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Three Rings for the Elven-Kings under the sky,


Seven for the Dwarf-Lords in their halls of stone,

Nine for Mortal Men doomed to die,


One for the Dark Lord on his dark throne

In the Land of Mordor where the Shadows lie.


One Ring to rule them all, One Ring to find them,


One Ring to bring them all and in the darkness bind them

In the Land of Mordor where the Shadows lie.

The Rhyme of the Rings from The Lord of the Rings
When frost doth grow on Claves’ bell

And shadows walk upon the road

When water blackens in the well

Three Swords must come again.

When Bukken from the earth do creep

And Hunën from the heights descend

When Nightmare throttles peaceful sleep

Three Swords must come again.

To turn the stride of treading Fate

To clear the fogging Mists of Time

If Early shall resist too Late

Three Swords must come again.

The Prophecy of The Swords from Memory, Sorrow and Thorn
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Introduction

In this paper, it is my intention to analyse and compare Tolkien’s The Lord of the Rings and Tad Williams’ Memory, Sorrow and Thorn trilogy. It is aimed to show that a major part of Fantasy writing involves plagiarising or borrowing ideas from other authors. 

Tolkien is considered to be the ‘Father of modern Fantasy writing’, while Tad Williams is thought of as the erudite equivalent of Tolkien in America; for being a language lore master and for his style of writing. I would like to show that many current themes and ideas in the fantasy genre, including Tad Williams’, are either consciously or sub-consciously similar to those of Tolkien.

Brief Analysis of Lord Of The Rings
Biographical Background of Tolkien’s life at the time of writing.

His Origins:

Tolkien was born in Bloemfontein, South Africa in 1892 to wealthy parents, and was brought to England in 1895. During the First World War, he fought at the Battle of the Somme, and survived unhurt, but two of his closest friends and members of his first literary society, the T.C.B.S. (Tea Club and Barrovian Society), were killed in combat. In the 1930s he formed the literary society of the Inklings which included such notable authors as Charles Williams and C.S. Lewis. In this society, these men exchanged ideas and held discussion on diverse topics such as philology and “Fairy Stories”. As a direct result of these conversations, The Hobbit came to be written in 1937. In the period between 1939 and 1949 he came to write The Lord of the Rings. Before writing The Lord of the Rings he wished to complete the history of Middle Earth, so he would have an historical background upon which he could build his literary work.

Tolkien the Philologist:

Ironically, Tolkien’s real joy - his love of languages - was eclipsed by his reputation as a writer of the most important fantasy stories of this century. Indeed, most people do not know that Tolkien was an Oxford “don” for nearly fifty years, and the leading philologist of his days. He was a philologist in the literal sense of the word: a lover of language. After learning Latin and Greek, Tolkien taught himself some Welsh, Old and Middle English, Old Norse and Gothic. Later he added Finnish to his list of beloved languages. Tolkien exercised his philological talents in creating all of his tales, from the early beginnings of the Silmarillion to The Lord of the Rings.

The dark phase of Tolkien’s life:

Tolkien wrote of the time during which The Lord of the Rings came to be:

One has indeed personally to come under the shadow of war to feel fully its oppression; but as the years go by it seems now often forgotten that to be caught in youth by 1914 was no less hideous an experience than to be involved in 1939 and the following years. By 1918 all but one of my closest friends were dead.

Tolkien’s life’s work, the creation of Middle-Earth, encompasses a reality that rivals Western Man’s own attempts at recording the composite, knowable history of his species. No Englishman has worked so successfully at creating a new secondary world, which is derived from our own, yet is so complete in its mythology and history. Not until the publishing of the Silmarillion in 1977, would anyone understand and appreciate the full measure of Tolkien’s undertaking. In Chronicles of Culture, E. Christian Kopff writes, ‘The philologist lives in the world of the partially lost or broken.’
 Tolkien felt there to be a lost mythology of Britain due to the Norman Conquest; i.e. a foreign race taking over and imposing their sense of history, beliefs as well as their social and literary structures. This sense of loss explains why Tolkien began to write The Book of Lost Tales in 1916, in order to create a ‘mythology’ for England.

The literary forms of the Norman society were forced upon the very Celtic English background. For this reason, among others, Tolkien felt the English people had no ‘body of connected legend’ of their own, as opposed to the ancient Greeks or the Celts who were steeped in a rich and varied mythology. Tolkien created the true tradition of England; he knew instinctively what it was like and how it should be. Over the fifty years of creation, this alternate mythology grew from one single story to a world, complete in all its senses.

So partly with the sense of mission and partly as an escape from the horrors of the First World War, he wrote a series of tales about the creation of the world and the coming of the Elves, of evil Melkor and the wars of Elves and Men against him.

It can be said simply, that Tolkien wished to create a secondary world and histories, because there were no complete ones left in our world. They have all had their toll taken upon them through the passage of time - either having been destroyed by fire, water or just simply lost and forgotten because they were unrecorded. The realm of the past is an incomplete one, which disturbed Tolkien’s love of totality and reality.

The Ending:

All great stories are essentially only about one thing:

Death and the inevitability of Death.

Tolkien died on the 2nd of September 1973 due to complications resulting from a bleeding gastric ulcer and a chest infection. He is buried in the Catholic section of the Wolvercote Cemetery in Oxford, next to his wife, Edith Mary Bratt. Their names on the shared tombstone are supplemented only by the words Luthien under Edith’s name and Beren under J.R.R. Tolkien’s. These are the only testament to Tolkien’s magnificent creation of Middle-Earth spanning his entire lifetime.

Middle-Earth

In general, Middle-Earth can be divided into four quarters, being the ancient Elf-Kingdom of Eriador; a bleak wilderness east of the Misty Mountains; and the realms of Gondor and Rohan opposing the evil region of Mordor to the south.

Bordered on the west by the sea, and on the east by unexplored wastelands, the continent of Middle-Earth is separated down the middle by a great chain of mountains, the Misty Mountains. To the west of the Misty Mountains, there is a narrow swath of inhabited country reaching from the Grey Havens, where the Círdon Elves live, past the Shire, the ancient homeland of Hobbits to Breeland, which is inhabited by men and some Hobbits. From here the East-West Road runs through uninhabited country to Rivendell, The Last Homely House and home to Elrond Half-Elven. North and south of this narrow swath of land is barren wasteland, where in older times were the great kingdoms of Elves and Men.

To the east of the Misty Mountains is a great forest called Mirkwood; in the north of this forest is the home of the Wood Elves, one of the Races of Elves. Further south, cradled between spurs of the mountains is Lothlórien, home to the Galadhrim, the most noble of the Wood Elves. Far to the east of Mirkwood are the Iron Hills, an ancestral home of the Dwarven Race.

In the south, the realms of Gondor and Rohan are lands of ‘civilised’ Men. Rohan is a wide grassland country, governed by warrior kings, ruling from Edoras. Gondor is to the south, being but a remnant of the ancient realm created by the Númenóreans, and now acting as a buffer against the evil might of Mordor. Due to the lack of a king, after the ruling line of Anárion had failed, Gondor has been ruled by a line of Stewards, who never claimed the crown for themselves. This period lasted for almost a thousand years, before the kingship was reclaimed by Aragorn, son of Arathorn, of the line of Isildur, at the end of the Third Age. Thereafter, he is known, for various reasons, as Elessar Telcontar (Striding Elfstone or Strider Elfstone).

Mordor, to the east, is a bleak desert wasteland, bordered on three sides - north, west and south - by impregnable mountain ranges. This plain is dotted with volcanoes, the hottest and greatest of which, Orodruin, was used for the forging of the One Ring, the Ruling Ring. Mordor is governed by Sauron from the dark tower of Barad-Dûr.

Southwards and eastwards of the explored regions of Middle-Earth, there are vast unknown territories. To the south of Gondor are the lands of the Haradrim and Khandrim, also known as the Southron folk. These are fearsome Men who have been at war with Gondor since the landing of the Númenórean ‘Ship-Kings’. They are allied with Sauron’s evil designs for Middle-Earth, yet not much more is known about them, in The Lord of the Rings.

The Supernatural limitations of the world created

None of the Mortal Races (Men, Dwarves and Hobbits) has any supernatural ability, which does not, however, hinder them in using magical artefacts created by the Magical Races of Elves or Wizards. Wizards and Elves can perform true magic, but cannot change the natural order of things. For instance, a dead creature is irrevocably dead. Not even the strongest magician can change this state of matter. To a lesser extent the Númenórean Men can perform some magic, being mainly restricted to feats of healing, far-sight and telepathy. Magic is a useful tool for the races of Middle-Earth - useful, but also deadly, as many orcs found to their dismay when challenging Gandalf.

In this context one should mention Tom Bombadil, ‘Master of wood, water and hill’. He is the eldest of all living creatures in Middle-Earth. Of himself he explains to curious hobbits:

‘Eldest, that’s what I am. Mark my words, my friends: Tom was here before the river and the trees; Tom remembers the first raindrop and the first acorn. He made paths before the Big People, and saw the Little People arriving. He was here before the Kings and the graves and the Barrow-wights. When the Elves passed westward, Tom was here already, before the seas were bent.’

Tom Bombadil is a unique being, ‘Oldest and fatherless’ as the Elves deemed him. In the first Age he was known to the Eldar as Iarwain Ben-Adar and was acknowledged the oldest of all creatures, under no laws save his own. To the Dwarves he is known as Forn and to the northern Men he is known as Orald. None save the Elves knew his true origins and by the Third Age many had forgotten he existed.

Tom could be seen as an institution of the Earth’s creators - a Gardener of the Earth, if you will. He watches the country and the happenings in the world, yet will not, as a rule, interfere with the course of things. Even though he could overthrow Sauron and all of his doings in the blink of an eye, he would not, as there is nothing to be gained from such a course of action, in his view. The inhabitants of Middle-Earth must fend for themselves, and he would never offer the remote possibility of being instated as a god for his deeds.

Races

Elves:

The Elves are also known as the Firstborn. In time, the Elves were affected by mortal lands and thus were divided into two main branches: the Wood-elves, who loved forests, and the Western-elves, who were summoned to dwell in Eldamar. Those kindred among the Elves who were not thus summoned were known as the Lesser Elves. Two of the three kindred that were summoned followed the call, and sailed west across the sea, but the third kindred, the Sindar or Grey-elves lingered in Middle-Earth. The Elven Race was now divided into three: Wood-elves, Grey-elves and High-elves (those who sailed to Eldamar). The second kindred, the Noldor, were not content with life in Eldamar, and thus returned in exile, to Middle-Earth.

