A Bill to Increase Equity and Authenticity in College Admissions (NSDA)
Repeal the USA Patriot Act
Grant Citizenship to Dreamers
Domestic Rubber Production
Recognize Sovereignties of Canada and Denmark  

Leave NATO
A Bill to Establish a Federal Licensing System for Adventure Guilds (Attached)
Abolish the Death Penalty
Judicial Intervention for Sept. 1 Boat Attack (NSDA)
Post Warnings at Suppliers of Alcoholic Drinks 
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	BE IT ENACTED BY THE CONGRESS HERE ASSEMBLED THAT:
SECTION 1.	Establish a federal licensing system and federal department for adventure guilds, ensuring that these organizations operate with integrity, transparency, and accountability.
SECTION 2.	Definitions: 
Adventure guild: An organization that engages in exploration, trade, or other activities involving risk or uncertainty for the good of the general public.
License: A permit issued by the Secretary of Adventure (see below) to an adventure guild, authorizing it to operate in the United States.
SECTION 2b.      Licensing Requirements: To be eligible for a license, an adventure guild 
must:
· Be registered as a business entity in the United States.
· Have a minimum of five members, including a designated leader.
· Demonstrate expertise in a relevant field, such as exploration, combat, blacksmithing, magic use, necromancy, pyromancy, prestidigitation, tracking, spelunking, dueling, beast handling, warding, arcane arts, thievery, potion-making, invoking, thaumaturgy, conjuration, divination, enchantment, archery, transmutation, bladesinging, swashbuckling, eloquence, healing, creation, protection, summoning, weather manipulation, transformation, transmutation, magical transferrence, illusion, etc.
· Provide proof of liability insurance.
· Pay an annual licensing fee of $1,000.
SECTION 3.	Establish a new cabinet position called the Secretary of Adventure who will oversee the newly created Department of Adventure. These organizations  will have the authority to:
· Issue, renew, or revoke licenses.
· Conduct inspections and investigations of adventure guilds.
· Impose fines or penalties for noncompliance.
· Assign world-saving missions to ragtag guilds whose members include the following: A plucky, do-no-wrong leader; a cool, but emotionally-unavailable second-in-command; a girl who has a mysterious past, who is almost definitely some kind of princess; a big guy who is really just a softy at heart; and some kind of specialist who knows a whole lot about a very narrow subject like magic, or animal handling, or technology.
SECTION 4.	This legislation will take effect on “July 1, 2026” at which point All laws and parts of laws inconsistent with this Act will hereby be repealed to the extent of such inconsistency.


	
	


Introduced for Congressional Debate by Clash Valley IV tournament staff (which in this case refers to the organizers of the tournament and not a magical item that also exists called the “tournament staff” which has the power to force whoever it is pointed at to compete in a combat tournament).

