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You will need:
*Pens or Pencils
«Paper
«Candy Land™ card set
with special cards and
“double-colour” cards
removed

*Friends
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Name your character.
Choose a profession
(Woodsman, Healer, Priest,
etc) and a descriptor (Big,
Agile, Studious, etc) for your
character.

Write these on your paper.
Profession is associated
with Primary colours,
descriptor with Secondary
colours. These associations
are used when narrating
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The Game Master sets the
scene and flips a card.
Players choose who takes
the card and narrates
their character's action.

Warm colours (red, orange,
yellow) are good results.
Cool colours (blue, green,
purple) are bad. A player
may only have one of
each colour.Once all
players have a colour,
those cards are discarded.
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GM describes a goblin
attack and flips a red card.
The big huntsman takes
the card and narrates his
character's counterattack.
GM describes the goblins'
reaction and flips a purple
card. The scholarly priest
takes the card and
narrates his character
getting trapped while
trying to find a language
the goblins understand.
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