All Elves in Middle-Earth adopted Sindarin, the language of the Sindar, for daily use. The original language of the High-elves, Quenya, was still used, however, for ceremony and high matters of lore and song. All elven languages are musical in sound, yet hard for mortal tongues to pronounce correctly, rather like Welsh and Gaelic today.

In stature, Elves are tall and thin, their features being fine-boned and sharp. Their preferred weapon is the longbow, with which they are a deadly shot. They can move soundlessly over any terrain, and, as is demonstrated by Legolas, can move over snow without sinking in.

Dwarves:

The dwarves attribute their origins to Aulë, the smith of the Valar (Guardians of the World). The ancient name for their race in their own language is Khazad. They built great cities under the various mountain ranges in Middle-Earth, the greatest being Moria, Khazad-dûm, under the Misty Mountains. Their love for precious metals and jewels led to the downfall of Moria when they delved too deeply for mithril, which had given the city wealth. They awoke the Balrog, Durin’s Bane, for which the Elves declared an eternal feud with them. Those dwarves that escaped, made their way north to the Lonely Mountain, the Grey Mountains, (where Dragons lived) and to the Iron Hills. The race prospered, and dwarvish work was in high demand.

Their language, Khuzdul, has never been learnt by members of any other race, as they keep it secret and treasure it as a remnant of their past. They have a tradition of outward and inward names: the outward names being of a Westron origin and for all the world to know, while their inward names are only for other dwarves to know. These inner, true names are never revealed to any one of alien race, not even on their tombs.

Dwarves are by nature short and stocky, tough and strong, lovers of craft-work and of stone, gems and metal. They never forget a kindness yet they are fierce fighters when wronged. They fight with broad-headed axes; they will willingly slaughter Orcs all day long, yet once an injustice is revenged, they will return peacefully to their workbenches. They are known and renowned for their craftsmanship in all realms of Man and Beast.

Men:

The records of the Elves state that the Races of Men first appeared toward the end of the First Age. The origins of Man are somewhat obscure, yet thought to lie somewhere in the far east or the far south of Middle-Earth. Three clans or tribes of Men migrated west across the Ered Luin in the late years of the First Age, and discovered the elven realm of Beleriand. The Elves befriended these Men and aided them in the evolution of their culture. Over time the offer was made to these ‘Fathers of Men’, or Edain, as they were called by the Elves, of being allowed to live in Elvenhome. The Valar however, forbade this, so an island off the coast of Elvenhome was created and called Númenor, or Westernesse in the tongue of the Edain. There the Dúnedain, the Men of the West, flourished and were content - for a while. The life span of these Men was thrice that of the ‘Lesser’ Men who had remained in Middle-Earth.

After the downfall of Númenor, the Númenóreans returned to Middle-Earth and became lords of the Men still living there. These were, as has already been mentioned, the Lesser Men, who had developed their own culture - yet not to the same extent as that of those who had been aided by the Elves. These Lesser Men were separated into two classes: the ‘Middle’ Men, the Rohirrim, Masters of Horses, and the like; and the ‘Wild’ Men, those primitive peoples populating the high mountains and the deep forests.

The languages of Men were varied. The Númenóreans spoke both Sindarin and Adûnaic on the Isle of Westernesse, yet when they returned to Middle-Earth, Adûnaic was mixed with the languages of lesser Men, thus becoming the Common Speech, also known as Westron. This language is now the language commonly spoken by all inhabitants of Middle-Earth for communication between Races. The Rohirrim still speak their own language among themselves, which is related to the Adûnaic of the Númenóreans.

All men who are descended from the Dúnedain are dark and swarthy, tall and strong. The Men of the Rohirrim are tall, slighter in build and fair. A trait common to all men is the ability to discern between good and evil. Most men are courageous, honourable and true to their word. This applies also to those men of the South and east allied with Sauron’s designs. The Númenórean descendants can discern the truth and, to a certain degree, are claimed to have the ability to see into the future, as well as to far off places by intuition.

Hobbits:

The origins of the Hobbit race are unknown, even to the Elves. It is suspected that sometime during the long history of their race, they migrated west from the banks of the great river Anduin over the Misty Mountains. Not much more is known about this strange race which has no language of its own, but adopts the language of the Men near whom it settles. Their names and expressions for places, days and months can however be traced to an earlier language similar to that of the Rohirrim.

The name Hobbit is the one they used for themselves, derived from the ancient word hol-bytla, meaning hole-dweller or hole-builder. By Men they are called Halflings, due to their diminutive stature, half the height of a man; and in the same vein, the Elven name for them is Periannath. Curiously, this name has remained in the language of Gondor in a ‘worn-down’ form as perian, meaning ‘Halfling prince’ - even though Halflings have long become a legend believed only by the wise.

As a rule Hobbits are home-loving, conservative and parochial beings. They are lovers of good food, ale and pipe-weed. They are blessed with sturdy furry feet, which no doubt helped Frodo and his friends in their long quest. They have a strong sense of family and tradition.

Of Hobbits, Tolkien writes in his prologue to The Lord of the Rings:

Hobbits are an unobtrusive but very ancient people, more numerous formerly than they are today; for they love peace and quiet and good tilled earth: a well-ordered and well-farmed countryside was their favourite haunt. They do not and did not understand or like machines more complicated than a forge-bellows, a watermill, or a handloom, though they were skilful with tools. […] Their faces were as a rule goodnatured rather than beautiful, broad, bright-eyed, red-cheeked, with mouths apt to laughter, and to eating and drinking.

Orcs:

Orcs were bred by Morgoth during The War of the Great Jewels in the First Age and used as dark soldiers against the armies of the High-elves. They were bred, lived and died in darkness, and only left their caves and holes when night had set in, or when the light of the sun was obscured by foul magic. After Morgoth was destroyed by the Valar, the Orcs were scattered far and wide, and they spread thanks to their great powers of breeding. When Sauron, a one-time servant of Morgoth arose during the Second Age, they were willing servants to his might. When he suffered his first great defeat at the hands of Men and Elves, their decimated numbers once again were spread all over Middle-Earth. Yet still their powers of regeneration enable the Orc Race to withstand massive numbers of deaths, and indeed, in any war against the shadow, while the numbers of Men or Elves that fall are still vaguely accountable, the numbers of Orcs killed are uncountable.

Their language is commonly called the Black Speech, and is a foul variation on the beautiful language of the Elves. Yet each different tribe has its own (for others) unintelligible dialect, so therefore for communication in greater bands of Orcs, the Common Speech is used. However they even manage to mangle this simple language to incomprehensibility.

Depending on how different Orcs have developed or for which purpose they were bred, there is a great range of diverse types of Orc. The great fighters, The Uruk-Hai, were bred solely for the purpose of being able to fight on an even standing with Men and Elves. They can ignore the sun and light, unlike most other types of Orc. The Goblins of Mordor and the Misty Mountains are small in stature - of similar size to a Hobbit or a Dwarf - and rather cowardly except in great numbers. This is a trait which is common to all Orcs: while not fearing great losses when in a large band, they are distinctly frightened of anything that could harm them when alone. Orcs have no love for anything beautiful and have an unhealthy love of destruction and killing.

Ents:

Ents are the most ancient Race in Middle-Earth. They are ‘the fathers of the fathers of trees, remembering times when they were lords.’
 They were awoken to sentient beings by the Elves who have a deep love for trees. Called Onodrim by the Elves, they learnt the language of the Elves, slowly changing it into a very slow language, full of adjectives and some occasional nouns. There is no written record of Entish, their language, for it is impossible to comprehend for any non lignum-based lifeform. Treebeard describes his race thus:

We are tree-herds, we Ents - sheep get like shepherd and shepherds like sheep, but it is quicker and closer with trees and Ents.

Ents are amazingly strong, having the same power that tree roots have, yet not spread over scores of years, but in the space of a few seconds. They have a deep aversion to being hasty, as their life spans many thousands of years. They each resemble the family of trees from which they are descended. Originally they were tree-herders, but since the Elder Days, which was their flowering period, they have declined and many Ents have forsaken the world and returned to being trees. Yet rumour has it that there are still some Ents alive in the great forest of Fangorn, which is a magical forest whose dark depths are entered - yet not always exited - only by the very brave or extremely foolish.

Eagles of the North:

The Eagles are the Lords of the Air. They are descended from the early ruling houses of the Eagles, whose greater size was reason enough for them to be rulers. Their ancestral habitat is in the high peaks of the Misty Mountains, which explains their feuds with the Goblins who inhabit the depths of this range. They are befriended with Gandalf the Grey, and have come to his aid and that of his friends some few times in the ending years of the Third Age.

The Great Eagles are noble birds, swift, proud and independent, yet at the same time cruel and merciless to their foes. They are true allies to the race of Men and Elves, and if they have not all died, then they dwell still in the heights of the Misty Mountains.

Pagan Belief System

Even though Tolkien claims his work ‘is of course a fundamentally religious and Catholic work; unconsciously so at first, but consciously in the revision,’
 there is a distinct lack of organised religion in Middle-Earth. That is one of the points which makes Middle-Earth so different from our world. Here we have almost too much religion, yet in Tolkien’s world, the characters follow a pagan belief system. They have no gods who created the world, for the children of the gods are among them: the Elves. How their world came to be is therefore clear to them. So they look to inexplicable phenomena for their gods. The natural powers play a great role in their religious rites, as we see when Boromir’s body  is given to the waters. Aragorn and Legolas speak of the North, South and West winds bringing tidings of Boromir’s death to his home city of Minas Tirith. Gimli deliberately leaves out the East wind, as Mordor and the Enemy lie to the East.

The belief system in Lord of the Rings is similar in form to the belief system of the ancient Germanic races in central Europe during the Bronze and Iron Ages. The burial customs of the peoples of Middle-Earth as well as the reverence of their ancestors is very similar to the cult rituals of the ancient Germanic cultures. Tolkien probably used this form of belief system in order to show the distinct difference between good and evil. While the Christian view is somewhat muddied, the pagan view is very simple: ‘Those who have no cult rituals cannot be good, for they have no respect for their dead.’

Languages

Tolkien invented several languages derived directly from Anglo-Saxon, and old Norse as well as using Celtic origins. He created the languages first and the stories were simply a means for using these beautifully created languages. When Tolkien first affirmed this, he was not taken seriously, but after the posthumous publication of his Silmarillion, it was understood exactly what he had meant. In creating new words for his mythical and imaginary languages, Tolkien did not just simply invent a new series of syllables for a word, but worked out what that word should be and how it had been worn-down over many years, according to Grimm’s Law of Consonants. An example is hol-bytla being worn down over time to hobbit.

