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FOREWORD 

 

Figure 1: “Never should have come here!” - Some Dead Bandit, Skyrim (Artwork By: Lorkhatosh) 

“Yo, everyone. Normally I’d have a huge foreword and everything, but not this time. When I first 

wrote Anuvanna’si: Heroes, Prisoners, and the Godhead With A Thousand Faces more than a year ago, it 

was rushed. Not even going to lie about it, and for good reason too - I was heading out to join the military 

back in 2017. The Elder Scrolls wasn’t really on my mind that much, unfortunately, and I left a lot of 

stuff out. 

So here is Anuvanna’si: The Hero, The Prisoner, The Godhead With A Thousand Faces. Numero Dos! 

The Sequel! Electric Boogaloo all up in your yahoo! This version of my massive lore-essay about the 

importance and inner workings of the main character in the TES games now includes several more pages 

of forgotten content, much better grammar and corrective spelling, artwork, and a bunch of other cool 

little details you good folks might be able to sniff out. 

As always, I hope you all enjoy it. I still won’t be fully returning to the apocrypha game, and probably 

never will be, but...shrugs. You guys deserve an actually finished product, and I deserve the privilege of 

sharing it with you. So take a seat, young Skywalker. 

(Are you picturing me doing finger guns? I’m doing finger guns while grinning and making sassy 

noises. And now you’re picturing me doing finger guns while I’m no longer doing finger guns. Fooled 

again!).” 

- LaJaveyon Saunders, IceFireWarden/Al-Hatoor (3/12/2019) 
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SPECIAL THANKS 
I would like to give special thanks to the following individuals and communities, for always inspiring 

me to achieve greatness even in the darkest of times and for being my second family in life: Michael 

Kirkbride, Darya Makarava, Chris Franzen, Chris Nelson, Michael Zeigler, Claudine Berube, Audrey 

Hampton, Cody Glen Hagy, Felix Macias, Phil Hinds, Tabytha Counts, Josh James, Todd Damrath, Noah 

Searles, Evan Smith, Andrew Cook, David Yombalakian, Gabe Bretthauer, Andrew Watson, Jimmy 

Danger Burley, Cristina Carry, Alexander Phillip Payne, James Moar, Dillon Arcanus, Christiana Roth, 

Jasser Chahine Letaief, Jeremy Hoffman, Vienna Nicole, Ryan Douglas Rinehart-Taylor, Westley Bostly, 

Jonathan Ondreka, Jonathan Berntson, Andre Roldan, Cotey Graham, Chance Cannon, Mohammad 

Samih, Richard McCallister, Anthony Gardner, Brandon Stout, Silviu Glaman, Lauren Nicole, Cassandra 

Tharn, Jessie Roy, and Tim Chapula amongst others. 

I would like to also give a big shout-out to the /r/teslore subreddit community (ain’t no place like 

home), the /r/TrueSTL subreddit community (ain’t no place better to make fun of home), the Official 

Bethesda Forums, the Imperial Library website, and of course, the developers and former developers of 

the Elder Scrolls videogame franchise. 

Thanks for making this universe so fun, and inviting me into it in the first place! And for those I may 

have forgotten to mention by name, I want you to know that it was not intentional and that I thank you for 

your support, so remember who you are. 

GROWING A LOREBEARD 101 
● www.imperial-library.info:  Host of all the in-game books, out-of-game materials, and several 

credible fan theories, as well as several other neat and interesting articles. Hanging out in libraries 

is fun, kids! 

● www.elderscrolls.wikia.com: While originally disordered and unreliable (at least back in 2015), 

the Elder Scrolls Wikia has transformed into a magnificent website for the TES series thanks to 

new management and a new stance on their content. Unlike its’ more older counterparts listed 

below and above, the wikia includes articles on game mechanics, in-game material, and 

out-of-game material in a pretty concise and largely up-to-date manner. Which kind of makes 

shine a bit brighter than the other two, which have their niches (but I like them all). So come here, 

if TIL and UESP don’t have what you’re looking for. 
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● www.uesp.net: The Unofficial Elder Scrolls Pages is the defacto home of the TES series and its 

information, containing articles on all of the games and their mechanics as well having dedicated 

lore communities. If you’re looking for OOG stuff, however, UESP has a very strict policy and 

opinion on it, so unless it’s in-game, you won’t be able to find it on the site. But most of their 

articles are accurate, which is good, because the devs use this place to remember facts all the 

time. That’s some Akira Toriyama shit right there.Please don’t hurt me, Akira-senpai. 

● www.newwhirlingschool.com: Founded by my good friend RottenDeadite, also known as the 

suave Chris Nelson. Have you ever thought to yourself ‘man, the 36 Lessons of Vivec sure are 

strange and incomprehensible’? No? Well, you’re fucking lying. But if yes, then take a hop and 

skip down to this here place. Rotten is probably the man I trust the most with anything dealing 

with ALMSIVI, and he has the years of research to backup my assumption. 

● www.telmoraindependent.net: The brainchild of the White Guar, also known as Andrew 

Watson, and the spiritual successor to Tomorrowind Today spearheaded by Mojo Jojo/Chris 

Franzen. The Tel Mora Independent Press is the monthly Elder Scrolls magazine you always 

wanted, with user-submitted content, articles, lore discussion, and community highlights. All it 

needs is ads. And commercials. And user-targeting...aw dammit, it sucks now. 

● www.writteninuncertainty.wordpress.com: Do you ever get tired of the Selectives Lorecasts’ 

dulcet tones? How about the Elder Lore Podcasts’? Well, I thought you didn’t. It’s impossible, 

our voices make daedra cry tears of joy. But we have a new voice wanting to add the ‘sexy’ to 

‘Tsaesci’ in the TES community, and that is Aramithius, also known as James Moar. Check out 

his new podcast series, it’s really well done. 

● www.c0da.es: Hahaha, you’re kidding right? Nope, not at all. Seriously, I’d advise everyone who 

wants to get into the deeper aspects of the lore to read C0DA by Michael Kirkbride whenever they 

get a chance. It takes awhile to wrap your head around it, and it can be a bit much, but the 

message it conveys is a great one (even if I have my own minor disagreements with it) and will 

resonate with you if you allow it. It also spawned a lot of amazing sequels and shared/connected 

universes, which are well worth the read. 

● www.reddit.com/r/teslore: I have never before seen such a hive of scum and villainy...and it 

rocks, so you should visit yourself one of these days. A growing community since, um, I’m not 

sure ago, /r/teslore is a nice place to interact with other fans of the community who are as big of 

nerds as you and get loved, hated, and criticized for it. It’s not too bad. Be sure to read the 

sidebar, and look up “lasagna” and “hot sload sex” in the search bar. If those topics give you zero 

results, then ask the mods until they give you an answer. They love to help out. 
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● www.reddit.com/r/TrueSTL: Because why the fuck not, you don’t need brain cells. 

● Read, study, criticize, theorize, and develop your own ideas and never stop. Oh, and buy really 

good conditioner and shampoo. Maybe you’re born with it, or maybe it’s Daedraline. 

WARDEN’S PILLOW BOOK 
Just a small list of my favorite things that I’ve read in the Elder Scrolls community, of all time, in case 

you’re bored and want to get some light-reading done tonight: 

● The Numidiad & Aurbis: The Musical by Myrryln 

● A Model of the Godhead and Its Contents by MareloRyan 

● Final Report of Trebonius by Luargar 

● On Silk, Arden-Sul & What is C0DA? An Answer by LadyNerevar 

● The Underqueen & Smoking Traditions in Tamriel Series by OrdoCorvus 

● Femininity in Tamriel Religion Series by Lauralanthalasa 

● SL0DA by The White Guar 

● Raid on Pyandonea by Prince-of-Plots 

● Wy Naught Series by Dinwenel & Toesock 

● A Dragon’s C0DA, Requiem, & A Khajiit C0DAverse by Scourgicus 

● “Khajiit Did Not Steal Anything” & A Bedtime Story About The Cat-Men by MisterFlippers 

● Djaf: Arena of Lyg and A Blackbird’s C0DA by Mojonation1487 

● Through Eastern Eyes Series by Blackfyre87 
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THE PRISONER 
 

 

 

Figure 2: “You plod along, putting one foot before the other, look up, and suddenly, there you are. Right where you wanted to be 

all along.” - Level Up Quote, Oblivion  (Artwork By: Greg Rutkowski) 

  

7 | Page 
 



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, Skyrim 

 

Figure 3: "Beat still, my Heart." (Artwork By: Dmitry ILyutkin) 

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. 

8 | Page 
 



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 eponymously 

aforementioned space station battlemage academy after the Daedra took full control of it. In Morrowind, 

the 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. 

So far, the only games in the series (spinoff or otherwise) that don’t seem to carry this trend are the 

upcoming mobile game Blades (of which we know little about because Bethesda’s marketing strategies 

are terrible it hasn’t come out yet, but what we do know states that the player character is a former Blade 

going into hiding in their hometown during/after the Great War; a prisoner of their circumstances, 

perhaps?) and Redguard, which was more of a hack n’ slash/adventure game that had its’ own 

protagonist, Cyrus the Restless. 

Even then, however, it still carried the same formula (especially with Cyrus being the HoonDing, a 

Yokudan deity that will be brought up again later) with the main protagonist technically being isolated 

and/or ‘captured’, with Cyrus forced to murder his way through some Pirates of the Abecean cast rejects 

in order to where he’s going safely. 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 
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Earthbone dirt... it's going to be the whole of Nirn inside his mighty gullet. ‘None 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?  
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CHAPTER ONE: THE HERO OF THE ELDER SCROLLS 
“Go ye now in peace, let thy fate be written in the Elder Scrolls…” – Ria Silmane to the Eternal 

Champion 

 

Figure 4: An Elder Scroll. Remember when these used to be a dime a dozen? (Artwork From: The Elder Scrolls V: Skyrim 

Artbook) 

In case you weren’t aware, the Elder Scrolls videogame franchise is named after the eponymous Elder 

Scrolls that exist within its universe. Sometimes referred to as the Aedric Prophecies, these mysterious 

and immensely powerful writings are said to exist outside of space-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 those who choose to study the Elder 

Scrolls will eventually go blind, for one reason or another, due to the tremendous power that lies inside 

them. 

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 
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these events require a powerful/important individual in order to fulfill said prophecies. As Zurin Arctus, 

former friend to Tiber Septim and one of the Underkings, once 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 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.” 

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 
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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. Michael Kirkbride has stated in the past that the Dragonborn was 

placed on their destined path by the gods (specifically, the one also known as the old smaug himself) in 

order to keep the current kalpa from ending during the events of Skyrim. 

While it cannot be certain (due to the nature of these entries in the series, as well as their age), it can 

probably be assumed that the Heroes of Battlespire, Stormhold, Dawnstar, Shadowkey, and Legends were 

also placed on their respective paths by the gods, as each of their plots seem to deal with forces beyond 

mortal control or knowledge that need to be stopped (Dagon’s Oblivion Conquests, the mining of 

extremely powerful aetherial crystals, the incredibly dangerous application of shadow magic, 

and...um...whatever Legends has going on these days). Meanwhile in Elder Scrolls Online, strangely 

enough, it seems like the entirety of Nirn itself 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 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 

13 | Page 
 



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 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 causes the Elder Scrolls to become fixed in 

linear space-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 
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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 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 

And while it might be somewhat early to discuss this particular trainwiz of thought, I was going to 

bring up later anyways, and I might as well speak of it while Mnemoli is actually being discussed. In the 

IRC Questions & Answers quote discussed above, Michael Kirkbride refers to Mnemoli as the Keepers of 

the Elder Scrolls, and that the scrolls themselves are more or less a connection of songs describing the 

historical deeds of the Prisoner so they won’t lose their definibility in history. So in a sense, the Elder 

Scrolls are less books written by divine scribes and more sheet music collected from wayward composers. 

What I find most interesting, however, is the source of Mnemoli’s name. 

Mne·mon·ic 

/nəˈmänik/ 

noun 

1. 

A device such as a pattern of letters, ideas, or associations that assists in remembering something. 

“the usual mnemonic for star types is O Be A Fine Girl Kiss Me” 

adjective 

1. 

Aiding or designed to aid the memory. 

Mnemoli is inherently tied to the word mnemonic, which in itself is inherently tied to the concept of 

memory and the act of remembering something. Thus, one can say that Mnemoli is the guardian of 

memory and the one in charge of remembering every important event that occurs within the universe so it 

may not become lost or forgotten. Sotha Sil, otherwise known as Seht, the Clockwork God, and Best Boi 

seems to (because he is motherfucking Sotha Sil) be aware of this connection between memories and the 

stars (or at least one of them), as during the events of the Clockwork City DLC for the Elder Scrolls 

Online we learn that he categorized his memories into celestial bodies known as the Mnemonic 

Planisphere. 
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“Memories are fleeting, flawed, and fragile. So easily overwritten by emotion and prejudice. I 

cannot think of a more unregulated recording of events, which is why I commit my thoughts into the 

unchanging metal of my sequence plaques. But even the most objective view can still hold bias, and 

words can only convey so much. The engravings on this plaque pale to the complexity of a simple 

human thought, with all the nuances and richness that even a common mind can hold. 

 

“Lord Seht knows this. After all, his heart drives the Wheels Eternal, oiled and calibrated. This we know. 

To become that which is the only true name, which is not Name, one's mind must be polished. 

Synchronized. How to accomplish such a task? Even a god may become overburdened with the weight 

of emotions, fractured from the whole which is logic. 

 

“But in this too the Clockwork God was wise. He gave his memories form, manifestation. Glowing 

stars to make up the galaxy of his thoughts. Tangible and real, far more real than ink upon 

parchment, than words or whispers. Whole and perfect, and only able to be so from the strength of his 

divinity, his gleaming and peerless mind which holds the true order of all. 

 

“Memories are flawed, yes, but they are precious all the same. They hold our wisdom and 

knowledge, all that which we are. To give them away would be squandering that gift, and this too 

Lord Seht knew. So he preserved these precious thoughts, locked safely with his Mnemonic 

Planisphere. Watched over by the ever-silent Astronomer. A multitude of stars which no longer held 

emotional sway over him, no, but still remained connected, known. 

 

“It's quiet in the Planisphere, but one hears whispers. A low hum of voices seem to echo within the halls. 

Those figures of the past, lost but not forgotten. Come to light once more.” - The Memories of Sotha 

Sil 

Mankar Camoran also speaks of Mnemoli and their duties, although in a more passive-aggressive and 

dismissive fashion, while linking them to the Towers and the Godhead. This is rather interesting, 

considering that Arch-Prelate Fervidius Tharn also links Mnemoli to the Towers in one of his ancient 

writings, as he tries to explain how the Marukhati Selectives used the Blue Star to more or less create a 

new Dragon God known as Akatosh (and in a way, implying that they made a whole new memory foreign 

to the Aurbis). 
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“The Tower touches all the mantles of Heaven, brother-noviates, and by its apex one can be as he 

will. More: be as he was and yet changed for all else on that path for those that walk after. This is 

the third key of Nu-mantia and the secret of how mortals become makers, and makers back to mortals. 

The Bones of the Wheel need their flesh, and that is mankind's heirloom. 

 

Oath-breakers beware, for their traitors run through the nymic-paths, runner dogs of prolix gods. The 

Dragon's Blood have hidden ascension in six-thousands years of aetherial labyrinth, which is Arena, 

which they yet deny is Oathbound. By the Book, take this key and pierce the divine shell that encloses 

the mantle-takers! The skin of gold! SCARAB AE AURBEX! 

 

Woe to the Oath-breakers! Of the skin of gold, the Xarxes Mysterium says "Be fooled not by the 

forlorn that ride astray the roadway, for they lost faith and this losing was caused by the Aedra 

who would know no other planets." Whereby the words of Lord Dagon instructs us to destroy these 

faithless. "Eat or bleed dry the gone-forlorn and gain that small will that led them to walk the path 

of Godhead at the first. Spit out or burn to the side that which made them delay. Know them as the 

Mnemoli." 

 

Every new limb is paid for by the under-known. See, brother, and give not more to the hydra.” - The 

Mythic Dawn Commentaries, Book 3: CHIM 

“Though all given Concavities, or sheaths within the integument of the Aurbis, are necessarily contained 

by the Aurbis, Right Reaching dictates that a defined sheath may be detached from the integument 

by invocation of Mnemoli. Upon intercourse with the star-orphan, the Beseeching Alesstic performs 

eversion of the organ of thought, an employment of the Hurling Disk that recapitulates the truth 

that a circle turned sidewise is a Tower. By same-truth, twisting the enveloping sheath into the middle 

dawn (to the number of seventeen) brings it to untime and unplace. 

 

Eventualism, of course, predicts reabsorption upon depletion of the Wheeling Force, but the 

absence of duration may render even eventuality moot.” - On The Detachment of the Sheath 

While I won’t dig too much into both of these topics, as that would leave me without a lot of 

ammunition for the lore gun I have prepared later on in this treatise, I will explain a few things to the best 

of my ability. In Mankar’s Commentaries, he describes the Mnemoli - the Keepers of Memories - as 

something that should be abandoned, as they make the gone-forlorn (forlorn meaning ‘pitifully sad, 
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lonely, and/or abandoned’ and gone being ‘not here at the moment’) delay in their duties and that means 

others can steal what they possess. Arch-Prelate Tharn, on the other hand seems weirdly (or perhaps not 

weirdly enough) sexual with how he describes Mnemoli, saying (in simplest terms) in order to break time 

you have to get memory to forget what time is, if only for a second, as the concept of eventuality - of 

possibility, certainty, and definability - cannot exist if concepts themselves have no meaning. 

But what is the importance of Mnemoli, and why is she/they tied to the Elder Scrolls and the Prisoner 

who writes them? What purpose does relating memories to the uncaring Godhead have? Well, let us take 

a moment to explain what memory actually is in the Elder Scrolls universe. 
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UNDER-CHAPTER ONE: WHAT IS MEMORY? 

 

Figure 5: “Ah, sweet Child of Kos, returned to the ocean... a bottomless curse, a bottomless sea. Accepting of all that there is, 

and can be.” - Villager of the Fishing Hamlet (Bloodborne), (Artwork From: The Elder Scrolls V: Skyrim Art Book) 

DOUBLE-PAGE SPLASH: LUNAR LANDSCAPE. 

Dunes of red, sugary sand leading as far as the eye can see. Jubal and Hir stare into the sky. It is a vision 

of apocalypse. A smaller, silver moon sits to the upper left, orbiting a shattered planet. 

