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e: Human, Animal, Undead, Elemental, Elf, Golem, Alien, Robot, Mage, Warrior, Inventor, Investigator, Gunslinger
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i nsequ ence (or rjefuse Major negative consequence)
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e t'wér'ds among a substantive, an infinite verb and an adjective
all of them in any order

, Dance / B: Tavern, To Kill / C: Madman, Cruel / D: Wet, To Steal
~ Sce PC in a little lake to bath, yet wet they see thieves steal their possessions.
Y Eﬁ g tracks or helped by captured thief, PC reach an abbandoned tavern,
Inside a mad-man with all PC possessions tells of treasure underground, only if they dance for him
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d hidden there is the Dragon's lair with his treasure. (hidden chains, prisoner of madman, PC are his lunch but he promises prize



