome in your life. If I decide not to go to work tomorrow, then everything that may 

happen tomorrow stems from that choice. If I fall asleep one hour early, the new day I’ll face in 

the morning will be altered because of that decision to have an extra hour of sleep. And if I do 

something bad or do something good to someone, then I should expect something good or 

something bad to happen to me later on. Causality – it’s something so embedded into our way of 

thinking that it’s practically subconscious. We know that if something happens, something else is 

bound to happen. 

The Prisoner is different. They are capable of doing something incredibly remarkable that 

is extremely hard to do in both the real world and in the Elder Scrolls universe – not believing in 

cause and effect. For the Prisoner there is no cause or effect, no action or reaction, no good or 

evil, no male or female, no creation or destruction, and no life or death. There is only the middle-

ground, the grey area, in-between – the moment where there are no definites, only endless 

possibilities. The Prisoner, as Sotha Sil said, is able to make reality out of metaphor because (at 

least for them) there is no reality, only metaphor. The Prisoner is literally nothing but limitless 

potential. 

And speaking of what Sotha Sil said, I want to call attention to his line “a fool’s hope, 

perhaps.” At first glance, one might think that he is referring to himself as a fool; not out of 
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character for Sotha Sil, actually, since unlike Vivec (who is the master of ‘well, that’s 

metamorphically true’) and Almalexia (who will straight up just lie to you) he fully admits his 

own faults and mistakes. However, he is actually referring to the Fool Card of Crowely’s Tarot, 

which is part of the Major Arcana and is its’ equivalent of the Wild Card. As you may or may 

not know, a lot of the more obtuse and esoteric lore in the TES series is influenced by the works 

of Alisteir Crowley. I would like to directly quote the chapter detailing the Fool in Gerg 

Ziegler’s book Mirror of the Soul: Handbook for the Alisteir Crowley Tarot that might strike 

some additional chords with what I’m talking about: 

 

Figure 9: The Fool. Seriously, are the Elder Scrolls and the Dark Tower in the same universe or what? 

“Key Words: Openness; trust; ready to take a risk; courage to stand your ground; 

freedom, independence; creativity; great potential; possibility to take a quantum leap; listening 

to the heart's voice. 
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“The Fool is represented by the god of Spring, Dionysus. The green color reminds us of 

the powerful creative force of Spring. The crocodile (the ancient Egyptian god of creativity) is 

also the bearer of the greatest creative powers. The long umbilical cord, connection to cosmic 

oneness, wraps the Fool in four spirals. The possibility of rebirth is given on all four planes of 

human existence: spiritual, intellectual, emotional and physical. The prerequisite is your 

readiness to change in all areas; your responsibility to self-development. The four spirals are 

described as follows: 

“The first spiral surrounds the heart in heart-shape. It stands for emotional rebirth; the 

recognition, perception and acceptance of true emotional needs. 

“The second spiral bears three symbols. The dove represents vulnerability and sensitivity 

as requirements for love of oneself and others. The ability to set limits and say “NO” in unclear 

relationships is also needed. The butterfly means transformation (the caterpillar becomes the 

butterfly). The snakes wrapped around each other (the Caduceus) are a symbol for engagement 

in healing and health. 

“On the third spiral lay two naked children entwined. Their presence brings the realm of 

relationship into the picture. The quality of your relationships with family, friends, business 

associates and deep emotional bonds must be re-examined and re-evaluated. Which people do 

you really want around you? 

“The fourth spiral is occupied by the tiger and the crocodile. The crocodile urges for the 

development of creative abilities in work and career. The rose it wears symbolizes the unfolding 

of creative powers. The crocodile's powerful jaws testify to its endurance and leadership 

qualities, as well as to the ability to work independently and self-sufficiently. It is possible to 
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break through old, worn-out conditioning. The tiger symbolizes fear (see Princess of Wands). 

Dionysus is repeatedly bitten by this tiger, but his gaze remains directed forward. He gives no 

attention to fear, so it has lost its power over him. The tiger cannot injure him at all. His 

unshakable faith in existence allows him to be aware of fearful feelings without being their 

victim. He is liberated, able to be receptive for mystical peak experiences and interpersonal 

interaction. Basic, dynamic powers are released which drive forward. The onrushing creative 

unfolding process cannot be held back. 

“The Fool holds a cup with a base of crystal in his right hand and a burning torch in his 

left. These are alchemical symbols (see the card XIV Art). They show the meeting of opposite 

forces which creates the energy for the transformation, the quantum leap, to take place. The 

grapes, symbols of fertility, are ripe for harvest. The white spots on the golden background mean 

Fall (harvest time); falling leaves, dropping, letting go, surrender. The coins at the right, 

engraved with astrological symbols, reflect the overflowing wealth on all planes which comes 

when you give your creative energies full rein to unfold. 

“The horns Dionysus wears reflect expanded perception. The rainbow surrounding his 

head means wholeness, Unity, the bridge between heaven and earth, inner and outer. Between 

his legs is a cluster of flowers which represents the process of transformation. At the bottom, the 

active aspect (the three flowers to the left symbolize body, mind, and spirit) combines with the 

passive aspect, receptivity, willingness to learn. The simple blossoms below, when united, give 

birth to the many-petalled blossom above. 

“The sun symbolizes the creative and transformatory powers released by the melting of 

basic sexual energy. 
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“Indications: You are ready for a new beginning, perhaps even a quantum leap. Give in, 

dare to leap, even if fear attempts to hold you back. Trust the voice from within your heart. 

“Questions: What is the tiger of fear for you? How do you imagine the courageous leap 

into the new? What does it look like? Where does your heart call you to go? 

“Suggestion: Draw other cards for the above questions if their answers are not clear for 

you. 

“Affirmation: I now follow my heart. I am open, and ready to go wherever it may lead 

me.” 

The above is a lot of information to take in all at once, so take all the time you need to 

digest it. But the description of the Fool Card sounds remarkably similar to the description of the 

Prisoner Sotha Sil gives to us, and how they are able to ‘perceive beyond the chains of causality 

– beyond time’, doesn’t it? An entity that exists for the sake of existing, who is entirely 

independent from everyone and everything, who has no limit to what they can or will do, and can 

be whatever and whoever they want to be. 

