
How to Play Character Hunt

As the two keepers of all power and Hakim in this Realm, the Guardians seek out Bixis who are

ready to begin training in the 8 Hakim powers..

The first step in order to see if a Bixi is ready to receive a Character is by exposing them to it.

On this Character Hunt, the Guardians gift the Bixis with knowledge of 8 Hakims. That is, if the

Bixis can discover the Characters.

Guardians: If you don’t remember where all the Characters have been hidden, don’t worry. They

were hidden hundreds of years ago. It’s a good thing you made clues!

Guardians!
Please follow the instructions for the question portion at each location! This

is essential for all Grey Tavern gameplay and for the educational and

behavioral elements of Grey Tavern games.

Step 1- Get the First Clue

To start the Character Hunt, decipher your first riddle by clicking the link.

Start the Adventure: Search for the Hakim

Guardians, if you wish to make this game more fun or challenging, you may want to take a look

at some of your specific abilities under “Guardian Actions Throughout the Character Hunt” at

the bottom of this document!

https://greytavern.com/pages/search-for-the-hakim


First Clue Example

Step 2- Visit a Location and Scan

Decipher the riddle, then travel to the location.

Guardians, let the Bixis decipher the riddle, but you may help them as needed.

If Guardians need help remembering the answer to their riddle, they can look at the hints below

the riddle.

NOTE: The Character will be inside the location or on an outward-facing window.

Once the Guardians and Bixis arrive at a location and find the Characters (2 per location), the

Guardians should scan the codes below the Hakim powers.



Step 3- Read about the Hakim of each Character and Answer the

Questions

After scanning the 2 QR codes, the Guardians will be able to teach the Bixis about each

Character’s specific Hakim abilities. They should read the old text aloud to the Bixis.

How Questions Work

Please, Follow this Step by Step of the Grey Tavern Question Process!!

After the Hakim is taught, the Guardians should ask each Bixi the questions found through a

link on the second Hakim webpage.

First Part of the Quiz that You’ll See



Part 1:

Follow the next Instructions!

1. Hulda is the name of the Light Guardian. Whichever Guardian has chosen to be the Light

Guardian is the one who should ask this question. If the name is Ya’qub, then the Dark

Guardian’s name should be written and only he should do this question with the Bixi

2. The Bixi is the name of the child

3. Names should be spelled the same and with the same capital letters, etc.

between all forms

4. Submit and repeat this form for each Bixi Each question indicates an individual who

should answer the question (Prophesier) and an individual who should pose and select

an answer (Interpreter).

NOTE: If you have not selected a Hulda or a Ya’qub, follow the guidelines here for selecting one.

Character Hunt Roles: The Guardians

Part 2:

https://greytavern.com/pages/character-hunt


Prophesier

The Prophesier is the one who answers the question posed.

● They do not read the question themselves nor do they get to see the answer options. They

simply answer the question with whatever comes to their mind.

● Whoever a question indicates should Prophesy is the only person who should do so. Not

at any time should another individual or group Prophesy for them.

● If the Prophesier is not present, that individual should be contacted and an

interpretation should not be made until the Prophesier is able to Prophesy.

● If the indicated Prophesier is truly unavailable or circumstances to not allow the

indicated Prophesier to be contacted, please talk with a Grey Tavern employee to learn

what to do.

Interpreter

The Interpreter is the one who reads the question to the Prophesier.

● The Interpreter should listen to what the Prophesier says and select the answer that best

fits what the Prophesier is saying.

● Whoever a question indicates should be the Interpreter is the only person who should do

so. Not at any time should another individual or group Interpret for them.

● If the Interpreter is not present, that individual should be contacted and a Prophecy

should not occur until the Interpreter is ready to hear the Prophecy.

● The Interpreter should never show the Prophesier what they put as the answer, or at

least not until the answers have been submitted to the Grey Tavern.

The only reason for this is for keeping bias and overlapping opinions out of the

Prophesier/Interpreter relationship while questions are being asked and answered.

However, talking about these things afterwards can lead to productive and deep

conversations that can help families and friends come closer together and grow

together.

● If the indicated Interpreter is truly unavailable or circumstances to not allow the

indicated Interpreter to be contacted, please talk with a Grey Tavern employee to learn

what to do.



Part 3:

Question Rules

The instructions for these questions should be strictly followed.