Tolkien used the evocative power of language to create his English legend. The names he created for his characters are so-called speaking names. Gandalf, for instance, consists of two Norse words: gandr, a magical implement or staff, and alfr, an elf. Gandalf is therefore an elf with a magical staff, or a wizard. Gollum can be derived from the Old Norse word gull, meaning ‘gold, treasure, something precious’ or even ‘ring’, of which an inflected form might be gollum. This may or may not have been intentional on Tolkien’s part in the beginning, but the thought must have occurred to him at some point during his writing.

Characters
Frodo:

Frodo is the main character of The Lord of the Rings. He is a young hobbit, well to do, and considered eccentric for a hobbit, like Bilbo, his uncle. He comes from the higher echelons of hobbit society and is a gentle caring soul. He is no older than Bilbo was during his great adventure (as told in The Hobbit) yet he appears more mature because he is burdened by the knowledge of the truth about the Ring he carries. In the course of his quest he is shown to be a Christ-like figure, suffering for the benefit of others; sacrificing himself so others can live. He does not wish anyone else to be harmed during his quest into Mordor, which explains why he tries to leave alone and unnoticed, on the banks of the Anduin by the Falls of Rauros.

Sam:

Sam is Frodo’s gardener, man-servant and closest friend. He loves ‘Master Frodo’ dearly and would die for him. He is a determined type of hobbit, in that once having started something, he will see it through to the bitter end. He follows his master willingly on his quest into Mordor, for he has sworn to himself that he would look after Frodo until their deaths if necessary. Sam does not see himself as a hero, only as someone ‘as doing what needs done’. Yet, as in all epics, there are often unrecognised heroes and recognised ones. When Frodo is supposedly killed by Shelob in the dark passages beneath Cirith Ungol, Sam takes up the Ring and carries on the quest, prepared to sacrifice himself, just as willingly as Frodo.

Aragorn:

Also known as ‘Strider’. He is a grim, reticent man with a determined and forceful personality. Aragorn is a member of the Race of Kings. He is a descendant of Isildur, and heir to the throne of Gondor, even if no-one, aside from his closest friends, knows this fact. He is an honourable man with a strong sense of duty and protectiveness to those placed under his care. He is faced with many hard decisions during the quest, and is unsure at the time whether his choices are correct or not. He, too, is willing to sacrifice himself and ultimately those around him, to ensure the quest is achieved, and Sauron is prevented from subjugating all of Middle Earth in the reign of dark terror foretold.

Gandalf:

Gandalf, like Frodo’s Uncle Bilbo was first encountered in the prequel to the Lord of the Rings trilogy, the Hobbit. We are introduced to him from Bilbo’s viewpoint.

All that the unsuspecting Bilbo saw that morning was an old man with a staff. He had a tall pointed blue hat, a long grey cloak, a silver scarf over which his long white beard hung down below his waist, and immense black boots […] Gandalf looked at him from under long bushy eyebrows that stuck out further than the brim of his shady hat.

Gandalf is a very secretive and reticent Wizard. He has many of the qualities of Aragorn as a protector, steward and defender of Middle-Earth. This is not surprising as he too carries an ‘air of Númenór’ about him. He is considered to be one of the leaders of the Council of Wizards (the White Council) and indeed assumes the responsibility of Head of the White Council after Saruman’s fall from grace, becoming ‘Gandalf the White’.

In his eulogy for Gandalf, (after his supposed demise at the hands of the Balrog) Frodo describes him thus:

A deadly sword, a healing hand,

A back that bent beneath its load;

A trumpet-voice, a burning brand,

A weary pilgrim on the road.

A lord of wisdom throned he sat,

Swift in anger quick to laugh;

An old man in a battered hat

who leaned upon a thorny staff.

Gollum:

The previous ‘owner’ of the Ring. The reader’s first encounter with Gollum is in The Hobbit, where he meets Bilbo and after a game of riddles loses the ring to a very frightened Bilbo. Tolkien states in the prologue to The Lord of the Rings:

[Gollum] was a loathsome little creature: he paddled a small boat with his large flat feet, peering with pale luminous eyes and catching blind fish with his long fingers, and eating them raw. He ate any living thing, even an orc, if he could catch it and strangle it without a struggle.

Before he found the Ring and lived his secret, vile life beneath the Misty Mountains, Gollum was supposedly a member of a hobbit-like folk that still lived on the banks of the Anduin, a tribe of great fishers and swimmers. (Unlike their western counterparts’ descendants who were generally averse to water.)

Sauron:

Sauron is the Enemy. He resides in the dark tower of Barad-Dûr in Mordor and plans to overrun the world with his dark powers. In the First Age he was the servant of Morgoth, whose designs were similar, and who was defeated by the combined might of the Elves and the Valar. Sauron once again rose to power in the Second Age, and was overthrown by the armies of Men and Elves under the leadership of Gil-Galad and Isildur. Towards the end of the Third Age he once more planned his rise to power, but lacking the Ruling Ring, Isildur’s Bane, which had been removed from him at the end of the Second Age, he was hindered until it was found. This gave rise to the quest for the destruction of the Ring.

Form of the Quest

After receiving the Ring from Bilbo, Frodo is counselled by Gandalf some years later to make his way east to Rivendell. For the Magic Ring, the Ring Bilbo found on his adventure with the Dwarves is the One Ring created by Sauron. He and his three companions, Merry, Pippin and Sam are pursued by nine black riders, later known to be the Nazgûl, the leaders of men who accepted Sauron’s fey offer of power. At Rivendell, the Council of Elrond decides to send the Ring to the cracks of Orodruin to be cast therein and destroyed. Frodo is appointed the ‘Ring-Bearer’ and Sam, Pippin Merry, Aragorn, Boromir of Minas Tirith, Gimli the Dwarf, Legolas the Elf and Gandalf are appointed his companions as a representation of the Races of Middle-Earth. The nine walkers of ‘the Company of the Ring’ were set too match the nine Riders, the Nazgûl.

In the depths of the Mines of Moria under the Misty Mountains they are confronted by Orcs and a Balrog. Gandalf seeks combat with the Balrog and falls into the dark depths under the Mountains. He is thought dead by the Fellowship who continue on with the quest, under the leadership of Aragorn into Lothlórien. From there they make their way down the Great River to the Falls of Rauros, where the Fellowship is broken. Frodo and Sam make their way to Mordor alone whilst, Boromir is slain protecting Pippin and Merry, who are taken prisoner by marauding Orcs from Isengard, home to Saruman. Aragorn, Gimli and Legolas pursue the Orcs and their small captives across the Plains of Rohan, after the hard choice of Aragorn as to whether to desert the Ring-bearer or not.

On the Plains they meet a band of Rohirrim returning from the pursuit of the Orcs, and find that the orcs were all slain. They receive no news of the Hobbits and when they arrive at the scene of the battle, they find no further signs of them. Meanwhile, Pippin and Merry have managed to escape the clutches of the Orcs during the battle and make their way into the depths of the forest of Fangorn. There they meet Treebeard, an Ent of great age and standing. An Entmoot is called and the Ents decide within three days - a very short period of time for them - that something must be done about ‘Young Saruman of Isengard’. Gandalf who survived the conflict with the Balrog reveals himself to Aragorn, Legolas and Gimli at the edge of Fangorn. They leave the Hobbits in the care of the Ents for the time being. The four friends then return to the Edoras, the capital of Rohan and with their aid King Theoden decides to move against Isengard too. It is shown that Saruman had poisoned the King’s councillor’s mind and that much of the recent advice given had been a false deception, aiding Saruman.

Arriving in Isengard, they find the Ents have already destroyed the fortress and have Saruman locked in the Tower of Orthanc. They also find Pippin and Merry functioning as guards on the perimeter, and all are joyfully reunited.

To the east of the Great River, Frodo and Sam meanwhile are making their way to Mordor. They capture Gollum, who had been following them since their passage through Moria. He becomes a reluctant guide leading them to the gates of Mordor, and when it is revealed that they cannot pass that way, he shows them the ‘back-door;’ the pass behind Minas Morgul, the city of the Nazgûl. Passing through Osgiliath, they encounter a force of men from Minas Tirith, led by Boromir’s brother Faramir. Given shelter for the night, Frodo learns of Boromir’s death, and is reluctantly allowed to carry-on in his quest by Faramir. In the dark tunnels beneath Cirith Ungol, Gollum betrays the hobbits to Shelob, a great spider, set there as a guardian by Sauron. Frodo is supposedly killed and Sam takes up the Ring and carries on. Frodo is found by Orcs and imprisoned in their fortress. Sam overhears some Orcs talking about their prisoner and realises that Frodo is alive and kept prisoner there. When fighting breaks out between the Orcs in the guard tower, Sam is able to release Frodo and return the ring to him. Disguising themselves as Orcs, they make their way down into the wasteland of Mordor.

Pippin and Merry become liege men of Gondor and Rohan respectively. Merry fights at the Battle of Helm’s Deep, where the Rohirrim win a great victory over the Orcs of Isengard. There Theoden is re-instated as a warrior king and Merry is released against his will from his oath of allegiance. This is because he is considered to be too small for a rider and the impending battle of Gondor too dangerous for him. He follows King Theoden secretly, aided by an unknown knight to Gondor. Meanwhile Aragorn confronts Sauron with the Palantir and travels south to the aid of Minas Tirith, through the Paths of the Dead. Aragorn reminds the oath-breakers of Isildur’s day that they are still bound by their oath to aid Isildur’s heir. Followed by a great army of shadows and ghosts, they ride south from the Stone of Erech, defeating black armies of men allied with Sauron that come from the south. After the battle of Pelargir, Aragorn releases the dead from their oath, and the shadows depart. 

The living make their way north by ship to Minas Tirith, where the armies of Gondor and Rohan are fighting against the black forces of Mordor on the Pelennor Fields, before Minas Tirith. After Merry and Eowyn, the daughter-heir of Rohan (who was the unknown knight with whom Merry rode) killed the king of the Nazgûl, of whom it was said he could be killed by no living man; the armies of good could defeat the evil forces. 

Ten days later, after a council held by Aragorn and Gandalf where the combined armies attempted to distract Sauron from Frodo’s desperate mission within Mordor at the Black Gates of Mordor. They are initially deceived into thinking that Sam and Frodo have been taken by the Enemy and that all has been in vain. However, realising that ‘the Mouth of Sauron’ may have lied they are willing to sacrifice themselves as bait to give Frodo a last chance to succeed.