In TES, due to the existence of the Godhead/the Amaranth, reality is just one big illusion; 

it is a Dream. Those who realize this fact yet still believe in themselves as individual entities 

achieve CHIM, a type of metaphysical enlightenment, and say “I AM AND ALL ARE WE.” 

Those who realize this fact yet cannot reconcile it within themselves Zero-Sum, or cease to exist 

within the Amaranth, and say “I AM BUT I AM NOT.” And the Sharmat, who loves possessing 

people (poor Voryn Dagoth, poor Miraak), realizes this fact but wants to usurp the Godhead and 

make everything it – “I AM AND ALL ARE ME.” 
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But the Prisoner, though? They don’t deal with the definite or the indefinite. They say 

“MAYBE.” Maybe to mortality, maybe to godhood, maybe to the world, maybe to reality…and 

most importantly, maybe to the Godhead itself. And in the Clockwork DLC, when the Player 

uses the word ‘maybe’, this is what Sotha Sil has to say to you about it. 

Sotha Sil: “Maybe. The word I covet above all others. Hold to that word, my friend, 

and never let go.” 

The description of the Prisoner reminds me a lot of the Hurling Disk, a concept that is 

linked to Mnemoli and Sotha Sil. It is first mentioned in Vivec’s Scripture of Numbers in the 36 

Lessons of Vivec, and further elaborated on in his Teachings: 

“"...and so, to most, the middle dawn is little more than an undisputable and grandiose 

display of mystic power, which is to say nonsense, and few regard it as the numinous gateway 

that it really signifies. Like many things they cannot explain, the middle dawn is merely another 

excuse to declare good omens and portents, but unto you it should be known as the Hurling 

Disk, numbered seventeen […] the Hurling Disk, it is conjectured, contains a strange mingling 

of magic from both the Solar and Lunar spheres. That singular rarity, coupled with the rarity 

of its presence within the world, has kept it from gaining a strong foothold in the schools of 

known sorcery. The Selectives claim a similar source of power in their depictions of the Right 

Reaching, but that has not deterred those magicians which still try to fathom the meaning of the 

middle dawn and what benefits they may derive from that understanding. Perhaps it is the 

association of Mnemoli with the vanishing of sequential sensation (and, by extension, the 

teeth-filled stare of the Alinor Dragon that comes thereafter) that drives seekers of arcane 

knowledge to pledge their scholarship to the Aetherius rather than dealing with the esoteric 

teachings of my murder-brother SEHT or her many aspects, who loves the secret tower so 
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much that she trucks with folk that first gave it legs, head, and sexual receptacle...” – Vehk’s 

Teachings 

The Hurling Disk, at first glance, seems to be a reference to the untimes of the Dawn 

where everything is possible and everything happens all at once; I would like to argue that it is 

instead a subtle reference to the Prisoner Phenomena. For one, have you ever thought about how 

the Prisoner (or the Player, really) in every TES game can die yet continue on despite of it? At 

first you would just chalk that up to game mechanics – checkpoint systems and saved games and 

whatnot. But the Hurling Disk is associated with the concept of ‘untime’ and the Prisoner is able 

to see ‘beyond time’. I would say that all of the deaths our Prisoners face in every passing game 

are all real possibilities that could happen, but because the Prisoner is literally unlimited 

possibility made manifest, they remain just that – possibilities. And the Prisoner, through the 

Player, experiences the possibilities where they win. 

The rarity of the Hurling Disk also cosigns with the rarity of Prisoners in the world, and it 

is interesting that the concept is also referred to as a ‘numinous gateway’…especially since that 

if one reads the Cut Content from the Elder Scrolls Online on the Imperial Library website, the 

Vestige – a Prisoner – originally had another name in-universe…the Numinous. 

The intermixing of Solar and Lunar energies is also noteworthy, considering how the 

Prisoner does seem to have a lot of connections to the moons and the sun. In Battlespire, there is 

a lot of moon symbolism (like the Daedric Crescent) and the artwork/beginning of the game 

depicts the sun. In Morrowind, the Nerevarine is heralded underneath ‘moon and star’. In 

Oblivion, Uriel VII explicitly refers to the Champion of Cyrodiil as the ‘sun’s champion’. And in 

Skyrim, the Last Dragonborn goes to the moons (Sovngarde, according to MK, is on the moons) 

and messes around with a bunch of sun stuff (Auriel’s Bow, the plot of Dawnguard, the Throat 
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of the World is directly underneath the sun, etc.). The Prisoner is also connected to Mnemoli and 

the Elder Scrolls, entities that are connected to Magnus, and the leitmotif of every games’ 

musical score since Morrowind has been the heartbeat of Lorkhan – who became the moons (or 

three of them…or one of them…it’s complicated. I swear, it seems like every game introduces a 

new damn moon…) 

But the line that piques my interest the most is where Vehk speaks of Sotha Sil, his 

“murder-brother SEHT or her many aspects, who loves the secret tower so much that she trucks 

with folk that first gave it legs, head, and sexual receptacle”, which is a reference to Foul 

Murder, an artwork drawn by Michael Kirkbride in 2012 depicting the Death of Nerevar: 

 

Figure 10: Nerevar's Betrayal. Note Almalexia's impressive rack. 
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As I’ve explained in previous chapters, the enantiomorph is an important concept in the 

Elder Scrolls universe and can be found nearly anywhere. In Foul Murder, ALMSIVI fulfills it 

to a tee – Sotha Sil the Observer, Vivec the Rebel, and Almalexia the King with Nerevar acting 

as the Catalyst. Oh, and Voryn making out with the ground. End of story, right? Wrong. This 

scene also showcases how, even back then, ALMSIVI were trying to take advantage of the 

Nerevarine Prophecies and the eventual Return of Nerevar (because, I mean, when Azura tells 

you that the soul of the best friend you just murdered for no damn reason is going to come back 

to wreck your shit, of course you’re going to try to find a way to fuck with that). And as we 

know, the gods and very powerful or prophetic mortals can influence the awakening of a 

Prisoner. 