The planet Nirn. “Earth.” Cracked open like an asteroid field still held into spherical shape by forces 

unknown. The right side of the planet moves from rock and fire to ghostly cosmic clockworks. The planet 

has a “skeleton” inside it, an interlocking system of gears and pistons and wheels, half-here, half-not, 

overlaid with a nebula of mathematical equations that we can’t understand. 

TEXT UPPER LEFT 

The Wheel As WAS. TEM designate: NIRN. 

 

JUBAL-LUN-SUL 

And I’m supposed to ask it a question? 

 

HLAALU HIR 

Yeah, but all private-like. We’ll back away. Give you some time. 
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MEMORY 

HELLO. MY NAME IS MEMORY. THANK YOU FOR COMING. FEWER OF YOU DO WITH 

EACH PASSING YEAR. I GET LONELY. 

 

JUBAL-LUN-SUL 

…why? 

 

MEMORY 

BECAUSE I’M LEAVING. DON’T TELL THE OTHERS. IF THEY HEAR I AM, THEY’LL 

COME IN DROVES. 

 

MEMORY 

AND I HATE GOODBYES. 

- C0DA, Pages 58-59 

In the Elder Scrolls universe (from both a within the world and without the world perspective), the act of 

archiving one’s thoughts and feelings is an omnipresent occurrence. Journals frequent every home and 

landscape, cultural and racial myths survive for eons, and never forgetting who you are plays a role in 

every soul. Or at least, the ones that matter. 

But why is that? Why is memory so important to everyone? It’s preservation, it’s tones, delicately 

placed into lyrics, melodies, and rhythms for the next person to listen to. Well, as my friend Michael 

Kirkbride said in one of the above quotes, the entirety of Nirn is a song. One that has been playing for a 

long-time, longer than nearly anyone can remember. But Nirn is also still just a planet, and planets need 

certain features for their inhabitants to survive in the Arena that is the Mundus. 

One, of course, is land. For what else would one fight over? 

But the other? 

The water needed to wash all that blood away. 
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Figure 6: Story-Time with the Daedra, Starring Questionably Sexy & Sexually Questionable Lovecraftian Space-Demons (Note: 

Textbooks Not Included). (Artwork From: The Elder Scrolls Online) 

Thanks to Elder Scrolls Online, we have learned that when a mortal dies their memories are 

transformed into water. When questioned about this, Herald Kixathi (a Dremora in service to Hermaeus 

Mora) more or less refused to divulge more information, referring to the matter as complicated and that 

we mortals are too stupid and foolish to understand such divine-shattering secrets being the simple 

creatures we are (well, that last part isn’t actually what she said but that’s basically what she was 

implying). 

But yes, when mortals die their memories transform into water, which then becomes the various 

oceans of Nirn itself. This, of course, has rather interesting connotations when one adds it into 

consideration with the likes of the Maormer being Sea Elves, the ‘Sea of Ghosts’, the absence of a 

traditional sea god, Hermaeus Mora being the ‘Prince of the Tides’, and of course other things, but the 

most interesting tidbit is that we know (almost for fact) that Nirn at its creation was only a barren 

wasteland with few large deposits of water. That was added after the fact once the Ehlnofey, well, started 

murdering one another. 

“On the world of Nirn, all was chaos. The only survivors of the twelve worlds of Creation were the 

Ehlnofey and the Hist. The Ehlnofey are the ancestors of Mer and Men. The Hist are the trees of Argonia. 
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Nirn originally was all land, with interspersed seas, but no oceans. 

 

Eventually, the wandering Ehlnofey found the hidden land of Old Ehlnofey, and were amazed and joyful 

to find their kin living amid the splendor of ages past. The wandering Ehlnofey expected to be welcomed 

into the peaceful realm, but the Old Ehlnofey looked on them as degenerates, fallen from their former 

glory. For whatever reason, war broke out, and raged across the whole of Nirn. The Old Ehlnofey retained 

their ancient power and knowledge, but the Wanderers were more numerous, and toughened by their long 

struggle to survive on Nirn. This war reshaped the face of Nirn, sinking much of the land beneath new 

oceans, and leaving the lands as we know them (Tamriel, Akavir, Atmora, and Yokuda). 

 

The Hist were bystanders in the Ehlnofey war, but most of their realm was destroyed as the war passed 

over it. A small corner of it survived to become Black Marsh in Tamriel, but most of their realm was 

sunk beneath the sea.” - The Annotated Anuad 

We can then assume that the ‘interspersed seas’ of Nirn at its initial starting point was probably the 

memories of the earth-bones that helped form the plane(t), before the Ehlnofey began dying off and 

started adding actual oceans to their world with their memories. The Realm of the Hist was swallowed by 

this sudden expanse of water (a neat little metaphor for becoming ‘lost to memory’), only surviving in the 

(maybe coincidence, maybe not) swampy fragment now known as Black Marsh. 

The idea of landmasses or objects sinking below the ocean isn’t a new one in the Elder Scrolls lore. 

Yokuda, the original homeland of the Redguards, also sank below the waves due to a cataclysmic 

catastrophe in the past and we know that the Sload of Thras are able to sink and raise their island 

whenever they feel like it. Therefore, it feels safe to say that the idea of a ‘sunken place’ correlates to the 

idea that something has been forgotten to the world and is no longer needed, now existing only in the 

myriad collection of fluid memory that spans the surface of the world. This also neatly relates to the 

Drowned Lamp mentioned numerous times in the 36 Lessons of Vivec, which Michael Kirkbride has 

stated refers to the idea of lost knowledge that can become relevant again someday. 

Something else I find important to discuss about water being memory is the importance of ice, as well 

as fire, to two continents discusses often in regards to the lore: Atmora, and Aldmeris. Aldmeris (also 

known as Old Ehlnofey) is believed to have been the original homeland of all mer, while Atmora 

(originally Altmora) had been one of their holdings before it was overtaken by the ancestors of men. 
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Eventually the Old Ehlnofey were forced to retreat back to Aldmeris, while the Wandering Ehlnofey 

hounded them. 

“Auriel could not save Altmora, the Elder Wood, and it was lost to Men. They were chased south and 

east to Old Ehlnofey, and Lorkhan was close behind. He shattered that land into many. Finally 

Trinimac, Auriel's greatest knight, knocked Lorkhan down in front of his army and reached in with more 

than hands to take his Heart. He was undone. The Men dragged Lorkhan's body away and swore blood 

vengeance on the heirs of Auriel for all time.” - Monomyth: “The Heart of the World” 

I have always guessed that the line ‘shattered that land into many’ was a signifier for how the elves 

would eventually become a species of separate tribes and cultures, no longer unified in their shared belief 

on how to handle mortality (which coincides a lot with some ideas discussed in the Nu-Mantia Intercept). 

What is most interesting is that Aldmeris has been frequently mentioned to have never existed 

out-of-game, while Altmora (which has been described in-game as having become a place of permanent 

winter), has been theorized to have become frozen in time due to being the exact opposite of its merish 

counterpart (and because MK drew some art of Talos visiting Atmora to speak to its ‘Frozen Kings’). 

“[In response to “Why did Vivec+Nerevar visit A(l)tmora and not Aldmeris, if they're the 

Mannish/Merrish perspectives of proto Tamriel?”] Aldmeris is not a real thing.” - Michael Kirkbride’s 

IRC Q&A Session 

“[In response to “Okay. Are Akavir and Atmora actual continents and should perceived as such, or are 

they rather mirror images of Nirn?”] “The only continents that are not real... that would be Aldmeris. 

The rest of them might have shared Pangaea thing, but only one is a memory. A fabricated memory. 

Think on Aldmeris and why so many of the Thalmor think the way they do.” - Michael Kirkbride’s IRC 

Q&A Session 

“For hundreds of years in the Merethic Era, raiders crossed the Sea of Ghosts to invade Tamriel from the 

frozen lands of Atmora, becoming after generations of living in our land the Nords, Cyrodiils, and the 

Bretons of today. The last invasion - if that is the word for two ships, largely laden with corpses, begging 

to make port - occurred in the 68th year of the First Era. The description of the land these raiders had left 

changes radically over the years, leaving many to believe that it was gradually dying, smothered by frost. 

Expeditions to Atmora in modern times describe a place of permanent winter, with little life and no sign 

of human habitation. Whatever population did not succeed in fleeing to Tamriel doubtless succumbed to 

23 | Page 
 



the ever-worsening climate many centuries ago.” - Atmora Entry, Pocket Guide to the Empire, Third 

Edition 

 

Figure 7: “Hey man, all I’m saying is that if you wear the Numidium as armor, that’d be more lit than the Colored Rooms” 

(Artwork By: Michael Kirkbride) 

The fact that MK refers to Aldmeris as a memory, a fabricated memory specifically, has made me 

wonder and reconsider my own stance on the idea of Aldmeris and Atmora as concepts. Originally, I had 

chosen to believe that the Elder Wood was the ‘Idea of Man’ (a metaphysical symbol of Imperfection, as 

humans are existentially imperfect creatures) and therefore Frozen In Time due to imperfection existing 

all too well in reality, while Old Ehlnofey represented the ‘Idea of God’ (a metaphysical symbol of 

Perfection, as all mer are obsessed with being perfect) and was therefore Boiling in Time due to being 

comprised of ever-changing and non-unified ideals. This thought process was aided by a book released in 

the Elder Scrolls Online, which seems to hint towards these ideas: 

“At the end of his life, Ysmir, who had ruled the peoples for over a thousand years in the time before 

history, the time of myth, sought a burial place and death befitting a king of men and dragons. He 

summoned his champions and men-at-arms and asked them: ‘Where can I find a burial place and death 

befitting a king of men and dragons?’ 
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“The first housecarl stepped forward and said ‘Go East, where the ocean touches the sky.’ 

 

“The second bowed humbly and said ‘Go West, where the sun kisses the earth.’ 

 

“And again the third said ‘North to the very frozen tips of Nirn, to a tomb of ice.’ 

 

“And the fourth, ‘South to the pillars of smoke and fire.’” - Ysmir the Forefather, Volume IV 

From the above quoted book, the South (Aldmeris) is described as a fiery wasteland while the North 

(Atmora) is described a tomb of ice, which matches up with my above thoughts. However, the fire part 

always made me doubt my perspective of this whole ‘cardinal points equals different time-zones’ 

perspective, as Aldmeris should be more akin to a place of steam and hot water. My way of reconciling 

this? Instead of time-zones, each direction corresponds with different attitudes towards memories. 

Yokuda (the West) sunk beneath the sea, representing things we have chosen to forget about. Tamriel 

(the Center) is the present, memories we are making everyday. Akavir (the East) is unknown and 

mysterious, representing the memories we will make in the future. Atmora (the North) represents 

memories so old that they haven’t been forgotten, but have become stale and bitter, frozen as constant 

reminders of our pasts. And Aldmeris (the South) is the worst of them all - it is the place of fabricated 

memories, the lies we tell to build ourselves up and ignore our shortcomings, which is why it is nothing 

but a place of smoke and fire. Thus does the the landmasses themselves equate more to memories, rather 

than time or space, which will be elaborated on later. 

“So is the time where you finally stop going off on a tangent and explain to us why the Elder Scrolls, 

Mnemoli, and memory are all connected and how?” Why yes, my dear snippy readers, this is exactly 

where I finally wrap all of that up, since you now (or, at least, you should) know what memory is. 
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UNDER-CHAPTER TWO: HOW IS MEMORY? 

 
Figure 8: “See those planets, son? They’re actually the planes of the gods, constructed in spherical shapes because the eyes of 

mortals cannot perceive infinite entities.” 

 

“Or maybe they’re just big balls of rock, dust, and other kinds of elements and mortals just have a bad habit of trying to make 

everything mythically important…?” 

 

“Ridiculous! Next you’ll be saying you can cultivate stars in fields, or we need to construct underground fortresses in case the 

Empire fires magicka missiles that will irradiate the surface world. Silly boy.” (Artwork From: The Elder Scrolls Legends) 

 

So you know what memory is, and how everything on Nirn is entrenched in it. But what does that exactly 

mean in regards to the Prisoner and the Elder Scrolls? Well, let us look at the natural progression of the 

first couple of sections. 

The Hero-Prisoner writes the Elder Scrolls by fulfilling prophecies, turning uncertain moments into 

certain events. The Mnemoli are the keepers of the Elder Scrolls, collecting them for Magnus to read 

since he laments leaving the Mundus behind after its creation and by golly that is the most adorable and 

heartbreaking thing ever. Nirn is also a song, meaning that the Elder Scrolls are like sheet music 

containing all of the important songs of the world. Mnemoli is also associated with the untimes, and the 

archiving and preservation of memories during the collapse of space-time (as well as outside of it). 

So, what’s the difference between: 
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“Each event is preceded by Prophecy. But without the hero, there is no Event.” 

And: 

“Each song is preceded by Memory. But without the Prisoner, there is no Song.” 

Hm. The Elder Scrolls are stories, yes, but at their most important level they are also the music of the 

universe and the waters of memory, forged from the undertakings of the Prisoner as it goes forward in its 

tasks and crystallized into solid shapes for the Mnemoli to deliver to Magnus for him to observe (as well 

as for Moth Priests to read and discern prophecies from), crafted from infinite upon infinite scenarios that 

possibly can and possibly cannot happen. Even more better (and probably a little hard to believe, my dear 

reader) is that what I’m trying to say is, the Elder Scrolls are water. Or at least, not any water that could 

possibly come from Nirn. 

Let me explain why I have come to this strange and perhaps wondrous realization. 

In the Elder Scrolls Online, Valenwood and the culture of the Bosmer is explored immensely in-depth 

(I believe that it was the only province included in full from the get go, actually). And one of the best new 

snippets of Bosmeri lore are the Spinners, their Priests of Y’ffre. The Spinners are in-charge of collecting, 

changing, and rewriting the stories of the Wood Elves and their neighbors so they can pass them on 

through the generations. The most interesting parts of the Spinners, however, is that their ‘green-singing’ 

allows them to actually change reality with their stories when need be. This has caused several members 

of the community to theorize that Spinners serve as the Bosmeri users of tonal architecture, a type of 

‘magic’ that allows the species of Nirn to mess with metaphysics through music and sound (the Nords, for 

example, have their thu’um, the Tsaesci the ‘kiai’, the Dwemer their tonal manipulations, and the 

Redguards possibly their shehai). 

I personally like to see the Spinners as kind of mortal Mnemoli, performing similar duties but on a 

much smaller scale. But anyways, one of the NPCs that you can meet in ESO is Girnalin, a Bosmeri 

Spinner, and everything that she says is incredibly poignant to everything so far discussed in this 

lore-essay as well as everything involving the Aurbis as a whole. Here is a collection of all of her 

dialogue, put together smoothly so they can tell actual stories and hopefully connect some thoughts in 

your head. 
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Figure 9: “I speak, and through me sings Y'ffre. My tales are echoes and echoes of songs He once sang, of threads woven by his 

throat into tapestries ingrained in the minds of we faithful. The calls of birds, twinkles of stars, and lap of the sea live within me.” 

- Girnalin the Spinner (Artwork From: The Elder Scrolls Online) 

“Y'ffre taught the birds to sing and the waves to lap against the beach. Through Y'ffre's song, he also 

gained sight-perception of all that occurs within the sight of birds and the reflection of waters, and 

he echoes their songs and crashing waves. He sees and hears nothing, for Y'ffre is now the 

Earth-Bones, the frame upon which Nature is laid and woven. His sight-perception and song-echo instead 

are loomed through his bones and woven into tapestries of song for we mortals to study. The Sea is 

all-enclosing, the water that encircles all of Mundus. The birds call out that which occurs over land 

to the sea, which reflects and echoes that song. Through study of the Sea's mystery it is possible to 

interpret Y'ffre's song-tapestry. Your frame of perception of the world is your own Bones, akin to the 

Earth-Bones. It is as possible to see into your own future and world as it is to immerse the Self in hysteria 

with no fear. To sing a law, and then Speak into the heart of that law, convincing it of a subtle error 

and how it must change its own Self. That is how Nature's course - its own Sea - is shaped and 

reshaped over time. Such changes can affect the whole of Mundus.” - Girnalin, On The Sea 

“The sky mirrors the sea, and the sea also reflects its mirror. Day, night, and the places between are 

the realm of the sky, as Y'ffre interpreted the time-law Anui-el established within Nirn. Thus, the sky 

bridges time and nature, and measures both. Within each half of the sphere of reflection lies half of the 
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potentialities of Nirn's way in any given moment. Each instant is a sea-state or a sky-state. Each 

individual sees one or its other as weal or woe, and each moment can be turned on its side. Each 

moment so turned becomes an island in your path. For example, the Dwemer, united, had their way in 

Dwemeris. But one clan - Rourken, the wayward clan - struck anchor and sailed across the sky. 

Why do this? Mired in a sea, they sought the sky. Change is wrought in Nirn in six ways, and the 

turning of islands is one of these, often described by others in other terms. Of course, it is possible to 

acknowledge these ways without understanding them - to spin them is all I can do.” - Girnalin, On 

the Sky 

“Aetherius is the sea of light, the Immortal Plane, the origin of magic. Y'ffre sings not of Aetherius, but 

to it, weaving a song so beautiful that stars were compelled to dance and sway. They still wink and 

blink in memory of that song. They are [the stars] Aetherius. Rather, the sun and stars are holes pierced 

in the wall of night by Magnus - and other spirits - seeking to escape Nirn. These holes permit 

Aetherius' light to enter our world. From theirs to ours does Magicka trickle. As Oblivion is a realm 

composed of realms, so, too, is Aetherius a bright sea with many realms within. Each of these stars is a 

window into these realms, and as these realms move, so too do they move. Or close, like doors.” - 

Girnalin, On Aetherius 

“As above, so below.” Thanks Mannimarco, for that quote at least, since that applies to this very well. 

