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Fate's proxy eso

Fate's proxy eso investigate tel rendys. Fate's proxy quest eso. Eso fate's proxy quest bugged. Eso fate's proxy. Fate's proxy eso bug. Fate's proxy eso investigate the necrom necropolis. Eso fate's proxy
investigate alavelis. Fate's proxy eso walkthrough.

Arriving at the Telvanni Peninsula's Necrom Outskirts Wayshrine, you'll encounter Leremil the Wise, a scholar of Hermaeus Mora. Here, you can begin your first Zone Story quest and initiate an alliance with the Daedric Prince of Forbidden Knowledge. To complete 'Fate's Proxy', you must finish three sub-quests, including 'Fate's Lost Dream'. This
guide will walk you through each step to complete this sub-quest in ESO: Necrom. To start, accept the task to investigate Alavelis and speak to a Watchling, Scruut, who reveals they were sent to this location. Scruut shares that a "contradiction in reality" is occurring in Alavelis, drawing Daedric Cultists to the area. Your goal is to uncover what
happened in Alavelis and what the cultists are doing. To complete 'Fate's Lost Dream', follow these objectives: 1. Talk to Scruut 2. Search Alavelis 3. Talk to Miner Sadalas 4. Go to the Green Glass Inn 5. Search the Green Glass Inn 6. Go to the Alavelis Glass Mine 7. Investigate the Chamber of the Gate 8. Enter the portal to Apocrypha 9. Follow the
Invaders' Trail 10. Enter the Tranquil Catalog 11. Search the Tranquil Catalog 12. Go to the Pool of Inquiry 13. Search the area 14. Gather Hermaeus Mora's Sacred Tears (3) 15. Place Sacred Tears in the Pool 16. Enter the Pool Portal 17. Confront the Invaders 18. Kill Kynreeve Ryl 19. Activate the Glyphic 20. Examine the Archived Tomes 21. Leave
the Tranquil Catalog Once you've completed the final objective, speak with Scruut to end the sub-quest. You can then return to the Telvanni Peninsula to continue other sub-quests or finish the Fate's Proxy Zone Story quest to earn rewards and valuable information. Speak with Leramil the Wise and meet Hermaeus Mora, then sign his contract.
Complete all three investigations: Necrom Necropolis (Keeper of Fate), Tel Rendys (Spirit of Fate), and Alavelis (Fate's Lost Dream). Return to Leramil at the Necrom Bindary. #### Detailed Walkthrough Traveling through the Telvanni Peninsula, you'll receive a call from Leramil, asking for help. She explains that Hermaeus Mora wants your
cooperation to address a common danger threatening both Apocrypha and Nirn. The only way to save reality is with a mortal proxy. Leramil provides a condensate of planar potentialities (ink) to pour into the Menos Cistern, revealing the path forward. This will cause the water to darken and the sky to turn green, as Hermaeus Mora rises from the
pool. He explains that Leramil has done well in bringing you into his unrelenting gaze, excluding all other outcomes. He reveals hidden rivals threatening his realm and reality itself. As the Golden Eye of Fate and Keeper of Whispers, he knows knowledge and memory are crucial to preserving Apocrypha. To save both worlds, follow Leramil's guidance
to complete three tasks: Necrom Necropolis (Keeper of Fate), Tel Rendys (Spirit of Fate), and Alavelis (Fate's Lost Dream). This will reveal hidden adversaries. Seal the covenant by creating a contract with the three glyphics provided. You're asked to serve as a proxy, free from personal interests. Now, combine the glyphics you've been given. To talk
about Apocrypha and Nirn, you seem unaware of the connection between them. Apocrypha is a domain I've shaped for my needs, while Nirn refers to the mortal realm. If Apocrypha falls, Nirn will cease to exist. As for who I am, I'm a Daedric Prince, an aspect of myself visible to mortals. My true form is beyond your understanding. This form is
sufficient, but you must keep your mind intact to be useful in fate's grand tapestry. I know little about the enemy threatening Apocrypha, only that they're elusive and obscure figures hiding from my gaze. Every possible fate unfolds before me, all leading to an event I thought erased from chance eons ago. If this course isn't altered, Apocrypha falls,