So, as MK says it, “they removed his face, so he may be of any race; cut off his feet, so 

he may walk any path; and pierced him through, so he may be of any sex.” You may be confused 

as to how piercing someone with a spear through the back has anything to do with gender, but 

TES is full of sexual innuendo/double entendre (I mean…Vivec, the god who chokes people to 

death with his ‘spear’ and suffocates enemies by shoving his ‘ebony listening frame’ over their 

heads) and basically that line means they fucked Nerevar so hard they annihilated his genitals is 

supposed to signify that due to the act of ‘piercing’ during intercourse not being exclusive to a 

person’s biological sex, the Nerevarine can be of any gender. 

Now remember what Vehk’s Teachings said about Sotha Sil? “SEHT or her many 

aspects, who loves the secret tower so much that she trucks with folk that first gave it legs (‘cut 

off his feet, so he may walk any path’), head (‘they removed his face, so he may be of any 

race’), and sexual receptacle (‘and pierced him through, so he may be of any sex’)”. The 

Prisoner, due to being a manifestation of unlimited possibility, has no definites – so, their past, 
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occupation, race, and gender is whatever they feel like being (which is why the player always 

chooses what they look and act like) at any particular moment. Mortal? God? Warrior? Scholar? 

Criminal? Incarnation? Shezzarine? Dragonborn? All of these are maybes in the eyes of the 

Prisoner, and as we have learned so far, maybe defines their very being and is what gives them 

the power to do what they do. 

This also extends to their birth-signs and parentage, which is why Prisoner-Heroes are 

always referred to as being born under uncertain stars and uncertain parents, and can choose 

whatever constellation they were born under (Oblivion takes this a step further with the Doom 

Stones; Skyrim and Elder Scrolls Online takes this step down the stairs with the Standing Stones 

and Mundus Stones, respectively). 

But what does the Prisoner have to do with the Tower? 

“The Tower is an ideal, which, in our world of myth and magic, means that it is so real 

that it becomes dangerous. It is the existence of the True Self within the Universal Self, and is 

embodied by the fourth constellation, and is guarded by the Thief, the third. The Thief is another 

metaphorical absolute; in this case, he represents the ‘taking of the Tower’ or, and sometimes 

more importantly, the ‘taking’ of the Tower’s secret.” – Vehk’s Teachings, on what the Tower 

is 

“How to permanently exist beyond duplexity, antithesis, or trouble. This is not an easy 

concept, I know. Imagine being able to feel with all of your senses the relentless alien terror that 

is God and your place in it, which is everywhere and therefore nowhere, and realizing that it 

means the total dissolution of your individuality into boundless being. Imagine that and then still 

being able to say ‘I’. The ‘I’ is the Tower.” – Vehk’s Teachings, on what the Tower’s Secret is 



31 | P a g e  

 

On an ordinary tangent, it’s easy to connect the Prisoner to the Tower. A Tower is a 

structure that, historically and in fantasy, was often used to hold knowledge or confine 

individuals; a Prisoner is, well, a person who is imprisoned. On a metaphysical tangent, however, 

the Prisoner and the Tower are practically on the opposite ends of the spectrum. The Prisoner is 

an entity that surpasses and negates the ideals of “I AM” (AMARANTH), “I AM NOT” (ZERO-

SUM), “I AM AND ALL ARE WE” (CHIM), and “I AM AND ALL ARE ME” (SHARMAT) 

by following the ideal that is not an ideal – “MAYBE”; the Tower, on the other hand, is the 

structure that contains the above ideals and must be entered in order to experience them. 

With that in mind, I like to imagine that the Prisoner lies inside the Tower and escapes it, 

whereas those who achieve AMARANTH/CHIM/ZERO-SUM/ or become a SHARMAT lie 

outside of it and must find refuge within it. It reminds me a lot of the timeless riddle – “what 

happens when the unstoppable force meets its’ immovable object?” In the Elder Scrolls, the 

unstoppable force represents reality and the immovable object represents willpower. The ideals 

of AMARANTH/CHIM/ZERO-SUM/SHARMAT all focus on one or the other prevailing 

(AMARANTH and CHIM has willpower winning against reality, ZERO-SUM has reality 

winning against willpower, and being a SHARMAT is when your willpower is equal in strength 

with reality and drives you batshit insane); the Prisoner is different though, as although their 

willpower is equal to the oppression of reality like the SHARMAT, instead of like the 

SHARMAT who is constantly trapped between the two forces, the Prisoner’s willpower never 

gives in to reality to the point that both forces shatter against each other, freeing the Prisoner 

from both. 

Which make sense, considering the nature of the Prisoner. Imagine being locked away in 

a cell with only a window giving you glimpses of the outside world. Surrounded by nothing but 
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oppressive walls, you’re bound to feel nothing but hopelessness. But with that window above 

you, you know that there is a world outside of these walls, and that there is a such thing as 

freedom. Instead of falling victim to hope or hopelessness, the Prisoner makes both of them 

meaningless by shattering the very notions of hope and hopelessness. 

 

Figure 11: "Today's weather is sunny, the rain is finally gone...I opened up the window, though I had no reason to...this everyday 

room, and the signs that pollute it...I will shatter them all! I will always be thinking of you…the reality that squeezes my heart…I 

was always longing to see you…and I’ll forge ahead with that memory!" - By A 70cm Square Window, RottenGrapes 

It also makes sense why Sotha Sil is so interested in Prisoners and why he traffics with 

them whenever he gets the chance. To our knowledge, Sotha Sil doesn’t have CHIM – however, 

of all the people who probably knows of it and what it entails, he’s definitely at the top of the 

list. I would say Sotha Sil doesn’t want to take that quantum leap, not just out of fear, but 

because he doesn’t want to exist in a state where he knows he’s not real but is still real – he 
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wants to be completely free, and he wants everyone in the world to be completely free as well. 

That’s why when he talks to the Vestige about being a Prisoner he almost sounds…envious…of 

their metaphysical state of complete and utter freedom, and while he dislikes the fact he can 

never be a Prisoner (“I see only unsteady walls”) he commits his entire life to strengthening the 

Dream – which he knows is weakening and will eventually come to an end – for the safety of 

everyone who lives within it. 

But like how a flame, despite its’ intensity, will eventually fade away, so must a Prisoner 

eventually fade away into the realm of myth and legend once they have completed their purpose. 