Remember when I mentioned how Sotha Sil transformed his memories into a planetarium, filled with 

stars and celestial bodies? I found that odd at first, because if they were his memories than why not 

transform them into something related to the sea (especially since Seht’s attribute in ALMSIVI was the 

ocean) if water equates to memories? But then Girnalin’s dialogue offered a revelation. Aetherius is the 

daytime sky of Nirn, while Oblivion serves as the nighttime sky. And according to Girnalin, the sky (in 

general) reflects upon the seas of Mundus and mirrors it, therefore becomes a sea itself. The two of them 

then become interchangeable. And if memories are water… 

...that would mean that the Darkness of Oblivion (the Waters of Oblivion) and the Light of Aetherius 

(Seas of Aetherius) are also memories. This clears up the Mnemonic Planisphere quite a bit, helps explain 

how the Daedra reform (since the waters of Oblivion has long-been known as their birthing pools, and 

that their vestiges are more or less their memories being reborn into new bodies), and solves the general 

connection between Mnemoli (a Star Orphan) and Memory (Water) in the first place, if the light of 

Aetherius functions as the sea, as the memories, of that realm. Which would mean that the stars, and the 

constellations to a much greater extent, can be considered shining beacons of memory. 
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Of course this does create the question of what light and darkness are as concepts, considering that 

light (which relates to the sun and the stars) has been stated in-universe to be the magicka that draws in 

from Aetherius, which would mean that as a counterpoint the darkness of Oblivion would perhaps be 

chaotic creatia. Does this mean that light and darkness are also the memories of Aedric and Daedric 

beings, empowering mortals with the remnants of their power? Or maybe they’re comprised of the souls 

of mortals that aligned to either plane of existence, transformed into a more ‘quantum’ form? I figure it’s 

one of those, and I personally favor the former, but I’ll let you decide. 

So if the Prisoner’s actions throughout the Aurbis result in the creation of powerful memories, 

memories that matter, and these memories manifest into the Elder Scrolls, which are then collected by the 

Mnemoli, which are the scrolls? Water or Light? I would say both, neither, and either all at the same time. 

The contents of an Elder Scroll is fluid, ever-changing and ever-forming, just like water. But there also 

similarities and themes of light, especially in regards to how they are used (for illuminating knowledge 

and enlightening their readers) to the blinding effect they have on their readers (erupting into a sudden 

flash of light when read by the player character in Skyrim and the general fact that blindness causes in the 

loss of the ability to even perceive light). Very curious indeed, especially when the scrolls themselves also 

function as metaphysical sheet music with the Prisoner composing them. 

However, there is also another object that I have to bring up (as a side theory based off of all of the 

above, I must add), as there is another object that is extremely similar to the Elder Scrolls and bears a lot 

of the same themes as the Mnemoli. And that, my friends, is the Eye of Magnus. If you have never played 

Skyrim...oh, what the hell am I going on about? I know you played Skyrim. If you didn’t play Skyrim, I’d 

doubt you be reading this. But as I was saying, when you were playing Skyrim you probably did the 

College of Winterhold questline and discovered the Eye of Magnus - a giant, blue, runic orb that radiated 

a lot of power and caught some cocky High Elf asshole’s attention. Strange things happened, the Psijics 

got involved, and then they stole your new toy before you could break it in. Crisis averted. 

But first, did you happen to notice the similarities between the Eye of Magnus and the Elder Scrolls? 

Sure, the runes inscribed on both of them aren’t the same (I believe the Elder Scrolls use some form of 

Ehlnofex, while the Eye has Mage Script), but the physical similarities are quite clear outside of shape 

and mass. 
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Figure 10:The Contents of an Elder Scroll (Artwork From: The Elder Scrolls V: Skyrim). 

 

Figure 11: The Eye of Magnus. Oh, and a Stupid Elf. (Artwork From: The Elder Scrolls V: Skyrim). 

Secondly, did you know that there are objects in Elder Scrolls Online that suspiciously look a lot like 

the Eye of Magnus? The Orrery of Elden Root has one, a statue in the Clockwork City has another, and 

then Artaeum (the home of the Psijics) has several of them in various shapes and sizes. 
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Figure 12: Elden Root’s Orrery. Pay special attention to the purple object at the top of it, class. (Artwork From: The Elder 

Scrolls Online) 

 

Figure 13: The guy she tells you not to worry about, holding an orb that looks oddly enough like a half-finished Eye. (Artwork 

From: The Elder Scrolls Online: Clockwork City) 

This is, of course, my own personal pet theory influenced by my findings. But due to the Eye of 

Magnus’ (as well as these potential copies/clones of it) color scheme and shape (bluish-purple orb brings 
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Mnemoli the Blue Star to mind), strange runic writings in a similar way to the contents of an Elder Scroll, 

unimaginable magical power, and its ability to unravel itself and explode into burst of searing light, I’d 

like to imagine these strange objects are more or less memory-holding devices similar to the Elder Scrolls. 

Except where the scrolls chronicle the actions of the Prisoner, these things chronicle...something else and 

use the memories they contain as some sort of magical fuel (otherwise, why else would Sotha Sil and the 

Psijics be so interested in them and possibly be creating them?). 

What can these memories be? The collective memories of the provinces and locations that they reside 

in? The memories of the gods? The collective memories of the races of Tamriel? Or something else? Who 

knows, I certainly don't. But the memories themselves seem to be quite angry during the events of Skyrim. 

Due to Ancano’s actions, the Eye of Magnus begins to cause ‘ruptures’ to occur all over Skyrim; these 

ruptures spawn creatures known as magic anomalies, highly-aggressive entities seemingly made from 

pure magicka that attack you on-sight. 

 

Figure 14: A magic anomaly in its native habitat. Did you know these guys will always be a higher level than you until you reach 

Level 37,499? What. The. Fuck. Bethesda. (Artwork From: The Elder Scrolls V: Skyrim) 

These things are rather interesting, and the reason why I believe them to be fragments of memories 

released by the Eye is because: 

● Their appearance is similar to the wisps created by the Wispmothers, likening them to spirits, 

except they don’t drop ectoplasm when they die like actual ethereal beings. 
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● Their bodies being made up of aetherial light, which is magicka, also means that they are 

comprised of aetherial memories. 

● Their magic attack inflicts heavy frost damage; with water being memory, ice/frost would 

represent memories that have become frozen due to bitterness as I explained earlier on in this 

chapter. 

● They explode into bursts of light upon death. Emitting searing light is a trait shared by both the 

Elder Scrolls and the Eye of Magnus, objects related to memory (if you choose to believe my 

thoughts on the latter). 

So what did we learn from this chapter? Well, we learned 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. We also learned that the Mnemoli are the Keepers of 

Memories, and that the Elder Scrolls (and potentially the Eye of Magnus) are physical representations of 

memories and music. 

But why is Magnus so interested in knowing about the Prisoner’s exploits? Well..let’s talk about the 

good ole’ Enantiomorph then, shall we? 
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CHAPTER TWO: THE OBSERVER, THE REBEL, AND THE KING 
“‘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 15: The Enantiomorph. Also known as a Hate Boner Triangle. (Artwork By: Adam Fields) 

Within the lore of the 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. 

The enantiomorph focuses around the act of two similar yet distinct individuals fighting against one 

another in an effort to try to surpass each other while some third-party watches from afar. The Rebel is 

the one who triggers the enantiomorph due to wanting to become the new King, the entity who currently 

holds all of the power. The Observer is the one who takes no side in the ongoing fight, although they 

know 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. 
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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 recommend 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 

While I would rather not jump ahead explaining the concept of the Amaranth at the moment, 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 Current Godhead 

and making the 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 

Eventually, the universe began to expand beyond the concepts of Stasis/Nothingness and 

Kinesis/Change, giving birth to new concepts and entities. Three of these entities would eventually start a 

revolution. Auriel, the Soul of Anuiel, the Time God, was the oldest and strongest et’ada that existed in 
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the Aurbis and reigned as their chieftain; the King. Lorkhan, the Soul of Sithis, the Space God, was the 

youngest yet most clever of the et’ada and was the man with the plan; the Rebel. And Magnus, the Soul 

of ...Something, 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, fabricated, and outright convinced most of the other et’ada (except for the ones who 

became the Daedra, who basically went ‘screw that noise, we got blackjack and hookers’) to follow him 

and made sure Auriel agreed to this plan by telling him that he would become the ruler of this new realm, 

and have his undying loyalty. 

 

Figure 16: “We know, Tyler. We know.” (Artwork From: Memes) 

The Mundus was indeed created thanks to Magnus’ schematics, but most of the et’ada that contributed 

to it were stripped of their immortality. Lorkhan, not Auriel, was the true ruler 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 other deities 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 
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that were completely weakened became the Ehlnofey – the progenitors of the mortal races (except for the 

Argonians, who have the Hist to thank for their existence). 

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 First Mer), Auriel the Rebel waged against the 

new world order and successfully crippled Lorkhan the King’s legions of Wandering Ehlnofey (the First 

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 

flying across Nirn until it crashed into the ground and formed a gigantic volcano that ended up starting a 

lot of shit thousands of years later. 

“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 

“Where no aspect of the new world may ever find it...” 

 

Figure 17: “Oy there, nothing to see here.” (Artwork By: Himura-Mechniza) 

“Ever find it...” 
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Figure 18: “What? No! This god-bot totally doesn’t run on any deceased god parts or anything…” (Artwork From: The Elder 

Scrolls II: Daggerfall) 

“Ever..” 

 

Figure 19: “Oh, this? Nothing. Not like we, um, had the physical Heart of Lorkhan to create an imitation of it or anything, 

heh…” (Artwork From: The Elder Scrolls Legends) 

...anyways, Auriel must have been royally pissed off, as he and his followers chose to rip Lorkhan’s 

corpse in half and throw it into the sky, where they kind of got stuck there and became the moons (or at 
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least two of them, or maybe just one of them; it gets hard to keep track of them all considering how nearly 

every new game keeps adding more). With this act, the Aurbis more or less looks kind of like this now: 

 

Figure 20: “The Aurbis. Home. Or at least it was until I messed everything up.” - Lorkhan, Probably (Artwork By: Viatchester 

Fetiskin) 

Trinimac, of course, had to be the Observer in this situation; he is the only one (to our knowledge) 

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) was transformed into Malacath, the Daedric Prince of the Spurned. So 

while he didn’t lose apart of himself, he ended up losing himself, which qualifies as a maiming. 

Intriguing, isn’t? But, oh no! I sense that your next line will be: “But why does all of this matter, 

Warden? I thought we were discussing the Prisoner archetype and its’ role in the enantiomorph?” 

And to which I answer back with my favorite line from the book Where were you when the Dragon 

Broke? – “As above, so below.” So, before we begin to talk about the constellations and how they mirror 
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the enantiomorph in the heavens, let’s make a (relatively) small detour and talk about what the Prisoner 

actually is. 
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UNDER-CHAPTER ONE: UNCERTAIN STARS, UNCERTAIN PARENTS, A CERTAIN HERO 

“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 21: “There is always a Man, and there is always a Tower.” - Elizabeth (Bioshock: Infinite) (Artwork From:: The Dark 

Tower) 

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…” 

The list goes on and on, which is quite understandable, considering that everyone’s perception of a 

hero differs vastly. The word ‘prisoner’, on the other hand, only has a few definitions: 
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“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 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.” 

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.” 
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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 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. 

The actual usage of the term ‘causality’ makes me wonder if the writer of Sotha Sil’s dialogue, 

Leamon Tuttle, is a Berserk fan, considering how the main protagonist of that universe (Guts, the Black 

Swordsmen) has also been described as being burdened with causality but is deemed the ‘Struggler’ by 

the Skull Knight due to his sheer will and strength to fight against his fate, which has allowed him to do 
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several improbable and impossible feats unbecoming of a person of his status in his reality. But who 

knows? But I do quite enjoy a bit of media blend. 

Speaking of what Sotha Sil said, I also 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 character for Sotha Sil, 

actually, since unlike Vivec (who is the master of ‘well, that’s metaphorically true’) and Almalexia (who 

will flat out lie to you), he fully admits his own faults and mistakes. However, this bit of dialogue is 

actually a reference to the Fool Card of Crowley's Tarot, which is part of the Major Arcana and functions 

as the decks’ equivalent to the Wild Card (the Joker) found in most card games on the market. 

Starting with Morrowind, a lot of the more obtuse and esoteric lore in the TES series has been 

influenced by the works of Alisteir Crowley, as Michael Kirkbride and a few of the other writers drew 

inspiration from his works in their effort to revitalize the lore of the series in order to make it more 

unique. The Tribunal were especially influenced by these deems, which is why I find it appropriate to 

have Sotha Sil making subtle nods to them in ESO. 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 (bear in mind this is a bit of a long-read, so I 

apologize for that): 

 

Figure 22: The Fool. (Artwork By: Emily Balivet) 

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 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, 
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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. 

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. Because of that, reality can be reimagined as a concept, and concepts can very well function as 

reality. This is why the fundamental nature of the universe is so intriguing, as these concepts bleed 

together and become new things that are no different. Water is Memory, Light is Magic, Darkness is 

Creatia. Light and Darkness are just aetherial and oblivial water, and therefore are also memories. But the 

Elder Scrolls, the Eyes of Magnus, aren’t just collections of memory - their music, songs, lyrics brought 

into the world. 

“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.” 

This an universe that was founded on the interplay of color, sound, and remembrance. Which, when 

you think about it, explains why tonal architecture (the shehai, the thu’um, kiai, green-singing, etc.) is so 

damn powerful. Because as MK put it: 
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“Tonal Architecture can do anything synæsthesia can do. Unless you're a dumb deaf dreamer.” - 

Michael Kirkbride, when asked what primal/cosmic forces can tonal architecture control 

syn·es·the·sia 

/ˌsinəsˈTHēZHə/ 

noun: synaesthesia 

the production of a sense impression relating to one sense or part of the body by stimulation of another 

sense or part of the body. 

Thus, if Sound is Color is Memory within an Amaranth, within a Dream, how else to distinguish from 

between them for ordinary mortals, who are unaware of the nature of the Dream, but with words, letters, 

and phrases? From which we gain the (oftentimes) capitalized and bolded words  many have seen spoken 

in-game, out-of-game, and throughout the lore community: 

● The Wheel from the Side, the Tower; the Godhead/Amaranth: I. 

● Kinesis, Space, Change, Oblivion/the Void; Something: I AM. 

● Stasis, Time, Rest, Aetherius; Nothingness: I AM NOT. 

● CHIM; To realize your existence as a figment of someone else’s conscious, and yet remain 

diligent in the belief of your own individuality as an autonomous entity: I AM AND ALL ARE 

WE. 

● ZERO-SUM; To fail in your reconciliation of being a part of a conscious and yet having a 

conscious of your own: I AM AND I AM NOT. 

● The SHARMAT; To understand you are part of a Dream, and yet not only retain your 

individuality, but plan on usurping the Dream and becoming the Dreamer through assimilation: I 

AM AND ALL ARE ME or YES. 

● The NUMIDIUM; To wish to destroy the Dream itself, believing that you are the only real thing 

within it: I AM AND ALL THERE IS or NO. 

But the Prisoner? This is an entity that doesn’t deal with the definite or the indefinite. Their response is 

MAYBE, and their phrase is I AM AND I CAN BE. Maybe to mortality, maybe to godhood, maybe to 

the world, maybe to reality…and most importantly, maybe to the idea of the Dream 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. 

“Maybe. The word I covet above all others. Hold to that word, my friend, and never let go.” 
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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 indisputable 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 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 itself. For one, have you ever thought about how the Prisoner (or the Player, really) in every 

TES game can die yet continue living despite of that? At first you would just chalk that up to game 

mechanics – checkpoint systems and saved games and whatnot. Which isn’t too far off the mark; the 

metaphysics of the Elder Scrolls is intensely tied to the nature of the franchise being a game, and while I 

used to hate equating game mechanics to lore, I’ve realized that it’s kind of the truth. 

But in regards to the Hurling Disk, it is a concept associated with ‘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 can 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. 

To make that idea clearer, think of the entirety of the Elder Scrolls as a DnD campaign (which is 

fitting, since it originated as one of those). The GM is the Godhead, and the campaign itself is the 
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Amaranth (the Dream). The et’ada, the gods, are ordinary players - they are aware that the Dream exists, 

but are largely content with the characters they have made in the campaign, and if they grow tired of 

them, they can always change roles or create more. Ordinary mortals are regular NPCs that you encounter 

within the campaign, unaware that they are created solely for the campaign and believing that this world 

is the real one. Mortals who zero-sum are the NPCs that die and become forgotten during the game, while 

the ones that achieve CHIM are the ones that become quasi-players themselves, being able to change the 

nature of their characters to gain new abilities and roles that put them on par with the actual players. The 

Sharmat is the ‘player’ who has grown discontent with the current campaign, only creating a character 

when they want to disrupt the current game in their hopes of being chosen as the new GM. The 

Numidium is the ‘player’ that hates the others, the campaign, and the GM, and is secretly plotting to flip 

the entire table over towards the end of the game. 

But something that still ties them all (except for possibly the Sharmat and the Numidium) is that at the 

end of the day, the GM still controls the dice (their fate) and makes them roll for initiative (to do what 

their fate entails). Except for the Prisoner. The Prisoner is the ‘player’ that has read over the files, the 

work that is this campaign, and could possibly be the GM if they chose to be. But instead of just messing 

around in the game, altering the game, manipulating the game, or trying to end the game like the others, 

the Prisoner actually plays the game, taking control of their own character and doing what they feel is 

what they need to do in order to win. The GM doesn’t control their fate. The Prisoner is the only one that 

rolls their own dice. And because of that, they are a target of interest for everyone seated around the table. 
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Figure 23: “I swear Zenithar/Trinimac/Malacath whatever you want to call yourself today, I’m going to ruin that Orc economy 

so bad with this overwhelming sense of JUSTICE. D20 these vigilants up your arse!” - Stendarr, Probably (Artwork By: 

/u/ArtoriusPrime) 

Cool explanation, huh? Yeah, I thought you nerds would like it. But let us return from the realm of 

reality back to the realm of fantasy. 

As I was saying before I so rudely interrupted myself, the rarity of the Hurling Disk also cosigns with 

the rarity of Prisoners in the world, and it is interesting to note 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. 

nu·mi·nous 

/ˈn(y)o͞omənəs/ 

adjective: numinous 

having a strong religious or spiritual quality; indicating or suggesting the presence of a divinity. 

The Prisoner having a strong spiritual quality is rather interesting from an out-of-universe perspective, 

because in-universe the arrival of a Hero is always lauded as an act of the gods (Arena, Daggerfall, 

Battlespire, Oblivion, Legends) or quite literally a result of divine intervention (Morrowind, Skyrim, 

Online). Personally, I would say it’s because the Prisoner, being unlimited possibility and having control 

over their own actions, is quite literally the closest thing to a true deity in the setting (especially since the 

actual gods can’t do much but influence or empower a Hero). For even the gods, the et’ada, are still tied 

to their fates while the Prisoner is free to choose their own. 

