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Which N-1 Character Are You?

Find out if you are like Gristh by answering the following questions. Place a score of 
1 for lowest or 10 for highest in each box. Add up your score and if you rank 90 or 
higher, your probably Gristh!

1. I am really good in crisis situations because I don’t get emotional. I use 
my rational mind to problem solve. 

2. I feel uncomfortable around a lot of people. In my mind I want to visit 
people, but then when I’m with them, I want to be alone again.   

3. I am most comfortable in the world of ideas. I am very content being 
alone with my thoughts.  

4. I stay away from drama. I don’t like messy emotions, or intense people. 
They drain me quickly.     

5. I love to gather information about all kinds of things. The more you 
know, the better you are able to face life’s challenges. Knowledge is power!

6. I can have strong feelings and emotions about life, but I choose to experi-
ence and express them in private.     

7. I tend to be a quiet person and somewhat socially awkward.  

8. I take pride in minimalist living. I don’t need much to be happy.

9. I like to be an expert in a particular subject. Especially difficult and chal-
lenging subjects that most can’t understand. 

10. My home is my castle. I like to keep it protected, private and personal.

Gristh is - research oriented, knowledgeable, energy conserving, has capacity 
for listening, keeps confidences, detached, private, self-sufficient, minimalist. 

Total To find out more about your personality type go to 
N-1Games.com
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More than a fantasy adventure

N-One the Awakening is more than just a fantasy adventure.  It is an epic, action-
packed video game designed to teach consciousness to teens and young adults.  
What is consciousness?  It is the awareness of self.  It is the discovery of self.  It is 
mindfulness of who we truly are.  And who are we?  We are divine beings, cloaked 
in a unique shell called personality or type.  We think we know who we are, but how 
many times has someone said, “You aren’t who you think you are.”  Think of all the 
things you think about yourself…about whom you think you are.  What words do you 
use to describe yourself?  Do those words really describe who you are?  Do they 
describe your divinity?  Do they demonstrate your true essence?  

Getting to know the many complex parts of ourselves is not an easy quest.  Engag-
ing with the N-1 avatars in this manuscript, particularly the main character, Gristh, 
will help you learn about the conscious evolution of humanity and the development 
through that evolution of this particular personality type.  Perhaps you will relate to 
Gristh.  He is one of nine types.  Maybe he is like someone you know.  As you follow 
Gristh through the ensuing journey, keep in mind that he can help empower you to 
be all you can be.  

This manuscript follows the adventures of Gristh to help us learn about the Ennea-
gram Type Five.  Throughout this adventure, reflect upon what you read about this 
character, and answer the questions, perhaps keeping them in a journal.  By the end 
of this manuscript, you will have discovered many qualities of this personality type, 
and maybe even learn that you are more like Gristh than you may have imagined 
possible.  If not like him, then you probably know someone who is, and this knowl-
edge can help you to understand them a whole lot more!

Who We Are

N-1 Games are a group of six individuals, dedicated to transforming consciousness, 
particularly in youth and young adults.  Consciousness:  “the  act of being fully 
awake and present in the moment for the continuation of all life.”  Consciousness is 
defined by the ability to awaken to our true essence and having the ability to objec-
tively observe our thoughts, actions, feelings and attitudes, and to live a life of open 
responses, rather than defensive reactions. 
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Story Anatomy

Premise: Premise:  When a rogue planet moves into the N-One Galaxy, portals open, 
allowing nine high rulers to realize that they are not alone.

Designing Principle: Nine high rulers evolve from mortal to immortal, as they learn 
how to cope with planetary catastrophes and new revelations about their galaxy. 

Weakness 1: Avarice/Greed
Gristh struggles with hoarding and greed when it comes to his personal resources.  He 
loves knowledge for its own sake, and is a fierce collector of information.  His hoard-
ing tendencies allow him to be a brilliant library of information, but because he cannot 
share well with others, his personality limits him from using what he has collected for 
the benefit of himself and others. 

Weakness 2: Fear of Intrusion
Gristh loves being alone.  He is awkward socially, and his eccentric ways cause him to 
often be misunderstood by others.  Gristh works diligently to create a fortress of seclu-
sion from the outside world.  However, isolation, although temporarily comforting, is 
very limiting. 

Need:  Omniscience- Gristh needs to learn that there are more ways of knowing that in 
the mental collection of facts and data.  Gristh needs to compartmentalize everything 
in his mind, but, in order to become a truly, all-knowing, omniscient being, he must 
discover his body and heart centers. 

Psychological Need: 
 Gristh needs to realize that the collection of knowledge does not bring protection and 
security from the outside world.  

Moral Need: Non-attachment/Letting go
Gristh has a compulsive need to not get involved or to engage with others.  This pro-
pensity creates a false sense of superiority that is characterized by not needing anyone 
or anything.  Gristh must learn to let go and to share what he has gathered and col-
lected.  Withholding information causes suffering to self and others.  

Desire: 
Gristh greatest desire is to be left alone and to have very little asked or required of him.  
He wishes to rule Genesa with knowledge and little to no disruption to his personal 
space. He requires the privacy to be free to gather information, study and become the 
expert in whatever are his specific areas of interest.  

Opponents: 
Gertz, Grevus, Throth

Ally: 
Sozer, Daphnari, Zarapath, Jada

Ally/Opponent: 
Yithicka, Inga, Slicken

Gristh is the High Ruler of Genesha, a swampy, dark, secluded world of reptilians, con-
sisting of serpents, crocodiles, alligators, lizards, tortoises and toads.  Gristh prefers to be 
alone, gathering information and collecting data for his extensive library which he has 
positioned in the center of Genesha.  Gristh is a very rational thinker, and he responds to 
life from a cerebral emotionally detached place that outsiders consider cold and uncaring.  
He spends most of his time in the world of ideas and calculations, gathering the neces-
sary data he needs to contemplate various complex theories about life and existence.  A 
kind, mild-mannered serpent, Gristh prefers to get along with others avoiding conflict 
and dramatic displays of emotion.  He avoids most social contact as much as is possible, 
and feels awkward in his eccentricity around others.  Gristh’s main preoccupation is to 
know as much as is possible about as many things as possible.  This compulsion magnifies 
greatly when a rogue planet enters into the N-One Galaxy, causing earthquakes and releas-
ing harmful toxins into the atmosphere, causing various neurological and psychological 
effects on the reptilians.  Gristh works overtime, collecting the wisest in the land and 
containing them in his library for preservation and further study.  For Gristh, knowledge 
is power, and with it, guaranteed safety from a dangerous world!

