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What You Wil Vieed:

- Two penci[s/ pens.
- j- wo notepac[s.

. pack 0][ cands.
- Seve’za[ c[ice ( optiona/) )

ﬂnt’zoc[uction:

y game ][o’z three p[aye’zs. Two p/aye’zs are contenders ][o’z the p’zivy Counci/, and the third is
t/te _/(ing.

- /4 contende’z wins a ’zounc[ é)y gaining ﬁve points a{u’zing t/ze ’zound. /4 contenc[e’z (s app()inted
to t/le /O’zivy Counci[ éy winning two ’zounc[s.

C/La’zacte’zs:

- The J(ing decides which character each 0][ the other two p[aye’zs will impersonate. ﬂ][ the
p/aye’zs /wwe an existing 7 (62.7 c/ta’zacte’z, t/zey may p[ag as t/wlt c/za’zacte’z insteac[.
Commanc[e’z ﬂzi[io: 7 /w commanc[e’z of t/Le /Qainéow pa[ace /4’zmy. Cwe[ to t/wse W/lo oppose




/zim, but kind to tke c/ownt’zoc/c[en.
Melena: The commander’s c[aag/ufe’z. On/y 17 yeazs old. The J(ing ﬁnds her naive
romanticsm ntuguing. . .

PBlendan the G’zeat: The court panter. Educated yet foo[is/t. The J(ing considers his impotence
a p[us.

LippLapp: A powerful wizard. Devious. His affable persona hides a murderous past.
Mistress Pain: The King's dominatrix. Cold, yet prone to bouts of anger. Despises the King
and is despised by everyone else.

Gwaph "Thiee Coins": An exceptionally fat, vich, and influential hobbit. Made his fortune
tuading with pivates. Only interested in the position for tax veasons.

Daltimduz: The chief of a dwarwen clan (before it was destroyed by goblins). Intelligent and
down-to-earth. Opposed to magic.

Seuffles: A hobbit wogue who conned his way into the King's court. Charming and dazing.

An expe’zienced adventu’ze’z, éut ignorant 0][ austocratie /méits.

}QOLLI’IC[ OIQ@.‘

 The contenders must st bond with the King over his favousite cad game, Snappleiack.
Euch of the thice plagers ave dealt a hand of foe casds

Ench of the thice plagers simuliancously plags a card.

I a contender plays a card higher in value than the other contendens, but lowet in valie than
the King's, they gain @ point. I the King plays a card both highet in valie than and the same
suit as a contendet s, that contender loses a point (if they have any).

Mfier the plagers have plaged thei casds they secretly add one of the played casds to thei
/wmc/, Aeginm'ng with Whomeve’z p/ayec[ t/Le [owest va[ue ca’zc{ and enc[ing with W/wmeve& p[ayec/
the highest valie card. The rext vound then begins, Weither contender plaged a card worth
ot thar the King's, the played cards ave discanded and cach plager diaws a new card from
the deck instead.

- Each contender has a special ability:

Commander Jeho may declare his aces to be any woyal card of his choice before they aze




’Z@V@Cl[@d.
_/J@[@I/la may swap W/l&lt@l/@’l ca’zc[ S/le &evea[ed th/l any ’zevea[ec/ qgueen.

/ﬂendan may c/ec[a’ze /lis numée’zed ca’zds to Ae any sutt 0][ /lis c/loice befo’ze t/zey aze ’zevea[ec/.
:ZL'QQZaQQ t’zac/es /wmc/s Wiif/l anot/le’z p[aye’z of /zis c/zoice whenever a two is p[ayed.

Mistress Pain may count any Ling t/zat angéoc/y p[ays as a two.

Gwaph may give a card to the King and be given a card by the King instead of playing a
card.

Daltimdur plays with his hand revealed and is dealt seven cards instead of five.

Seuuffles may draw a card from the deck instead of picking one of the thiee played cards at the

enc[ 0][ eac/t tuin.
- ﬂj[ t/lis ca’zd game c/oesn ’t appea[ to t/ze p/aye’zs, cmot/w’z game may ée p/ayec/ instead.

}QOLLI’IC[ j.WO.'

- The contendets must next enduse the intewview.

- Each wound consists 0][ the J(mg presenting the contenders with a question. The contenders
answez tn t/Lei’z own time, and may c[iscuss t/ze matter among t/zemse[ves and with t/ze J(ing.
The J(ing then decides who won the debate, *zewa’zc[ing whomeve is most inte/[igent and honest

to t/Lei& c/zamcte’z. ] /Le winning contenc{e& takes a pount.

Questions:

1) We muse whether our subjects may pay the Wezard s Guild for hody altering enchantments.
Shall 9 decree that it be so?

2_) Oz foes ate sp’zeading pe?zﬁc[ious wmous that we are /osing the war. _Mow shall this be
handled?