What’s also interesting that our good friend Arch-Prelate Tharn, who I quoted earlier, also made 

reference to the Hurling Disk in his On The Detachment of the Sheath: 

“Though all given Concavities, or sheaths within the integument of the Aurbis, are necessarily contained 

by the Aurbis, Right Reaching dictates that a defined sheath may be detached from the integument by 

invocation of Mnemoli. Upon intercourse with the star-orphan, the Beseeching Alesstic performs 

eversion of the organ of thought, an employment of the Hurling Disk that recapitulates the truth that a 

circle turned sidewise is a Tower. By same-truth, twisting the enveloping sheath into the middle dawn 

(to the number of seventeen) brings it to untime and unplace.” 
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In said quote, Tharn states that the ‘eversion of the organ of thought’ is a skill utilized by the Hurling 

Disk that is linked to the truth of the Tower on its Side (which is the Nature of Reality, the 

Dream/Amaranth). Since eversion of the organ of thought can otherwise be written as ‘turning the brain 

inside out’, and that the Selectives were able to copy this skill by ‘intercourse with the star-orphan’ (I 

refuse to believe they actually did the sex with Mnemoli, and instead its a metaphor for consulting 

memory...but this is TES, and everything is a dick so…) this implies that the Middle Dawn occurred 

through some sort of shattering of/connection to Amaranthine Thought. This makes a strange amount of 

sense, as the Prisoner does compose collections of memories and is unaffected by the nature of the Dream 

by it’s own complex nature, linking the concepts of possibility/maybe and memories together. The 

‘untimes’ of the Dawn, which the Middle Dawn replicated, were also events that are only vaguely 

remembered, meaning that anything could have happened during them (infinite possibilities). 

Returning to Vivec’s quote in Vehk’s Teachings, 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 of the World is directly underneath the sun, etc.). The Prisoner is also connected to Mnemoli (the 

Blue Star) and the Elder Scrolls (creations of memory, sound, and color), entities that are connected to 

Magnus (who caused the literal creation of the sun and stars). 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…that entire matter is so fucking complicated I swear to the Eight Nine). 

We know now that light is magic but also memory, just like the Elder Scrolls themselves, so the 

Prisoner being connected to solar energies makes sense. But lunar energies? I honestly don’t have a clear 

answer on that, except an idea that lunar energies would be raw creatia, or mortal-minded thoughts in 

general, sense the moons are connected to Lorkhan. They could also potentially be stability, if we go by 

the Khajiiti notion: 

“‘Ja-Kha'jay, to you Fadomai gives the Lattice, for what is steadier than the phases of the moons? Your 

eternal motions will protect us from Ahnurr's anger.’ And the moons left to take their place in the 
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heavens. And Ahnurr growled and shook the Great Darkness, but he could not cross the Lattice.” - 

Words of Clan Mother Ahnissi to Her Favored Daughter 

For the Khajiit, the moons and the lunar lattice provides stability to their numerous forms, which are 

judged by their phases. Why would the Prisoner be tied to stability, I have no clue. It is interesting 

however that Anu (the Dreamer) is held back by the moons that Padomay (the one who caused the 

Dream) created, and that the celestial bodies protect the Mundus from Anu’s rage. Perhaps the moons are 

more accurately ‘stable change’? If that’s the case, then that would make more sense. The Prisoner does 

cause momentous amounts of change whenever they materialize in the world... 

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 24: Nerevar's Betrayal. Please note Almalexia's impressive rack. I mean, that screams “your son calls me mommy too.” 

(Artwork By: Michael Kirkbride) 

As I’ve explained in previous chapters, the enantiomorph is an important concept in the Elder Scrolls 

universe and can be found practically everywhere in the setting. 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 
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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 so deliberately puts 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 I want to assure 

you that is completely normal and you are not inadequate for feeling that way about this. What you are 

experiencing right now is something I’d like to call lore incompetence (in extreme cases known as 

aurbictile dysfunction), and it is a natural thing that happens with age. Your partners and significant 

apocryphers in the lore community may laugh at you once you reveal your condition to them, but do not 

be ashamed. Simply go to your local pharmacy and get a prescription known as get weird that will clear 

up all signs of these symptoms in four to six weeks. Side effects include a growing obsession with muatra, 

and reading the Shonni-Etta religiously. 

The Elder Scrolls is full of sexual innuendos and double entendres (I mean, Vivec is a god who chokes 

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

heads), so once you look past the metaphors, that line basically means they fucked Nerevar so hard they 

annihilated his genitals 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, 

occupation, race, and gender is whatever they feel like being (which is why the player, who controls the 

main character that is the Prisoner, is able to dictate what they look like, behave like, and do) at any given 

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, the word maybe defines their very 

being and is what gives them the power to do what they do. 

54 | Page 
 



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). The 

Prisoner doesn’t truly exist until the beginning of each game, which would make them parentless and 

without birth-sign, although they can (through their inherent power of limitless possibility) choose a latter 

and create a history of the former. 

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 

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 (AMARANTH), I AM AND I AM NOT (ZERO-SUM), I AM AND ALL ARE WE (CHIM), 

I AM AND ALL ARE ME (SHARMAT), I AM AND ALL THERE IS (NUMIDIUM) 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. 

But then again, as I stated before, a Prisoner is confined to a Tower. And as we gain more information 

on Tower Lore, we have learned that the mer (bless their arrogant souls) made their Towers in imitation 

of Adamantine, which is a symbolic representation of the Tower Constellation, which in itself is an 
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Aurbical reference to the metaphysical concept of the Tower, which symbolizes the Amaranth of the 

Godhead. And every Tower must have its stone. 

“[Towers..] 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 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.” - Nu-Mantia Intercept, Letter #5 

“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.” - Nu-Mantia Intercept, Letter #7 

So if the Ur-Tower hosts the Zero Stone, then what is the Stone of the Tower Constellation? Better yet, 

what is the Stone of the Tower? While the first one remains unknown to me still (unless it is the Shadow 

Constellation, although that kind of/kind of doesn’t mess with some of my later ideas in this essay), I 

think that it makes sense if the Prisoner itself is the metaphysical Stone of the metaphysical Tower, which 

would therefore make the the Prisoner the Tower’s Secret. For if the Amaranth, the Dream, symbolizes a 

reality of infinite possibility, what else would be powerful enough to serve as its Stone, except for the 

incarnation of possibility itself? And if one wishes to learn how to coexist between the ideas of being real 

and yet imaginary, what else to learn from but the entity that lies above such meaningless conceptions 

without even acknowledging they exist? 

I like to imagine that, because of its nature as a Stone, the Prisoner dwells inside of the Tower 

alongside the Sharmat (which functions as the opposite of the Prisoner, in a sense), while the Numidium 

(in opposition to both) is too busy trying to upheave it by the roots. Those who eventually achieve CHIM, 

like Vivec and Talos, would be those few who climb the Tower and enter it while those who Zero-Sum 

fall from it. What makes the Prisoner and the Sharmat different, though, is that the former tries to escape 

from the Tower, while the latter constantly seeks refuge inside of 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/NUMIDIUM 

all focus on one or the other prevailing (Amaranth and CHIM has willpower winning against reality, 

56 | Page 
 



ZERO-SUM has reality winning against willpower, the Sharmat is when your willpower is equal in 

strength with reality and drives you batshit insane, and the Numidium is like the above except for going 

insane it pisses you off instead). 

The Prisoner, once again, is different. Because while their willpower is equal to the oppression of 

reality like the Sharmat and Numidium, instead of like the Sharmat who is constantly trapped between the 

two forces and the Numidium, who wants to eliminate both forces from existence, the Prisoner’s 

willpower never gives in to reality to the point that both forces cancel one another out, freeing the 

Prisoner from this metaphysical game of tug-of-war. 

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 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 25: “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 
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heart…I was always longing to see you…and I’ll forge ahead with that memory!” - By A 70cm Square Window, RottenGrapes 

(Artwork From: The Elder Scrolls Online) 

It also makes sense as to 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 about it and what it entails, he’s definitely at the top of the list. Sotha Sil 

seems reluctant 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 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 in the Tribunal DLC for Morrowind, Sotha Sil does finally meet his end. But perhaps not for 

naught, for his Clockwork City continues to expand and reinforce the framework Magnus had made for 

Nirn long after his death (as Legends reveals), and his child did survive. 
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Figure 26: “Vivec is at the side facing away from the viewer for a reason. Almalexia is front and center because she is the 

motherfucking boss. Also note the cosmic baby growing inside Sotha Sil. While Sotha Sil is dead as we saw in the add-on pack 

‘Tribunal’, the child survived.” - Michael Kirkbride, On The Picture (Artwork By: Michael Kirkbride) 

What this cosmic child is has been speculation for many, although several members of the lore 

community (myself among them) tend to believe its Memory, a character from C0DA that the main 

protagonist visits towards the end of his journey. This was concluded due to how Seht is tied to the sea 

(since Alma represents the heavens and Vehk is the Lord of the Middle-Air), which would make him tied 

to memory by association. His preservation of his own memories during the Clockwork City DLC 

supports this idea I feel, since why wouldn’t Sotha preserve the memories of Nirn considering that he 

predicted not only his death at the hands of Almalexia, but the return of Numidium as well? But my 

biggest piece of evidence for Sotha’s greatest work and child being Memory would have to be this one 

image: 

 

Figure 27: Nirn, after Landfall. (Artwork From: C0DA) 

During Landfall, Numidium more or less breaks the crap out of Nirn, Mundus, the Aurbis, and 

everything in-between its rampage. Thus do we get a great picture of Jubal-lun-Sul and Hlaalu Hir gazing 

from the surface of Masser at Nirn, which is not all quite there anymore. We had always assumed that 

Nirn had gears, considering that Magnus sculpted it himself and that Sotha Sil was able ‘mod’ the 

Clockwork City onto the preexisting structures. But I can’t help see a passing similarity between Broken 

Nirn and the Eye of Magnus-like objects found in Skyrim and ESO. Remember what I said about the Eyes 

potentially being large memory storage devices? What if the true purpose of the Clockwork City was to 
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transform the entirety of Nirn into an Eye of Magnus, in order to house his child - the Memory of the 

Mundus as a whole - to protect it from Landfall? 

Oh, that’s deep...that’s real deep. As deep as the Deep Ones. But I’m going to leave you kids with that 

little thought, while I return to talking about the Prisoner from where I left off. 

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 titles and 

deeds in the mortal realms, while the Elder Scrolls compose their songs for Magnus to read before 

bedtime. 

It’s one of the reasons why I feel like mortal god-titles like the HoonDing, the Nerevarine, and 

Ysmir, Dragon of the North could be cultural mythic-echoes of the Prisoner, given power through 

mythopoeia and racial memory. This doesn’t make those given the title Prisoners, not in the slightest, but 

it does denote their ability to fight against their fate and forge a new path for themselves. It’s a mortal way 

of remembering who and what the Prisoner is, and is a clear view into their aspiration to be like how they 

are. Sure, they’re not above fate or the Dream, but the actions of those bestowed with these titles can 

shake destiny. Something that individuals like Cyrus (who was proclaimed as HoonDing) or Tiber Septim 

(who was proclaimed Ysmir) have been shown to do quite easily. 

But I was saying, the Prisoner 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. While I briefly 

went into Tower Lore a few paragraphs ago, let me fully explain what they are now. 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 crashed to Nirn (Am I repeating myself? I feel 

like I’m repeating myself). 

I’m going to quote the Nu-Mantia Intercept once again, but this time in greater detail: 
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“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 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.” – 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.” – 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. In Daggerfall, the 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 
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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? Well, the Prisoner is also the Stone of the 

metaphysical Tower, so there is an automatic link there. We also know that the Prisoner seeks freedom 

from the Tower in which they are confined, in opposition to the Sharmat who is more than happy staying 

inside of it. Perhaps the Prisoner has a subconscious urge to dismantle everything relating to the 

metaphysical Tower, the Godhead, which serves as their prison. Do they have some sort of hidden agenda 

regarding the removal of the artificial towers that have some sway over the Dream? Or is it all cosmic 

coincidence? We may never know for sure, although I of course have several inklings as to why. The 

Aurbis, which is the Amaranth, is a song, is it not? The Elder Scrolls that the Prisoner writes is just its’ 

sheet music. And according to MK, the Towers too have a musical connection. 

“Yes, maybe. More like maestros.” - Michael Kirkbride, when asked if the Towers are Tuning Forks in 

consideration to the Aurbis being a Musical 

So if the Towers are maestros, the conductors of the orchestra, what else can the Stones be, if not their 

composers, the ones that make the notes, feel the rhythms, create the melodies, and write the lyrics? And 

the Prisoner, being not the Zero Stone or the First Stone, but the Stone, would be the greatest composer of 

them all. This, of course, has both positive and negative connotations. Specifically, the Prisoner seems to 

be trying to snuff out the compositions of the mortal races in favor of their own. Which makes me wonder 

about the Numidium, which is a Tower first and a Brass God second, and the Sharmat (through 

Dagoth-Ur and possibly Miraak) who tried to make their own Tower. How would an interaction between 

three of the strongest players in the Amaranth, all linked via their strange desires, go? Once again, 

perhaps we can never know for sure. I am just a fan, after all; I can only guess and analyze to my best 

ability. 

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

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

CHIM/AMARANTH/ZERO-SUM/SHARMAT/NUMIDIUM persuasion, are also known as the Hurling 

Disk in the Sermons, are connected to lunar (creatia-stable) and solar (magical-mnemonic) energy, are 

beings that dwell inside the metaphysical Tower and are capable of escaping its’ enchantment (as well as 
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being its metaphysical Stone), are incredibly short-lived & will eventually fade away due to not having a 

fixed identity, and are fond of deactivating Towers and Quasi-Towers. 

Oh, and Sotha Sil thinks that they are the bee’s knees. Which, in my opinion, is the most thing we 

learned today because Sotha is sexy senpai. So now that we all know what the Prisoner actually is, let’s 

go back to talking about the enantiomorph and the constellations. Unless you want to feel like hearing my 

thoughts on the Stone of Snow-Throat, that is... 
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LYG-CHAPTER ONE: RUMINATIONS ON SNOW-THROAT 

 

Figure 28: “It's funny how some distance makes everything seem small...and the fears that once controlled me can't get to me at 

all! It's time to see what I can do, to test the limits and break through! No right, no wrong, no rules for me...I'm free!” - Let It 

Go, Idina Menzel (Artwork From: The Elder Scrolls V: Skyrim Art Book) 

✣This is an optional segment in your local broadcasting program. If you do not wish to tune in, please 

click that TV remote over to the Constellations Channel. It should be Channel 1008, past Channel 16 

(Balancing Your Palate with Peryite, Starring Sanguine!) and Channel 433 (The Life and Deaths of Sean 

Bean). This program was made from the support of viewers like you. Thank you! 

The nature of Snow-Throat, and by association, the Stone of Snow-Throat, has been a highly debated 

topic for years (especially since Skyrim). Many people have theorized on what it [the Stone] could be, and 

some have come up with pretty decent and interesting answers. The Time-Wound. Alduin. Dragon Mario. 

Shor. M’aiq. The answers are many and varied. But I have my own thoughts on the subject, a personal 

theory that I have believed for several years, and in true Warden fashion I’m going to stomp all over your 

hopes and dreams and prove that you’re wrong explain it to you as clearly as possible. 

In Short? The Stone of Snow-Throat is, well, the Sun. 
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Figure 29: The Elder Scrolls’ community response after uttering the above. Feels Bad Man. (Artwork From: Memes) 

Hold up, don’t crucify this sassy and sexy Redguard yet. I can explain, honest! This degenerate does 

not belong on a cross. Well, at least for this…puts Big Booty Bosmeri folder into the Recycling Bin. 

For starters, I always disagreed with the Stone being any of the above things because a) a Stone 

usually exists before or around the creation of the Tower it is linked to (which none of those 

technically do, I see you in the back going ‘well, erhm, dragons existed before all time for they are time 

dumbass’. S-h-huddup, b-baka.), and b) Michael Kirkbride released the list of Stones a few years ago 

that has already been proven true: 

“The cave, a person, a fruit, and a sword.” - Michael Kirkbride’s IRC Q&A, on what are the Stones of 

Snow-Throat, Crystal-Like-Law, Falinesti, and Orichalc 

In the base game of Elder Scrolls Online (specifically, the book Aurbic Enigma 4: The Elden Tree) we 

learn that all of the graht-oaks of Valenwood are essentially Falinesti, and were grown from the Perchance 

Acorn (it’s Stone, which is technically a fruit). And in the Summerset Isles Chapter we learn that while 

the Heart of Transparent Law (the Stone of Crystal-Like-Law) wasn’t an actual person, it was concealed 

within the body of the First Leader of the Psijic Order, which would mean for a limited spell it was a 

person. Orichalc still remains mysterious to us, as it sunk to the bottom of the ocean along with Yokuda, 

although some theorize that it’s Stone could’ve been the Pankratosword technique (which probably sunk 

Yokuda in the first place). So it seems safe to trust MK’s thoughts on the Stone of Stone-Throat being a 

cave, since his other statements were proven right (in almost-roundabout ways). 
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But what cave? Clearly it can’t be a mere physical one, since caves collapse all the time. A few years 

after his statement on the Stones, Kirkbride helped clarify what he meant by a ‘cave’ by explaining that he 

meant 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. But then again, the cave can’t just be a metaphysical one either; all of the other Stones 

have some kind of ‘tangible’ form, which would mean this one should have one as well. 

My solution to that (considering how I believe that the Stone is the Sun) is that Snow-Throat wasn’t a 

Tower built by the species of mer (and one culture of men, maybe, if the Yokudans did build Orichalc), 

but was one of the primal ones accidentally/purposefully created by the et’ada thanks to a line from the 

Nu-Hatta Intercepts: 

“Every dawnmaker Tower takes a myth-form. Red Tower is a volcano and its surrounds. Snow Throat a 

mountain whose apex is only half here. Walk-Brass is appropriately ambulatory, and (most of the time) 

anthropomorphic. The Aldmeri polydoxes were cosminachs, and the White-Gold project was and is no 

different.” 

The word ‘dawnmaker’ brings to mind the gods, and the fact that each of the original Towers take on a 

myth-form appropriate to the god that made them is interesting. Adamantine, like Auriel, like Time, is a 

gigantic immovable spike that pierces the earth. Red Mountain is a volcano that casts a looming shadow 

over its surroundings, symbolizing Lorkhan’s (Space) rage over his death and his omnipresent influence. 