In Mordor, meanwhile, Frodo and Sam have been able to make their way to the Mountain of Fire, where they find the Cracks of Doom. Frodo has become so seduced by the power of the ring that he would proclaim himself Lord of the Rings. Sam is in deep despair and can do nothing, but Gollum saves the day by biting off Frodo’s finger with the Ring upon it and falling into the pit of fire. This then destroys Sauron and all of his power and he is banished into nothingness. Mordor is in turmoil, with volcanoes erupting and the ground breaking beneath them. Frodo and Sam are ready to die in the knowledge that they have succeeded against all the odds, but they are picked up from the sides of the mountain by Gwaihir, the King of the Eagles, and Gandalf and taken to safety.

They are celebrated as heroes and taken in honour to a verdant island in the midst of the Great River Anduin, Cair Andros, where they hear of Merry’s and Pippin’s great deeds. Aragorn is crowned King and Faramir is proclaimed his Steward and Prince of Ithilien. Upon returning to the Shire, the hobbits find that Saruman, who was released from Isengard by Treebeard, has instituted a reign of terror and destruction. The hobbits, no longer used to just bowing their heads and accepting everything put upon them, organise a rebellion and Saruman is killed by his own companion. The Shire is once again a haven of peace. Sam uses a gift of magic earth given to him by Galadriel, the Lady of the Woods from Lothlórien, to remove the scars of Saruman’s doing and to restore the Shire to its former beauty.

Frodo is never totally healed of his wounds and is plagued by nightmares. After two years he institutes Sam as his heir, and accepts the offer of the Elves to sail west across the sea to Elvenhome to find healing and happiness.

History & Qualities of the Rings of Power

The Rings of Power were created by Elven smiths during the Second Age. Sauron aided the smiths with the making of the rings, and created the One Ring to rule all the others. The Elves were not deceived so they hid the three Elven Rings from him. The rings in whose making Sauron had had hand in, were despite this, poisoned and subject to the One created by Sauron. One of the side effects for those of mortal race was that the Ring rendered the wearer invisible.

The ‘Nine for Mortal Men doomed to die’
 passed into his keeping and the nine men who wore them became the nine Nazgûl, the Ringwraiths. They are able to feel the One Ring when it is used and they can be commanded by the one wearing it to some degree, depending on the strength of the wearer. In the Silmarillion, it is said of the Ringwraiths:

They had, as it seemed, unending life, yet life became unendurable to them. They could walk, if they would, unseen by all eyes in this world beneath the sun, and they could see things in worlds invisible to mortal men; but too often they beheld only the phantoms and delusions of Sauron. And one by one, sooner or later, according to their native strength and to the good or the evil of their wills in the beginning, they fell under the thraldom of the One, which was Sauron’s. And they became for ever invisible save to him that wore the Ruling Ring, and they entered into the realm of shadows. The Nazgûl were they, the Ringwraiths, the Enemy’s most terrible servants; darkness went with them, and they cried with the voices of death.

The ‘Seven for the Dwarf-Lords in their halls of stone’ were the base for the wealth of the Seven Hoards of the Dwarf-Kings of old, but these hoards were devoured by dragons and ‘of the Seven Rings some were consumed by fire and some Sauron recovered.’

When Sauron was defeated by the armies of Gil-Galad and Isildur at the end of the Second Age, Isildur cut the One Ring from Sauron’s hand and claimed it for his own. Thereafter it was named Isildur’s Bane, for, fleeing from a band of Orcs, he placed it upon his finger to become invisible and swam across the River Anduin. Part way across the Ring slipped from his finger, and Isildur was slain by the arrows of the Orcs, once he was invisible no longer.

It was found many years later by Gollum, then named Sméagol, who claimed it as his birthday present by killing his friend Déagol for it. When Bilbo met Gollum under the Misty Mountains, the Ring had already passed from Gollum to Bilbo, enabling Bilbo’s escape from the depths of the Orcs’ tunnels. Elrond affirmed that the Ring of power was meant to find him, and that it was the Ring which left Gollum, not Gollum that had lost it.

The Ring is a symbol of something dark and seductive, something infinitely more powerful than once believed. It is feared and respected by the Council of Elrond, which is why they send it to the Cracks of Doom to be destroyed. The qualities of the Ring are best summed up in the words of a young Tolkien fan:

Once you’ve got the Ring, you’ve like fallen in love with it; it’s just attached to you, you can’t get away from it but you’re desperate not to lose it as well.

The power of the Ring is so great that even if it were to be used for the purpose of Good, the user would inevitably be seduced and corrupted by the power in his hands. For this reason all of the Wise of Middle-Earth refuse to take the Ring into their keeping for fear of releasing this power, thus creating a new and terrible Dark Lord or Lady (as when Frodo offered it to first Gandalf, then Elrond and finally Galadriel) or in Legolas’ words to Gimli about the possibilities had Aragorn been tempted by it.

‘Strange indeed,’ said Legolas. ‘In that hour I looked on Aragorn and thought how great and terrible a Lord he might have become, on the strength of his will, had he taken the Ring to himself. Not for naught does Mordor fear him.’

Brief Analysis of Memory, Sorrow and Thorn
Biographical Background of Tad Williams’ life at the time of writing.

The Beginning:

Tad Williams was born somewhere in America, and grew up in and around Palo Alto, CA as the son of an average family. His true and legal name is Robert, but since his birth he has only ever been called Tad. His mother was (or is) very creative and encouraged her children’s artistic side. After finishing high school, he started a line of badly-paid boring jobs.

Tad Williams has held more jobs than any sane person should admit to - singing in a band, selling shoes, managing a financial institution, throwing newspapers and designing military manuals, to name just a few.

He also hosted a syndicated radio show for ten years, worked in theatre and television production, taught both grade-school and college classes, and worked in multimedia for a major computer firm. He is co-founder of an interactive television company, and is currently writing comic books and film and television scripts as well as novels.

Tad and his wife, Deborah, live in London and the San Francisco Bay Area. They spend their occasional microseconds of leisure time engineering world peace and making sarcastic remarks about their pets.

In an article on his web-page, he sums up his own feelings during this period:

Always in the back of my mind, though, I was determined to do something creative that would actually make me money so I could stop doing horrible things for a paycheck. Ambition is like Tinkerbell - when you stop believing, it dies. So I kept at my various projects, with writing becoming a larger and larger focus. When I received the letter from DAW that they were going to buy my novel (Tailchaser’s Song) I was excited and relieved - somehow, the idea that my published books might totally fail to sell never occurred to me that first day, although it was and always is a possibility.

As can be seen, Tad Williams has had a very eventful life, which shows in his varied and deeply vivid story-lines. 

The dark phase of Tad Williams’ life:

Tad Williams wrote the last part of the Memory, Sorrow and Thorn Trilogy during a difficult part of his life. In a document on the Official Tad Williams Web Page, aptly titled ‘Tad Speaks,’ he wrote:

Then, it also coincided with a very difficult part of my life, where - among other things - my first marriage ended. I won’t go in to detail, but I was a mess, and just getting out of bed sometimes seemed beyond my strength, let alone finishing one of the most complicated books written in the twentieth century.

In having always wanted to write ‘a big epic fantasy à la Lord of the Rings’
 Tad Williams states as one of the main reasons for writing the trilogy. He intended it to be a single book when he started, but somehow he felt things ‘got muddled up on the way’. Soon, as the story got ever more complicated, the concept was expanded to three books. Unlike Tolkien he states no deeper reasons for starting this major fantasy epic, except for the fact that ‘it might be fun.’

Osten Ard

Osten Ard can safely be divided into two halves, the northern realms of Rimmersgard, Hernistyr and Erkynland. The south of Osten Ard is taken up by the remnants of the Nabban Empire and the grasslands of the Thrithings to the east.

The centre of Osten Ard is taken up by a great and ancient forest, called Aldheorte, or Old Heart. This is where the Sithi are now supposed to live. Far to the north are the fabled mountains of Yiqanuc, where the mountain Trolls dwell. They live in caves high on the mountain-sides and have a fabled enmity with the Rimmersgarders. To the east of the forest are unexplored wastelands, known only to the far-ranging riders of the Thrithings. To the west and north are the lands of the Rimmersgarders. The land of the Hernistyri is found to the far west, bordered on the south by the sea and to the west by mountains. In the central region of western Osten Ard is Erkynland, a land governed from the Hayholt by kings originally from the tribe of men inhabiting Warinsten, an island off the west coast of Osten Ard.

In the south, the Nabban empire is a feudal state governed by Barons from the ancient capital. It closely resembles the ancient Roman Empire in its later Christian days. The ruling King at the beginning of the History, John Presbyter, united all lands of Osten Ard with Erkynland - except Hernistyr, which is closely allied to, yet not under Erkynland’s rule - during many years of war some time before the reader joins the story. In the south of Nabban there is a vast swamp area, known as the Wran. It is largely unexplored by ‘civilised’ people, but inhabited by the Wrannamen, a race of slight, small men, with brown skin and wrinkled features.

The Supernatural limitations of the world created:

There is no pure magic in Osten Ard within the knowledge of the Mortal Races. The mythical Sithi supposedly have the gift of magic, and all inexplicable events are often ascribed to their doing. The mortal Council of the Wise, known as the League of the Scroll, know the secrets of the Art, but they claim this is purely a different way of looking at the possible and the impossible.

For the normal races of Osten Ard, magic is an unknown and mythical power, similar to the view of magic in our mediaeval period. They have no ‘real’ magical artefacts, but only the memory of the tasks the Sithi were able to perform with their inborn powers. Superstition, however was rife, particularly when something of a supernatural nature occurred such as Maegwen’s dreams, or the inexplicable death of Lector Raneisen, or the strange light shows at night on Thisterborg, a tall semi-sacred hill near Erchester.

Races

Sithi/Norns:

The Sithi are some of the original inhabitants of Osten Ard, yet even they migrated westward there from across the lands to the east of Aldheorte. They enjoyed a peaceful existence alongside the mortal Race of the Hernistyri, who lived there even before the Sithi arrived. They built seven great cities across the breadth of Osten Ard, of which now only one is inhabited, for the others have been either lost or destroyed by invading Men, centuries before the present saga begins.

The Zida’ya, The Dawn Children, as the Sithi name themselves, and the Hikeda’ya, the Cloud Children or the Norns, are two closely related families of this long-lived folk who were sundered thanks to love. A young son of the Sithi fell in love with a daughter of the Norns, and when she was subsequently killed by mortals, the Norns forsook the Sithi, who lived closely with them, and migrated to the northern mountain of Stormspike. There, they hedged a grudge against the Sithi, and finally with the rise of the Storm King’s power, gave them an excuse to take up the war against their more peaceful southern cousins.

Their language is a complicated language understood only by the most learned among mortals. It is spoken in two different dialects, that of the Norns and that of the Sithi. It is a beautifully musical language, seemingly consisting mainly of vowels and apostrophes with the odd consonant thrown in.