Gristh’s  F . A . C . E . - Personality Profile

1) Orix: Anger - Serenity
2) Daphnari: Pride - Humility
3) Fannah: Deceit - Will
4) Divri: Envy – Equanimity
5) Gristh: Greed – All knowing
6) Kyro: Doubt/Questioning - Faith
7) Ongi: Gluttony - Constancy
8) Ramthor: Lust - Truth
9) Rayna: Self Forgetting - Right Action 

F . A . C . E .
Full Awareness of Character & Essence

F.A.C.E.  is a personality typing technology that assigns a vice and a virtue to 
each of the N-One High Rulers.
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N-One characters each experience seven levels of transformation on their individual and 
shared journeys.  They begin as mortals in the AMETHYST level.  By the end of their 
respective journeys, all will transform into powerful demi-gods in the TURQUOISE level.  
The characters move through these levels based upon the lessons they learn on their paths 
and choices they make throughout their journeys.  As Gristh evolves, he gains new titles and 
powers.  His transformation is indicated by the color changes in his amulet.  

AMETHYST Level 1 : Gristh - The Ascetic
Animistic and Magical: Gristh keeps the celestial gods happy and his subjects safe.

RUBY Level 2 : Gristh - The Wizard
Egocentric and Impulsive : Gristh does what he wants regardless of consequences. 

SAPPHIRE Level 3 : Gristh - The Gnostic
Absolute Authority/Guilt : Gristh desires to do right, sacrificing now for rewards 
later.

EMERALD Level 5 : Gristh - The Professor
Group Harmony/Peace & Equality: Gristh becomes highly idealistic and believes 
that all are equal.

TOPAZ Level 6 : Gristh the Quantum Healer
Gristh moves beyond self-centered, instinctual and emotional drives to benefit 
self and others.

TURQUOISE Level 7 : Gristh - The Integrative Self
Gristh views the universe as a conscious collective, which serves the whole and 
the one as the same.

CITRINE Level 4 : Gristh - The Investigator 
Independent Materialism : Gristh values logic, competition, material gain, success, 
optimism and progress.

F . A . C . E . T . 
Furthering Awareness of Consciousness, 

Experiencing Transformation

L.E.G.S. AMULET 
LIFE EVOLVING GUIDANCE SYSTEM

Each character wears a special amulet o help guide them on their path.  It is located 
in the area where each type processes information.  Gristh is a HEAD type, and is 
engaged in planning, thinking, problem-solving, information-gathering, remem-
bering, and imagination.

Human - Amulet Creature
[Symbol of Gristh’s Essence/True Nature]. 

The Human projects from Gristh’s amulet, providing 
guidance and rewards for conscious choices.  Symboli-
cally, she presents this personality’s growth as he learns 
to surrender his need to hoard personal resources, and 
connect with his heart and bod,y as well as with others.  
The Human helps Gristh with his transformational pro-
cess, becoming a new, unified, whole self.  

Each amulet acts as a compass, illustrating seven problem-solv-
ing process points in the following order:

1) Problem Identification
4) Visioning
2) Realistic Assessment
8) Momentum
5) Feedback
7) Celebration

Gristh uses L.E.G.S. Amulet to evolve through the seven F.A.C.E.T. levels.  He 
receives a F.A.C.E.T gemstone for his amulet each time he completes a level.  The 
game is over when he collects all seven, and they combine to create one white/
translucent gemstone.  Amulets house mystical creatures to guide and provide 
wisdom.  Characters must gain clues, battle foes, and solve problems to advance 
through the seven points on their amulets to complete each F.A.C.E.T. game level.
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The Rogue Planet
The Rogue Planet enters the N-One Galaxy causing cata-
strophic effects on all nine worlds.  In addition to tidal 
waves, solar deprivation, droughts and ice ages, the rogue 
planet creates portal gateways to every other world.  N-
One characters travel through their own portals to the 
rogue planet where a strange obelisk rests.  This obelisk 
acts as a control center, or a master key, which opens the 
nine doors circling it.  Each door leads to another N-One 
world.  Doors are locked until players gain clues or ac-
quire gear to open them.

The portal control center (obelisk) is where charac-
ters can view other worlds and unlock gates to gain 
access to the worlds they see.  Certain game gear 
acts as keys and viewing devices for portals.  This 
control center becomes a coveted seat of power for 
many N-One characters who want to control access 
to it. 

Portal control center (obelisk) where 
characters can view other worlds

The land of Genesha is a swampy marshland, filled with reptilians that consist of 
crocodiles, alligators, lizards, tortoises, serpents and toads.  Genesha is shrouded in 
gloomy clouds, concealing inhabitants in a thick, green mist. 

Below is Gristh’s library where he collects and stores his mind chambers to study and 
to protect wisdom from the hostilities of the outside world!

All N-One worlds initially believe that they 
are alone in the universe.  A rogue planet 
arrives, providing access to all other worlds 
through the mysterious portal gateway sys-
tem.  This new galactic travel expands the 
N-One communities, creating new, and 
sometimes perilous, spiritual, social and 
cultural dynamics.  

Genseha is a planet located in the N-One 
Galaxy.  It is the fifth planet in the plan-
etary system, with world’s four, six and 
three nearby.    by. 
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Ganesha means “god of wisdom 
and hoarding.”  And that is what 
this world represents.  Ganesha 
consistes of Five Knowledge Lairs, 
each of which are occupied by dif-
ferent reptilian races.  

Serpent Lair:  Experts in health, 
medicine, and mathematics.  High-
ly protective of their information, 
using it as a means of commerce.