5) Imagine, for a moment, that the royal coffers are empty. What shall we do?

ﬂ O nep/zew s being wansomed again. How shall we ’zespond 7

5) Elves complain that our royal steel mills pollute theix woods. What shall we do?



6) A competent man is cavaluy captain, but an influential man demands the job be his. Should
it be?

Z Quest guers: should t/zey have to pay a minimum reward?

8) Al the dungeons aze full: what shall we do?

9) Ifwe were feverish, and gave you temporary authority ovet the realm, what would you do?
10) A young man stands outside claiming he's your dllegitimate son. What shall 9 tell him?
1) The ores are demanding full legal vights. What shall we do?

12) Swords: should they need a peumit?

15) We ave petitioned to provide consumer protection against cursed equipment. How shall we
enact this?

14_) Shall ou son mazty the claug/lte’z of a weak, f;ziend/g queen ot that of a stwong, hostile Ling?
15) Mercenaties: are they wouth it?

16) I magic s so gueat, why don 't wizards wle the would?

17) We are mulling whether to buy a pet diagon. Should we?

18) My sister's mariage is in three months. Mow shall we celebrate the event?

19) Should I lead from the front, ot lead from behind?

20) The voyal forests have been felled, and our foe has much timber. What shall we do?

21) Y the front wete to crumble, what should we do?

22) Destiny: is it for veal?

25) Do merchants or waziiors hold move power?

24) Why did you apply for this job?

25) Why should 9 hize you over the other applicant?

26) Where do you see gowsself in fie years time?

27) What is your biggest fear?

28) What is your greatest strength?

29) What is your greatest weakness?

50) Why s thewe a gap in your employment duwsing the 15th yeat of my reign?

51) What accomplishment are you most proud of?

52) What is the biggest mistake you ve made, and how would you avoid it in the future?

55) How did you hear about this position?



ﬂ W/zat wou/c/ you atm to ac/zieve c/u’zing the ﬁ’zst yeax of t/zis joé?
SLJ W/zat s your ec[ucationa/ éackg’zound /

ﬂ _/L/OW WOLL[J_[/OLL’Z [ast emp[oye’z c[esc’ziée yOLL.?

ﬁ How have you handled a c/ﬁcu/t situation?

ﬁ WOLL[J you WO’ZL Weekends?

ﬂ How would you handle an angy ot twate peasant?

ﬂ Have you ever exceeded a fo’zme’z emp/oye’z B expectations?
ﬂ Who do you think ate out competito’zs?

2 What motivates you.?

ﬂ Who was ot is your mentor?

ﬂ Mave you ever c/isagteec/ with your boss? W/ly?

ﬂ What makes you ang’zy?

46) Are you a leader ov a follower?

ﬂ What was the last book you read fo’z fun7

ﬂ What aze your hobbes?

ﬂ What makes you uncomfo’ztab[e.?

ﬂ How would you ﬁ’ze someéodg?

ﬂ What questions haven 't I asked you.?

ﬂ J t/u'nk t/wlt s a[[ we need to Lnow. ﬁefo’ze we enc[ t/Lis interview, c[o you /wwe any questions
you d like to ask?

}QOLLI’IC[ .7./1766:

- cfast/y, the contenders must prove theit cow‘zt[y talents.

- The J(ing presents the contenders with a word, and asks them to either write ot draw. ] /Ley
have one minute to pay /Lomage to the word Aefo&e Aeing juc[gec[ éy the J(ing. The J(ing
rewaids contendets ][o’z Aeing g’zacefu[ and twe to their chazacter. The WInning contendet takes a

point.



WO’ZJS :

Beautfz: wite
Honous: draw

M: wiite
Youth: draw
Death: write
Twuth: draw
War: write.

gmce: draw.
Wea[t/u wile.

/4ut/10’zit£i: draw.

M: wete.
:ZMZ draw.
Innocence: wite.
i@’fé‘ d’laW.
M: wte.
_ﬂz.’ c[’zaw.
Maiden: write.

l’/icto’zﬂ: c/’zaw.

Cast/e: wite.
Duel: dvaw.

S Wo’zc[: wite.

:bestinfz: c[mw.
ﬂnt’zigue: wite.
:banze’z: dvaw.

Poison: write.

5 nckantment: c[mw.



}Q ewa’zc[s ;

ﬂ][ t/ze lose’z (s p/aging a J&T c/zamcte’z, t/zeg awe executec[ g[ t/aey sco’zec/ no ponts. ﬂj[ t/ze

winnex (s p[aying aJ&T c/ta’zacte’z, t/wy ’zo[[ one c{ice per c/za’zacte’z /eve[. ] /Le contenc/e’z s
’zoya/ clients p’zovic[e them with the co’z’zesponc[ing gﬁ, 1olls exceec[ing 30 count as 30.