reality unravels, and Nirn is destroyed. You're tasked with uncovering the threads of fate that converge in the Telvanni Peninsula. Leramil awaits you in Necrom, guiding you to these locations where you'll unmask my hidden adversaries. How do I know you can trust me? I've bound myself to you with a powerful contract, ensuring I won't act against
your interests as long as you adhere to our bargain. Our enemies have no such constraints, so proceed with caution. Leramil will provide intelligence on the three locations and portals for quick travel when you fill her in on Hermaeus's job for you both. Meeting Hermaeus Mora represents a rare honor, as he materializes in a projected form... The
threads that weave reality together are fragile indeed. Hermaeus Mora revealed that you would guide me in this quest. He foresees three crucial events unfolding in this region, which, if investigated, can expose those plotting against Apocrypha. The fates of mortals branch out like tree limbs from every choice made, and our understanding of these
choices' consequences could alter the course of events. Hermaeus Mora has revealed that you must investigate three locations: Necrom's Necropolis, Tel Rendys' old tower, and Alavelis' malachite quarry. These sites are connected by threads of fate, which I shall open portals to for your convenience. Upon completion, return here to the Necrom
Bindery. The locations hold secrets waiting to be uncovered. The Necropolis is a center for ancestor worship among the ancient Dunmer, tended by the Keepers of the Dead. Tel Rendys, an abandoned mushroom tower, usually serves as a wizard's domicile, but this one holds a unique fate tied to yours. Alavelis, a minor settlement, is home to a
malachite quarry that vibrates with intense fate energy. Our temporary base of operations is an old bookbinder's shop in Necrom. I secured it for us to move freely between Apocrypha and the Telvanni Peninsula without raising suspicion. Besides these three portals to the locations, I also opened two gateways to Apocrypha: the Endless Library and
Chroma Incognito. The choice is yours: proceed to Apocrypha or begin investigating the threads of fate in this region. Lost Dream can be completed in any order, but it's technically not finished until all three other quests are complete. Beforehand, prepare the portals and Leramil will leave the choice of which one to use first up to you: "There. Three
paths are now arrayed before you. Which will you pick?" Although the order doesn't affect the outcome significantly, doing Spirit of Fate first might be worth it if you want extra commentary from a companion acquired during that quest for the other two. After finishing Keeper of the Fate, Spirit of Fate, and Fate's Lost Dream, Leramil will tell you to
return to the Bindery to plan your next move. Once there, you'll see your assembled allies on the balcony overlooking Necrom with Scruut, Curate Gadayn, Meln the Mouthless, and Leramil the Wise missing. While you're here, you can find a copy of A Feast Among the Dead on the table. Your living associates will be chatting: Leramil the Wise says to
Gadayn, "Gadayn of Necrom, you tend the archive of corpses?" Curate Gadayn replies, "Never heard it called that before. But yes, yes I do. Would... would you like a tour of the catacombs?" Leramil the Wise says, "Perhaps... later. Hermaeus Mora's proxy returns." Curate Gadayn adds, "Ah, of course. I'm sure the two of you have much to discuss." You
can choose to talk with Meln and Gadayn first. Both will comment on Leramil, though Meln also says that Gadayn is smitten with her: Curate Gadayn says, "This Altmer, Leramil. She seems a few Kwama short of a clutch, if you catch my meaning. I've seen it happen to many who dared to peruse the secrets of Apocrypha. As for the young curate, I'd
say he's smitten with the lady. Mark my words." Meln the Mouthless says, "Leramil is a remarkable woman. So intelligent and vibrant. But she won't tell me anything. She says we had to wait for you to return. Talk to her, friend. Put in a good word for me and see if you can get her to tell me what this is all about." Turn to Leramil to discuss
everything: "Three labors were set before you, proxy. Now Vaermina, Peryite, and Master Shelreni stand revealed as our foes. I have been speaking with Curate Gadayn. I find him... intriguing. But I wish to hear it from you. What did you find in Necrom Abbey?" Peryite's cult infiltrated the abbey. Blightcrown stole a relic from the catacombs. "Just as