The Sithi are golden-skinned, tall and fair, with a plethora of varied hair colour (dyed) making them resemble colourful birds and flowers. The are extremely beautiful in their own way, with a feline grace of movement. Their favoured weapon is the longbow, but they have a certain restriction on their choice of tools: they cannot touch or even abide the presence of iron. Their swords and other tools are therefore crafted out of witchwood, a wood that was brought from across the sea when they migrated to Osten Ard.

Trolls:

The trolls of Yiqanuc are true mountain creatures. They are impervious to cold and are very agile. They herd mountain sheep in the heights of their home mountains to the far north. They are very rarely seen in the south and prefer to remain concealed when visiting southern lands. Nothing is known to the mortal races of their origins, for they keep to themselves. They are, like the Sithi, considered to be an old-wives tale, used to frighten little children.

They speak a harsh language, suited to the height of the mountains where they live, yet also almost impossible for mortal tongues to pronounce. Their culture is steeped in custom and tradition, and they are very superstitious.

Trolls are very small - about the size of a young child. They have broad rugged features, that could be considered beautiful only by members of their own race. They observe all rituals absolutely, and an oath-breaker is punished by death - or more accurately by being thrown down the mountain-side. They use bone as a material for all tools and weapons. They favour the spear and knife as a weapon, and tend to regard the bigger people as clumsy and foolish.

Men:

The race of Men seems to be mostly an indigenous people of Osten Ard. The origins of Men are recorded nowhere, except maybe in the records of Morgenes, of which most were sadly destroyed by a fire at the same time as his murder by Pryrates, a former student of his. It is known that the Rimmersgarders came from west across the sea, bringing with them the foreign element of iron. Due to this they were largely shunned by the Sithi.

The Hernistyri, on the other hand, were befriended by the Sithi and their servants, the Dwarrows. They remained still in touch with nature and love the gathering of knowledge. They were a peaceful folk, interested in preserving their special heritage and links with the Sithi, although the latter had largely withdrawn from all contact with men by the start of the epic.

The Men of Nabban and Erkynland are of the same stock, and closely resemble the Men of central Europe, in looks as well as in culture. Being the most numerous, they have naturally taken over the farming and management of most of Osten Ard.

Rimmersgarders

Rimmersgarders are tall, strong, proud and quick to anger, yet also quick to forget any wrongs caused to them. They are fierce fighters and heavy drinkers - generally in that order. All males of this race wear beards and will refuse to shave them, even in the hottest regions of Nabban. The women of this region are as fierce as their men, and will often join them in fighting. Most Rimmersgarders are strict Aedonites since the conversion by John Presbyter during the unification of all the lands of Osten Ard. This is often hard for the older members of the race, who are still used to their ancient gods, yet have finally embraced this new god.

The Hernistyri

Hernistyri are shorter than the Rimmersgarders, yet will fight just as fiercely when provoked. They are generally gentle and kind people, loving animals and all kinds of knowledge. They are the only race of Osten Ard that has not embraced Aedonism as their religion, and they hold true to their ancient gods, which seem similar in form to those forsaken gods of Rimmersgard.

The Nabbanai

The Nabbanai are an honourable race, with a culture steeped in codes and rules of conduct. They hold true to their word and any oath given, even if it harms themselves. They are, like the men of Erkynland, a mixed race, yet true Nabbanai tend to be dark in their features, olive skinned and stocky in build. They are the ‘original’ Aedonites, as Usires Aedon lived and was crucified in their ruling city of Nabban.

The Erkynlanders

The Erkynlanders were originally of Nabban stock, mixed with other races of Osten Ard. They have no true defining features, excepting the fact that they live in Erkynland. They are similar to the Nabbanai in their mannerisms and culture, yet with some differences. They are also Aedonites, and their capital city hosts the finest Cathedral in all of Osten Ard, second only to the Sancellan Aedonitis, the Cathedral of St. Sutrins. Erkynland has a long and troubled history, and was with no king for almost five hundred years before John slew the dragon that had claimed the tunnels below the Hayholt as its lair.

Wrannamen

Of the Wrannamen not much is known save that they are savages living in the great swamplands of the Wran. They are subject to the ruling family of Nabban, even if no Wrannaman will willingly leave the swamp. They worship gods of Nature who guide their every step and watch over them. 

Formalised Religion:

The people of Osten Ard generally worship the one god of Aedonism. According to the scriptures, Usires Aedon was crucified on the sacrificial tree in ancient Nabban for preaching against the god-status the Imperators enjoyed. He had managed to gather a great number of followers, however, and the message and religion he was preaching spread, aided by natural events that happened to coincide with important events in Usires’ life.

In the time of the History, the Church is an important political institution, guiding the rise and fall of kingdoms and empires. The head of the Church is the Lector, who is a figurehead for the Church. He performs important ceremonies, such as state funerals and coronations. In charge of larger areas of believers are the bishops, subject to the Lector’s every decree. As in all great institutions, politics plays a great part inside the Church, even to the extent of intrigue and murder.

Religion plays a large part in the development of the story, and every race has its own form of religion, even when lacking any formalised way of expressing this, such as the Sithi. They practice a form of ancestor worship.

Languages

The languages of men are varied: the men of Hernistyr and Rimmersgard speak ancient tongues with no relation to any other languages in Osten Ard or indeed each other: Hernstiri and Rimmerspeak respectively. The common language at the time of the history is John Presbyter’s native tongue from the Isle of Warinsten, which is related to ancient Nabbanai. In Nabban, a modernised form of ancient Nabbanai is spoken, as well as the common tongue of John’s kingdom. The riders of the Thrithings have their own language, related to that of the Hernistyr, yet this has now become obsolete, as they have adopted a harsher form of the common tongue.

Tad Williams states in an interview carried out via e-mail in answer to the question of languages:

[…] I used a lot of writers tricks to make it look like I was developing languages, where I was either mangling existing languages (Gaelic, Icelandic) or making things that sounded like new languages. Unlike Professor Tolkien, I had neither the skill, knowledge or time (it took him over thirty years) to invent a language.

Each race in Osten Ard has its own language and these languages each have their own rules, to which the author diligently stuck. Even if they are not complete languages, they do manage to give the impression of being spoken in their full form when the reader is not looking. The method used by Tad Williams is one employed by many writers, and, unlike many authors of the Fantasy genre, he has created perfectly good languages without having gone to the trouble of inventing new tongues.

Characters

Simon:

Simon, the main character of the Memory, Sorrow and Thorn trilogy, is at the beginning of the story a hapless fourteen year old scullion, who is seemingly always in trouble. As the plot unfolds, he becomes a man, growing older, learning the meaning of love and grief. He develops in more ways than purely physically; growing in his perception of how the world works. On his quest for a place he can call home, he finds that, contrary to Binabik’s statement that ‘If the bears don’t eat you, it’s home,’
 home is always in your mind.

Binabik:

Binabik is a troll and a member of the League of the Scroll by default almost. He befriends Simon on his desperate flight from the Hayholt, and the two remain more or less together throughout the trilogy. He aids Simon’s process of growing up, by explaining things and teaching him the meaning of life. Yet even he, is surprised at Simon’s hidden strength of character and development during the quest. Binabik is patient, wise, witty and honourable; he seems to show no defects in his character, and one is correct in assuming that he has no wrong intentions in his heart.

Miriamele:

Miriamele is the young and beautiful daughter of King Elias. She disagrees with her father’s designs and flees the Hayholt to join Joshua, her uncle. She and her maid are rescued by Simon and Binabik in the forest of Aldheorte. Eventually, after many false starts, she and Simon fall in love. She is sometimes wrong in her judgement of circumstances, and does not like to admit she is in the wrong. She also finds herself on a wild quest that guides her through the lands of Osten Ard, where she, like Simon, grows up and finds her own heart and home.

Joshua:

Joshua, also known as Lackhand, is King Elias’ estranged, one-handed brother. He is a Christ-like figure who would rather sacrifice himself than send innocents to their death, fighting for his cause. He is a troubled and some think, unsuited leader of the rebellion against Elias’ rule of terror. He is a compassionate man, weaker in body than some, yet stronger in mind than most. He accepts Simon as a protégé, knighting him for his deeds and achievements. In staging his own death at the end of the saga, Joshua escapes all publicity and the embarrassment of having to take the throne, a job he thinks Simon is much more suited for, especially since his claim to the throne could be considered better.

Morgenes:

Morgenes, also known simply as ‘the Doctor,’ was the leader of the League of the Scroll, residing in the Hayholt. He was a very learned, old man; well versed in the Art, something he did not directly admit existed. He was also very open to the tutelage of young, ignorant boys like Simon. Although he dies fairly early in the saga, he remains a motivating force among the people fighting the encroaching darkness and despair. Most of all he is an inspiration to Simon in his development, as a League member, destined to follow his former master.

Ineluki, the Storm King:

Ineluki is a disembodied spirit of the one-time prince of the Sithi. When the Rimmersgarders invaded Osten Ard and tried to overthrow the Hayholt, he worked strange magic to combine a sword of two totally opposite and inimical substances, iron and witchwood. The sword thus forged was named Jingizu, Sorrow. The making of this sword finally disfigured and changed Ineluki’s essence so much, that he drove out the Sithi with the combination of these two materials. He then blasted himself into oblivion with five of his most faithful followers, named the Red Hand. They were doomed to live forever in the between-realms of the spirit world. Long had he planned his revenge, and with the aid of Utuk’ku, his mother, the Ice Queen, he was able to ally himself with Pryrates and Elias. He is supposedly a creature with no feelings whatsoever, but all he really wishes is to live again in the love of the world.

Form of the Quest:

Growing up in the Hayholt, the orphan boy, Simon has known no other reality than that of the servants and scullions life. Under the tyranny of ‘Rachael the Dragon’, he grows up into a teenager whose main interest is getting out of work. He is therefore gladly placed in the tuition of Doctor Morgenes, who teaches him to read and write. After the old king has died, Elias assumes the throne. On one of Simon’s exploratory roams through the nether regions of the castle, Simon discovers Joshua, Elias’ younger brother, locked away in a secret room by Pryrates, the king’s advisor. Simon reports this find to Morgenes, who assists the Prince in escaping, but is soon thereafter accosted by Pryrates and dies in the ensuing unnatural fire in his work room. Simon escapes the same way that Joshua left; through the tunnels of the Sithi castle As’ua upon which the human castle of the Hayholt had been built.