The state of being a Prisoner is temporary, since being a manifestation of “MAYBE” means that 

they have no sense of self or self-preservation, and they will eventually shift through so many 

possibilities that they will stretch themselves too thin and forget themselves out of existence – 

only being remembered by their many titles and deeds and nothing else. The Prisoner usually 

disappears after they fulfill their prophecy, and…huh. Wait a minute… 

If you’ve noticed, every game in the Elder Scrolls series (or at least, the numbered ones) 

always involve the Towers of Nirn and end with their deactivation/or separation from their 

Stone. The Towers are immensely powerful constructs capable of warping reality that are linked 

to the metaphysical concept of the Tower, and were created by the merish races in the likeness of 

the First Tower, Adamantine, which is believed to be where the gods weakened by Creation first 

descended to Nirn. 

“They are magical and physical echoes of the Ur-Tower, Ada-Mantia. Ada-Mantia was 

the first spike of unassailable reality in the Dawn, otherwise called the Zero Stone. The powers 

at Ada-Mantia were able to determine through this Stone the spread of creation and their parts 

in it. The powers also created Red Tower and the First Stone. This allowed the Mundus to exist 
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without the full presence of the divine. In this way, the powers of Ada-Mantia granted the 

Mundus a special kind of divinity, which is called NIRN, the consequence of variable fate. After 

these two acts, which is commonly called the Convention, the gods left the earth. As they were 

the most powerful of lesser spirits in the ages after the Convention and eager to emulate what 

they saw, the Aldmer began construction of their own towers. That they built more than one 

shows you that they were not of one mind.” – Nu-Hatta, The Nu-Mantia Intercept, on what 

are the Towers 

“The Stones are magical and physical echoes of the Zero Stone, by which a Tower 

might focus its energy to mold creation. Oftentimes, the Stones borrowed surplus creation 

from Oblivion, grafting it to the terrestrial domain of its anointed Tower. It was and is difficult 

to bypass Oblivion to go directly to creation's source, the Aetherius. It has been done, but not 

without great expenditure, mundane and otherwise. However, access to Oblivion, the Void that 

surrounds Mundex Arena, which we might touch every night, was child's play in comparison. 

Cultivating creatia that washed into the Void from Aetherius became the rule among Stones. The 

Daedric Realms were formed on much the same principle: padomaic powers using aetherial 

refuse to build their void-territories. The Towers built on the Mundus, since the lands around 

them congealed in the absence of the gods, were unable to match the capriciousness of the Lords 

of Misrule. Sometimes.” – Nu-Hatta, The Nu-Mantia Intercept, on what are the Stones 

In Arena, the Staff of Chaos (which may or may not be, although heavily implied to be, 

the Staff of Towers introduced in the Elder Scrolls Online as the tool the Marukhati Selectives 

used to Break the Dragon) seems to fulfill the Tower role; it is a staff of frightening metaphysical 

power created from Tamriel’s essence, and has a Stone, the Jewel of Fire. The Eternal Champion 

ends up destroying the Jewel at the end of the game, if I remember correctly. In Daggerfall, the 
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Numidium (Walk-Brass) is reconstructed by the Agent and powered up by the Mantella (a 

Substitute Stone, as it was originally intended to be used with the Heart of Lorkhan), but the 

Mantella proves to be somewhat inefficient, and the Numidium ends up imploding and scattering 

across time and space after performing its’ chosen task. In Morrowind, the Heart of Lorkhan is 

unbound from the Red Mountain by the Nerevarine using Kragenac’s Tools. In Oblivion, Martin 

destroys the Amulet of Kings (Chim-El-Adabal) in order to become the Avatar of Akatosh, 

deactivating White-Gold. And in Skyrim, we have the Throat of the World (Snow-Throat) 

and…well, it’s Stone is up for intense debate. * But I’m sure it was deactivated or separated 

somehow. 

But why do the Prisoner’s actions always result in the deactivation of Towers, and why 

do they always seem to vanish after something happens to their Stones? Could it be some sort of 

unconscious urge to dismantle everything relating to the Tower, in which they were confined? 

Do they have some sort of hidden agenda concerning the removal of devices that alter reality, as 

a way to force individuals to comprehend the true reality? Or is it all some sort of cosmic 

coincidence? Perhaps we will never know. 

So, in summary, we have learned that Prisoners are the incarnations of unlimited 

possibilities/ the ideal of “MAYBE”, are metaphysically more important and powerful than those 

who attain CHIM/AMARANTH/ZERO-SUM/SHARMAT status, are also known as the Hurling 

Disk in the Sermons, are connected to lunar and solar energy, are beings that dwell inside the 

Tower and are capable of escaping its’ enchantment, are incredibly short-lived & will eventually 

fade away, are fond of deactivating Towers and seem to be linked to their Stones, and Sotha Sil 

thinks that they are the bee’s knees. Pretty damn cool, honestly. 
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And now that you know what a Prisoner is, let’s go back to talking about enantiomorphs 

and constellations. 

* Annotation: Concerning the Stone of Snow-Throat, we do know some things and I 

would like to make an educated guess based off of them. In his writings, Michael Kirkbride 

stated that the Stone of Snow-Throat was a ‘cave’ and later elaborated that he meant that the 

Stone was literally Plato’s Allegory of the Cave; if you’re not familiar with Plato’s Cave, I 

highly recommend reading about it as soon as possible. Especially since it’s closely related to 

the concept of the Prisoner, in which I mean, the attainment of a higher reality that is the realm 

of pure thought, pure action, and pure understanding. 

I have always theorized, personally, that Snow-Throat is related to Magnus (specifically 

being the point where he launched himself from Nirn to escape the world-making) because it’s 

apex is described as being “half-there” and Lorkhan has Red Mountain while Auriel has 

Adamantine. Rebel> “YES” > Kinesis > Padomay > Sithis> Lorkhan, King> “NO” > Stasis > 

Anu > Anuiel > Auriel, and Observer > “MAYBE” > Perchance > ? > ? > Magnus – so on and 

so forth. And if Adamantine’s Stone is immovable while Red Mountain’s is in a constant state of 

flux, then that would mean, by its very nature, the Stone of Snow-Throat would not always be 

there all the time. So that means Snow-Throat is, for half of the time, always deactivated before 

reactivating itself. 