The Numidium being considered a dawnmaker Tower kind of bugs me, as it was forged by the Dwemer 

in their folly, but I suppose considering that they used the Heart of Lorkhan - the heart of a god from the 

Dawn times - to power it, it gave Numidium some kind of retroactive authority over the Mundus. 

As for Snow-Throat? It would have to be Magnus. Magnus fled from Creation, that he did, but his 

leaving has always been described as painful and difficult in sources like the Monomyth and Shor, Son of 

Shor (with the latter even describing Magnus as having been ‘replaced by mirrors’ and having ‘fallen long 

ago’). I like to think of Snow-Throat as the place Magnus had to leap from in order to escape from the 

Mundus, and as time and space weren’t solidified yet, it stretched both until he left a giant spire in his 

wake. And that spire became known as the Throat of the World. 

It does have a kind of poetic-ness to it, doesn’t? 

● King > YES > Kinesis > Padomay > Sithis > Space = Lorkhan the Warrior, Red Mountain 
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● Rebel > NO > Stasis > Anu > Anuiel > Time = Auriel the Thief, Adamantine 

● Observer > MAYBE > Perchance > Nir > Nirn > Magic = Magnus the Mage, Snow-Throat 

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 have to be both there and not there. And 

what celestial object is both there (during the day) and not there (during the night), is associated with 

magic (sunlight), and ultimately the last creation of Magnus himself? The Sun. 

This is of course shakes up a few things. Namely, it puts a very interesting spin on the Falmer - the 

Snow Elves. Because like the Chimer, they didn’t build their Tower, but they found it. And the Snow 

Elves from what we learn in Skyrim had a religious society that revolved around the Sun (Magnus, 

Magic), Light (Magicka, Memories), Water (Memory), Eyes (the perceiving of light, and therefore color), 

and Mirrors (the reflection of light). Didn’t we talk about all of that a few chapters ago? And didn’t we 

connect the Eyes of Magnus, as well as the Prisoner and the Elder Scrolls, to Memory? And if I’m 

remembering correctly, didn’t the Dwemer take away the Falmers’ eyesight (blindness, unable to see light 

which is memory, or color), which amplified their hearing (the ability to perceive sound, or the songs of 

the universe)? 

HMMMMMMM.  

I’m going to let you all ruminate on that as hard as Septimus Signus ruminated on that tentacle in his 

gut. “But Warden, that’s a lot of information to just dump on us and continue back to everything else! 

That’s not fair.” Well... 

 

Figure 30: My default mood, face, and investment in the world. Oof, done gone done insulted myself. (Artwork From: Memes) 
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My final piece of evidence on the Sun being the Stone of Snow-Throat I leave to you to contemplate 

on your own, to how you see fit. It’s from Ysmir the Forefather, Volume VI and it’s a bit of a long 

passage, but if you’ve been reading this entire thing so far, a few extra paragraphs shouldn’t trouble you 

wee lads: 

But Ysmir. king of men and dragons, whose greatness preceded time, despaired and said “I have traveled 

the whole of Mundus and conquered many peoples, but where will I rest my head? If I rest to the 

East or the West or the North or the South, it will only cause division. The local peoples will claim my 

tomb as their own. They will say, ‘Ysmir is our king, for he rests among us.’ And my children will 

fight amongst themselves and divide my body among them, sending my head one way, my hands 

another, and my feet, and my mighty heart." 

From among his thanes and housecarls, a young man, not more than a boy, whom none of them had seen 

before, then dared to speak. Bowing low, he said, “Then do not go anywhere on Nirn, but go to the 

sky, where you can watch over all your peoples.” 

Ysmir king of men and dragons liked this idea. He said, "But boy, how would I reach the sky? Is there a 

mountain, or a ladder built by men that can reach so high?" 

And the boy said, “There is no such thing, neither mountain nor ladder nor staircase. But I know of a 

place, a single stone. This is the path to Aetherius.” 

“Where can I find this stone?” cried the king of men and dragons, intent on ascending to the sky. 

“Follow me,” the boy beckoned. 

And Ysmir summoned all of his champions and housecarls and told them how he was intent to end his 

life by ascending to the sky. And all of them, every one, agreed to follow him to the place where the boy 

led. And when they reached the place, they found as the boy promised, a single stone. And Ysmir, who 

was by now very old, laid at the foot of the stone and was taken up into the stars. 

The champions and housecarls looked up into the heavens and saw their king, the great Warrior, riding 

across the sky. And he was accompanied by three servants, a Lord, his Lady, and his mighty Steed. And 

the champions and housecarls all pledged to guard the valley and the way to Aetherius. But when 

they looked for the boy who had shown them the way, he was nowhere to be found. 
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UNDER-CHAPTER TWO: AS ABOVE, SO BELOW 

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

Gosleigh 

 

Figure 31: A Dwemeri Star Map. Don’t stare too deeply into it, you might become an emo dwarf with issues against 

AUTHORITAH. (Artwork From: The Elders Adventures: Redguard) 

Remember when I was talking about enantiomorphs, constellations, and how the Prisoner was related to 

both of those things? Neither do I, for the most part. Let me actually return to that, since I’m quite sure 

this part of the essay doesn’t have any deviating sections. Elaboration time equals fun time. 

“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 itself. The gods are plane(t)s, time can break, space can be stretched, magic can be 

shattered, 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✣. 

“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 are stars 
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“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 in both in-game and out-of-game sources that the 

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; the Star Orphan(s)) 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, 

which you can read about in Exegesis of Merid-Nunda that was released in ESO. 

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

Nirn’s inhabitants, and like the Zodiac Signs in the real world are believed to influence the personality 

and traits of those born underneath them. The Three Guardian Signs - the Warrior, the Mage, and the 

Thief – represent the three archetypes of the enantiomorph – the King, the Observer, and the Rebel – in 

the heavens and each have three charges (I know that you kids are easily confused, so I made sure that 

they are all color-coded for your convenience): 

 

Figure 32: The guys she tells you not to worry about. From left to right – the Mage, Thief, and Warrior. (Artwork From: The 

Elder Scrolls V: Skyrim) 
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Figure 33: Their side-hustles, 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). 

“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 

The Warrior as the King, with their mighty vassals. The Mage as the Observer, only called upon for 

their counsel. And the Rebel as the Thief, wishing to steal which does not rightfully belong to them. 

Makes a lot sense, poetically and dramatically. Hell, you could just switch out Arthur, Merlin, and 
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Mordred with them and you could tell the entire history of Camelot without a sweat. But we’re not here to 

discuss Holy Grails and Ladies in the Lake, unfortunately. We’re here to discuss...Holy Grails 

and...Ladies in the Lake, oh god dammit all. 

While I will be going into more depth about how each of the constellations mirror the most important 

metaphysical concepts and entities in the Aurbis, as well as explain precisely why each of the Guardian 

Constellations have three charges under their, at the moment I will be giving my full undivided attention 

to the Triads. Each of the Guardians seems to protect precisely one of their charges - the Warrior guards 

the Lady (which I will liken to the Catalyst brought up in one of the Michael Kirkbride quotes from 

before, the ‘object’ the members of the enantiomorph fight over), the Mage quarantines the 

Atronach/Golem (which I will liken to Numidium, for obvious reasons (mer-made god-tower with a 

terrifying mind and goal of its own)), and the Thief seeks the Tower (a representation of the 

metaphysical Tower, which is the Amaranth/Godhead, and therefore a representation of the Reality of the 

Dream). But what exactly would the Guardians, the Enantiomorph, need to protect their charges from? 

What power could possibly threaten these figureheads of mythic proportions? 

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?” 

The Prisoner, quite clearly, is the Serpent, the only constellation that is unlimited in the ways that they 

aren’t. 

“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, 
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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 the former loremaster 

Lawrence Schick (in-character, of course) once commented on this in the Loremaster’s Archives: 

“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 34: 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. (Artwork From: The 

Elder Scrolls Online) 
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Unlike the traditional constellations, the Serpent isn’t composed of actual stars (which is actually 

rather interesting, since that would mean they aren’t aetherial light/memory or magicka emitting holes), 

but something else that let’s them move about freely in the heavens. This brings to mind the Prisoner, 

which is also not bound to the normalities of reality since it exists on a level above it. The idea of the 

Serpent constellation also being composed of ‘anti-memory’ particles makes sense in relation to the 

Prisoner concept, as although it is linked to Memory heavily, it does not have an existential memory of its 

own (by which I mean, having nothing beyond a title). Therefore, the constellation that acts as its 

heavenly echo should express that will. 

And, of course, we have to remember that the members of the enantiomorph (as well as the gods in 

general) are capable of ‘summoning’ the Prisoner to the Mundus and aiding/manipulating them whenever 

they feel like it. But the Prisoner being the Prisoner is an entity that no one can ever hope to truly 

understand or control, so why wouldn’t the Guardian Constellations be adamant in keeping them from 

causing too much turmoil? 

I mean, the Sharmat is always trying to usurp the Godhead and the Numidium literally wants to kill it, 

so you have your hands constantly full with those two troublemakers. Tis be wise to leave the walking 

embodiment of “everything you can do I can do better, everything you can do I can do to” be, and not 

piss it off too much. 

But...oh no. I can sense it. The anger and the indignation. The community...they have...they have a... 

 

Figure 35: Those thighs don’t lie, and neither do Kyne’s. (Artwork From: Memes) 
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“Hey, LiesPyreWhoreden, the Prisoner can’t be the Serpent. Because Lorkhan’s the snake, duh. 

Vehkin’ idiot, why am I even reading this Morihaus deposit anyway? There are skies that need rimming.” 

First of all, rude - name calling is not warranted, and I have feelings. Very suppressed, neglected 

feelings that scare and confuse me, but feelings nonetheless! Second of all, I can see why you would 

come to such a conclusion. Throughout every facet of the Elder Scrolls lore, Lorkhan (and all of his 

shards/avatars/impersonations/what-have-you) have been frequently tied with snakes, as is his ‘father’ 

Padomay and Sithis. You can see this in the Monomyth, Varieties of Faith in the Empire, the Annotated 

Anuad, the 36 Lessons of Vivec, several other books, and tons of dialogue throughout the games (which 

would be too damn much to annotate here!). 

Michael Kirkbride even linked up the Void Ghost from the Sermons to Lorkhan and the Serpent 

constellation in one of his (in my humble opinion) best writings: 

“He never really makes sense, does he? I mean, he shows up and says ‘yo, fucker, I ain't here.’ 

“Who do you think is still filling in the margins? 

“He ran. 

“Ran from a book he hadn't finished, and he feels bad for that. Because they keep seeing him in the empty 

parts. THAT is when he shows up. He's not an editor, he's the writer that bounced and left notes behind. 

And when you can't follow the map, he has to Right Reach backwards to help you. And every time, you've 

either spooked him, or surprised him, or figured out a hole. 

“To make it short, he's the one that failed so you might not. 

“But his ghost? That's his doom. A ghost's work is never done. That's the definition of ghost. Until the 

task is accomplished. The best and worst part of him. Heart of Lorkhan? He's tied to here no matter if you 

banished it or not. Every night you look at him. Shattered. You make a mod on his body. Of course he's 

going to help you until you make the jump he can't/won't do on his own. That's the Void Ghost. 

“It will be addressed. There is one that will do it. WRONG - There is a we that will do it. Takes more 

than one.” - Michael Kirkbride, on the Void Ghost 

For starters, snake association isn’t always exclusively tied to Lorkhan and his deviations. As stated 

above, Padomay and Sithis have also been associated with serpentine animals. The Redguards in their 
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version of the Monomyth (I highly recommend reading Genesis, a sort of combination of all the 

world-myths that can be found on the Imperial Library) contribute the snake imagery to Satak instead, a 

deity whose identity is unsure of (although, perhaps Yokudan mythohistory shouldn’t be equated to 

traditional Tamrielic inquiries). Several of the Daedric Princes (like Vaermina, Boethiah, and Peryite) 

have also been depicted with serpentine images. 

We must also take in account that this may be a matter of species, as well, for the Khajiit picture 

Lorkhaj as a cat, the Nords depict Shor with the fox totem, and the Bretons (because they’re useless) 

regard Sheor as a farmer. In my eyes, it seems to me that we should separate Serpent iconography into 

different categories - depiction as a snake due to metaphysical reasons, and depiction as a snake due to 

cultural reasons. If there is one thing that Lorkhan, in all of his forms, is known for it’s being one crafty 

son of a Lilmothiit, and each of the animals that I listed before (cats, foxes, serpents) are known to be 

used in the real-world as creatures related to cunning, betrayal, and a general trickster personality. So 

while Lorkhan is associated with the Serpent, he isn’t actually the Serpent, if you get my meaning. 

After Creation, Lorkhan was never truly disposed as the King of the enantiomorph. Sure, Auriel and 

Trinimac ripped out his heart, but they were unsuccessful at killing him, and he still remains the largest 

godly influence on the Mundus. Akatosh may be the King of the Gods in most of the religions, but it’s the 

Doom-Drum everyone remembers, talks about, and still learns from. So he is, and remains, the Warrior. 

Not to mention we also have that statue of Tiber Septim, otherwise known as Talos in Skyrim, where 

he is pinning a snake underneath his boot and impaling it with his sword. As we have learned in the past, 

Tiber mantled Lorkhan and more or less became/replaced him, because he was so full of himself he 

decided to pull a Warhammer 40K and become a god-king. So if he was the Serpent I just can’t see him 

allowing mortals to construct monuments to his badassery depicting him killing himself (unless its a 

“born again” kind of thing). Him, as the Warrior, proclaiming his perceived authority over the Prisoner, 

however? That I can see all too clearly. 

What? Don’t give me that look. Tiber Septim is an interesting fellow in the background lore of the 

series, and a lot can be discerned with exploring his historical figure. But he was a dick, and did a lot of 

messed up things during his conquests. I’m not going to sugarcoat the man’s massive ego. 
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Figure 36: “FOR I, TALOS, HAVE EVEN CONQUERED POSSIBILITY AND MADE IT HEEL.” (Artwork From: The Elder 

Scrolls V: Skyrim Art Book) 

The last thing I wanted to discuss in this chapter were the Celestials, a type of divine entity introduced 

in the Elder Scrolls Online: Craglorn. The Celestials were a creation of the Nedes that once-lived in the 

Deathlands that became Hammerfell, through experimentation with the strange mineral known as 

nirncrux found there. In a sense, those chosen for the rituals became one with the constellations, 

becoming something of a flesh-avatar for them and taking on aspects of their mythic importance. During 

the events of Craglorn, you learn that (partly thanks to the Soulburst) the Celestials have been knocked 

out of the heavens by the Serpent, who has grown stronger thanks to the strangeness the Planemeld and 

the Soulburst has brought on Nirn. The Vestige’s job was to seal the Serpent away, which you do, with 

the aid of the Celestial counterparts of the Warrior (who the Serpent drove into a rage), the Mage (who 

got split into fragments), and the Thief (who is far too cunning, and therefore escaped the initial 

onslaught). 
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Figure 37: The Serpent Celestial, doing his best impression of “ARE YOU NOT ENTERTAINED?!” (Artwork From: The Elder 

Scrolls Online) 

What I found most interesting was that the majority of the Serpent’s lines during combat and normal 

dialogue seem to relate largely not only to its own freedom, but the liberation of and the return of Nirn to 

a free state, which would mean the removal of everything that dwells on the plane(t). Which, as always, 

does bring to mind the Prisoner.  Here, have a gander at them: 

“When the land was young, it fed on you. Those primordial days will return. And I will end your 

civilization.” 

“You stifle growth, natural progress. I will see Nirn freed.” 

“Nirn will begin anew when I escape this prison, escape Craglorn.” 

“I will drive Men and Mer from Nirn.” 

“You won't stop what's coming! No one will!” 

“I will not be contained! Do you understand me? Not by the Celestial Guardians. Not by you.” 
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“Your death was pointless. You should have run. The mortals of Nirn will follow you, shortly.” 

“Your friends are receiving a taste of Nirn's future.” 

“The rest of Nirn will die screaming. Just like you.” 

“All will perish when I awaken the primeval fire under this land.” 

“Nirn of old was nearly uninhabitable by the likes of you. I will see that it returns to that state.” 

“I forced the Thief into hiding. I riled the Warrior to frenzy. I shattered the Mage into so many pieces 

she cannot remember which one is real. What chance have you against me?” 

“I am the stars and the sky, and everything that lies beyond. There was no hope for you.” 

“In my wake, the seas will boil, and the roots of the earth will rise to tear civilization apart.” 

“The shining cities of Man and Mer will become their graves―when I tear them to the ground." 

"As you die, so will the countries of Man and Mer.” 

Of course, while the Serpent Celestial does wield great power, he is, after all, only a heavenly 

representation of the Prisoner concept and not the Prisoner itself. So their fight would still be heavily 

one-sided, and end not in his favor (sorry Malazar, but you’re not daddy. You will never be daddy). But 

even if there is that distinction between them, can the Celestial still give us more insight into the nature of 

the Prisoner’s character? Perhaps. For example, it’s obsession with freedom and outlook on the world as a 

prison screams Prisoner, as it should. But what I find most interesting is that the Serpent Celestial never 

wanted to destroy Nirn, only return it to a more primordial state of being devoid of any life and memory 

of light. Which in order to do so, it needed to get the Guardian Celestials out of the picture. 

Does this mean that the Prisoner has some kind of grudge against the enantiomorph, wishing to 

dispose of them? Could the Prisoner have some strange goal towards Nirn it’s trying to reach, 

ever-so-silently? It does seem quite likely. 

I think it’s about time to talk about the Sharmat and the Numidium. Sigh, almost done.  
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LYG-CHAPTER TWO: A METAPHYSICAL STAR-MAP 

 

Figure 38: An Elder Scrolls Zodiac List. What sign were you born under? (Artwork By: Wolfofagony) 

✣Yo! This is another optional chapter, so you can skip it if you want (just click on this to go on ahead to 

the next chapter). I just realized that I forgot to talk about something that I mentioned earlier, and decided 

to give it’s own small segment rather than tack it onto an already large chapter. 

But you guys are smart, so you probably already figured it out. I mean, it’s not that hard to notice 

honestly. Quite obvious, even: 

Prisoners... 

Snakes... 

Music... 