1. Light Guardians (Hulda) CANNOT ask a question or interpret a Bixi’s

answer for a Dark Guardian and a Dark Guardian (Ya’qub) CANNOT do so

for a Light Guardian.

2. If either Guardian is not present, that Guardian should be contacted so he or she may

answer the question and interpret the answer as directed in each question’s instructions.

3. As Bixis are usually the Prophesiers for these questions, each Bixi needs the opportunity

to Prophecy. Guardians should NEVER treat their Bixis as a group when doing these

questions. They have to treat each Bixi individually and must pose the questions to each

Bixi individually and interpret each of their responses individually.



4. Guardians do not need to wait for the other Guardian to ask all the Bixis their questions

before asking their own. Especially if a family or group has many participants, Guardians

should move through their questions at the same time to help things move faster.

Part 4:

Repeat this question process with each Bixi present that you are the Light or Dark Guardian

for.

Step 4- Visit all four Locations

Once the Hakim abilities have been read and questions completed for each Bixi, the Guardians

may continue to the next clue that leads to the next location. The clue is accessible through a link

found on the Thank You for Submitting page on the form.

The clue pattern goes as follows:

● Location 1 = Riddle

● Location 2 = Map

● Location 3 = Map

● Location 4 = Riddle

For the map, we recommend comparing the map to a map of your local area.

If you need help, please call The Grey Tavern. We’re happy to provide some mystical advice!

The Character Hunt is nearly complete when the Guardians and Bixis have visited all four

locations, read about all 8 Character Hakims, and answered the 8 questions for each Bixi.

Step 5- Return to the Grey Tavern

The last step is to return to the Grey Tavern. There the Bixis can receive their Totems, indicating

that they’ve begun learning the Hakim of the Characters their Guardians have gifted them.

The completion of the Character Hunt gives Guardians and Bixis all the abilities and tools

needed to play all games for ages 4 -12.



Guardian Actions throughout the Character Hunt

Throughout the Character Hunt, Guardians may use their powers to make things more

interesting or hard for their Bixis.

Light Guardians (Hulda)

The powers of the Light Guardian are up for interpretation in this game based on the Light

Guardian description above. But some light guidelines are as follows:

● The Light Guardian affects the world in a physical manner. The elements obey herl. If

she wishes it to be night time, it is night. If she wishes the adventure to take place in a

lush valley or at the peak of a volcano, that is where they are.

● Light Guardians can give boons their Bixis. If they encounter something hard and they

are struggling, she can gift them a sword or other tool or gift appropriate for the situation

to help them succeed.

Dark Guardians (Ya’qub)

The powers of the Dark Guardian are up for interpretation in this game based on the Dark

Guardian description above. But some light guidelines are as follows:

● The Dark Guardian is the great and grand protector of the Realm. This means that justice

for wrongdoing must be answered or else evil will creep in. This means that, if the Dark

Guardian chooses, he may set a Bixi’s sight on a grander goal. For example, the Dark

Guardian might say that Bixis must act in a kind and helpful manner to all creatures they

may encounter on the Character Hunt. Basing these goals on what Bixis are currently

learning within the home is always a good path.

● If any goal set down by a Dark Guardian is disobeyed or if there is any form of

misbehavior, the Dark Guardian- as the warden of the Realm- should present the Bixis

with a challenge. Dark Guardians have power over all Grand Symbiotes (the animals of

this Realm). So, the Dark Guardian may place a curse such as “Eagle Hunted” on one or

more Bixis. This may cause an enemy Eagle to appear as the group travels from location

to location that Bixis must figure out how to overcome, avoid, etc. The scenario or

encounter is up to the Dark Guardians imagination and discretion.

Other games will have more specific abilities that the Guardians can use, but their abilities for

the Character Hunt are up to their imagination as it pertains to the guidelines.

Global Grey Tavern Rule

Due to the structure of Grey Tavern games, Guardians and/or Bixis should NEVER change game

rules to make things easier or harder for players unless areas of adjustment are specifically

mentioned in a game's rules.

Grey Tavern games not only provide educational material through their games that would be

dampened if rules are changed, but would also be unfair to other players. Many, if not all, Grey

Tavern games, provide opportunities for unlockable items, creatures, abilities, etc that are



cross-compatible with the majority of Grey Tavern games. If rules are made easier or harder this

robs ultimately from each player’s achievements and ability to achieve in comparison to other

players in the local area.