1) A tweatise on the political arts, worth 10 gold coins.

2_) A most rare and exquistte quartz brooch, worth 20 go/c[ coins.

5) A bottle of admirable elvish limoncello, wouth 50 gold coins.

1) A fine and slender walking cane, worth 40 gold coins.

5_) A set 0][ silver spoons, 0][ Khazanian manufactu’ze, woth 50 go[c[ couns.

6) A cwrious mummified skull, wouth 75 gold coins.

7) A most tim and cutting five-comered hat, wouth 100 gold coins.

8) A box of aged Phantogian cigazs. worth 125 gold coins.

9) A pair of genuine leather shoes, wouth 150 gold coins.

10) A most detailed and exact map of the Rainbow Kingdom, worth 200 gold coins.

11) A bottle of pungent perfume, worth 250 gold coins.

12) An aviay of most efficacious tinctuzes, worth 500 gold coins.

15) A pouch of exotic spices, worth 400 gold coins.

11) A pinch of salt, worth 500 gold coins.

15) An hookah of otiental design, worth 625 gold coins.

16) A velvet tapestyy commemorating the Sattle of Saldeen, wouth 750 gold coins.

17) Aroguish cloak and a most fashionable dagger, wouth 875 gold coins.

18) A most skilfully cawed bust of His Royal Highness” prize hunting dog, worth 1,000 gold
cons.

19) An emewald of most ingenious enchantment. Makes the swallower immune to all magic
while it is being digested. Takes about an hout to have any effect, and lasts until the subject next
vests. One c/mge. Wouth 1,250 go/c/ couns.

QL) A esoteric seroll confiscated ﬁom an infamous and ][a/se—c/ea[ing lich. Summons an TR
20 imp ][O’Z one /Lou’z W/Len ’zeac/. .7 /Le imp can ﬂy, /Las a2+0 mngec/ ﬁ&e attack anc[ can



communtcate te/epat/zica//y. Ohe c/la’zge. Wo’zt/l 1,500 go/c/ cons.

22 A potent concoction 0][ mountain toot/z, pink c/’zagan sca[es, and Ayd’za s mi/k. iboub/es t/ze
imbiéets cuwrrent constitution and Wiza’zc/’zy ( up to tll@i’é maxumum ) v/ /vzee c/oses. gac/l c[ose
takes a round to diink. Worth 1,750 gold coins.

2&) A t’zu/y well-written and considered manual. gives the veader a talent 0][ theit choice. One
use. Wo’ztk 2,000 go[d cons.

2i) /4n azeane tome ][L[[ec/ witk a[[ mannex of spe[/s. /4[[0% t/w ’zeade’z to /ea’m one spe[[, tke
/eve[ 0][ W/lic/z (s equa[ to t/le [eve[ 0][ inte[[igence c/wck they make. Ohe use. Wo’zt/z 2,500 go[d

cons.

2i) A most queet contraption, t/le opetation 0][ W/liC/l switclzes t/ze user s att’ziéutes /zoweve’z t/ley
Wis/z. Ohe use. Wo’zt/l 3,000 go/c/ cons.

21) A usual eloak which may tender the weaz invisible once per Jay. /Qec]ui’zes ﬁve Wiza’zc/’zy to
weazs. Wo’zt/z 3,500 go/c/ cons.

2i) An owmate si/ve’z tongue W/zic/z, w/zen inse’ztec/ in one s mout/z, a//ows one to speak any
/anguage. }Qequi’zes ﬁve Wiza’zd’zy to use. /] /ze operation is i’z’zeve’zs[é/e. Wmt/L 4,000 go[d comns.
2L) A eevie suit 0][ armout once c[ormed éy t/ze Ske/eton p’zince, W/Liclz p’zovides armour equa[
to your current constitution. /Qequi’zes 10 sttengtﬁ and wizatd’zy to weat, and lowets your c/exte’zity
ég][ive. WO’Zt/l 5,000 go[d couns.

2&) A most vita/ising anc/ nvigorating amu/et w/zic/z, w/zen c/’zapec/ aéout tlze neck, increases
one s Wiza’zc/’zy ég one s level. ’Qequi’zes 10 Wiza’zd’zg to wear. Worth 6,000 go/c[ couns.

2&) A cap whic/z, mi’zacu[ous[y, allows t/w weazer to g/impse t/ze immediate j[utu’ze. ,Qequi’zes 15
wiza’zc/’zy to wear. Worth 8,000 go[c/ couns

SL) A pat 0][ greaves W/lic/z, most Wonc[’zouslg, a//c)w tke weazer to st’zike twice tin éatt/e eacll
wound. ,Qequi’zes 25 Wiza’zc/ty to wear. Worth 10,000 go/c[ couns.