So how does this relate to Plato’s Cave? We know that the Stones of the Towers can be 

concepts or ideals, but they still take on some type of physical form. I would argue that the Stone 

of Snow-Throat, being linked to Magnus and created when he left, is the Sun – which is in a state 

of being ‘half-there’ (it’s around in the morning, but is gone during the night). Everyone is 

opened to their own interpretation, but then again, something to think about. 
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Chapter Four: Observer, Rebel, King, & The Prisoner In-Between (Part II) 

“I understand it that a God has fallen and we are here to stab at him while he lies 

bleeding?” – Gosleigh 

 

Figure 12: A Dwemer Star Map. Don't stare too deeply into it. 

At the end of Chapter Two of this document I began to talk about the enantiomorph and 

the constellations, and how the Prisoner is related to both of them. Well, it’s finally time to 

elaborate on that. 

“As above, so below.” In the universe of the Elder Scrolls, power takes on physical (or at 

least, viewable) forms and mythic history repeats itself, transcending time and space and taking 

on roles in the fabric of reality. The gods are plane(t)s, time can break, the night sky is the 

Oblivion, and the entire Aurbis is the Dream of a sleeping Godhead. And the metaphysical ideals 

that shape this Dream? They can be viewed every night in the form of the constellations. 



38 | P a g e  

 

“The stars are bridges to Aetherius, the magic plane. They are perceived as holes on 

the inside surface of space. Because they are on the inside of a sphere, all stars are equal in 

distance from Nirn. Larger stars, therefore, are not closer to the mortal plane, they are just 

larger tears in Oblivion. The largest tear in Oblivion is Magnus, the sun.” – Cosmology, on 

what is stars 

“Constellations are collections of stars. Since each star is a bridge to magic, 

constellations are a very powerful phenomenon, and are revered. There are generally accepted 

to be thirteen constellations. Nine of these are made up completely by stars. Three others are 

called guardian constellations, as they are each governed by a Dominion Planet. The Dominion 

Planets are Akatosh (Eye of the Warrior), Julianos (Eye of the Sage), and Arkay (Eye of the 

Thief). The last constellation is made up of un-stars, and it is called the Snake.” – Cosmology, 

on what are constellations 

While outdated, the text Cosmology still serves as the biggest background material in 

regards to the ‘Space Lore’ of the Elder Scrolls. It was later explained that stars (which, like in 

the real world, includes the sun) were the holes left behind by Magnus and the Magne-Ge 

(Magne-Get, for the singular term; translated it means ‘Star Orphans’) when they tore through 

the fabric of Oblivion in order to flee back to Aetherius. Mnemoli, the Blue Star, is a Magne-Get 

and Meridia (formally known as Merid, or Merid-Nunda) was a former Star Orphan who became 

a Daedric Prince. 

Constellations, being groupings of magicka-emitting white holes, are important in the 

cultures of Nirn’s inhabitants, and like the Zodiac are believe to influence the personality and 

traits of those born under them. The Three Guardian Signs - the Warrior, the Mage, and the Thief 
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– represent the three archetypes of the enantiomorph – the King, the Observer, and the Rebel – in 

the heavens and each have three charges (I made sure they’re color-coded for your convenience): 

 

Figure 13: The Guardian Constellations, from left to right – the Mage (Observer), Thief (Rebel), and Warrior (King). 

 

Figure 14: Their Charges, from left to right - the Tower (Thief), Lord (Warrior), Lady (Warrior), Steed (Warrior), Ritual (Mage), 

Atronach/Golem (Mage), Apprentice (Mage), Shadow (Thief), and Lover (Thief). 
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“The Warrior is the first Guardian Constellation and he protects his charges during 

their Seasons. The Warrior's own season is Last Seed when his Strength is needed for the 

harvest. His Charges are the Lady, the Steed, and the Lord. Those born under the sign of the 

Warrior are skilled with weapons of all kinds, but prone to short tempers.” – The Firmament, 

on the Warrior 

“The Mage is a Guardian Constellation whose Season is Rain's Hand when magicka 

was first used by men. His Charges are the Apprentice, the Golem, and the Ritual. Those born 

under the Mage have more magicka and talent for all kinds of spellcasting, but are often 

arrogant and absent-minded.” – The Firmament, on the Mage 

“The Thief is the last Guardian Constellation, and her Season is the darkest month of 

Evening Star. Her Charges are the Lover, the Shadow, and the Tower. Those born under the 

sign of the Thief are not typically thieves, though they take risks more often and only rarely come 

to harm. They will run out of luck eventually, however, and rarely live as long as those born 

under other signs.” – The Firmament, on the Thief 

King/Warrior, Mage/Observer, and Rebel/Thief. Makes a lot of sense, doesn’t it? In a 

few, I will be going into even more depth in regards to how the constellations mirror the more 

important metaphysical entities of the Aurbis and why the Guardian Constellations/the 

Enantiomorph have three charges under their care, but for now, we’ll just concentrate on the 

Heavenly Triad. The King protects the Lady (the Catalyst), the Observer protects the Atronach 

(the Destroyer), and the Rebel protects the Tower (the Reality). But who are they protecting their 

charges from? Well, as MK once said, “What gives the mythic archetype of "the Prisoner" so 

much power? Where does it stand in relation to the King/Rebel/Observer?” 
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The Prisoner, quite clearly, is the Serpent. 

“The Serpent wanders about in the sky and has no Season, though its motions are 

predictable to a degree. No characteristics are common to all who are born under the sign of 

the Serpent. Those born under this sign are the most blessed and the most cursed.” – The 

Firmament, on the Serpent 

“The Stars of Tamriel are divided into thirteen constellations. Three of them are the 

major constellations, known as the Guardians. These are the Warrior, the Mage, and the Thief. 

