HIGHFOLK REGIONAL INFLUENCE POINTS

The following lists are the Highfolk region's Influence Points (abbreviated "IP"), and their uses in the region. Influence
Points are normally gained through scenarios, and are a way of keeping track of favors that others owe the hero. Some
influence may also be purchased with gold.

In addition to the uses listed below, certain events may have special opportunities for characters to use accumulated
Influence Points. Heroes may also pool influence to receive a better effect. Adventuring Companies receive additional
benefits with certain Influence Point uses. Influence points may be turned in during any Highfolk Regional as follows.

CHURCH OF EHLONNA
While not an overly religious people, the folk of the Fairdells do favor certain deities, most agricultural or nature-oriented.
Ehlonna is most revered of all, as her areas of emphasis mesh well with the lifestyle of the people in the Highfolk region.

1 Influence Point (purchase price: 40 gold)
e Lodging at the temple in Highfolk or Quaalsten for one scenario (lifestyle cost halved)
e Requirement for 3rd- or 4th-level spells to be cast, except reincarnate (see the Judge Guidelines for more

details)

3 Influence Points (purchase price: 160 gold)
e Requirement for sth-level spells to be cast, also reincarnate (see the Judge Guidelines for more details)

6 Influence Points (purchase price: 400 gold)
e Requirement for 6th-level spells to be cast (see the Judge Guidelines for more details)

10 Influence Points (purchase price: 1600 gold)
e Requirement for 7th-level spells to be cast (see the Judge Guidelines for more details)

FOLLOWERS OF THE SELDARINE PANTHEON
The elves are everywhere in the Fairdells, and their gods walk with them. Second only to the Church of Ehlonna in
religious followers, the clerics who follow the Seldarine can bestow gifts on the people of Highfolk as well (for a price).
General Note: Humans, Halflings, and Gnomes must pay one level higher to purchase these perks. Dwarves must pay
two levels higher. Half-Orcs may not purchase anything from this list. EIf Friend status negates this penalty (although Half-
Orecs still cannot use this list).

1 Influence Point (purchase price: 50 gold)
e Requirement for 3rd- or 4th-level spells to be cast, except reincarnate (see the Judge Guidelines for more

details)

3 Influence Points (purchase price: 200 gold)
e Requirement for sth-level spells to be cast, also reincarnate (see the Judge Guidelines for more details)

6 Influence Points (purchase price: 500 gold)

e "Elf Friend" status can be gained by any PC (except dwarves and half-orcs), allowing the PC to freely travel to
Flameflower (Influence cannot be purchased)

e Requirement for 6th-level spells to be cast (see the Judge Guidelines for more details)

10 Influence Points

o "Blf Friend" status can be gained by any dwarven PC, allowing the PC to freely travel to Flameflower
(Influence cannot be purchased)

15 Influence Points
e Entry can be gained into the Lands of the Tree for a short while (e.g., one scenario)
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GNOMISH CONSORTIUM OF MERCHANTS, MONEYLENDERS, MINERS, AND GEMCUTTERS
The gnomes are well regarded in the Highfolk region as the race with the most business acumen. The
Gnomish Consortium embodies that ideal. Having "family" seemingly all over the region, these wily gnomes
deal in goods otherwise hard to come by. They also are strong advocates of acceptance for all races (including

half-orcs).

1 Influence Point (purchase price: 50 gold)

e Trade license in Gildenhand (PC must also possess 4+ ranks in Craft or Profession skill that he/she is seeking
license for)

e Letter of introduction, useful for one scenario

3 Influence Points (purchase price: 200 gold)
e Backing of PC for Town Council position

6 Influence Points (purchase price: 500 gold)
e Consortium Membership (20% discount on all standard PH alchemical items purchased in Gildenhand)

GUILDSMEN OF THE HIGH ART
Arcane spellcasters are relatively common in and around Highfolk, and recently, they have decided to share
some secrets with each other. Even though it is somewhat cliquish and chaotic, the magical might they
collectively possess cannot be denied.
General note: All services are only performed within the town of Highfolk.

1 Influence Point (purchase price: 50 gold)
e Requirement for 3rd- or 4th-level spells to be cast (see the Judge Guidelines for more details)

3 Influence Points (purchase price: 200 gold)
e Requirement for sth-level spells to be cast (see the Judge Guidelines for more details)

e Members of the Guildsmen will research a topic for you. After one day they report back on one topic
(Knowledge skill check) with all information available to them (DC 25 or less).

6 Influence Points (purchase price: 500 gold)
e Requirement for 6th-level spells to be cast (see the Judge Guidelines for more details)

HIGHFOLK TOWN COUNCIL
Known for arguing about everything under the sun and getting little accomplished, the Town Council still can be
considered an influential organization, if one knows the right people. One of the council's main tasks is the parceling of
land in and around Highfolk Town.
General Note: These points may also be spent on political campaigning. They may only be spent at interactives or divectly through the
Wisconsin Triad. All land purchases ave subject to approval.