Returning to the way everything used to be... 
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Figure 39: “Someday you go through the rain...and someday you feed on a tree frog...it's ordeal, the trial to survive...for the day 

we see new light! I give my life, not for honor, but for you (Snake Eater)...in my time, there'll be no one else... Crime, it's the way 

I fly to you (Snake Eater)! I'm still in a dream, Snake Eater...I'm still in a dream, Snake Eater! (Snake Eater...)” - Cynthia 

Harrell, Snake Eater (Artwork By: Yoji Shinkawa) 

METAL GEAR SOLID AND THE ELDER SCROLLS EXIST IN THE SAME UNIVERSE, 

NEWS AT ZERO-SU… 

Ehm, just joking. 

But the thing that I had forgotten to really speak about was how the constellations mirrored the 

metaphysical concepts that fueled the dream, serving as heavenly graffiti subtly influencing the lives of 

mortals and teaching them lessons through subjective, unconscious omnosis (I use big word for 

/r/iamverysmart huehuehue). 
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To rectify that mistake, I created a ‘small’ and ‘brief’ list matching up the thirteen constellations to 

some of the more important Amaranthine ideals that we have knowledge of so far to the best of my 

ability. Originally I was going to keep the constellations pronoun-ambiguous, but I realized after the 

fifteenth ‘they’ I was starting to confuse the hell out of myself, so just matched them up regarding each of 

their names. Of course, this is all purely speculation, so like this entire piece, don’t take my word on it 

one-hundred percent no matter how much I say otherwise. 

Without any further ado, here it be: 

● 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 

so much he no longer remembers life before his crowning, only life after he took the throne. 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. For while the Rebel is manipulative, she is also 

a coward, and 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 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, Mythic Dawn Assassins, Mirmulnir, the Harvester) 

● THE LADY (THE CATALYST): The Catalyst is a sad and forgotten figure that everyone in the 

Dream, even the Prisoner, the Sharmat, and the 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, Memory) 

● 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 
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Rebel, 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 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 CREATOR): 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 dies because of his obsession 

with 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. Only the Sharmat, in its arrogance, seems entranced with the raw intensity the Destroyer 

holds, and will often try to cultivate it. 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 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 
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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 a tired, forlorn entity. She is 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 provokes the ire of the King and the interest of the Observer. Although useless 

and weak at first, the Rebel is the one who will take the Tower, and with their newfound 

knowledge vanquish the King and take 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 (while enraging the Sharmat), and who often comes to 

the Rebel 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 forbidden knowledge. Its 

Universal Secret is the true nature of the Dream, 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 and the Sharmat are the original inhabitants of the Tower, and their actions mark 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 Amaranth. (Ex. Post-C0DA Vivec) 

● THE SHADOW (THE SHARMAT): The Sharmat is the inverse sound, the negative constant 

that permeates the Dream Cycle. Like the Prisoner, it dwells within the Tower, but unlike their 

immemorial companion has no obsession with escaping it. Seduced with the Tower, the 

Sharmat’s goal is to replace the current Dreamer and conform reality to its ideals. To further this 

84 | Page 
 



goal, the Sharmat will often possess/materialize within mortals with tragic pasts, taking on the 

role of a ‘Devil’ figure in myth because it loves its theatrics. Through this act (of creating 

multiple extensions of its Will), the Sharmat is able to combat against the seemingly unlimited 

prowess of the Prisoner (who normally only manifests as one individual), who it has (perhaps 

one-sided, perhaps not) a personal and oftentimes romantic quarrel with. (Ex. Dagoth Ur, Umaril 

the Unfeathered, Miraak) 

● THE SERPENT (THE PRISONER): The Prisoner is the most unique of the entities spawned 

by the Amaranthine Wheel, a truly free spirit who seemingly has no protectors and seemingly has 

no one to protect. They are powerful, unbound, and fleeting - when they appear, reality itself 

trembles in fear and gets out of their way, and when they vanish, the universe mourns their 

passing. Unlike the Sharmat and the Destroyer, the Prisoner seems incapable of true empathy. It 

can care, yes, but its goal of universal freedom is an inherently selfish and excluding act. In fact, 

if it wasn’t for the other entities that often stirred up more aurbic trouble and stood in their way, 

could the Prisoner be called a hero at all? It is a question no one can truly answer. The Prisoner’s 

machinations always seem to disrupt the Enantiomorph and those involved with it, for try as they 

might, they are constantly tied to them. One of the Tower’s oldest residents, the Prisoner has 

escaped from it and is no longer seduced by its’ call. (Ex. The Heroes/Player Characters) 

And with that, this section is done. I hope the above nonsense made sense to all of you; if not, well, I 

apologize. I also tried to match up a lot of the examples to individuals who fit those metaphysical roles, of 

which I think I did a rather decent job at, but excluded a great deal more of them due to not wanting to 

drag this sub-subchapter out even more than it needs to be. Besides, this is all purely speculation. And the 

Elder Scrolls community does love its speculating of speculations built off of already existing 

speculation. 

We all desperately need new hobbies. Or a drink. Or to get laid. I don’t know, something. Get away 

from the keyboard or the console and stretch out those feet a little, you know what I’m saying? But I 

regress, let’s move on to Chapter Six.  
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CHAPTER THREE: INELEGANT NUMBERS 
“We are now at the halfway point of our disjointed epic. If you are just arriving, you have missed little.” - 

Frincheps 

 

Figure 40: “Even Gods dislike the absolute, for it stinks of something larger than themselves.” - Sotha Sil (Artwork By: 

LandscapeRunner) 

For the last couple of chapters, I have been continuously bringing up the Sharmat and the Numidium as 

the ‘counterpoints’ to the Prisoner, being entities that exist on a similar metaphysical scale as the 

aforementioned concept-entity. I thought it was about time that I actually spoke at length about my 

reasoning and how I made it to that conclusion. 

For the record, this chapter is probably the most speculative out of this entire essay. Not to say that I 

won’t be using any quotes or sources to backup my claims here (I will be, I assure you), but to say that in 

this section I will be broaching into lore that confuses most of the community at large (including myself). 

I sincerely hope that I convey my thoughts in a comprehensive matter, so let’s get started.  

86 | Page 
 



UNDER-CHAPTER ONE: ONE AND ONE 

 

Figure 41: “What a world.... Perhaps we shall never know. But as I have sympathy for you, and the melancholy fate of all 

mortals, I shall weep for your death." - Dagoth Ur (Artwork By: /u/Revolver_Ocelot313) 

Everyone always asks who is the Sharmat, but no one ever asks how is the Sharmat. And before you go, 

“Warden, this is no time for jokes”, I’m actually being fairly serious here. What exactly is the Sharmat? 

And why is it so closely tied to the concept of the Prisoner? 

The Sharmat, for starters, is actually a little discussed topic in regards to in-game lore, as it is only 

mentioned in the books Sithis and 36 Lessons of Vivec, both of which were introduced in the Elder Scrolls 

III: Morrowind. Conversely, the Sharmat is also only really mentioned (and sparsely, at that) in a few 

out-of-game materials, like Nu-Hatta of the Sphinxmoth Inquiry Tree. So a lot of the information we have 

about it comes from Vivec, and we all know how the Lord of the Middle-Air is. If you don’t like Vivec, 

I’d recommend keeping that grudge at the door (why am I saying that just now, I’ve been quoting that 

duo-color motherfucker a lot in this essay) since he is a good teacher, and we wouldn’t have most of the 

cool stuff we talk about in the community if it wasn’t for him. So you got to be at least thankful for that 

and give credit where credit is due. 

During the events of Morrowind, we learn that the Sharmat is what Vivec (and by extension, the 

Temple) and the Ashlanders call Voryn Dagoth, better known as Dagoth Ur. Dagoth Ur fills the role of a 

Satan-like archetype in Dunmeri folklore to a degree, being a corrupter who sways over misguided 

mortals to join his bizarre cause of taking over Tamriel. Before he became a ‘god’, in life Voryn had been 
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one of Lord Indoril Nerevar’s closest friends and advisors who perished at the Battle of Red Mountain but 

was later revived by the Heart. Whether he died as a traitor or as loyalist none can say, as history is 

written by the winners, and in the Elder Scrolls a truth can be a lie, a lie can be the truth, and both can be 

neither. But in the end, he was Dagoth Ur and he was the Sharmat. 

It is in Sermon Eleven of the 36 Lessons of Vivec where we are first introduced to the concept of the 

Sharmat, in discussion to the Nerevarine: 

“There is no true symbolism of the center. The Sharmat will believe there is. He will feel that he can 

cause years of exuberance from sitting in the sacred, when really no one can leave that state and cause 

anything more but strife. [...] The ruling king is armored head to toe in brilliant flame. He is redeemed 

by each act he undertakes. His death is only a diagram back to the waking world. He sleeps the second 

way. The Sharmat is his double, and therefore you wonder if you rule nothing. [...] Hortator and 

Sharmat, one and one, eleven, an inelegant number. Which of the ones is the more important? Could 

you ever tell if they switched places? I can and that is why you will need me.” 

In Sermon Eleven, Vivec states that the Sharmat and the Nerevarine are one-in-the-same, two sides of 

the same coin that are so similar it is metaphysically difficult to discern which is which. For starters, I 

always found it interesting that Vivec doesn’t refer specifically to the Nerevarine being the Sharmat’s 

double, but the Hortator. In Dunmeri culture, the Hortator functions more or less as a mythic title and 

symbol of their people, as a hero of legend that their people can rally behind that can be anyone or 

anybody as long as they are heralded under moon and star. Remember how I mentioned that the 

HoonDing and Ysmir could be mythic-echoes of the Prisoner concept? Well, to me, the Hortator is also 

one of these mythic-echoes (especially since the player character of Morrowind, the Nerevarine, is in fact 

a Prisoner) created as a way to draw on that Prisoner ability. Thus, if you simply replace ‘Hortator’ with 

‘Prisoner’ throughout the Lessons things suddenly take on a much deeper, clearer, and far more 

interesting spin. 

As we deduced before, the Prisoner dwells within the metaphysical Tower and is the literal 

embodiment of its Secret, and therefore the taking of the Tower can be interpreted as a metaphor - those 

that ‘enter the Tower’ (like Vivec or Tiber Septim) are those that were able to look into Possibility (the 

Prisoner/CHIM) and use it to their advantage, reinforcing what most would consider a meaningless 

existence inside of a manufactured world. But as mentioned above, and in this next quote found within 

Sermon Thirteen, the Sharmat also dwells within the Tower (the Center of the Wheel): 
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“The Sharmat sleeps at the center. He cannot bear to see it removed, the world of reference. This is the 

folly of the false dreamer. This is the amnesia of dream, or its power, or its circumvention. This is the 

weaker magic and it is barbed in venom.” 

The Sharmat also inhabits the Tower alongside the Prisoner, the two being its constant residents. And 

if the two are one and one, so dangerously similar that they could easily be misconstrued for each other, 

than what else would the Sharmat be, but also the Secret? But what separates the two of them is how they 

view the Amaranth. The Prisoner craves Freedom above all else, freedom from the Dream itself, and 

escapes from the Tower at every given opportunity. The Sharmat, on the other hand, craves Oppression; it 

wants to remove the current Godhead and take over the Dream, shaping reality to its Will and making 

everyone extensions of said Will. Therefore, the two of them make manifest the two sides of possibility - 

the Prisoner is yourself telling you what you can be, while the Sharmat is someone else telling you 

what you should be. 

This is the reason why I associate the Prisoner with the free-roaming and carefree Serpent that moves 

about the Sky as far away from the Tower as possible, while the Sharmat is the ever-present and always 

watching Shadow that never strays too far from the Tower. The Sharmat is the Prisoner inverted, which is 

something even Nu-Hatta mentions: 

“Dagoth Ur: Sharmat. Dream-sleeved inversion, where the Biters live, he brought them here, pawn of 

the Aggregate.” 

As the two oldest entities in the Aurbis, birthed by the existence of the Amaranth itself, this ‘feud’ (if it 

can even be called that) between the Prisoner and the Sharmat has been going before time itself woke up 

and gave itself a name. The Sharmat, for example, isn’t shy about talking about how goddamn old it is in 

Sermon Fifteen: 

I AM THE SHARMAT 

I AM OLDER THAN MUSIC 

WHAT I BRING IS LIGHT 

WHAT I BRING IS A STAR 

WHAT I BRING IS 

AN ANCIENT SEA 
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WHEN YOU SLEEP YOU SEE ME 

DANCING AT THE CORE 

IT IS NOT A BLIGHT 

IT IS MY HOUSE 

I PUT A STAR 

INTO THE WORLD'S MOUTH 

TO MURDER IT 

TEAR DOWN THE PYLONS 

MY BLIND FISH 

SWIM IN THE NEW 

PHLOGISTON 

TEAR DOWN THE PYLONS 

MY DEAF MOONS 

SING AND BURN 

AND ORBIT ME 

I AM OLDER THAN MUSIC 

WHAT I BRING IS LIGHT 

WHAT I BRING IS A STAR 

WHAT I BRING IS 

AN ANCIENT SEA. 

The lines ‘I am older than music’ and ‘what I bring is light, what I bring is a star, what I bring is an 

ancient sea’ are the most telling, as if you remember from the earlier chapters, the Aurbis is one big 

musical and light/water are memory, so in essence the Sharmat (through Dagoth Ur) is saying that it is 

older than the universe (I AM OLDER THAN MUSIC) and universal memory (WHAT I BRING IS AN 
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ANCIENT SEA). And of course, Michael Kirkbride also has something to say about that line as well 

during his IRC Questions & Answers: 

“He's ego-trippin' and balls-trippin' at the same time. Remember, that quote is from the Sermons. 

Consider the source.” 

Hey, I said it before - the Sharmat loves its theatrics. The Prisoner is a silent ‘hold my beer’ kind of 

person, while their inverse has to loudly boast and flex on them haters all the time. Doesn’t make them 

better than their twin, of course, but you can’t deny that they’re not entertaining. 

But, Dagoth Ur wasn’t the only individual shown throughout the games to have been possessed by the 

Sharmat, for there have been two others. The first, shown in the Knights of the Nine DLC for Oblivion, 

was Umaril the Unfeathered. And the second, introduced in the Dragonborn DLC for Skyrim, was 

Miraak. 

 

Figure 42: Prepare for trouble…(Umaril the Unfeathered). (Artwork From: The Elder Scrolls IV: Oblivion) 

 

Figure 43: ...And make it double. (Miraak) (Artwork From: The Elder Scrolls V: Skyrim) 

But why do I consider Miraak and Umaril flesh-avatars of the Sharmat? Well, there is a lot of 

similarities between the three that I have taken notice of: 
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● The Sharmat has an interesting habit to materialize in individuals that have some form of 

negative, looming influence on a population and basically serves as their ‘Devil’. (ex. Dagoth Ur 

was Dunmeri Satan, Umaril the Unfeathered played a huge part in the oppression of the ancient 

Nedes in Cyrodiil, and Miraak betrayed the ancient Nords in favor of more power, becoming a 

boogeyman of sorts to the Inuit Rednecks Skaal) 

● The Sharmat always has plans of remaking or subjugating the world, usually by means of 

extermination. (ex. all three are shown through their dialogue and actions to want to destroy 

mortal life, and amusingly enough, have no love for the Empire of Men) 

● The Sharmat has mind-control powers, which it uses to gather minions dedicated to its cause. (ex. 

the Sleepers of Dagoth Ur, the Aurorans of Umaril, and the Bend Will’d of Miraak) 

● The Sharmat, being the inverse of the Prisoner, usually takes on a form that is their opposite when 

they encounter one another. (ex. Dunmeri Jesus vs. Dunmeri Antichrist, the Defender of Men vs. 

the Champion of Elves, and the Dragonborn that defeated Alduin vs. the Dragonborn that was 

supposed to have done so) 

● The Sharmat has a fetish for golden, creepy masks. Kind of strange, honestly. (ex. you don’t need 

a freaking example just look at all the pictures jeez) 

Also, look at the speech the Bend Will’d citizens of Solstheim say when they’re at the corrupted 

All-Maker Stones during Dragonborn and then compare it to the madness mantra Dagoth Ur says in 

Sermon Fifteen (quoted above). They are eerily similar: 

“Here in his shrine.” (“Here in his temple.”) 

“That they have forgotten.” 

“Here do we toil.” 

“That we might remember.” 

“By the night we reclaim.” (“Here we reclaim.”) 

“What by day was stolen.” (“What faithless minds have stolen.”) 

“Far from ourselves.” 

“He grows ever near to us.” 

“Our eyes once were blinded.” 
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“Now through him do we see.” 

“Our hands once were idle.” 

“Now through them does he speak.” 

“And when the world shall listen.” 

“And when the world shall see.” 

“And when the world remembers.” 

“That world will cease to be.” 

Absolutely wicked, right? I thought so too. 

Another interesting thing that I realized about the Sharmat and the Prisoner is that when they encounter 

one another in the games, there are usually either within or on top of a Tower (during Morrowind Dagoth 

Ur and the Nerevarine are inside Red Mountain and during Oblivion the Champion of Cyrodiil and 

Umaril the Unfeathered float above White-Gold). Skyrim is a bit different, as Miraak and the Dragonborn 

aren’t nowhere near Snow-Throat during their altercation, but the ‘Summit of Apocrypha’ is referred to as 

a tower by the former so the point still stands. It seems even beyond the realms of metaphysical concepts 

and in the world of flesh these two entities can’t escape from one another, always finding themselves 

within their cells with just each other for company. 

It is also interesting to note that while the Sharmat is always trying to abuse, cultivate, and create 

Towers for their ends, the Prisoner usually walks into their house, kills them, deactivates the Tower, and 

walks back out without much of a second thought. Which makes sense. The Towers uphold reality, 

helping it hold it’s form. Of course the Sharmat (who wants to usurp reality) would want to keep them 

around, while the Prisoner (who wants to escape from reality) would destroy them. It adds another 

complex layer to their metaphysical relationship. Can’t lie, I sort of picture it like this: 
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Figure 44: Original Character do not steal (just kidding, steal maliciously). (Artwork By: Moi) 

I hope this means if Elder Scrolls VI is in Hammerfell than the Prisoner gets a shehai, and the Sharmat 

also gets a Shehai, so that they can have an underwater lightsaber battle inside Orichalc while Duel of the 

Fates plays in the background. I already know a few people that would be more than just a little bit 

enthusiastic about that idea. 