Each of the Guardians protects its three Charges from the thirteenth constellation, the 

Serpent. When the sun rises near one of the constellations, it is that constellation's season. Each 

constellation has a Season of approximately one month. The Serpent has no season, for it 

moves about in the heavens, usually threatening one of the other constellations.” – The 

Firmament 

The Serpent, like the Prisoner, has no characteristics as it can be perceived as what it 

wants to be. It wanders about in the sky and has no associated season (month) because it follows 

no path but the one of its’ own making. The Guardian Signs/Enantiomorph protects their charges 

from the threat of the Serpent, because it could, would, and shall use them for its own ends. And 

those born under this sign are the most blessed and the most cursed, as like the Prisoner, they are 

capable of great feats but will always be embroiled in conflict. The Serpent is also the only 

constellation to be made up of un-stars, presumably the black hole counterpart to the white holes 

stars in TES normally seem to be, and Schick (in-character, of course) once commented on this: 
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“What are the ‘unstars’ or ‘not-stars’ which are said to make up the constellation of The 

Serpent? Also, as the position of stars relative to each other (or at least to the Sun) is not fixed: if 

stars are holes in the sky, how do they move around?" – Feynn 

High Astrologer Caecilus Bursio says, “It is exactly this matter that has engaged some of 

our surviving Star-Gazers, a matter which they are studying under my direction. Though we have 

but an imperfect understanding of The Serpent, I believe the answer to your questions is implied 

in their statement: unlike the 'holes in the sky,' which are unmoving (at least in relation to each 

other), the so-called 'unstars' of The Serpent can move precisely because they are NOT stars. 

They resemble stars, however, in that they shine by night—but what is the nature of the light they 

are shining down upon us? It certainly isn't Varliance. What is it? Is it benevolent to mortals, or 

malevolent? These questions, I feel, are important, and much may depend on the answers." 

 

Figure 15: The Observer Mage, Rebel Thief, and King Warrior working together to combat the Prisoner Serpent. Or an artistic 

depiction of Golden Axe, the best SEGA Genesis game after Kid Chameleon. Whatever floats your boat. 
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Unlike the other constellations, the Serpent is free to move in the sky because it is not 

made up of normal stars – similar to how the Prisoner, because of what it is, is not bound by the 

normalities of reality. And although the members of the enantiomorph are capable of causing the 

creation of or even aiding/manipulating the Prisoner when they feel like it, they still know that 

they are entities that they can never hope to truly understand or control, and are therefore 

adamant in their desire to keep them from causing too much destruction. 

So, if the constellations mirror metaphysical ideals, what about the rest of them? Well, I 

have created this small and brief list in the hopes of helping people understand exactly that. And 

here it is: 

• THE WARRIOR (THE KING): The King is strong, the King is brave, and the 

King is the best there ever was, ever is, and shall ever be. Their power seems to 

be without limit, and their domain holds no borders. Everyone fears the King, 

who is a tyrant and all-consuming, but no one dares to oppose him or his forces. 

However, the King is also a great deceiver and believes in his own lies to the 

point he no longer remembers what actually was, only what he believes it should 

be. The Rebel is always in conflict with the King while the Observer watches the 

affair from afar, but it is usually the Prisoner who comes to deal with him; the 

Rebel, while manipulative, is also a coward, and she never soils her own hands if 

she has the option. (Ex. Anu, Anuiel, Auriel, Lorkhan, Almalexia, Talos, Alduin) 

• THE LORD (THE CHAMPION): The Champion is the King’s herald, the one 

who announces his coming arrival. He threatens the world and its’ populace in 

the name of the King, and endangers everyone to his tyrannical rule. His presence 

often intrigues the Prisoner, who is first made known to the universe after they kill 
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the Champion. He is the stone that the Prisoner must use to break the surface of 

the lake, in order to learn exactly how far they can go and what they can do. (Ex. 

Dagoth Gares, Mirmulnir) 

• THE LADY (THE CATALYST): The Catalyst is a sad and forgotten figure 

that everyone, even the Prisoner and Destroyer, grieves. She is the Mother who 

dies in childbirth, and leaves the Father and the Child broken in both mind, body, 

and spirit. Her death is what causes the beginning of a new Dream, but also 

permeates throughout every fiber of it, to the point every being born within it is 

infected by universal depression. Yes, the Catalyst is what drives the 

enantiomorph and no one wants to forget her – but in order for a healthy universe 

to be born, she and her sorrow must be forgotten. (Ex. Nir, Mundus, Nirn) 

• THE STEED (THE WEAPON): The Weapon is a relic that no mortal hand can 

hope to wield, and was made to be the downfall of the King. But the King is 

clever, in his own way, and through plans unknown to all always has the Weapon 

in their grasp or makes the knowledge of it lost. The Thief, in her craftiness, often 

gives the Prisoner the Weapon so that they may draw the attention of the King 

and provoke them into conflict – a conflict they know the Prisoner will win. (Ex. 

Moon & Star, the Amulet of Kings, Dragonrend) 

• THE MAGE (THE OBSERVER): The Observer is a wise and gentle soul in a 

universe filled with the sounds of bloodshed and betrayal. He is a hermit who 

admires the world from a distance, and crafts great works for the benefit of those 

who dwell within it. He often regards the Rebel and King as siblings, and is 

amused if not disgruntled by their childish games; it isn’t until their games reach 
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their foretold and violent end that the Observer becomes horrified at the 

spectacle, and redraws himself from the world in anguish. He becomes a hurt, 

broken former shell of himself and the people who once loved him soon forget his 

presence. The Observer seems to admire the Prisoner, perhaps seeing in them a 

friend, and is more than willing to give them guidance if they pass his tests. (Ex. 

Magnus, Trinimac, Sotha Sil, Odahviing) 

• THE APPRENTICE (THE CREATORS): The Creator is an individual of 

great importance and power that will eventually end up losing both in their 

pursuit of knowledge. His studies into the nature of the universe will ultimately 

result in him learning information that no one else can begin to comprehend, and 

that is his folly. For with great power comes great responsibility, and those who 

cannot handle that responsibility eventually go insane. Frustrated, the Creator 

becomes erratic, arrogant, and a being feared by his neighbors; he will begin to 

traffic with powers he cannot completely understand, and will turn his back on his 

own teachings. Eventually, he builds his greatest work – the Destroyer – and 

unleashes it on the world in his anger. But the Destroyer, in turn, unleashes itself 

on him. The Creator lived by hubris, and he died because of it. (Ex. The Dwemer, 

specifically Kragenac; The Thalmor) 

• THE ATRONACH/GOLEM (THE DESTROYER): The Destroyer is an entity 

that is universally feared by all, and for good reason, as it has the ability to 

destroy reality with a single word. Even the Prisoner, with their great power, is 

no match for the Destroyer, which is why they often find a way to dismantle it to 

avoid awakening it prematurely. The Destroyer, despite being associated with the 



46 | P a g e  

 

Observer, is often a tool of the Rebel that they use to combat the King. In the end, 

however, despite how many times it is rebuilt and destroyed, the Destroyer will 

always return to perform its’ function – this function marks the End of All Things. 