After having made his way out of these dark and mystical tunnels, he heads north to Naglimund. Becoming almost a creature of the wild, he witnesses a strange ritual on the Thisterborg, a haunted mound to the north of the Hayholt. Heading north through the fringes of the forest, he frees a Sitha from a woodsman’s trap, killing the woodsman for the greater good. He then meets Binabik, a troll sent indirectly by Morgenes, to look after Simon. They travel together through the forest, fleeing into the depths of the forest when pursued by the Hounds of Stormspike. There they meet Princess Miriamele in disguise, and help her and her young companion. This little band of travellers seeks shelter in the hut of Geloë, a wise woman living in the centre of the forest.

Eventually they reach Naglimund, and after a council of war decide with the aid of Morgenes’ manuscript on the recovery of three swords of power. Their first task is to seek out Thorn, which was lost on the flanks of Urmsheim, a mythical mountain in the far north of Osten Ard. Simon is one of this company, and he learns the art of the soldier during the long trek north. In the forests of the north, they are once again accosted by Norns, yet are saved by a hunting-party of Sithi. Their leader is Jiriki, the royal Sitha whom Simon saved from the woodsman’s trap. Joined by Jiriki and another Sitha, they come to Urmsheim, and find the sword in a cave there. Attacked once more by Norns, they fight, and awaken the dragon Igjarjuk, who had slumbered for many centuries undisturbed under Urmsheim. Simon unexpectedly faces the dragon with Thorn and, although not slaying it, wounds it, and it then is carried from the snow-field. Simon is scarred by the dragon’s blood, thereafter being called Seoman Snowlock because of the white patch left at the front his reddish hair. He is also scarred internally, the dragon’s blood opening a mystical door of perception within him.

The next thing Simon knows is awakening in Yiqanuc, finding that two of his companions, a Rimmersgarder, Sludig, and Binabik, are being held prisoner, with the death penalty hanging over their crimes. Sludig for being a Rimmersgarder and Binabik for having broken his betrothal vows. They are freed by the finding of a testament scroll written by Binabik’s former deceased master before his fateful journey south. Heading south, they make their way to the Stone of Farewell, to which Simon was summoned in a dream.

Meanwhile, Miriamele and a misguided monk, Cadrach, have made their way south to Nabban, to try and win over the Nabbanai to Joshua’s cause. They are followed by Isgrimnur, a close friend of the late King John. They meet up in an Inn in the southern swamp city of Kwanitupul, after numerous adventures.

Joshua, after being driven from Naglimund has made his way to the Stone of Farewell, on the southern border of Aldheorte. There he sets up his base and slowly collects an army around him.

Simon, Binabik and Sludig, making their way south along the eastern border of Aldheorte, become separated and Simon summons Sithi aid by way of a mirror given to him by Jiriki. The form of the aid is Aditu, Jiriki’s younger sister. She leads Simon to the Sithi city of Jao’e’Tinukai. From there he is released after a few months and led to the Stone of Farewell.

Miriamele, Cadrach and Isgrimnur discover Caramis, the greatest knight Osten Ard has ever known. He was found living in squalid conditions with total amnesia at a particular inn in Kwanitupul, the main town found in the Wran. Falling in with Tiamak, a Wrannaman, and having also been summoned in a dream to the Stone of Farewell they take the unknowing Caramis with them on their way west through the swamps, experiencing the horrors of a ghants’ nest (insect-like creatures) and then north through the grasslands of the Thrithings. Cadrach abandons them along the way and no more is heard of him for some while.

Arriving at the Stone of Farewell, stories are exchanged and Simon is knighted by Joshua. Caramis is ‘awakened’ from his state of forgetfulness, in which he has resided for twenty years, and he is given back Thorn, his sword. After the first battle of Joshua’s troops against the king’s army, Joshua leads his followers out onto the grasslands and towards Nabban, to win the support of the nobles there against Elias. He also hopes to win their support in condemnation of the patricide of the former Baron of Nabban, by his son Benigaris. Miriamele and Simon steal off and make their way to the Hayholt, for Miriamele wishes to convince her father that everything started because of his love and guilt about his lost wife. She is convinced, naively perhaps that he could finish it the same way, by forgiving himself and renouncing all of Ineluki’s power. They are pursued by Binabik, who frees them from a band of Ineluki’s worshippers. Arriving in Erchester, they try to recover Bright-Nail, Prester John’s sword, known to be Minneyar - Memory, the third great sword, according to Morgens’ manuscript. In John’s barrow, Simon falls through into the dark unexplored tunnels beneath the Swertcliff and thence the Hayholt and is forced to make his way once more through darkness and despair, but this time not as Simon Scullion, but Sir Seoman Snowlock. He ends up in the forge cavern under the Hayholt, under the evil rule of Inch, Morgenes’ one-time assistant. Inch holds a grudge against Simon for having replaced him as the Doctor’s apprentice. When discovered by Inch, he is bound to the great water wheel that drives all the machinery of Pryrates in the castle, and left to die a slow and painful death. 

However, Guthwulf, who was once Elias’ most trusted advisor and was blinded by Pryrates, frees him from his martyrdom upon the wheel and leads him to safety. Guthwulf is in possession of Bright-Nail, and when Guthwulf subsequently dies, Simon takes his clothes and the sword, and after saying a quick prayer for the dead man, feels himself drawn to Green Angel Tower, the only remnant of the Sithi As’ua.

Climbing to the spire of Green Angle Tower, he finds Elias and Camaris already there with their respective swords. Reluctantly joining the spell of the three swords he realises that the swords will not help the cause of the rebellion at all, but will enable Ineluki to return to Osten Ard in the body of Elias the King. Pryrates has started the spell in the full knowledge that once started it will never be undone. The wheel of time turns backwards to the point where Ineluki banished himself from Osten Ard, and Simon realises what must be done to break the spell. With the words, ‘I will not hate you’ he withdraws Minneyar from the triangle and Camaris follows suit. Elias becomes himself for a few instants and is able to tell Miriamele in a look that he always loved her, and as he becomes possessed by the Storm King again, Miriamele shoots him with a Sithii arrow. The surplus energy created by this final passing of the Storm King turns Pryrates to ash and destroys Green Angel Tower. Cadrach who has turned up at Miriamele’s side during the battle for the Hayholt aids them to escape with his knowledge of the Art and sacrifices himself in order to save Simon and his companions.

During the aftermath of the passing of Elias’ reign of terror, Simon’s heritage as the heir of Eahlstan Fiskerne, the last hereditary king of the Hayholt is revealed and he is asked to take up the position of king, as Joshua was killed in the destruction of Green Angel Tower. Miriamele and he are married and together they reinstate the High King’s Ward, the order of peace that Prester John introduced during his unification of Osten Ard.

History & Qualities of the Three Swords:

The Three Swords, Minneyar, Jingizu and Thorn have one thing in common: they are not made of indigenous materials of Osten Ard. Minneyar was forged from the iron keel of one of the Rimmersgarder ships that came from the west, Jingizu was crafted from witchwood and iron, an inimical mixture, and Thorn was made from the metal of a star that fell on the day of Usires’ execution. The great Words of Making, known only to the Dwarrows (specialist Sithi craftsmen) had to be used in the forging of each Sword. As the Dwarrows refused to have anything to do with the forging of Sorrow, Ineluki himself learnt the Words of Making for exactly that purpose. It is not a well-known fact that Dwarrow smiths forged the metal of Thorn, for in Nabban they were thought to be a mythical race. In the making of Minneyar, the Rimmersgard smiths requested the aid of the Dwarrow race.

The power thus stored in these swords through the peculiarity of their making was supposed to be used by Ineluki or his (more or less) human servants to enable his return to Osten Ard. Yet the power could only be fuelled by hatred which Elias and Pryrates tried to cultivate among their enemies. When Simon saw Ineluki’s mind, however, he could see the truth of the matter, that Ineluki wanted the race of Men to hate him, so as to feed on this hatred and gain energy. With the disclaiming sentence of ‘I will not hate you,’ Simon speaks the only spell strong enough to dispel the dire influence of Pryrates’ magic. This is a direct teaching from Usires Aedon, to forgive one’s enemies.

Plagiaristic Influences

“I rose to speak, with fiery cheek,

‘Quiet or I’ll break your pate!

You critic guys call it “plagiarize”

When we artists appropriate!

Yes, I say proudly that I have danced

Where Tolkien once had trodden.

Hah! That just shows what a critic knows!

The whole damn book’s Post-Modern!’”

Tad Williams, The Rime of the Ancient Trilogist, Stanzas 74-5

Introduction to the theme of Fantasy Plagiarism.

In the Penguin English Dictionary, plagiarism is said to be:

[The] wrongful attempt to pass off another’s literary or musical work as one’s own; act of copying without permission or acknowledging.
In the Fantasy genre, plagiarism is the act of ‘borrowing’ someone else’s ideas and reworking them into one’s own work. It is very hard to actually state whether a Fantasy author has plagiarised from another’s work, or whether both authors coincidentally had the same source material. This is a question only the authors can answer. Tolkien used the ancient mythology of the Nordic and Germanic cultures for his epic fantasy, The Lord of the Rings, but it is unclear whether Tad Williams, either consciously or unconsciously, copied ideas and forms pioneered by Tolkien.

In pondering the similarities between these two epic works of similar length and topic, nothing can be stated to be so, for certain. A degree of speculation remains, as in all arguments, yet it should be shown that at least some of the ideas and themes used in both works are almost identical. In critically reviewing both works, as done above, many similarities have already been made apparent as each are followed structurally through. In analysing pertinent points there seem to be many details in common, which have perhaps been unconsciously produced by Tad Williams.

Tolkien’s pioneering of the one year quest:

A recurrent theme in modern Fantasy literature is that of the Quest. First introduced into this context by Tolkien, it has been picked up and expanded upon by almost every Fantasy author, including Tad Williams, in one form or another. In The Lord of the Rings, Frodo’s quest lasts almost exactly a year. He leaves in the autumn, on the twenty-second of September and returns to the Shire just over a year later, on the sixth of October. In this single year he has managed to complete his quest i.e. the destruction of the Ring and to save Middle-Earth. Whilst this theme of ‘a quest’ is also present in the mediaeval epics, there is generally no set time period for the quests. However, the motivating force of ‘a year and a day’ is present in all European mythology.

Tolkien’s function as the Father of all Modern Fantasy writing:

Before Tolkien there was myth and legend and a few tame beasts.

This is a claim that has been made by many critics and authors alike. It is said that Tolkien revived the art of Fantasy from the origins it had in Gothic novels and epics, like Idylls of the King, by Alfred Lord Tennyson, during the late nineteenth century. It is true that Tolkien pioneered an art-form of creating worlds and histories that has been often copied but not equalled. Indeed, some authors may find it blasphemous to outstrip Tolkien’s achievements in this field, especially since he took most of his lifetime in seriously building his secondary world. 