So, this was the Sharmat’s relationship with the Prisoner. Now, we move on to Numidium. 
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UNDER-CHAPTER TWO: ZERO 

 

Figure 45: “Let’s face it. You were made to say ‘fuck it’. That’s not an answer that lasts. But, hey look, a lot of us took it to 

heart.” - Jubal-Lun-Sul to Numidium, C0DA (Artwork By: /u/seedyvagrant) 

Numidium. Anumidium. Walk-Brass. Brass-Tower. The Brass God. Old Stompy. It has many names and 

its story is a sad, painful one of existential bitterness. It is the biggest threat to Tamriel, so big that Sotha 

Sil’s artificial intelligence labels it as the first of all threats to him and his Clockwork City: 

AIOS: Assessing threats to Master Sil. Dreaming... open window. Sunlight through glass. Threat 

analysis prepared: Prospect Numidium: negative. Prospect Almalexia: negative. Prospect Erasure: 

negative. No existential threat detected. 

To better understand the Numidium, one must first understand its creators: the Dwemer. And they 

cannot be completely understood. No one can completely understand them except for themselves, and in 

my opinion even they were puzzled by their own existence. The Dwemer were known as the Deep Folk, 

and this translation has more meaning than one would believe at first. But I promise we will be getting 

around to that shortly enough. 

95 | Page 
 



“...They were unfathomable citizens of an inexplicable culture. Of all the races of Tamriel, the Dwemer 

(Deep Folk) or 'Dwarves' are the weirdest. The Khajiit might have 24 different forms dictated by a 

magical, biological connection with Tamriel's moons, and the Argonians no doubt enjoy, at least 

psychologically, the most alien sentience on the planet, but the Dwemer are still WEIRDER. Why? It's 

simple, really. Elves in popular fantasy literature have always been ciphers for humans, almost always of 

that special breed known as Paragons on the Decline. They are not the Other (as lizard people and cat 

people must be) but rather the Another, that which has qualities similar enough to humans that we can 

relate to it but also possessed of a certain cultural outlook, religious tradition, or scientific method so 

skewed that the relationship is strained almost to the breaking point. In "Lord of the Rings" the aspect of 

the Another was immortality. In Tamriel, and specifically the Dwarves, that aspect is what I can only 

call Heroic Abrogation of Everything, a complete and utter refusal to accept what everyone else 

experiences as the real. 

That's why the Dwemer are the weirdest race in Tamriel and, frankly, also the scariest. They look(ed) like 

us, they sometimes act(ed) like us, but when you really put them under the magnifying glass you see 

nothing but vessels that house an intelligence and value system that is by all accounts Beyond Human 

Comprehension. 

Dwarves were the ultimate Bartleby's of the universe: whenever it asked something of them they simply 

‘would rather not.’ Let me take this a step further and say Dwarves regularly practiced the perception of 

acausal effects. Dwarves knew that phenomena (that which can be perceived by the senses) and 

noumena (that which is the thing-itself) were both illusions, with the second one just being more 

clever. Dwarves could divide by zero. There isn't even a word to describe the Dwarven view on divinity. 

They were atheists on a world where gods exist. 

[They] are Tamriel's biggest mystery and there should be no end to their enigma...stories written by them 

should read as communiqués between an X and Y axis that is tired of planar love poetry. Personal 

accounts of their wars with the Chimer should seem like Revelations written in computer syntax. 

Anumidum isn't a Giant Robot to them, but God's Encyclopedia of Amnesia. Or their Automated 

Hypnogogic Transgression…” - Michael Kirkbride, from the Dwemer, Noumena, and Phenomena 

thread 

The most common (and honestly, the most simple) understanding of Dwemeri philosophy is how MK 

describes them above as being ‘atheists in a world where gods exist’. Where the other races devoutly 

worshipped the gods and followed their teachings to the letter, the Dwemer challenged and doubted the 
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gods existence on a constant basis. And that mindset didn’t just stop with the gods; it extended to 

everything they could see as well. At the heart of their cultural mindset was world-refusal. At some time 

in Dwemeri existence they came to the conclusion that everything in the universe albeit themselves was 

not real. 

I AM AND ALL THERE IS. Or, in a layman’s terms: NO. 

In my humble opinion, it was this mindset that ultimately led to them branching off from their brethren 

during the Dawn. But how did they come to this conclusion? A thought that I have personally considered 

is that perhaps the Dwemer out of all the races of Nirn got a glimpse of the Wheels of Lull before Nirn’s 

skin was laid over them, enticing a curiosity of ‘logic, reason, and machinery’ along with seeding their 

contempt for the world. The Deep Folk built their cities underground, an attempt at trying to pierce into 

and mod this framework, similar to how a player mods their games. And perhaps those attempts 

succeeded. 

“During the Dawn Era they researched the death of the Earth Bones, what we call now the laws of 

nature, dissecting the process of the sacred willing itself into the profane. I believe their mechanists and 

tonal architects discovered systematic regression techniques to perform the reverse -- that is, to create the 

sacred from the deaths of the profane.” - Baladas Demnevanni, when asked about the Dwemer 

Because of their world-refusing philosophy the Dwemer could not understand the emotion of Love 

(whereas hate means you still have some care for the object in question, refusing something signifies 

ignoring that object altogether), which is actually very important. For even those with CHIM, the 

Sharmat, and the Prisoner hold some sort of significance towards the world even in small doses (the 

Prisoner the least bit out of all of them). 

Eventually during the First Era, an idea arose among the Dwemer populace that would end up 

becoming their undoing: the Numidium. The Brass God was supposed to have been their gateway into 

not just leaving the world behind, but also the entirety of reality, as they believed everything to be 

imaginary (in which case, they were right). Some people like to think that the Numidium was the 

Dwemeri alternative to CHIM, but truthfully, I don’t think that was the case. Whereas the Sharmat wants 

to replace the Dream, the Prisoner wants to escape the Dream, and CHIM is a stepping stone to being able 

to make your own Dream, the Numidium was basically built to destroy the Dream’s walls. The Dwemer 

didn’t want freedom or authority or understanding, they just wanted to everything. 
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Heh. Atheists in a world where gods exist? More like emos in a world where god exists, eyy. Sigh, I’ll 

just stop now… 

And yet the funny thing is, they almost got what they wanted. But then the Battle of Red Mountain 

happened, and Kragenac (for some reason) used the profane tools known as Keening, Sundering, and 

Wraithguard on the Heart of Lorkhan, which resulted in every Dwemer in every province (with the sole 

exception of Yagrum Bagarn, who was fucking off somewhere) to be reduced into piles of ash while their 

souls went on to become the bronze skin of their Brass God. 

I highly suggest reading Final Report on Trebonius to see where the skin theory began (made in even 

better that a few developers and former developers have confirmed it), but the above event quickly and 

infamously became known as the Disappearance of the Dwarves, leaving only a few beings in the entire 

Aurbis with the knowledge of what really happened to the Dwemer. 

So what did really happen? In essence by attempting to remove themselves from the world the 

Dwemer manifested into a form that could, well, not be removed. They became a new law, a new force, a 

new concept in the Amaranthine Cycle never seen before. They accidentally created a Tower (something, 

knowing the Dwemer, probably hated with a passion) that could not only walk and qualify as a divine 

being, but also possessed Amaranthine power on par with that of the Sharmat and the Prisoner. 

Completely unbound to the laws it coexisted with, the Dwemeri race achieved an unique state of 

permanency for themselves as the skin of their ‘God of Escapement’. Their ‘God of Refusal’. Their 

‘God of Fuck Everything But Me’. 

Here’s another metaphor/allegory for you all. Think of the metaphysical Tower as a car, and the 

Aurbis as the stereo system in said car. The Godhead is the driver, playing the music that he chooses to 

hear at the moment because it brings him focus and comfort. The Prisoner is in the passenger seat, not 

really listening to the music but enjoying the ride for what it is. The Sharmat is in the backseat, frequently 

trying to get the Godhead to change the station to what it wants to listen to. The Numidium is that one 

driver with road rage who is already having a bad day, doesn’t like what they’re all listening to, and is 

trying to ram into their car as brutally and painfully as possible. 

As I stated before, the Numidium is dangerous precisely because it is an unique and foreign concept 

that embodies a extremely terrifying ideal - NO. A hard, negative, definite answer. Sure, the Sharmat and 

the Prisoner embody endless possibility in two separate ways, but even they when faced with the raw 

erasure that is the Numidium can’t do much more than keep it at bay or try to control it. And yet, those 

three are tied to one another in a scenario almost like a hidden enantiomorph - I AM AND ALL ARE 
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ME, I AM AND ALL THERE IS, and I DON’T CARE. The Sharmat viciously tries to control 

Walk-Brass, as it craves the power of all Towers, but doesn’t know what it’s dealing with. The Prisoner 

desperately seeks to deactivate Numidium, their goal for all Towers, but can never land a finishing blow 

before it slips from between their fingers. 

Is it no wonder then, during Landfall: Day One and C0DA, that the Numidium is shown fighting them 

both and winning: 

PIC 1: FULL PAGE SPLASH. 

The red sands of the moon. The wreckage of Nirn is eclipsed by the towering Numidium, a robot 

made of brass spikes, from head to toe, doing battle with the tiny various gods and heroes that 

oppose it. Some fly on strange beasts, some fly of their own accord, some use beam-weapons from a 

bygone age, others blast magic from their hands, eyes, or chests. 

The Numidium is winning this battle, though. Easily. This should be obvious by all of the 

smoldering bodies that litter the area near its flaming feet. 

The Prisoner is powerful, yes. The Sharmat is crafty. But the Numidium doesn’t draw its power from 

possibility, it draws it from the complete opposite of it, so nullifying them both isn’t that big of a deal for 

it. Just take a little more time, a little more effort. But why is the Numidium so monstrous? Why did it 

have to die in order for a new Amaranth to be created during the events of C0DA? 

Hmph. That is the question of this subsection, isn’t it? And one that answers itself quite nicely, due to 

the Numidium making some casual ‘conversation’ before it dies with the protagonist of C0DA itself. 

During the events of that webcomic, Jubal-lun-Sul has to kill the Numidium before he can proceed 

with his marriage to Vivec and become the Father of a New Amaranth. In the story it is mentioned that he 

must do this in order to prove himself capable of marrying Vehk. He prepares himself through meditation 

and speaking to several gods and spirits throughout the Elder Scrolls franchise, like Talos/Lorkhan, the 

Hist, Almalexia, Morihaus, Memory, and several others, for advice. And once he is ready, he travels to 

the surface of Masser to do the deed of ending the Numidium’s life. 

JUBAL-LUN-SUL: I guess you know the deal. I kill you now. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 
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JUBAL-LUN-SUL: No, really, I do. I’d tell you it was my plan all along, but you don’t believe in 

those, do you? 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Plans, I mean. But you will. Would you mind, you know, doing this face to face? 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Serial contrarian to the last. Just do it. For both our sakes. I promise no tricks. 

While making parley on the surface of Masser, Jubal bluntly tells the Numidium that he is going to kill 

it. Walk-Brass of course questions this kind of logic, but the Dunmer goes on to say something along the 

lines of ‘I would say this has always been my idea, but you would never believe it anyways’. The first bit 

that always strikes out to me is that Numidium’s dialogue is nothing but empty speech balloons, even 

though it is very clear that is saying something of significance to Jubal. I’ve always chalked this up due to 

the Numidium being such a negative nancy that it purposely erases everything that it says, because it’s a 

troll (but don’t quote me on that). The second bit is that the Numidium doesn’t believe in plans, which is 

far more interesting. 

Believe it or not, but that one is more of a rib towards real-life religion and the common phrase that 

‘God has a plan’ or ‘Everything exists within God’s Plan’. The closest thing to a capital ‘G’ god in the 

Elder Scrolls universe would have to be the Dreamer, since reality is his Dream, but the Numidium was 

damn sure never meant to be a part of it. So that line is basically Jubal being cheeky, telling the 

Numidium that it is and never was part of God’s Plan for the Aurbis. It’s an anomaly, a savage solution to 

an elegant problem. And since the Numidium wants to destroy reality, why would it believe that there is 

any reason behind its existence? 

JUBAL-LUN-SUL: Thank you. I mean that. The others got it all wrong. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Just get down here, already. That’s a good boy. In those others I include the ones 

who made you. The Dwemer. ‘The Dwarves’. Whatever. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Look, you don’t have to respond to anything I say if you don’t want to, but I already 

know you know that. So listen for once. Can you do that? 
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NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: I’ll take that as a yes. And I know that any kind of ‘yes’ makes you do what you do, 

and that only ends in disaster, so hear me out. I’m going to start with some scripture from my people-- 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Whoa now, just listen. I promised no tricks. Can I just-- 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: --okay, then. After that, I’ll end with some words of your people. 

These above lines are rather intriguing, as it starts to delve deeper into how the Numidium works. 

Jubal states that he’ll take Numidium’s answer as a yes, but hurriedly adds in that yesses ‘only end in 

disaster’ and ‘make the Numidium do what it does’. Since the Numidium uses the concept of no as a mass 

weapon of destruction, it makes sense that Jubal would be rather hesitant of associating Walk-Brass with 

such a positive emotion. 

He then attempts to quote some of the scripture of the Dunmeri people only for the Numidium to 

angrily interject, causing him to once again affirm that he doesn’t plan on using any tricks against the 

Tower. The Dwemer were well known for their dislike of the godly, and it makes sense that their creation 

would exhibit their anti-religious traits. The Numidium only relents in letting Jubal continue his quote 

after the Salt Merchant agrees to say some words about the Numidium’s ‘people’. Could this mean the 

Dwemer? Or someone, something, else? 

JUBAL-LUN-SUL: “ACCORDING TO THE CODES OF MEPHALA, THERE IS NO DIFFERENCE 

BETWEEN THE THEORIST AND THE TERRORIST. EVEN THE MOST CHERISHED 

DESIRE DISAPPEARS IN THEIR HANDS. THIS IS WHY MEPHALA HAS BLACK HANDS. 

BRING BOTH OF YOURS TO EVERY ARGUMENT” 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: I know. Every other word makes you angry. Wrong word. Every assertion does. But 

just hear it out. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 
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JUBAL-LUN-SUL: “THE ONE-HANDED KING FINDS NO REMEDY. WHEN YOU APPROACH 

GOD, HOWEVER, CUT BOTH OF THEM OFF. GOD HAS NO NEED OF THEORY AND HE IS 

ARMORED HEAD TO TOE IN TERROR.” 

Ah, finally, a revelation. Some of us might recognize the words that Jubal is telling the Numidium. 

When he says there is no difference between the theorist and the terrorist, one must think of the Dwemer 

and what they were trying to do. Yes, one could argue that their endgame goal was noble - finding true 

happiness for their entire race by deconstructing the Aurbis. But look at the ways they did it: shutting 

themselves off from the rest of the world (including clans of their own people), warring with the other 

races, enslaving their brethren, experimenting with souls, and even meddling with the heart of a dead god. 

“The Road to Hell is paved with Good Intentions.” Thus, the Dwemer were equally terrorists as much as 

they were theorists. 

But when the Numidium angrily interrupts Jubal’s scripture, the Dunmer is quick to understand why it 

is interjecting: every word is making Walk-Brass angry. Not just one or two, but every single one. He 

goes on to call them ‘wrong words’, and then tells us that every assertion (fact) pisses it off. But why 

would facts enrage the Numidium off, when the Dwemer were the species of Nirn who upheld reason and 

logic above all else? 

It’s quite simple. Remember that the Dwemer came to the conclusion that everything in their universe, 

including the universe itself, was nothing more than falsehood excluding themselves. This belief would 

include all of the rules, laws, concepts, and metaphysics inside the universe as well. Which means that 

everything, both facts and opinions, hold no true meaning or power. Deep down, the Dwemer knew that 

the calculations, the logic, that they so cherished was nothing more than lies they told themselves. Quite 

somberly, their philosophy ultimately refutes even itself and yet they still had the resolve to believe in it. 

But it’s the next few lines that are the most important. After the Numidium tells Jubal to continue 

(sarcastically, I like to imagine) the Salt Merchant drops the wham line. ‘The one-handed King finds no 

remedy. When you approach God, however, cut both of them off. God has no need of theory and he is 

armored head to toe in terror.’ Jubal has, at this point in time, has cut off both of his hands when 

approaching Numidium, which would mean he would be referring to the giant robot as God. This in itself 

is curious, but it digs deeper. It’s heavily implied in C0DA that Jubal has CHIM, which would mean he 

would know the true nature of the Dream. So he should by nature know about the Godhead, which is 

more God than anything else, right? 
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Well, think of it this way. Outside of those that attain CHIM, who get something along the lines of 

admin rights that allows them to mod the Dream, the only beings that truly exists on a level above the rest 

of the Aurbis inhabitants are the Prisoner, the Sharmat, and the Numidium. The Prisoner and the Sharmat 

are as old the Dreamer itself, perhaps to the very first one, as byproducts of the Dream’s nature. The 

Numidium ascended into becoming this level of threat due to the machinations of a disgruntled and 

arrogant species, and it ended up winning against the former two when it finally returned to the Mundus. 

The Embodiment of Erasure, the God of Nullification, and (presumably) the last remaining Tower on a 

ravaged Nirn? Seeking to end the Dream itself? 

Well, what else would you consider the closest representation to God that you can touch? 

Regarding the part about God being armored in terror, I would like to especially thank my good friend 

Michael Ziegler for his work Sympathy for the Devil: Numidium as Dwemeri Hell (if you haven’t read it, I 

highly advise that you do and all of the extremely well done scholarly works linked within it as well). The 

Dwemer thought that the Numidium was going to be their conduit out of the Aurbis; instead, it’s the 

anchor keeping them trapped in it. Can you imagine what it must feel like to be stripped of your very 

individuality and fused into the bronze skin of a god? Horrifying. And in that moment, that’s the emotion 

that solidified into the Numidium’s skin – the Dwemer’s pure, unbridled terror of their fate. Numidium in 

this moment is ‘God’, and it is literally wearing an armor made out of the terror of the Dwemer species. 

Quite ironic, honestly. The Dwemeri hated the idea of God, and then became the closest thing to it still 

in existence during the events of C0DA. They wished to escape reality, and accidentally created an entity 

that helps uphold it. Karma’s a bitch, isn’t it? Let’s continue. 
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Figure 46: “What is a God, to A NON-BELIEVER?” - Abridged!Vegeta to Abridged!Broly, DBZA (Artwork By: Thobewill) 

NUMIDIUM: ... (SPEECH BALLOON EMPTY) 

 

JUBAL-LUN-SUL: It’s literary and portentous. I get that. But the alternative? The words of yours? 