But there is one that can stop it. (Ex. Anumidium, Numidium, Akulukhan) 

• THE RITUAL (THE ENANTIOMORPH): The Observer, as the one who must 

decide who is Rebel and who is King, is the one who safeguards the enantiomorph 

in order to prevent the two entities from tinkering with it. The enantiomorph is a 

powerful event that destroys worlds and births universes, and is naturally studied 

by the wise and careful Observer, who despite knowing what will happen to them 

for participating in it, continues to do so anyway. (Ex. The Enantiomorph) 

• THE THIEF (THE REBEL): The Rebel is tired; tired of her life, tired of her 

relationships, and tired of her world. This tiresome feeling results in their 

rebellion against the forces that be, and invokes the ire of the King and the 

interest of the Observer. Although useless and weak at first, the Rebel takes the 

Tower, and with their newfound knowledge vanquishes the King and takes his 

place. An enigmatic being, the Rebel is a skilled manipulator, and while being 

capable of truth and justice, is fond of allegory and lies; these metaphors and 

similes amuse the Prisoner, and they often come to the Thief for counsel. 

Ironically, its their latter behavior that the Rebel despises most out of the King, 

and it is what leads to their own undoing. (Ex. Padomay, Sithis, Lorkhan, Auriel, 

Hjalti Early-Beard, Paarthunax, Pre-C0DA Vivec, Jubal-Lun-Sul) 

• THE TOWER (THE NATURE OF REALITY/GODHEAD): The Tower holds 

the Universal Secret, and the taking of the Tower represents the attainment of 
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forbidden knowledge. Its Universal Secret is the true nature of reality, that is the 

Godhead, and those who enter the Tower always walk away different from when 

they entered. Because reality can be interpreted in a great many ways, there are 

therefore a great deal of ‘secrets’ contained within the Tower. Mortals have a 

dangerous admiration for the Tower, and their copies bring both prosperity and 

desolation to the land. The Prisoner is the original inhabitant of the Tower, and 

their release marks the end of all beginnings and the beginning of all ends. (Ex. 

The Tower, the Towers) 

• THE LOVER (THE SPOUSE): The Spouse is the Lady who does not change 

nor die, whose life is essential to the creation of a normal and healthy Amaranth 

(whose birth she both physically and spiritually facilitates). Often times she is 

stubborn to accept her role, and will procrastinate as she originally believes there 

must be another way. Born in an abusive childhood, she has no desire to be a 

Mother due to fear of how her past may affect her children and maternal habits. 

However, she will eventually come to her senses and accept the role she is 

destined to fulfill. Her Betrothed is the Rebel, and she is the Mother of the True 

Godhead. (Ex. Post-C0DA Vivec) 

• THE SHADOW (THE SHARMAT): The Sharmat is an entity that often plays 

the role of a Devil figure in myth, but always has a tragic past. Seduced by the 

Tower, they entered its’ door and found themselves overwhelmed by the 

knowledge contained within it, and never reemerged. Their logic is “I AM AND 

ALL ARE ALL ME” – they believe that they are the Godhead, despite not knowing 

that they themselves reside within one, and will unknowingly try to usurp it by 
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making other entities extensions of their will. The Sharmat is never too far away 

from the Rebel, who it has a personal and often times romantic quarrel with. (Ex. 

Dagoth Ur, Umaril the Unfeathered, Miraak) 

• THE SERPENT (THE PRISONER): The Prisoner is a truly free spirit of the 

Amaranth, who needs no protectors and has no one to protect. They are powerful, 

unbound, and fleeting – when they appear, reality itself trembles and stands out of 

their way; and when they vanish, the universe mourns their passing. Their 

machinations always seem to disrupt the Enantiomorph and those involved with 

it, but often times prove to be an invaluable asset to their plans. Once the sole 

resident of the Tower, the Prisoner has escaped from it and is no longer seduced 

by its’ call. (Ex. The Heroes/Player Characters) 

And with that, we are finished with the Prisoner, the Enantiomorph, and how they 

interact with and are mirrored in the constellations of the Aurbis. We even talked about a few 

other things, like CHIM and the Amaranth, which at first, I thought might be going a little 

overboard or off-topic but realized it might be best for me to do so anyways or I might otherwise 

not be able to explain everything fully. But there is one final matter to discuss about the Prisoner. 

Something you’ve been wandering about since you started reading this essay – “What in Molag 

Bal’s saggy left **** is an Anuvanna’si, Warden?” 

Well, let me give you an answer. Let’s talk about our dear friend Sotha Sil one last time, 

whose helped us out a lot on this journey. 
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Chapter Five: The Caring Godhead 

“By the word, I wind the gears.” - Deldrise Morvayn, Fourth Tourbillon to the 

Mainspring Ever-Wound 

 

Figure 16: KNEEL BEFORE ZOD! *ahem* I mean, FAP BEFORE SOTHA SIL! 

The Elder Scrolls Online Clockwork City DLC has done three great marvelous things as 

of yet – first they’re adding a lot of the Clockwork City, last seen in Morrowind, to the game; 

second, we’re getting some awesome new texts detailing the majority of its’ lore; and last but not 

least, we get to meet the guy who puts the SI in ALMSIVI himself. He’s handsome, he’s 

cybernetic, he’s…really tall. In short, he’s awesome. 
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Anyways, one of the new texts introduced in the Clockwork City is actually a series of 

texts called the Truth in Sequence, written by one of the more devout followers of Sotha Sil. It 

documents the anuic teachings of Sotha Sil, and provides a world-view that is drastically 

different from the ones that we have been introduced to so far. I strongly advise giving it a 

thorough read. To be honest, I originally planned on giving the Truth in Sequence a thorough 

analysis in this piece because a lot of it is relevant to this essay, but I decided against it; I didn’t 

want this to be too long, to be honest. Or too boring. I might do write up about it one day, just for 

fun or something. But for now, I’m just explaining something that I promised I would explain a 

while ago. Hopefully, I get it right for you all. 

