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Vision 1
The Return

In the rings of Saturn a Sapian space station waits. Waiting to give the com
mand to proceed with the final docking of two motherships. The massive crafts slowly
make their way to dock, connecting and smelting with the space station, Zeusiam. The
rings are colorful and the many small space stones seem to have no effect on the

station. They melt away as they hit the surface. Saturn is large and the many gases are

glimmering when viewed from the station. The motherships are very

over fifty thousand Sapian. There are five thousand
Sapian aboard each mothership. There are only two £
families, or Credans, returning to play this round ¢ £¢
their beloved game. Five-thousand is the appro®
mate number of Sapian for each Credan. Ther
are thirteen Credans total. There are a small
group of representatives from each of the
Credans present just to watch the game. Th
are returning to Zeusiam to play Pyramista

There are a total of thirteen space
stations, one for each Credan. Each station .
named after the main Credan that occupies ti
station. The host Credan this time are the Zeu.
Every station is in a Solar System near a planet
which is playing Pyramista and this time the plane.
is Earth.

Small crafts are traveling to Earth from the station,
mostly players and members of the different Credans. The
Sapian are so highly advanced that they can travel anywhere on
Earth. The humans can’t detect them. Their technology is so advanced that
they have devices to make there crafts or any Sapian invisible. The devices are not
flawless and can malfunction at any time.

The Sapian are feeling playful as they travel around Earth, flying over all the
major cities. They are excited for Pyramista to start. It has been many years since they
have played the game here on Earth. They are making their way to the Great Pyramid.
Deep under the Pyramid lays the Great Chamber where Pyramista is played. The
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humans can not see or hear the crafts as they buzz around Earth. One cratft is flying
over a remote countryside when one of it's cloaking devices fails for about ten seconds.
Two humans are working in a field and see a flash of the craft. “Did you see that?” one
of humans says, looking frightened.
“I don’t know. | think is was a UFO,” says the other. Just another UFO sighting.
There are always more sightings when the Sapian return. It doesn’t happen often, but
it's alright because it can be used for playing Pyramista. The Credan playing the
game this time are the Zeus Credan and the Aphodite Credan. The Zeus
Credan are the points leaders. This could be the last round and
Pyramista will come to an end. As the Sapian slowly make
their way to the Great Chamber, there is great anticipation
and excitement. Everyone is celebrating as the chamber
.00V ZLWK VSHFWDWRUV $ FUDIW
Great Pyramid and decends down into the chamber.
As the craft touches the Pyramid, it seems to melt.
The craft passes through deep into the Great
Chamber. It is Anatrona; she is the main player for
the Aphodite Credan and as she enters the noise
from the spectators increases. One more craft
moves through the Pyramid, signalling the arrival
of Adontris; he is the main player for the Zeus
Credans. The noise grows louder still as he moves
his craft into place next to Anatrona. The crowd goes
ZLOG ZLWK H[FLWHPHQW 7KH *UHDW
with craft lining the inner walls. Anatrona and Adontris
FUDIW DUH SRVLWLRQHG GRZQ LQ IURQ
projected holographic images appear all around the players; show
ing the humans in their everyday lives from different angles and in
different settings. As the Council members umpires take their places on both
VLGHV RI WKH ¢HOG WKH FURZG VWD® W R XX KW RRIQQY
QRLVH VLJQDOV WKH VWDUW RI WKH JDPH $QODWURQ!
roars. Everyone waits as her move is calculated and then more cheers erupt. They mus
physically return somewhere on the planet so the moves can be calculated. A calcula
tion is set by making a human or humans react to a command made by the player.
Adontris makes his move and another roar comes from the crowd. There is a
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