For literary critics the world over, Tolkien is the yardstick by which aspiring Fantasy authors are measured. It is the highest honour for a fantasy author, it is said, to be compared or claimed to be on a par with Tolkien. In that sense, it can truthfully be said that Tolkien is indeed the Father of modern Fantasy.

Comparison of Common Source Material

Many fantasy writers appear to base their works (oft-times of questionable quality) on the same source material - either derived from other authors or directly from the ancient, original texts such as The Edda, The Arthurian legends, Ancient Germanic and Celtic mythology (i.e. Das Nibelungenlied, Beowulf, Kalevala) or ancient Greek mythology (The Iliad and Odyssey, etc.)

Tolkien, as professor of philology and Anglo-Saxon obviously used the original texts, but Tad Williams comments on the general state of Fantasy today:

[…] I generally don’t like epic fantasy. Yes, that sounds funny, but I wrote one in part because I was so bored (back in the late ‘70s and early 80s) with what felt like an endless parade of Tolkien derivatives.

It might be safe then to say that Tad Williams tried to deliberately ignore Tolkien in an attempt to create something new. He succeeded to some degree. His secondary world is unlike any other in modern Fantasy literature (excluding Middle-Earth). Yet there are definite similarities with Tolkien’s creation. This may stem from the fact that both authors used the same source material - Tad Williams states that he derived a number of his ideas from the Arthurian legends. It may also be due to the fact that Tolkien’s ideas and creations have become such an integral part of Fantasy literature that one cannot write a Fantasy epic without including at least some of Tolkien’s themes. 

Let us now follow these arguments through to their logical conclusion.

Similarities of the Secondary Worlds Created

Both Middle-Earth and Osten Ard have been created in such a tremendous amount of detail that every stone and blade of grass has a realistic feel of an historical background to it. This must be the first step to creating a good fantasy epic: to give the word a history. Tolkien, as we know started to create Middle-Earth long before he wrote The Lord of the Rings. Tad Williams, however, does the same thing in a different manner, by giving the reader time to get the feel of Osten Ard:

In MS&T(sic), I deliberately took my time, wanting readers to understand Osten Ard (and especially the Hayholt) as it had been, before everything changed, so they could share a real understanding of the loss.

The reader develops more feeling for the world of Osten Ard through this approach, which similarly to Tolkien’s beginning of The Lord of the Rings, portrays a time of perpetual spring or summer, when everything is happy, with no thought or hint of darkness anywhere. Both authors shatter this image soon enough, Tolkien more dramatically than Tad Williams, by bringing in the Black Riders and showing them as a direct threat to the protagonist of the quest. Tad Williams adopts a more subtle (and perhaps more modern) approach by dropping hints of growing evil and tension in the realm; the disappearance of Joshua heralds dark rumours and happenings. When he is discovered to be held prisoner by Pryrates, the bubble of serenity and peace is burst abruptly, and the reader finds himself plunged into the dark and frightening depths of As’ua, as Simon’s only companion.

There are many physical similarities in the secondary worlds and their histories. There is an ocean in the west from whence the Elves or Sithi came; there are unexplored wastes to the east of the known lands; there is a great forest in the centre of the continent, or in that general vicinity. Both worlds have a history before the quest, that continues after the period of the quest is finished. Both authors obviously reject the idea of a world where ‘the magic and the strangeness sudd~niv (sic) stops just because this particular adventure has ended.’

Similarities of the Supernatural limitations of each world

The main similarity to be found here is the point that magic is not ordinarily available to everyone. In Middle-Earth only Wizards and Elves have the possibility of performing magic. In Osten Ard, the members (and former members such as Cadrach and Pryrates) of the League of the Scroll have access to the secrets of the Art. The Sithi, Tad Williams’ Elven counterparts can perform their own sort of natural magic, in much the same way as in Middle Earth. No other races in either of the two worlds can perform magic, yet there is no limitation on using magical artefacts, of which there are not many easily to be found in either world.

Similarities of the diverse races found in each world

The first and most striking resemblance to be found in both secondary worlds is the existence of Elves or Sithi, both of which are strikingly similar physically and conceptually to one another. They both prefer to live in forests, and impart undying spring to the habitats they call home. Indeed, the only real difference is their language and their skin colour. Elves feature in Celtic mythology, so this may just be a shared source, yet it would seem that no modern fantasy epic can do without Elves or an Elf-like race.

Another similarity is that found between the Riders of the Riddermark and the Hernistyri. They are both races of nature loving people yet fierce fighters when pressed. Their capital cities are similar: the Taig is a wooden fortress, similar to the Golden Halls of Edoras; and in times of dire need the Rohirrim pull back westwards to the western mountainous Valley of Helm’s Deep, with its own system of caves for living in. The Hernistyri pull back to the caves high in the mountains to the west of their homelands too. Both races follow a similar sort of pagan religious belief system rather than anything more formalised. The Hernistyri of Tad Williams have a form of nature cult, while Tolkien’s Rohirrrim follow a form of ancestor worship.

The inhabitants of Gondor and Erkynland also show some similar features. The men of Gondor are peaceful farmers, with a distinct fighting class, which is necessary living in close proximity to Mordor. The folk of Erkynland are farmers, wishing no more than to be able to farm in peace and not have their crops ruined by the quasi-real threat of the concealed Sithi or more accurately the Norns in actuality who were far worse adversaries. They trust in their King to protect them from the superstitiously perceived, evil Sithi concealed in the heart of the forest; the men of Gondor trust in the Steward to act like a king in his stead and protect Gondor from the dark forces massed on the other side of the Great River. These two lands, Gondor and Erkynland are the ‘home lands’, where the main body of Men generally live in both worlds.

Any further comparisons between races would be far too speculative, having no hard evidence in order to back them up.

Comparison of languages used

Tolkien created his languages from scratch while Tad Williams was, in his own words, ‘either mangling existing languages or making things that sounded like new languages’
, so it is not possible to compare the created languages.

However, it is possible to compare the style in which they both have written. They both write in very good English. Tolkien writes in a way that might be classed as classic high middle English. He has a very large working vocabulary, probably in part due to his profession as a teacher of language, and through his amazing storytelling abilities, astounds and enthrals readers of all ages. He also has a gift for poetry and song which enlightens the mood of the narration.

Tad Williams also writes with a very large working vocabulary, though his style of language is definitely lighter than that of Tolkien, which perhaps makes for easier reading in today’s world, nearly forty-five years on from when The Lord of the Rings was first published. It should be noticed that Tad Williams’ background native speech patterns (American English) are sometimes reflected, although not in any way to the detriment of the work. For the most part his style is of a much higher middle English than that found amongst many of his fellow countrymen currently writing in the fantasy genre. Though Tad Williams also uses poetry and song, it is not in such profuse abundance as in Tolkien’s epic. His poetry though, does have a great classic quality to it, in a similar vein to Tolkien’s. Tad Williams’ narration captures the reader in its thrall and does not let go until the tale is done and the story totally unfolded. His written word is perhaps by today’s standard more compelling reading.

Comparison and contrasts in the forms of religion used in each world

Tolkien uses a very primitive form of pagan belief system in The Lord of the Rings, either consciously to praise the benefits of Catholic Christianity, or unconsciously as a better system to fit in with the medieval portrayal of the political background of Middle-Earth. Tad Williams uses a very rigid and formalised form of religion, similar also to Catholic Christianity, yet nowhere does he claim to be an extremely devout Christian, unlike Tolkien who was known to be quite a devout Catholic. Where does the idea for a totalitarian religion stem from? It can obviously be said that Tad Williams has struck a new path here in introducing formalised religion into the Fantasy genre, which has since been utilised by such authors as David Eddings and to a lesser extent, Robert Jordan.

Most fantasy novels have no form of religion in them whatsoever, for many authors consider it to be a far too varied thing to create, and consider it a distraction from the story-line. In Memory, Sorrow and Thorn, rather than detracting from the story. it creates a greater sense of reality, not only by aiding the characters in their ability to curse. ‘“Merciful Aedon!” he spat’ does sound a lot more convincing than ‘he swore forcefully.’ The addition of religion to the world of Osten Ard makes the characters and the twists of the plot all the more interesting, for on the one hand there is the total lack of religion, while on the other, religion is the greatest driving force for some of the characters.

In Tolkien’s epic the opposition of Good and Evil itself creates a feel of religion as does the detailed mythology about how the world of Arda in which Middle Earth is found was created: the protagonists of the Good are portrayed as Christ-like figures (Frodo, Aragorn, Gandalf, Faramir,…) while the forces of Evil delight in destruction, pain and death. To the Christian, Evil springs from an attempt to separate one’s self from God, this is the Boethian view of Good and Evil; yet another view of Evil, is that Good and Evil are necessary yet opposite and equal forces, battling it out for supremacy on the face of our Earth. This seems to be the view, called Manichaean, favoured by the fantasy genre in total.

As there is a lack of formal religion other than the historical references of how the world Arda was created, in The Lord of the Rings, Tad Williams seems to take a step away from the sign of a plagiarist, by intentionally not copying Tolkien’s form of religion, but developing his own form and thereby enhancing his whole world with the light of a ‘true God’ and a Christ-like Ransomer, crucified upside-down in order to save men’s souls. On reflection, his developing an existing religious theme, as he self confessed with his language construction, is consistent with his method of creating a truly believable, reality-based secondary world.

Similarities of the characters featured

General Fantasy qualities of the hero:

The general qualities found in most fantasy literature heroes are that:

· They tend to be innocent, meaning that they mean no evil towards any creature and think no evil towards these same.

· They have never before been a hero in their world and are new to the game.

· A hero is self-doubting, always wondering if his actions are correct, wondering if his decisions are correct or not.

· A hero tends to be willing to be self-sacrificing which seems to give the character a Christ-like quality. Whilst a hero thinks of others before himself, he tries to save himself as well if at all possible. However, if all else fails he will gladly stay behind and offer himself up to death in order to save his friends. Cadrach, for instance, in using up the last of his strength to create the bridge of air during the destruction of Green Angel Tower in order for his companions to escape certain death, gives himself over to the powers of death. With this last heroic act, the good done by this deed far outweighed all evil he had ever committed during his life; and even Miriamele found it in her heart to forgive him.