Crocodile Lair:  Experts in litera-
ture and linguistics.  If captured by 
these savage, yet intellectual, car-
nivores, one may experience a de-
lightful poem read just before one 
experiences death by being eaten!

Tortoise Lair:  Experts in philoso-
phy, divinity, and religion.

Lizard Lair:  These secretive reptil-
ians are buried deeply within the 
bowels of Genesha, rarely coming 
out into view.  Experts in psychol-
ogy, social studies and anthropol-
ogy, one can easily lose his way 
in their depths if wandering too far 
inside.  

Gristh’s Library:  Gristh hoards his 
wisdom by securing heads of the 
wisest, which he stores in glass 
jars called “Head Chambers.”  

These five lairs symbolize the com-
partmentalization of knowledge by 
this personality type.  This type is 
an expert in the  gathering of infor-
mation, hoarding knowledge and 
facts to secure himself.  For this 
type, knowledge is power.  
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Zarapath - Necromancer
Zarapath is a cobra snake with unique expertise in magic healing and rejuvenation.  She 
assists Gristh with rejuvenating the decapitated, bringing them back to life once securely 
locked inside the head chambers.  Serpents are calm, cool and calculating.  

Grevus - Reaper
Grevus is the reaper of heads for Gristh.  Solar toxins have made Grevus wildly insane and 
he must be kept under control by a magic belt, keeping him docile and obedient to Gristh’s 
needs.  Crocs are more aggressive than other reptilians. 
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Gertz - Researcher
Gertz is a research specialist in anatomy and psychological development.  This loyal, kind-heart-
ed lizard is inquisitive and always searching for answers and clues to the inner workings of Rep-
tilians.  She uses her enchanted hook to perform autopsies on dead reptilians and to gather data 
from their corpses.  She uses powerful receptors in her fingers to reach inside their bodies and 
gather data.  

Throth - Telepath
Troth has the ability to read minds and extract data from the most stubborn subjects.  Some heads 
withhold information and refuse to talk.  However, each time he extracts, the brain and memory 
of his subject becomes smaller.  Tortoises are reclusive and avoid contact with other reptilians as 
much as possible.  
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Inga - Wise Sage
Inga is a wise, old sage who carries the secrets of all reptilian powers.  She governs and in-
vestigates the conduct of magic and advises and instructs those she deems worthy or needing 
her assistance.  She appears briefly and suddenly with words of wisdom and will execute 
punishment, if necessary.

Slicken - Investigator
Slicken is a sneaky scout who investigates with his protruding, forked tongue.  He collects data by 
tasting/contact with his prey.  He absorbs information through his taste buds.  Although menacing 
in appearance, Slicken is quiet and mild-mannered.  He uses his sword mainly for defense and 
cutting through the dense morass.  Slicken is a hybrid between alligator and lizard.
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Yithicka - Dream Witch
Yithicka is a dream master.  With her magic, she conjures dreams from her boiling cauldron of the 
ancients and sends them forth through her ring of snakes, either curing or tormenting the minds 
of reptilians.  

Jada - Amulet Creature
Jada is Gristh’s amulet creature.  She is a human being, sent from the universe to teach 
Gristh about the unity of body, mind and heart.  She uses her orb to view the mysteries of 
the universe and to create special gear/equipment to help Gristh along his path of evolution.  
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The power of the eclipse in its first cycle casts a purple hue upon the land.  Its light and energy 
affect Gristh’s world in a most distinct way, causing inhabitants to see their world as magical and 
animistic.  Their core motivations are about keeping the spirits happy, the tribe safe, and meeting 
the basic needs of food, clothing, and shelter.  In this stage, the core belief is that the world is 
mysterious and frightening; in order to survive, the tribe must bind together and appease the gods, 
spirits, deities, and authorities.  The needs of the individual are subsumed in the group.  In an ani-
mistic world view, everything has meaning and is living, including the rocks, trees and earth.  This 
level is highly characterized by the assurance of safety and survival, which is achieved through 
traditionalism and adherence to the tribal order.  

Amethyst LEVEL 1

Genesha’s F.A.C.E.T. of Understanding and World View

CHARACTER SCAN - Energy Centers & Levels

Gristh is a head type, which means he processes information through his mind, and is constantly 
engaged with problem-solving analysis, and conservation of energy.  Gristh is very high in men-
tal capacity, and low/moderate in heart and body processing centers.  As a result, he can make 
unbalanced decisions that hinder and misdirect his path.  Help Gristh balance his other centers 
through meditation.

In the Amethyst level, Gristh, becomes the Ascetic, and serves 
as the shaman, the holder of the wisdom that the universe im-
parts in nature’s mystery.  The Ascetic is the seer of the group, 
tapping into universal wisdom.  

Gristh THE Ascetic
(Gristh’s F.A.C.E. to his people)

HEAD 

HEART

BODY

REACTIVITY - HIGH 
EGO - HIGH

85%

10%

5%
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Grevus feels a tremor as he surveys the 
swamp through his open window.  Pacing 
the floor of his classroom in the crocodile 
lair, the unusual quakes are disconcerting to 
him.  The powerful crocodile is attempting 
to educate his classroom of hungry learn-
ers about hunting techniques using poetic 
verse, as is the crocodile tradition.  Howev-
er, the sudden and continuing tremors keep 
interrupting his train of thought. His mind 
ponders and he says, “Our swamp mother 
is growling.”

“What hungers her, I wonder?” Grevus thinks aloud.  All present feel it.  Grevus 
and his small group of exemplary students murmur to each other, sharing in their 
teacher’s curiosity and concern.  The large crocodile lair complex hovers over a 
murky swamp which is supported by several tall, thick pillars, embedded securely 
in the ground.  Grevus is not as worried that the structure is in danger as he is afraid 
of the strange mist coming from the swampy waters and marshy grass beyond.  It 
has a strange odor and an unusual yellow color which he has not before seen.  Gre-
vus closes the window to help block the order from permeating their air space, and 
then returns to his class of inquisitive crocodile youngsters who are eager to learn 
more about crocodile tradition and the ways of their crocodile ancestors.  

