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WHAT MUST THE
PLAYERS
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ACT1

DESCRIPTION - WHAT DO WE EXPECT AND HOW IS YOURS DIFFERENT?

INTRO GOAL

INTRO ENEMY
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INTRO SITUATION

ACT I
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WHAT DID YOU
SEEDr?

ADVENTURE TEMPLATE
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DESCRIPTIVE CHARACTERISTICS

FACIAL FEATURES SPEECH PATTERNS BODY TYPE EQUIPMENT
SIGHT SOUND SMELL TOuCH
EMOTIONAL STATE HAPPY SAD ANGRY
BIOGRAPHY

NEMESIS, VILLAIN, HENCHMEN SHEET
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COMPETENCE LIKABILITY PROACTIVITY
WHAT MAKES
THEM COOL?
QUIRK EQUIPMENT
ESIRE - FEAR
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DESCRIPTIVE CHARACTERISTICS

FACIAL FEATURES

SPEECH PATTERNS

EMOTIONAL STATE

PLOTTER NPC DATE



r DID YOU SEED ANYTHING WITH THIS NPC?

FODDER NPC CARD
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r DID YOU SEED ANYTHING WITH THIS NPC?

FODDER NPC CARD
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MASTER PLOT ADVENTURE OUTI
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