In the Truth in Sequence, the term “Anuvanna’si” appears whenever Deldrise Morvayn 

talks about Tamriel Final (the Healthy, Perfect Amaranth I talked about earlier) or the Nameless 

Will/the Nameless Heart/the Nameless Explorers (which, if I have read and deduced the Truth in 

Sequence corrections, are descriptions of the Prisoner archetype). A lot of people have been 

wondering exactly what “Anuvanna’si” means, however. Let’s break it down, then. 

Well, we know that “Anu” comes from Anu, the Godhead – the primordial “IS” of the 

universe, the epitome of stasis. So, we know that whatever “Anuvanna’si” means, it has to deal 

with him. 

The word “vanna” is a word taken directly from languages in real life, and has many 

definitions that are, interestingly enough, usually religious in nature. In Italian “vanna” is a given 

name that means ‘God is gracious’; an older, closely related word to “vanna” is “vanno”, which 

means ‘She who sifts’ or ‘merit’. In Hebrew, “vanna” means ‘God’s gift’. The Russian and Czech 

variant, “Ivanna” has the same meaning as the Italian variant. In Scottish, the variant is “van” 
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and it means ‘youth’ or ‘God’s grace’. And in Cambodian, “vanna” means ‘golden’ or ‘golden-

colored’. 

Considering that the color gold is associated with success, wealth, prestige, 

enlightenment, compassion, generosity, royalty, and the sun (all things that Anu the Godhead is 

associated with in the Elder Scrolls), and since the Godhead/the Amaranth is technically the 

closest thing to the concept of a monotheistic god in Elder Scrolls universe, than it would appear 

that “Anuvanna” means ‘Anu’s gift’, ‘Anu’s grace’, or ‘Anu is gracious’. 

But what about the “si” at the end of Anuvanna’si? Clearly, it’s in reference to Sotha Sil 

himself, the SI of ALMSIVI, but what does it mean? It appears throughout the Truth in Sequence 

in regards to words dealing with creatures or concepts within the Clockwork City. Well, if I 

could take a guess…ALMSIVI is comprised of the members of the Tribunal. Lady Almalexia is 

associated with the stars/heavens, Lord Vivec is associated is associated with the window/sky, 

and Sotha Sil is associated with the sea/world. So, what if “si” means ‘of the earth’ or ‘to the 

world’? 

That would then mean that, translated, Anuvanna’si means ‘Anu’s gift for the earth/to the 

world’, ‘Anu’s grace for the earth/world’, or ‘Anu is gracious to the earth/world’. Pretty cool, 

eh? But why would Sotha Sil associate the Prisoner with the word Anuvanna’si? 

Easy. The Prisoner is the only entity in the Aurbis that is free to do whatever it wants, be 

whatever it wants, and change whatever it wants within the Amaranth. By saying “MAYBE” to 

the Godhead, it becomes outside of its’ control and influence. The Prisoner shapes the universe 

through its’ actions, fulfilling prophecies and saving nations not because it has to, but because it 

wants to. Unlike the King, Rebel, Observer, and their charges, the Prisoner wants nothing to do 
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with the creation or destruction of new universes – it simply wants to experience life, and living, 

and what it means to exist. 

Thus, is the Prisoner Anuvanna’si – Anu’s gift to this world. 

Epilogue 

“And this thing I have thought of, I have named it, and I call it freedom.” – Empress 

Alessia 

 

Figure 17: "Fate is not set in stone; it can change like the breeze. Where is that wind blowing, you ask? Towards tomorrow." 

We’re finished. It took a lot of pages, a lot of pictures, and a lot of quotes…but we are 

finished. I hope you all enjoyed this essay – I definitely enjoyed writing it for you all. 
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And yet, at the same time, I feel like we are not quite finished here…as if there is so 

much more to explore. There is something about the Prisoner that makes other metaphysical 

concepts like CHIM, Amaranth, & the Enantiomorph pale in comparison, in my mind, to the 

point talking about it in such a limited fashion leaves a hollow taste in my mouth. I feel like no 

matter how hard I study this subject, I’ll never fully understand the Prisoner – and perhaps that is 

how it is supposed to be. 

Because the universe of the Elder Scrolls is not one built on love and kindness. It is a 

place built on the ideals of death, betrayal, and destruction. We have seen individuals who have 

lost everything hold onto vestiges of hope, and we have seen the most devout people consumed 

by the very things they hold faith in. The people of the Aurbis casually throw their lives away in 

their search for universal truth, not knowing that this truth ultimately proves that reality itself is 

meaningless, and that the search itself will push them to the brink of madness. 

For no matter how you perceive the truth, it will always result in the loss of one’s self and 

eventually the entire world, because no matter how selfless one is with their love you can’t save 

everyone. Because even if you failed so they may know not how to, your sacrifice was still made 

meaningless before the next day. And no matter how many times you return, how many times 

you try to lead the fight against the powers that be, you will win the fight, but you have already 

lost the war. 

This universe is one of loss and suffering, for no matter how many relationships you 

make in life, we are all destined to die alone. Family, friends, lovers, masters, and pupils – all 

will go their separate ways eventually, in one form or another. Some will even betray or take 

advantage of you; because even if you are driven by boundless rage, sadness, compassion, 

madness, lust, or power, no one can honestly say or know if your ends truly justified your means. 
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 In the end, these universal truths – CHIM, Amaranth, Zero-Sum, and Sharmat – are all 

just different ways for individuals to express their selfish, egocentric desires by on reality and 

force it to find something to make their existences meaningful. Whether it’s’ an insatiable thirst 

for knowledge, an unwavering faith, or petty revenge…it takes most entities the entirety of their 

lives to find something worth dying for – and even then, it will still be all for naught. 

 The End is coming, the Towers are fading, and even the gods die at Landfall. The 

enantiomorph will grow to no longer care for the Tower, and will that thought, the Dream will 

shatter. This is the End of All Things. 

But out of all of this misery, darkness, and destruction, something sets the Prisoner apart. 

For in this universe where the Tower that holds the secret to reality is built from the blood that 

shapes the mythic, the betrayal that founds dynasties, and the machinations of a triad that causes 

the suffering of the world, the Prisoner did the unthinkable: 

They stepped out from inside the Tower, turned their back on reality, and never looked 

back. 

 

Figure 18: The End. 