[1] Problem Identification

l.e.g.s. Amulet
Life Evolving Guidance System

1 . 4 . 2 . 8 . 5 . 7 . 

“Our swamp mother belches forth a foul smell.  Let 
us appease our mother and scrape off some of our 
scales to feed her, as is customary when her belly 
quakes with hunger.”  Grevus instructs his class.  

Without questioning, the class scrapes off some 
of their scaly flesh with knives, collecting it in a 
wooden bucket and proceeding to the decks of the 
crocodile complex.

Grevus holds the bucket of scales above his head and prays, “With these scales, 
may your hunger be satisfied, o great mother.”  He then takes the scales and throws 
them into the swamp.  A few seconds later, he earth tremors again, and large plumes 
of yellow gas erupt from the swamp.  The odor is overpowering, even for the crea-
tures who often enjoyed pungent smells.  Grevus rubs his eyes, itching from the 
unfamiliar toxin.  Rubbing his eyes, he notices his students begin changing in their 
physical appearance.  One minute they are his beloved class of crocodile pupils, 
and the next instant, th4ey look like a herd of frog prey, ripe for killing and eating.  
Grevus shakes his head and blinks hard.  

“OK, class,” he says nervously.  “Our swamp mother’s belly is shaking with grati-
tude for our offering.  Let’s get back inside and back to our lessons.”  Unbeknownst 
to him, his class, too, shared unusual visions and moments when they see their 
teacher as a tantalizing mound of raw toad meat.  What none of the unsuspecting 
crocodiles know is that the yellow smoke rising from the swamps is a toxic gas 
that elevates their senses and magnifies their thoughts to extraordinary extremes.  
AND, it is just the beginning. 

Zarapath awakes with a start.  For the third night in a 
row, she is awakened at the exact same time with the 
same terrifying dream.  It always starts with the same 
image of an eclipse of the sun, and following images 
of chaos in Genesha.  Gruesome slaughters and can-
nibalism fill her head. Her insomnia is taking a toll on 
her physically, mentally and emotionally.  She resists 
getting help, however, but comes to realize that this 
is something beyond even her abilities as a masterful, 
healing witch.  There is one in Genesha who is an ex-
pert in and the healing of mental ailments.  Zarapath 
criticizes her for being a bit kooky with odd methods 
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at best, but Zarapath becomes desperate for 
some relief from her gruesome dreams.  

The next morning, Zarapath slithers her 
way from the Serpent lair to a remote area 
of the swamp where Yithicka pitches her 
ramshackle tent under a large cypress river 
tree.  Hanging there from a limb is a cast 
iron cauldron, filled to the brim with a boil-
ing liquid.  Light flickers and flashes from 
its mouth, releasing strange ghostly shapes 
arising from the steam.  Yithicka is sitting 
on a stump, twisting dead vines together in 

an intricate rope ring.  She is aware that Zara-
path has arrives, but she does not look up.  She stays intently focused on her work 
as she speaks, “ So, I see you’ve come for help with those bad dreams?  Well, I’m 
not surprised.  You’re the fifth serpent to come to me in recent days.  I have started 
your ring ahead of you.” Yithicka states calmly without looking up at her customer.  

Zarapath is surprised that Yithicka knows so much, but then, soon remembers that 
this witch is most unusual indeed.  

“You are correct, Yithicka,” says Zarapath politely.  “And I give you my greatest 
gratitude for taking the time to do this for me.”

“Well, don’t thank me yet,” Yithicka starts.   “You haven’t agreed to my terms and 
what I wish to gain from this transaction.”  

Zarapath promises trying to hide her desperation, “If you can help me with this, I’ll 
give you anything you want!”  

Yithicka turned her eyes away from her weaving and looked into her eyes.  All the 
tangled snakes that make up her hair also looked sternly at Zarapath.  

“Good.  What I want is not to be considered an outcast from the serpent community 
any longer.  I may walk upright on two legs, but I am of serpent stock.  I would 
like to enjoy the same rights and protection as the other serpents of the tribe.  You 
are influential with the elders and with Gristh.  Compel them to accept me.  That is 
what I ask.” Yithicka said intently.  

“I give you my word.  I will go directly after our meeting and make a case for you.  
I believe when I tell them of your willingness to help us, that they will be eager to 
grant your request, despite the long history of discord between your kin and ours.” 
Zarapath promises.  

Yithicka smiled as broadly as a serpent is able to smile and made her way to the 
boiling caudron, with wooden ring in hand.  Yithicka stirs the pot, which is filled 
to the brim with stewing roots and herbs.  She watches closely the flares of light 
that spins and dances above the boiling froth and which is subject to her com-
mand.  With a flick of her fingers, she motions for the light flares to travel over to 
the ring of vines.  The light flares illuminate the ring and disappear in a circular 
center, fading away.  She acts like a musical conductor, waving her hands in care-
fully choreographed motions, marching the light from cauldron to ring.  

Zarapath looks on intrigued.  “What are they doing?” she asks.  

“These are dream catchers, brewed from the leaves of the “snap-trap” plant,” she 
explains.  “This plant is known for its appetite and aggressive hunting experience. 
It will absorb them.  Then your dreams will be sweet and your sleep undisturbed.”  
She then hands the ring to Zarapath.  “Now, hang this on your bed.  When the 
nightmares come, the ring will do its magic.  Now, you best be off and DON’T 
forget our deal!” she reminds Zarapath, now hurrying away from the dreary camp 
site. 

“Oh, I will,” Zarapath calls as she disappears into the shadowy swamplands, 
straight back to her lair, with not another thought to their agreement.  

Troth turns up his nose as he shuts the last window in 
the Tortoise lair.  The distinctive, foul odor that ac-
companies the unusual yellow mist is obnoxious and 
disconcerting to the ultra -sensitive nose of the tor-
toise.  Troth’s mind, spinning with anxious, paranoid 
thoughts, which arise much more than usual, wonders 
what these disturbing conditions portend.  He returns to 
his study, rubbing his hands together nervously, as he 
studies the charts.  The unusual eclipse is out of place, 
and not predicted anywhere in his astronomical scrolls.  