Simon vs. Aragorn:

Simon and Aragorn have very similar characters for the main duration of each one’s separate story. They both come from orphan backgrounds, descended from a line of Kings. In Aragorn’s case he knows this fact, but Simon is left to find this out for himself. Like Aragorn, Simon is the keeper of a great secret, that it was not John Presbyter who killed the dragon but St. Eahlstan Fiskerne. Aragorn is the keeper of the secret of Isildur’s line. That the heir of Isildur is also the heir to the throne of Gondor, but he will not claim it until the Ring, Isildur’s Bane, is once more revealed. At the end of each epic, each one is crowned king of the land for which he fought, and they both marry the woman of their dreams.

Morgenes vs. Gandalf:

Morgenes and Gandalf are both seen as the epitome of wisdom. They both function as guides to their protégés, Morgenes as a spiritual guide, Gandalf as a guide on dark and perilous journeys. Both are ‘killed’ by a representative of the element of fire: Gandalf by a Balrog, Morgenes by his former pupil Pryrates. Both are resurrected from the dead, Gandalf in a physical sense, while Morgenes lives on in his manuscript and Simon’s dreams. He gives the rebels guidance via this medium, but soon must leave even that world. ‘Beware the false Messenger!’ are his last words to Simon, a message he repeats quite often. Gandalf defeats the Balrog and claiming the colour of white as his own, he deposes Saruman from the head of the Council of Wizards. He then becomes a sort of super-protagonist, that is, he is involved in all the threads of the saga. He guides Pippin and Merry to the decision to act as liege-hobbits to Denethor and Theoden, he acts as the main advisor to the realm of Gondor and the armies of light led by Aragorn.

A further similarity between the two old men is the fact that they were both leaders of their respective orders. Morgenes was the head of the League of the Scroll, and Gandalf became the Head of the Council of Wizards. Furthermore they both functioned as Stewards and Protectors to their respective worlds.

Geloë vs. Tom Bombadil:

Both of these characters are very unusual, in that not much of their origins is known or openly discussed, yet both seem vested with great powers far beyond that of any normal creature in their respective worlds. Geloë is said to have come from across the sea with the Sithi, yet she is plainly not a member of that race. She is called the ‘Witch of the Forest’ among other, less pleasant names. She, like Tom Bombadil, has the power to change the natural order of things, yet she will not do so with the full knowledge of those observing her acts of magic. Both these characters have a sense of belonging about them, making them fit absolutely into the order of things without having to explain what they are and why they are there.

They both refer to their mission as having been given them by Mother Earth. It is furthermore important to note that they both live in the forests, the epitome of plant and animal life. They both seem to be Gardeners of the Earth, instituted by some higher power.

Further Similarities between characters:

The most important pair of characters in this bracket must be, without a doubt, Cadrach and Gollum. Both were once good and kind in their hearts, but as they grew aware of the power that lay at their fingertips, they were slowly consumed by it. However, during the course of the history they lapse occasionally into Good, aiding their companions in their quest. In the end, they help fulfil the quest, in their own inimitable ways. Cadrach by sacrificing himself for the greater good, and enabling the escape of Simon and his companions; and Gollum, by turning once more to Evil, and biting off Frodo’s ring-finger. He subsequently fell into the Cracks of Doom, relieving Frodo of having to physically throw the Ring away, a task he could never have accomplished having fallen himself under the seductive and evil spell of the Ring.

Elias and Saruman share one important quality: they did not willingly give themselves over to Evil, but were drawn in, not being able to escape the clutches of the Dark One in their respective worlds. Elias wandered the nether realms of the Dream World in search of his lost love; Saruman was searching for a way to finally and totally overcome Evil, by using the Palantir of Orthanc. They were both good once, and at their deaths they both regretted the hurt and suffering they had caused.

Eolair and Éomer are emmissarial figures of their respective peoples, to the protagonists of Good. They are both honourable men, well versed in diplomacy and fierce warriors. The similarity of names is obviously an unconscious plagiarism, pointing perhaps to the similar qualities of their characters.

Maegwin and Éowyn both pass through the barrier of the dark dream world prior to death. However, whilst Maegwin chose to die for her lack of vision and in order for Simon to return; Éowyn returns from the brink of death pulled by her brother’s love, yet she vows she is dead inside until she finds love with Faramir.

Camaris and Faramir are both tragic figures. They have been misunderstood for most, if not all of their lives by those whom they serve. They are both reluctant but gentle warriors, but when forced to fight, they make a thorough job of it. They are both rewarded at the end of their respective sagas with offers of tracts of land: one the Princedom of Ithilien; the other with the Barony of Nabban. they both assume second-in-command positions to the authority figures of their time.

Jiriki and Legolas are both sent to aid the quests of the human protagonists. Both are first sons of ruling Elf or Sithi families. They have the same light-hearted approach to life, and they are both a decent shot with a longbow. They have similar traits of mysticism, reticence and secrecy about them, although this may be due to the ‘elf’ ingredient in the fantasy genre rather than any deliberate plagiarism on Tad Williams’ part.

Symbolism in the two quests:

Both authors work with a great deal of symbolism in their respective epics. Set against the three Rings of Elven lore in Tolkien’s The Lord of the Rings are the three Swords of Power in Osten Ard. Both sets of three magical artefacts are vested with extreme power, and are thought to be able to be used for good. While this is true of the three Elven Rings, the power of the three Swords can only be unlocked by Evil, but Good can hinder this.

It can be speculated that the Three Swords are related in a certain manner to the three Elven Rings of power, signifying the elements of Water, Fire and Air: i.e. Vilya the ring of Water held by Elrond, Nenya, the ring of Air held by Galadriel and Narya the ring of Fire worn openly at the end of the saga by Gandalf. Minneyar, which came across the sea in the form of an iron ship’s keel is associated with the element of water; Jingizu, an inimical blend of iron and witchwood was unnaturally forged by the element of Fire; and lastly, the raw material for Thorn fell out of the Air or rather the sky.

The next symbol which is common to both works is the parallel between Boromir’s silver-bound horn and Camaris’ silver-bound horn, Tí-Tuno. Both are fabled through their respective worlds, and when winded are a sign that great danger is upon their enemies.

The Palantír and the Dream Road are both means of communication with the dark forces on other planes of existence. They are both dangerous when in use at the time of the respective sagas yet both were originally a means of good and valuable acquisition and exchange of knowledge.

Birds are used in both books as a symbol of messengers carrying both Good and Evil. Birds are the ultimate saviour of the two heroes, that is the Eagles lifting Frodo and Sam out of the ruin of Mordor; and Geloë, able to transform into an owl, saving Camaris from certain death at the hands of the Norns. On the other hand, birds particularly Ravens, are seen as harbingers of Evil as they are the preferred messengers of the both Sauron and Ineluki, the Storm King.

‘Home’ is a symbolic theme common to both sagas. In Memory, Sorrow and Thorn it is the search for home that is the driving force for so many of the characters. In The Lord of the Rings, the protection of home and the peaceful way of life is what forces the protagonists ever onwards in their quest.

The Mirror of Galadriel and the Mirror of Jiriki both have similar properties: they can show the past, present and the future to the person who is looking into them. They both go misty before showing what they are going to show. They both aid and hinder decision making processes. Both appear to be difficult to control and there is the added danger of attracting the Dark Ones attention to the gazer in the respective secondary worlds.

There is a symbolism of Dragon-like figures: the Balrog and Igjarjuk, the Ice Dragon. Both appeared suddenly and unexpectedly, bringing a dramatic change to the story-lines in the process. They were pivotal in the development of certain character’s new found abilities, i.e. the Balrog changing Gandalf with a fight causing ultimate advancement and new-found insight and purification. In the same vein, in Memory Sorrow and Thorn, the unexpected fight and the Dragon’s blood spilling on Simon, giving him a new and esoteric insight into the world.

Comparison of the Purposes of the two Quests:

The purpose of the quest in The Lord of the Rings is to avoid the subjugation of Middle-Earth by the Forces of Evil by use of the dark power of the Ring. The mission is to destroy the Ring by throwing it into the Cracks of Doom, and thereby overthrow Sauron.

By the same token, the main purpose or the quest in Memory, Sorrow and Thorn is to recover the three swords to use against the might of the Storm King to prevent the subjugation of the whole of Osten Ard, or at least that is what is commonly thought.

The end of the quests cause the fall of the two associated towers: in Mordor, the dark tower of Barad-Dûr, whilst in Erkynland, the white pinnacle of Green Angel Tower with its evil historical undertones.

Sauron had already achieved two times over the goal toward which Ineluki strove to aspire: the full resurrection of Body and Mind. Ineluki came very close to this end, transforming Elias’ body in the process, in readiness to receive his spirit, but in the end he was defeated by Seoman Snowlock with the power of true indifference, will-power and defiance. Similarly Frodo threw complete defiance in the face of Sauron, by daring to cross his inner stronghold of Mordor, unaided by arms or might, just sheer will-power and determination.

Conclusion

Every one aspires to become a second Tolkein and most writers wish to be measured against his detailed standards within their secondary world created. Up until now, many authors have come close, Tad Williams, in my opinion, and Guy Gavriel Kay. Authors like Terry Brooks, whilst creating very good works of fantasy, tend to lack that certain atmosphere of palpable historical background. On the other hand Robert Jordan has created a sense of ‘overkill’ in having too much history blended in with an already rich story-line. Finally, David Eddings, the most popular of so called ‘trivial fantasy’ writers, has created several worlds progressing from flatly two dimensional worlds to almost three dimensional world with more practice, generally in the course of his series’.

Tolkien’s ultimate and immense achievement still stands alone as an unobtainable goal in the Fantasy genre. The statement that Tad Williams is the ‘American Tolkien’, is one I can fully support, even if the mythological background is far away from Professor Tolkien’s standard. Which is not meant as a criticism, for, in my opinion, fifty years would not be enough for any mortal man’s creation to come close to Tolkien’s Middle-Earth. I will leave you with two memorable pieces of writing from each of my chosen authors:

“‘In fact’, the critic thundered,

‘I’ve noted some notable things.

The entire plot‘s been bought job-lot - 

You’ve written Lord of the Rings!’”

Tad Williams, The Rime of the Ancient Trilogist, Stanza 72

Well, here at last, dear friends, on the shores of the Sea

comes the end of our fellowship in Middle-Earth.

Go in peace! I will not say: do not weep; for not 

all tears are an evil!

Gandalf’s leave-taking in The Lord of the Rings
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The Official Tad Williams FAQ, version 1.0, by Anthony Gibbs:
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And also many, many thanks to all those people with whom I discussed this subject, and who did not lynch me for my thoughts; but especially to my mother, Carole, who diligently gave me a hand in editing this paper.

I’d also like to apologise to Fr. Prof. Gori-Daveloose for writing such a long paper on a subject she has no idea of.

vs.
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