Those are easy. “No.” “No.” “No.” “No.” “No.” 

JUBAL-LUN-SUL: I mean, really, you’re just being a brat. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Your philosophy is, for a lack of a better term, the Entitled Teenager. I know 

you wanted it to be something else. Something more pure, maybe, like Never Underestimate The 

Little Guy. But that just sucks, too. It gets you nowhere. It got us to this. Everyone ran here to get 

away from you. To avoid you. Landfall, day one. But at some point in time, we all have to grow up. 

Help me with my scarves. No hands of my own and all. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Do it. 

With the above statements, Jubal gives an alternate view of the Dwemeri philosophy that is not only 

the hardest diss since Vegeta’s ‘It doesn’t matter to you, Gohan, but to a warrior it matters greatly’ but 
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also functions extraordinarily well in regards to what we know about the Numidium. As I mentioned 

before, the Dwemer probably thought that their goal was a noble one - by destroying the Dream, not only 

were they liberating themselves, but in a way they were also liberating the people that existed as a part of 

it (kind of makes their blinding of the Falmer seem much more ‘sympathetic, since in their own way, they 

truly were trying to help the Snow Elves out). But as our Dunmer friend so bluntly puts it, it’s a childish 

dream (huehuehue, puns) at best. In essence, the Dwemer are the Aurbis’ biggest pouters and are 

throwing a huge temper tantrum in opposition to Daddy (the Dreamer). They’re desperately begging for 

attention from the Dreamer, and the Dreamer (being asleep and the source of the Dream), can’t care 

enough to answer. Entitled Teenagers, indeed. 

In the end, underneath all of that obtuse mystique, the Dwemer were kind of pathetic, yet at the same 

time also sympathetic. Every child deserves affection, true, but maybe next time let’s try not to murder, 

like, everything just because papa has more important things to do at the moment, mmkay sweetie? 

 

Figure 47: And so Numidium learned its favorite word. (Artwork From: Memes) 

(Oh green dragon pus it, I should’ve made a variation of the “Johnny, Johnny!”/”Yes papa?” meme 

instead, I wasted a perfectly good opportunity). 
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Whelp, we’ve almost rounding up the studs in this range. But hold on there, guarpoke. We ain’t quite 

done with this here rodeo. Still a few more things to talk about, here. 

JUBAL-LUN-SUL: Let’s face it. You were made to say “fuck it”. That’s not an answer that lasts. 

But, hey look, a lot of us took it to heart. Together, your people and mine, we joined forces, and said 

“fuck that shit” to the men that invaded our lands. Afterwards? Yeah, we turned on each other, like 

people do. But we took you. Because, hey, “fuck it, we won, we do what we want.” Then some other 

men invaded us. And they weren’t kidding around this time. Guess what? The only way we got out of 

it was to give you to them. Because, hey, “fuck it, they won, they get to do what they want.” 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: And the whole time? You were the escape route. You are ‘The Disappearance of 

the Dwarves’. 

In the next couple of scenes, Jubal finalizes his conversation with Walk-Brass by unraveling the whole 

reason behind its existence. As we could’ve deduced from the above paragraphs, Numidium was built to 

be a giant middle finger to everything the Dwemer considered opposition (which was, well, everything). 

He talks about how this mindset of “no u” permeates everything surrounding Dwarf culture: about the 

invasion of the Nords and how the Dwemer and Chimer gave them the middle finger, how the Chimer 

gave the Dwemer the middle finger at the Battle of Red Mountain, and how the Empire gave the Dunmer 

the middle finger during the Tiber Wars. And after the first couple of times, the Numidium exchanges 

hands to the victors and becomes their symbol of “no u” until the next badass comes along. 

The Numidium is the escape route because it’s that last shred of adverse Amaranthine thought giving 

structure to the Current Dream. It’s the Disappearance of the Dwarves because not only was it the cause 

of their extinction, but because the Dwemer live on as its bronze skin. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: Wasn’t that hard to figure out. Mainly because other people did before me. But there 

was always this one unanswered question, tickling in the back brains. WHY DO YOU KEEP COMING 

BACK? Red Mountain. Alinor. Reclaiming all the toneshouts from Atmora that they took from YOU? 

Stomping to put it kindly all of Hammerfell into the ocean to, I don’t know, remind its people of their 

history. And then you chased us here. What is the goddamn point? I mean, really, and I’m really, 
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really asking because no one ever has been, I think, brave enough: do you have some kind of unfinished 

business? 

NUMIDIUM: MAYBE. GREY AREA. GREY MAYBE. 

JUBAL-LUN-SUL: I KNEW IT! 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

JUBAL-LUN-SUL: YOU JUST WANTED TO WIN! 

Finally, the kicker. For the first time during this conversation, and perhaps ever, the Numidium says 

something that isn’t a variation of no or erasure and answers Jubal honestly. The Dunmer doesn’t 

understand why Walk-Brass keeps interfering with the inhabitants of the Dream when it’s already 

fractured the Mundus during the events of C0DA, reducing most of the population to nothing, and why it 

always returns throughout history when it could just stay ‘dead’ wherever it is. And to that, the Numidium 

(almost coyly) answers that it maybe has unfinished business in the Aurbis, entertaining a possibility for a 

split second before backpedaling immediately when Jubal suddenly has a revelation. What is this 

unfinished business, exactly? Well, this final quote will probably shock you. 

NUMIDIUM: (SPEECH BALLOON EMPTY) 

NUMIDIUM (CONT’D): YES. 

JUBAL-LUN-SUL: ...finally. Thank you. And I’m sorry. 

NUMIDIUM: ? 

JUBAL-LUN-SUL: Don’t you get it? Your people tried to run, but couldn’t. My people have to run, 

and I needed to hear the way out. We’re finally talking the same language. 

PIC 2: EXT. LUNAR LANDSCAPE 

Larger pic for effect. Jubal cuts the Numidium’s head off with an empty speech balloon. 

JUBAL-LUN-SUL: (SPEECH BALLOON EMPTY) 

The Numidium. Says. YES. It admits it, admits after what I can only assume to be some weird sigh or 

muttering under its breath, that it does have unfinished business. And Jubal apologizes to Old Stompy 

genuinely, thanking it for showing it the way out which confuses the Oblivion out of Numidium. It 

doesn’t understand what Jubal is talking about here, but I think I finally do. Throughout C0DA, a major 
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theme is that Jubal (and technically Vivec) is trying to find out exactly how to start a new Amaranth, a 

healthy one, because the previous Dreams were all founded on heartache. He finally realizes it with the 

help of Memory that an important part of it is the Catalyst, that always dies and results in grief for the 

Dreamer. The Amaranth is broken because not only because its underlying foundation is misery, but also 

because it’s being dreamt alone. It takes two, the Catalyst being one of them, to create something new. 

So Jubal resolves to fix this by marrying Vivec. The Lord of Middle-Air has always been depicted as 

being both genders, but always preferred a more masculine form. Both out of fear of being viewed as 

weak, but also because Vivec knew that it was ultimately his responsibility to birth the new Dream. All 

other CHIM attainers had been male and quite uncaring towards a new Dream, while other entities like 

the Prisoner and the Sharmat had their own goals/probably couldn’t do it anyway. So eventually, as 

shown in both Sermon 37 and C0DA, Vivec finds resolve in his duties and finally expresses his 

femininity, promising to marry Jubal if he can kill the Numidium. 

But why does the Numidium have to die? Because its the last remaining entity resembling God in the 

Current Dream, and you can’t become God of a new world if the last one is still around. Numidium, as 

stated before, is a Tower. It’s very existence upholds an ideal that it constantly rejects. That has to be 

painful, maddening to excruciating effect. But it can’t destroy itself, because of what it is, and no one 

seemed to be able to do it either except for the Prisoner and the Sharmat, who ultimately failed. So what 

else to do, when (for lack of better wording) hit with the solemn truth of “I Cannot Self-Terminate”, but 

find someone who can do what you cannot? 

The Numidium, unknowingly, chose suicide by cop. And with it’s death, the last cries of the Current 

Dream died with it. The Prisoner couldn’t escape, the Sharmat couldn’t control, and the Destroyer 

couldn’t destroy. But at least their escapades were fun, even if it did end with the destruction of the entire 

world. But none of them would have fit in this new world anyways, being healthy and whole as it was, so 

perhaps the Loveletter from the Fifth Era was a good thing, then, averting this timeline as a whole and 

giving those three more time to live in a different one (perhaps even the one we play in throughout all of 

the games). And at least Jubal mourns them all equally, in the last page of C0DA, wearing the shell of 

Numidium and therefore a Tower as his wedding attire. Guess what it represents. 

Alas, Numidium. Alas, Dwemeri. You were rightful old arseholes, you really were, but even at the end 

of all things, even you got what you wanted and died as you lived. Nirn is an Arena after all. And you 

know what they say about arenas: 
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“The best techniques are passed on by the survivors.” - Gaiden Shinji 

 

Figure 48: “All language is based on meat. Don’t let the sophilists fool you.” (Artwork By: Tomhanch) 
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CHAPTER FOUR: THE GIFT OF GOD 
“By the word, I wind the gears.” - Deldrise Morvayn, Fourth Tourbillon to the Mainspring 

Ever-Wound 

 

Figure 49: KNEEL BEFORE ZOD! *ahem* I mean, FAP BEFORE SOTHA SIL! (Artwork From: The Elder Scrolls Online) 

I feel like I can hear whispering in the back of my mind, the sound of a dozen angry readers uttering: 

“What the fuck is Anuvanna’si, Warden?” I should get around to explaining that, that shouldn’t I? 

The Elder Scrolls Online: Clockwork City DLC did three marvelous things: first, they’re adding a lot 

of the Clockwork City, last seen in the Elder Scrolls III: Morrowind, to the game. Second, we got a lot of 

new texts detailing a lot about its construction and lore (as well as had Legends a few more interesting 

tidbits in its Return to Clockwork City storyline). 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. He’s awesome. Also 

apparently a huge Prisoner fanboy. 
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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 more thorough analysis in this piece because a lot of it is relevant to this 

essay, but I decided against it; I’ll leave it up to you to choose what you want to believe out of it. And as 

of this moment, I just want to give it a small tribute and an explanation. Hopefully, I get it right for all of 

you. 

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 “I” 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” 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 a 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 
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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’, ‘of the sea’, or ‘of the world’? 

And since (have I hammered this home enough? I don’t think I have) water is memory in the Elder 

Scrolls, and that Nirn itself may or may not be a manufactured ‘container’ of sorts for Memory, then 

wouldn’t ‘si’ mean ‘of the memory’? That would then mean that, translated, Anuvanna’si means ‘Anu’s 

gift for memory, ‘Anu’s grace for memory’, or ‘Anu is gracious to his memory’. Pretty cool, eh? But why 

would Sotha Sil associate the Prisoner with the word Anuvanna’si? 

It’s quite simple really, my dear Watson (these vehkin lies). 

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, or because it wants to, but because it does. Unlike the 

King, the Rebel, the Observer, the Sharmat, or the Numidium, the Prisoner wants nothing to do with the 

creation, manipulation, or destruction of the universe - it simply wants to experience life, and living, and 

what it means to exist. 

In a universe where reality is a dream, and everything technically exists as nothing more than a part of 

the subconscious, the Prisoner chooses not to care about what any of that means. All it wants is its 

Freedom, its Freedom to do what it wants, and through its actions create more memories that manifest as 

the Elder Scrolls, that then give new life to the Dream and its inhabitants. That create new stories, new 

songs, for others to enjoy. And perhaps Anu too, in his silent, suffering slumber, can appreciate that too. 

Thus, is the Prisoner Anuvanna’si – Anu’s gift to this world. And before we move onto the Epilogue, 

perhaps the above will make you look at this exchange from Sotha Sil and the Scribe (honestly, the entire 

book really) in a new and different light, especially if you get where I’m going with who the Scribe 

actually is: 

“I wanted them to know you as I do, but the words wouldn't come. I had to pass the task on to another.” 

“You mean you trusted another with a task so dear to your heart that you could not put quill to 

parchment.” Seht's tone bore a rare hint of playful amusement. “That is no bad thing for people like us.” 

The Scribe shook his head. “I was afraid of being wrong.” 
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“No, you were afraid of being imperfect.” Sotha Sil conjured an old tome and flipped through the pages. 

“You always are. Do you really love them so much?” 

The Scribe stood slowly, turning to gaze at a map of Nirn pinned to the wall of his chambers. “No,” he 

spoke the truth quietly. “But I love her. And she belongs to them.” 

“If it helps, the words I spoke were true.” 

“I know,” said the Scribe. "I have read them many times.” 

“You like them,” said Seht. 

“I do.” 

Sotha Sil made a chair for himself and sat. The Scribe turned to his friend, his mentor, his child shared 

with many fathers. “Did you come to say goodbye, Seht?” 

“In a way,” Seht replied, and there was no sadness in his voice. “Perhaps another form will appear that 

looks much like me and plays the role he is needed to play in yet another tale. I will be gone by then.” 

The Scribe nodded as he returned to his chair. He looked across the writing desk at Sotha Sil's face and 

Seht's eyes. 

“Will what we tried to do be enough?” The Scribe saw understanding as he spoke. The Light of 

Knowledge could give courage to Prisoners, but never to the Scribe. 

“This world cannot know peace,” said Sotha Sil the God. “Just as its caretakers cannot. It will never be 

enough, but we persevere for the beauty of dawn in spite of long nights.” 

It was Seht that leaned forward then. “Every parent believes they have not done enough.” 

  

113 | Page 
 



EPILOGUE 
“And this thing I have thought of, I have named it, and I call it freedom.” – Empress Alessia 

 

Figure 50: "Fate is not set in stone; it can change like the breeze. Where is that wind blowing, you ask? Towards tomorrow." - 

Falvoro, Shingeki No Bahamut: Genesis (Artwork From: The Elder Scrolls Legends: Battlespire) 

And we are finished. And yet, at the same time, I feel like we aren’t. Perhaps it’s because the Prisoner’s 

adventures will also continue, as long as Bethesda keeps making games in the Elder Scrolls franchise. 

Will we ever see the events of C0DA in a game? Perhaps, perhaps no. But TES doesn’t seem like it’ll end 

anytime soon, regardless of how many years it takes for the sequels to come out. 

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 that I feel like this write-up doesn’t 

quite do it justice. 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 pass 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 
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even if you failed so they may know how not to, your sacrifice will still be made meaningless before the 

start of the following 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 will never quite win 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 balance, rage, sadness, isolation, compassion, madness, lust, or power, no one can honestly 

say or know if the ends you used justified your means. 

In the end, all of these metaphysical concepts that we love spouting off about - CHIM, Amaranth, 

Zero-Sum, the Sharmat, and the Numidium - are all just different ways for individuals to express their 

selfish, egocentric desires on reality in a way to find something, anything, to make their existences 

meaningful in some way. Whether its’ 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 all be for naught. 

For the End does not wait and comes for all, without hesitation. The provinces are collapsing, the 

Towers are falling, and even the gods die at Landfall. The enantiomorph will grow to no longer care for 

the Tower, and with that somehow strange and depressing thought, the Dream will shatter. It is avoidable, 

yes; perhaps it has already been avoided. But this is the true End of All Things, whether you accept it or 

not. 

But out of all of this misery, darkness, and destruction, something sets the Prisoner apart. For in this 

universe that exists an uncaring godhead, where the Tower that holds the secret to reality is built from the 

blood that shapes the mythic, where betrayal is a necessity and founds dynasties, where a Shadow seeks 

usurpation and a Destroyer seeks destruction, and the machinations of a recurring triad causes the 

suffering of the world, the Prisoner is the sole resident that chose to do the unthinkable: 

They stepped out from inside the Tower, shrugged their shoulders at reality, and never looked back. 
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AFTERWORD 
Oh god, am I finished? Sweet eating Ruma with no bread, I think I’m finished! The main reason why I 

choose to rewrote Anuvanna’si: Heroes, Prisoners, and the Godhead with a Thousand Faces was because 

it was rushed. Heavily so. I had just signed up for the military on October 14th of 2017, the original essay 

was only a couple pages long at the time, and so I spent the next three days in a daze trying to crank it out 

for the 17th. And now more than a year later, on the 19th of March 2019, I’ve finally gotten around to 

finishing it up. 

I’m only about to be 22 years old, and I’m already getting too damn old for this. Back when I first 

joined this community, back when I was like 15 or so, it was so easy to crank out new content every day. 

Even earned the nickname ‘Chinese sweatshop with hundreds of monkeys writing lore’ (love ya, 

MisterFlippers). Now, too tired. It took me way too long to get over the writing phobia I found myself 

with due to unfortunate circumstances, and even longer to finally get into the mindset and wellbeing to 

want to write at all. Now, with the Reserves and labor juggling, as well as bunch of other stuff ranging 

from moderately annoying to just go fuck off already, I’ve reached my peak. This is draining. 

But a promise is a promise, even if it’s only to yourself. And you guys deserve full commitment to 

something, so here is the fully updated version. This is probably going to be my last ‘new’ thing I write 

for TES, in regards to apocrypha/lore essays at least for awhile (unless people bug me enough about the 

Peryite treatise that I had started on and abandoned, in which case I’ll try, alright?). The Tel Mora 

Independent Press has the other new thing, something of which no one has ever seen (!), and it kind of 

acts like a more proper send off saying things I always wanted to express without expressing them. That 

doesn’t make sense, does it? Good. All according to keikaku. Until then, IANTH is my new love. 

As always, I hope you all enjoyed this. I also hope the jokes were decently funny, and that no one got 

offended by any of them or all the swearing. If you have a complaint, or if I misspelled a word or two, let 

me know. I promise I’m a pretty chill guy for someone who is angry 24/7. And always remember, that at 

the end of the day, your interpretation of the lore is the most important and not anyone else's. It’s funner 

that way. Just don’t be a dick about it, because at the end of the week, TES is just a game - nothing more. 

Don’t take it too seriously, you know? You’ll only end up hurting yourself when you should be having 

fun. Now take it easy, get some fresh air or grab a beer or go get laid, and drink your ovaltine. 

- LaJaveyon Saunders (IceFireWarden/Al-Hatoor) 
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THE END 

 

Figure 0: KONO SHARMAT, DA!! (Artwork By: /u/Yoker, requested by Moi) 

 

Hahahaha, this will always be my greatest contribution to the Elder Scrolls community, right here. 
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