Tortoises are known for two things:  their ability to predict the seasons and the 
times, and their ability to read minds for secret knowledge.  They use a combina-
tion of techniques to chart the course for the year ahead, mapping out the best time 
for events such as food growth and spawning, based upon weather patterns and 
constellations.  

When this personality type is in a stressful situation, or feeling some kind of stress, they can be 
hesitant and even hostile toward helping others. Zarapath demonstrates that characteristic here, 
forgetting her agreement to help Yithicka.

By nature, this personality is reclusive and independent; however, at Amethyst level, they want 
protection from the spirits by being part of a tribe illustrated by Yithicka striking up a deal to try to 
be included in the serpent tribe.  



3130 Conscious Dimensions LLCN-One The Awakening - Gristh- TYPE 5 - MANUSCRIPT

But the eclipse, accompanied by the unusual weather and ground tremors, are very 
unexpected events that throw off all of their precise calculations.  The disturbing 
events leave the tortoises scratching their shells, wondering what the ground and 
sky spirits have in store for them.  Troth is always a little fearful, but secures him-
self by knowing as much as he can about as many things as possible, in order to be 
prepared for anything.  However, these events are such a mystery to him that he has 
little to go on, and it causes him terrible anxiety.  He thinks about mind-reading as 
a possible solution.  However, mind reading is no easy matter.  Tortoises only use 
this power sparingly and under extreme circumstances.  

Knowledge extraction is a dangerous art that often leaves the one, from whom they 
extract  knowledge,  with memory loss.  For this reason, other reptilian tribes keep 
tortoises at bay, and threaten to destroy them if they ever enter their territory un-
invited.  Paranoia consumes Troth, as he wonders what other reptilian tribes know 
and are withholding from them.  He contemplates violating his treaty with the 
tribes by forcibly reading their minds.  It is a risky move.  Trespassing uninvited 
means instant retaliation.  However, Troth knows the hour is serious, and his tribe 
of tortoises will need answers if they are to survive whatever is coming.  Other rep-
tilians have to know something about what is happening, and is not going to stand 
by and let them simply retain their knowledge.  Therefore, Troth gathers an army 
of tortoises to branch out and invade the other reptilian territories to get answers, 
not matter what the cost.

Gertz is no stranger to the sun.  She can bask in it 
for hours, lounging on her fold out chaise.  Her scaly 
skin fluctuated from hot orange to luminescent green 
in the hot summer light.  She treks several miles to 
catch some precious rays, leaving the dark under-
ground caverns of the Lizard lair to travel through 
miles of shadowy marshes to the mountainous rocks 
of Seneca.  She loves coming to this quiet, but deso-
late place, to be alone with her thoughts and away 
from the other intrusive lizards in the study lair.  As 
she basks in the light, her skin collects energy sig-

natures that pulsate through her body, transmitting signals to her brain.  She and 
her lizard kin have the special ability to collect, store, and analyze light and heat 
waves and translate the energy into information.  However, the light of day is not 
saying much to Gertz.  It is, at least, not saying anything to her that she can cor-
rectly interpret.  The messages are difficult to decode, and most of what she col-
lects is merely scrambled garble to her.  She does manage to pick out some key 
words.  Doorway and wing repeat themselves again and again.  Gertz ponders the 

thoughts, but keeps most of her attention on the delightful warmth she feels from 
the sun.  Her bliss soon is interrupted, however, when a flare of light flashes from 
a nearby crevasse in the mountain rock face.  She feels the light hit her body, and 
she quickly absorbs the information from it, analyzing it for a message.  A light 
and energy signal, unique from anything she has ever before experienced, speaks 
the word, “Cardea.”  Gertz does not recognize the word, nor does she know the 
meaning.   In the fading light, Gertz soon forgets all about it, turning her attention 
instead back to the sun.  Some time passes before Gertz notices a shadow pass 
over her.  Her eyes dart open as she strains to see what potential enemy can be 
lurking nearby.  

Looking around, Gertz does not notice anything unusual around her.  She pur-
posely chooses an open spot away from the caves, to enable her to see every-
thing.  She closes her eyes again and yet another shadow passes overhead.  Gertz 
jumps to her feet, looking around, startled by the shadow.  Overhead, she hears 
the distant screech of a bird.  Birds are relatively small in Genesha, and have not 
historically been much of a threat.  But the screech she hears is extremely loud 
and particularly unfamiliar.  Looking up, she sees a most unusual bird coming in 
her direction, wings spread and beak wide open.  It is the largest bird she has ever 
seen, and one like she has never before seen either.  It looks more like a man than 
a bird, but has distinct bird-like features, large, powerfully feathered wings, beak, 
and batty eyes; but instead of a bird body, it has legs and arms much like her own.  
Whatever it is, it is coming for her, she knows and she is not going to be anyone’s 
lunch.  Not today.  Gertz runs toward the rocky mountains to find the path toward 
home.  But the large bird swoops down in front of her, and blocks her way.  She 
darts, first to the left, and then to the right, heading for the direction of the strange 
light she noticed earlier.  Behind her, she can hear the flapping of bird wings, and 
another loud screech.  Ahead of her, another large flash of light emerges from 
the rocky crevasse, and Gertz wastes no time leaping over rocks and boulders, 
and straight for the entrance.  As she leaps forward and inside the crevasse, what 
she encounters there is beyond anything she could, in her worst nightmare, have 
imagined.  