1 Influence Point (purchase price: 50 gold)
e Business license to operate in the Town of Highfolk

3 Influence Point (purchase price: 200 gold)

e Additional requirement to purchase a plot of land outside the Town of Highfolk (land for sale by the Triad
only)

6 Influence Points (purchase price: 500 gold)
e Additional requirement to purchase a plot of land in the town's Poor District (land for sale by the Triad only)

10 Influence Points (purchase price: 2000 gold)

o Additional requirement to purchase a plot of land in the town's Merchant District (land for sale by the Triad
only)

15 Influence Points (purchase price: 5000 gold)

o Additional requirement to purchase a plot of land in the town's Temple or Elven Districts (land for sale by
the Triad only)
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KASHAFEN TAMAREL, LORD OF THE HIGH ELVES
The leader of Clan Shandareth has a long reach, and it extends throughout the Highfolk region. He is regarded as the
noblest of all elves, and his word commands respect and order. Note that Influence Points with the Lord of the High Elves
cannot be purchased; they must be earned through interaction. Kashafen's influence may also be used for favors from the
Followers of the Seldarine Pantheon.
1 Influence Point

o "Blf Friend" status can be gained by any PC (except dwarves and half-orcs), allowing the PC to freely travel to
Flameflower

3 Influence Points

o Admission to the Elven Court at Flameflower for one event (for non-elf (except dwarves or half-orcs) PCs
only; elves and half-elves can do this if the situation warrants it without spending IPs)

e May freely come and go in the Elven Court (for elf and half-elf PCs only)
o "Elf Friend" status can be gained by any dwarven PC, allowing the PC to freely travel to Flameflower

6 Influence Points
o Racial representative to the Elven Court; a non-elf PC (except dwarves or half-orcs) may come and go freely

10 Influence Points
o Racial representative to the Elven Court; a dwarven PC may come and go freely

MERCHANT GUILDS OF HIGHFOLK
The various merchant guilds spread out in Highfolk and the Highvale. They see much of the activities of both common and
uncommon men and women. Merchant guilds may also allow the use of Influence Points to buy certain items at a lower
price (such cases will be noted in specific events).

1 Influence Point (purchase price: 50 gold)

o Perfect Gather Information skill check (all information available on subject is learned); can only be used in
Highfolk or Verbeeg Hill, and one day must be spent in town

3 Influence Points (purchase price: 200 gold)
o Trade license (PC must also possess 4+ ranks in Craft or Profession skill that he/she is seeking license for)

6 Influence Points (purchase price: 500 gold)
o Backing of PC for Town Council position

10 Influence Points (purchase price: 2000 gold)
o Guild Membership (20% discount on all standard PH goods purchased in Highfolk)
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PATRON'S GUILD OF NOREBO
The Smiling Halls of Good Fortune smile upon those who give generously at their worship services - the dice tables and
other games of the gambling halls in Verbeeg Hill. The High Roller (high priest) is very wealthy as a result; and with
wealth, comes power.
General Note: These points may only be spent during a module. None of the benefits are permanent. All benefits must
be gotten in Verbeeg Hill.

1 Influence Point (purchase price: 50 gold)
e 1 Fortune Lotto Ticket (may only be purchased at specific events)

3 Influence Points (purchase price: 200 gold)

e Favor of the House - for one scenario, no "bad luck” will occur to you at the gambling table, and your games
will be blessed with "good luck" while you play (+2 sacred bonus to Profession (Gambler))

e Lodging at the temple in Verbeeg Hill for one scenario (lifestyle cost halved)

6 Influence Points (purchase price: 1000 gold)

e Lucky Nines - you are allowed one (and only one) reroll during one (and only one) Highfolk regional
scenario (Does not stack with other rerolls.)

10 Influence Points (purchase price: 5000 gold)

e Winner on Double Down - you are allowed one reroll per day of one (and only one) Highfolk regional
scenario (Does not stack with other rerolls).

MORDIANNA RELLEN-TAMAREL, MAYOR OF HIGHFOLK TOWN
The Mayor is an old adventurer herself, and still has a soft spot for heroes of renown. Note that Influence Points with the
Mayor cannot be purchased; they must be earned through interaction. Mordianna's influence may also be used for favors
from the Church of Ehlonna, Gnomish Consortium, Guildsmen of the High Art, Highfolk Town Council, and the
Merchant Guilds.

1 Influence Point
e Letter of introduction, useful for one scenario

3 Influence Points
e Personal backing of PC for Town Council position
e Writ of Investigation for one scenario (Subject to refusal)

6 Influence Points
e Life imprisonment sentence may be reviewed and possibly lessened

10 Influence Points
o Death sentence may be commuted to exile from the land.
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