Gadayn told me, then. The Fulcrum Obscura. The Hidden Kindred are well named. Although I understand you prevented them from escaping with the complete relic. Let us move on. What happened after we parted ways at Tel Rendys?" "I rescued Meln from Master Shelreni. Without him, she can't easily decipher the Black Book." "Black Books serve
as doorways into Apocrypha. A master such as Shelreni Baro likely has other ways to reach Hermaeus Mora's domain, so why is this particular book so important to her? Hmm. What did you find in Alavelis?" Vaermina's servants built a gate to Apocrypha so they could break into the... Hermaeus Mora's foes are attempting to break into the realm's
master index unnoticed and seize three crucial elements: a key, a rite, and a forgotten dream. The relic, Apocrypha's secret, and the Black Book are all connected, but how? Who could be behind this sinister plot? Torvesard, a Dremora, teamed up with Master Shelreni, Blightcrown, and Vaermina to orchestrate this scheme. To uncover their true
intentions, we must follow the threads of key, rite, and dream. Hermaeus Mora has entrusted us with a crucial task: stopping the Hidden Kindred's plan. Their goal is unclear, but it involves using the Fulcrum Obscura relic and the rite to remember a forgotten dream. To thwart their scheme, we must learn more about the dream and its secrets.
Curate Gadayn and I have been discussing this further. To find answers, we'll venture into Apocrypha's Cipher's Midden, where ancient tomes and treatises hold the key to unraveling the mystery. Join me as we explore Cipher's Midden, a labyrinth of knowledge within the Endless Library of Apocrypha. The portal downstairs connects us to this fabled
realm. Once there, head northwest and meet me at Cipher's Midden. Our research begins here, with Curate Gadayn in tow. The presence of Oblivion portals in an abandoned book bindery seems inconspicuous, but it serves as a clever hiding spot for Hermaeus Mora's studies. In Cipher's Midden, we'll uncover the secrets hidden within Apocrypha's
libraries. The Ciphers of the Eye have established this site as a sanctuary and hub for their research endeavors. Their presence in Apocrypha is a direct result of Hermaeus Mora's invitation. This sacred place holds the power to unravel reality's fabric, much like the One Who Knows' foreseen threat against Apocrypha and Nirn. The Hidden Kindred's
cooperation with one another signals their allegiance to a higher authority - their Princes. This unprecedented unity stems from a shared understanding of the looming threat to both Apocrypha and Nirn: the unraveling of reality. Vaermina, Peryite, and Torvesard seek the Apocrypha-remembered dream, driven by a perceived wrong committed by
Hermaeus Mora. This secret, if revealed, could unravel reality, destroying Nirn alongside the realm of fate. Their pursuit is linked to Torvesard's lost dream, which may hold the key to understanding their motivations. Vaermina, the Daedric Prince of Dreams, and Peryite, the Daedric Prince of Pestilence, have put aside their animosities to challenge
Hermaeus Mora, the Prince of Fate. This alliance was formed through Torvesard's mediation, as he believes his lost dream is connected to the offense committed by Mora. The concern for Nirn stems from Hermaeus Mora's foresight that revealing this secret would destroy reality, our world, and the realm of fate. Torvesard's lost dream may hold the
key to understanding their motivations and the potential consequences if the secret is revealed. I've uncovered three paths to uncovering the threat to Hermaeus Mora: Necrom Necropolis, Tel Rendys, and Alavelis. To unmask the conspirators, I must follow each thread of fate carefully. My objectives are clear: investigate Necrom Necropolis, Tel
Rendys, and Alavelis. After exploring the Telvanni Peninsula, I gained insight into the conspiracy against Hermaeus Mora. Now, I should return to Necrom to share my findings with Leramil the Wise. Once I've completed the tasks Leramil assigned on behalf of Hermaeus Mora, I must speak with her about what's next.