The rogue planet moves into the N-One Galaxy, orbiting their sun.  Its course 
causes the rogue planet to come very close to the nine planets over the course of 
several months.  The arrival of the new world, eclipses the sun and alerts many 
seers that something strange is indeed happening, not to mention the catastrophic, 
disruptive events caused by the gravitational pull of the foreign planet.  The rogue 
planet is barren, mostly rock and sand, with the exception of a small patch of 
pristine forest and pasture land approximately one square mile.  In the center is a 
tall stone obelisk, surrounded by nine stone arches, equally distributed in a circle.  
Upon arriving in the N-One Galaxy, the obelisk glows with powerful light, send-
ing beams of energy to all nine stone arches, equally present in a circle.  Upon 
arriving in the N-One Galaxy, the obelisk glows with powerful light and sends 
beams of energy to all nine arches, opening portal access to every world.  On the 

The word, “Cardea”, means doorway of change, and the arrival of the rogue planet with its 
eclipses, sparks doorways and portals on every world, bringing chaos and transformation.
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other side of each portal door is an opening, formed in unique locations upon all 
nine planets.  Some are hiding in caves, others are in town ruins, desert rocks, or 
hiding in forests.  The first to discover the portal gate is Orix, ruler of the Paragons.  
These bird-like beings, men and women, live in a beautiful lush paradise, in need of 
nothing.  However, the entry of the Rogue planet disrupts weather conditions, caus-
ing a devastating drought on the Orix planet.  In a desperate mission for water, Orix 
discovers the portal to the rogue planet and finds the mysterious obelisk.  It is not 
long before Orix stumbles upon Genesha, and her plentiful watery resources.  Orix 
quickly returns home and gathers his troops.  

The Paragon army is a sea of winged soldiers standing ready behind their leader.  
They are mobilizing an army of workers to build aqueducts and soldiers to guard 
and defend the project from anyone who resists their presence.  They send ahead a 
scout to survey the area before advancement.  Their scout is a lounging lizard who 
is oblivious to what is to come.  Gertz leaps into the crevasse and fully expects a 
cavern where she can hide herself.  But instead, she stumbles into a wide, open field, 
full of an army of bird men at attention, who are staring directly at her.  Gertz rubs 
her eyes in disbelief.  

“Is this a dream?” she wonders, trying to get a grip on what has just occurred.  Be-
hind her she can hear the flapping of wings, and then a thud where a birdman lands.  

“Apprehend her!” the birdman orders.  

Gertz is greatly outnumbered and immediately terrified for her life.  Her mind races, 
trying to decide what to do.  A group of bird shoulders advanced toward Gertz as the 
others close in from behind.  Gertz has to think quickly!  Before she can move, she 
feels her tail being grabbed.  The bird-man, who followed her, has taken hold of her 
tail with a powerful grip.  Instinctively, she detaches her tail from a vertebrae, and 
darts out of the birdman’s grasp.  Shocked, the Paragon freezes in disbelief as Gertz 
scurries around him and back toward the opening through which she entered.  She 
bounds back into her familiar world, and runs as fast as she can.  

Behind her, she can hear the loud screeching sounds from an army of bird men 
bursting through the entry.  Gertz manages to get ahead of them, disappearing into 
the swampy shadow lands, certain that none of her fellow reptilians are prepared for 
what she is about to tell them.  

Gristh stands with admiration.  His reptilian eyes 
scan the wall of scrolls on which he has lovingly 
organized into neat, precise rows, stacked from 
floor to ceiling in his library.  He loves his private 
world, and cannot imagine any place he would 
rather be, secluded away from everything and 
everyone, totally alone with his thoughts and his 
numerous scrolls filled with precious, rare knowl-
edge.  He has spent years collecting data with care-
ful observation, as well as interviewing and study-
ing times with other reptilians in his tribe.  As he 

stands in quiet contemplation, the floor beneath him shakes.  It happens so frequently 
now that Gristh hardly notices, but this time the tremor is unusually strong, rattling 
his shelves and causing some of the scrolls to fall off onto the floor.  Disgusted, 
Gristh goes to pick them up to refile them.  But before he can, a powerful earth-
quake hits Genesha, so strong that structures give way, including the wall of scrolls 
in Gristh’s library.  Gristh leaps for cover, trying to avoid the debris falling from the 
roof as large portions of it caved in onto the floor.  Swamp water begins to flood the 
library, soaking all Gristh’s scrolls.  

“Not my scrolls!” screams Gristh, grasping for scrolls to salvage any he could.  Black 
ink from the scrolls floats on the murky swamp water , soaked and ruined.  Gristh 
is devastated and furious.  His life’s work is vanished in an instant.  In the distance, 
Gristh can hear blood curdling screams from the neighboring reptilian lairs.  Hesitant 
to leave his library, Gristh makes his way outside to survey the damages made by the 
earthquake.  A young crocodile comes running past him, clutching a bleeding arm.  
The young student of Grevus, wails in horror.  Gristh notices his hand is missing as 
he disappears, leaving a trail of blood.  Soon more crocodiles come running toward 
Gristh, many of whom suffer bites and missing limbs.  Behind them comes Grevus, 
chewing on a limb, freshly bitten off by one of his younglings.  Gristh is horrified by 
the cannibalistic behavior of one of his trusted elders.  Gristh slithers back into the 
shadows as he watches in horror as the scene unfolds.  One by one, Grevus catches 
hold of his pupils and eats them in a savage, hungry rage.  Before long, several more 
crocodiles emerge from their lair, taking hold of unsuspecting Geneshian reptilians 
and eating them alive.  As Gristh is about to retreat back into his lair, he notices yet 
more activity.  He blinks hard in disbelief.  Tortoises, by the dozens, flood into the 
town center.  Beams of light shoot out of their hands as they collect data from reptil-
ian minds, leaving their victims stunned and immobilized.  Gristh cannot believe the 
chaos he is witnessing.  

Tortoises are not allowed in Genesha, and if they do come, only one at a time is 
permitted, and he is under very strict guard.  As if this is not alarming enough, Gertz 
comes running, screaming at the top of her lungs, “We’re being invaded!”   
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Inga stands over the crocodile youngling and stud-
ies his eyes.  She has just finished bandaging his de-
capitated stub that was once his hand.  The creature is 
hysterical, and Inga ties him down to the bed with the 
help of her assistant, Slicken.  

“There, there, now.  It’s all right.  You’re safe here,” 
Inga says, trying to calm him.  

The crocodile, writhing in pain, screams insults at 
her.  “When I free myself, I’m going to eat you and 

your froggy friend!”  yelled the boy.  

Inga was puzzled.  Slicken was clearly not a toad, but a large, muscular alligator 
who far outweighs the child. 

Inga turns to Slicken.  “What do you think is going on?  Tell me what you have 
learned from your scouting. “ Inga asks.  Slicken had his tongue as he skulked over 
to a chair and sat down.  The powerful alligator has been lurking in the swamp for 
hours, taking note of all the chaos.  He is shocked by what he sees.  

“It would appear that the Crocs have become delusional.  They see fellow reptil-
ians as food and are eating everything.  My perception is that the strange yellow 
smoke coming from the ground which is split open has something to do with it. 
I managed to bring a sample here in this bottle for you to analyze.” said Slicken, 
handing her the vile.  Inga is a master of many things, including chemical analysis.  
“Good work, Slicken.  What else did you see?” asks Inga, placing the vile in a 
wooden vice over a lit candle.  Slicken pulled a large, purple-colored jewel from 
his pouch and handed it to her.  

“I found this unusually beautiful gem near the swamp where I was hiding.  I notice 
it because it glows from time to time.”  Says Slicken.  

Inga admires the gemstone.  “I’ve never seen anything like it!” Inga explains.  

As Slicken is about to continue his discourse and tell Inga about the tortoise inva-
sion, they are interrupted by a sound.  They stop and listen.  Slicken quietly leaves 
his chair to investigate.  Before he can get across the room to where the noise is, 
he is violently slammed against the wall by a powerful serpent tail.  Slicken is in-
stantly knocked unconscious as Gristh enters the room.  

[4] Vision

[2] Realistic Assessment

[8] Momentum
Gristh rolls his eyes.  “She is overstating the obvious, isn’t she?”  he thinks to him-
self, assuming that she is referring to the tortoises.  He then sees a cloud of white, 
moving in his direction.  He soon realizes it is not a cloud, but a flock of giant birds 
swooping down upon Gertz.  Screaming in horror, she is picked up and is carried 
off.  The other reptilians hardly have time to notice the arrival of strange visitors.  

They are running away from being eaten and immobilized.  The destruction of the 
earthquake and chaos of the tribes overwhelms Gristh.  He quickly slithers back to 
his lair to contemplate what he will do.  

Amethyst [purple] choice: Gristh desires to salvage and gather wisdom from his 
dying world.  He will gather a group of the wisest around him.

Ruby [red] choice: Gristh is overwhelmed by the madness and chaos of the mass-
es and wants to maintain order.  Using his magic powers, Gristh decapitates and 
keeps the brains (DNA) of those he believes are the most intelligent, slaughtering 
those he feels are no longer sane, useful or valuable.   Because he does not under-
stand why this has occurred, and how he can organize his world, he begins to kill 
at will because he deems that the people have gone insane and formed gangs, and 
he wants to take back his world.  His mind and intellect is affected by the change 
in the atmosphere.  

Gristh immediately goes to work repairing his damaged library, and securing re-
placement doors and windows to keep out any intruders from the chaos outside.  
As the leader of all reptilians, Gristh feels a sense of responsibility to his tribe, but 
more importantly, to the precious knowledge that many hold within them.  For 
Gristh, nothing is as important as knowledge, for without it, reptilians would never 
survive.  It is clear that many new threats are arising, and more than ever, they need 
as much wisdom and knowledge as possible  to face these many challenges.  As 
he works away on restoring the interior of his home, Gristh contemplates his next 
course of action.  He decides he will select the wisest reptilians from the various 
lairs and bring them under protective custody to his library.  
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[5] QuestioningInga screams, retreating behind a pillar in her lair to hide.  Gristh calls to her.  “Do 
not be afraid, Inga.  It’s me, Gristh.  I have come for you.”  he says reassuringly.  
Inga peeks her head around the pillar.  

“Gristh,” she starts, confused, “why didn’t you just knock?  I would have let you 
in.”

“I can trust no one.  Genesha is not what it used to be.  I can take no chances.  The 
Alligators and Crocodiles are on a cannibalistic rampage, and I cannot risk hav-
ing you eaten by Slicken or this youngling.  You are too important,” says Gristh, 
moving in closer.  “You are coming with me to the Library, where you will be 
safe under my protection.”  Gristh reaches for her hand.  Inga is shocked.  She has 
never seen Gristh, her trusted leader, act in such a manner.  

“I’m not going anywhere.  I’m perfectly safe right here, and I’ve had no issues at 
all with Slicken.  I trust him completely.”  says Inga angrily.  But before Inga can 
say another word, Gristh snaps her up and carries her kicking and yelling back to 
his precious library.  She is the first of many collected by him that day.  

The group of captured reptilians are outraged.  Gristh prepares a special room with 
one wall made of steel bars to house them all and to keep them under lock and key.  

In his mind, he is doing them a favor, keeping them and their knowledge safe and 
sound.  However, the captives do not see it quite the same way.  They yell, kick, 
and pound the walls, hoping to bend the bars or loosen some stone and break free.

Outside the library, Slicken leads a crowd of angry reptilians who are furious that 
their kin have been taken hostage.  In order to stay safe and secure, the remain-
ing subjects band together, sending out the word that their leader is now out on a 
mission, gathering the wise ones!  What Gristh fails to realize is that because he is 
taking the wisest of the beings, he leaves his world in even more chaos.  The world 
is divided now due to hardships and devastation.  Strongholds are built to protect 
groups, and rumors spread that their leader is selectively taking citizens to his lair, 
causing jealousy and riots.  Some celebrate Gristh’s coming, while others try to 
barricade the lairs against him.  

Gristh approaches his prisoners, attempting to reason with them.  “I know this 
in inconvenient, but it is the best for everyone.  You are the wisest in the land 
and your knowledge must be preserved.  I would like to interview all of you and 
transcribe your thoughts onto scrolls for safe keeping.” explains Gristh.  

The crowd of prisoners are irate.  One particularly angry serpent speaks up,” 
We will not give you one quibble of information!  Let us go at once!” she yells.  
Gristh is alarmed and confused by all the resistance and feels overwhelmed.  He 
does not expect the unhappy reaction of his kin folk gathering in his lair.  Ex-
hausted by all of the emotional displays of discontent expressed about his leader-
ship decisions, Gristh retreats to his private chambers for peace and quiet where 
he can think.  As he contemplates, he notices a strange purple glow from his 
belt.  He looks down and realizes a gemstone appears in his belt pocket, which 
was dropped by Inga when he kidnapped her.  He holds the gem to the light and 
admires its beauty and glowing properties.  The object is a pleasant distraction 
from the pressing concerns which are weighing on his mind.  He puts it down on 
the table and returns to his thoughts.  He asks himself the question, “I have the 
best and brightest, but they are not too happy with me, nor are they forthcoming 
with the information I desire.”  His energy is zapped, and he wonders, “How is 
this working for me?”  

Suddenly the gemstone flashes with a bright purple beam of light and a beautiful 
creature emerges.  She is like nothing he has ever seen.  She looks similar to a 
female serpent, but has no snake body.  

“My name is Jada and destiny has brought me to you.  I have come to reveal se-
cret mysteries to you and to guide you along the difficult path ahead.  Solve this 
riddle and find the answer you seek.”

Hiding your wisdom behind secret walls
Burden its chambers and crowds in the halls
Link up your members, and build a great chain
Strengthen your knowledge and leverage your gain.
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group, thrashing about angrily and hurling insults at him.  Clearly, Gristh realizes that 
he will get no willing participation from them, and that his attempts to isolate knowl-
edge is a futile mission.  Gristh is overwhelmed once again with hostilities and is 
distraught and anxious.  Right now he just wants everyone to shut up and calm down.  

“All I want is information.  Can’t they get that?”  he thinks to himself as anger rises 
up in him.  It is as if his new pet serpent can read his mind and responds to his anxiety. 
The chain snake clinks from Gristh’s side and enters the prison cell.  The prisons back 
anxiously away, unsure of and alarmed by the unusual creature.  Before they know 
what is happening, the chain snake slithers up to an unsuspecting lizard prisoner and 
wraps itself around him.  In an instant, the chain snake twists off the head of the pris-
oner and consumes the bodily remains.  Then the creature opens its mouth and carries 
the head to Gristh and lays it at his feet.  The prisoners are horrified and are screaming.  
Gristh, too, is shaken by the unexpected act.  The head,  however, is not dead as Gristh 
assumed it would be.  Instead, eyes open, the head is looking around curiously.  Gristh 
picks up the head and speaks to it.  

“Are you still alive?”  he asks intrigued.

The lizard head blinks his eyes and looks around at his surroundings terrified.  “I’ll tell 
you whatever you want to know!  Just don’t kill me!”  

Gristh looks at the chain snake.  He swears the chain snake is smiling at him.  Gristh 
nods in gratitude and retreats to his chamber to inquire of the head.  Without hesitation, 
the lizard tells him everything Gristh requests, and Gristh records it on a scroll and files 
it away.  He realizes that the chain snake is truly a valuable gift, and one that will make 
his life a whole lot easier!

[7] Celebration

Jada gives Gristh one more gift to assist him.  Waving her hands, she produces a 
serpent which coils around Gristh on the floor.  Under closer inspection, Gristh 
realizes that this serpent is most unusual.  Gold in color, and instead of a slithery, 
snake body, this creature is a chain of links.  

“To you, Gristh, I give this chain snake.  Use it 
well, and wisely.  It will help you along your jour-
ney.”   Jada then returns to the amulet and disap-
pears.  Gristh admires the amulet and realizes what 
a treasure he has found.  He decides he will keep it 
close to him.  Fashioning a headpieceand mount-
ing the gem in a silver bracket, Gristh then ties it 
around his head.  The serpent acts behaves like a 
domesticated pet, and rubs itself up against Gristh, 
affectionately.  Gristh pats it on the head, wondering 
what in the world he is going to do with it.  Gristh 
then ponders the riddle:  “Link up your members 

and build a great chain…hmmm.  Well, you are a chain, I suppose.” Gristh says, 
petting the docile chain snake.  Unsure of what to make of everything, he returns 
to his prisoners, he returns to his prisoners to see if they are calm enough to co-
operate.  As he approaches, the crowd erupts into an even more aggressive, irate 

Symptoms
Nightmares/Terrifying Thoughts - Serpents - Yithicka and Zarapath
Anxieties - Turtles
Confusion and Hallucinations - Crocs
Insomnia/Sleep Disorders - Serpents
Suicidal Thoughts/Depression - Lizards
   
Gristh’s world has begun to break down, and is in chaos due to the eclipse and 
its effects. Gristh has withdrawn into his own estate to avoid his people, many 
of whom have gone insane. Some have banded together, creating gangs. They 
wonder where their ruler has gone. Without a leader, people are left to their own 
thinking, believing the gods are angry.

Gristh wonders how to share his wisdom when he has isolated himself?
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At Amethyst level, Gristh acts as the aesthetic, observ-
ing and gathering information, and selectively disbursing 
information as he sees fit.  The arrival of the rogue planet 
throws his world into chaos, releasing toxic gasses that 
make many delusional and hysterical.  Gristh withdraws 
from the chaos and devises a plan to secure wisdom and 
knowledge by gathering the wisest among them and 
securing them in his library, usually against their wills.  
Securing knowledge is the most important matter at hand 
for Gristh; however, his attempts are met with extreme 
resistance.  With the help of his amulet and chain snake, 
Gristh finds a way to extract his knowledge by decapitat-
ing his prisoners, creating terrified, yet obedient bodiless 
dispensers of information and knowledge.   

Questions & 
Self Reflection
What are the pros and cons of being able to detach from 
emotions and live in compartmentalized areas of the 
mind?

Do you relate to Gristh and find it difficult to come out of 
your private nest or cave to connect with others?

What are some of the ways you might overcome these 
challenges?

Summary

Amethyst Level Gear 
Chain Snake
The chain snake gives Gristh the power to decapitate the 
heads from his prisoners without killing them.  The docile 
head then becomes completely compliant, divulging any 
and all information that Gristh requires.  All he has to do 
is ask.  

The chain snake symbolizes this personality type’s ca-
pacity to detach mentally from difficult, and especially, 
emotionally challenging situations.  


