
GRM6-IN1: ConCarolinas

Mound of Trouble

A Two-Round D&D® Living GreyhawkTM 

Gran March Regional Battle Interactive

Version #1.3
by Michael Gellar and Greg Gershowitz
Reviewers: John Richardson, John Freeman, Dennis Waltman
Playtesters: Sean Williamson, Darlene Weepie, John Auvil, Jeff Orsborn, Keith Weepie, Caleb Foth, Keith Bailey, CG Nobles, Karol Barrick, David Swindell, Daniel Garrett.
The allied forces of Geoff, Gran March, Keoland, Bissel and the Yeomanry were victorious in a final, massive assault on the giant-held city of Gorna.  However, it was not the force of the gathered armies that broke the backs of the Giants. The new chaotic faction has a back door into the Gran March, which is seen as a threat. The mission is to close the door permanently without causing diplomatic strains. A Gran March Interactive adventure for APLs 2-10. Note: Particular interest to Gran March Military, Syrloch, School of Hard Knocks and Dimwood Elves. Strongly recommended for Military PCs.

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and record-keeping after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Keep in mind that you must have at least four players (not counting the judge), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Playing the Game






Instruct the players either to prepare their characters to participate in the adventure before the session begins, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the judge) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the judge can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Tracking






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and judge fill out the RPGA Tracking Sheet.  The judge should complete the top of the form and list his name and RPGA number.  The players should each list their name and RPGA number.  After the form is filled out it should be given to the Event Coordinator.

Living Greyhawk





This is a Living Greyhawk Adventure.  As a Living adventure it is expected that players bring their own characters with them.  If players do not have a Living Greyhawk character generated, get a copy of the current Living Greyhawk character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a Living Greyhawk character, play can begin.


Along with the other materials discussed in the Preparation section above that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the Living Greyhawk Gazetteer.

Living Greyhawk Levels of Play



Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc.) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC may gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character will receive only one-half of the experience points for the adventure.  Further, if the PC is three character levels or more lower than the APL at which this adventure is being played, that PC will receive one-half gold for the adventure as well.  This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


Note: Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find difficulty with the challenges in a Living Greyhawk adventure. If a group is APL 1 there are two things that the group can do to help even the score.

5. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

6. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.

Time Units and Upkeep




This is a standard Two-round Regional Interactive adventure, set in Gran March.  Characters native to Gran March pay Two Time Units per round, all others pay four Time Units per round.


Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.


A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

For the last five years, giants have occupied most of Geoff.  Most of the Gyri that survived the initial invasion were pushed to the far eastern border of Geoff to Hochoch.  The survivors managed to establish a final front that has held for five years, due in large part due to the Army of Retribution that has occupied Hochoch during these years.  In the last two years, the displaced Gyri have gone on the offensive and have made a concerted effort to dislodge the giants from Geoff.  The city of Gorna, former capital of Geoff and presently held by giants, has been attacked twice by the allied forces of Geoff, Gran March, Bissel, the Yeomanry and Keoland.  

On the second day of the final battle against the giants in Gorna, the Brennin emerged from a fey portal in the Longman leading a small number of adventures and thousands of Fey. The Fey broke the back of the Giants. Upon the capture of Gorna, Gran March was ordered to leave the soil of Geoff. 

Over the last few years, Geoff’s strongest ally has been Gran March, but the relationship between the two countries has been strained at times.  Over a year ago, the Commandant of Gran March demanded Hochoch and the surrounding area as payment for the sacrifices Gran March has made on behalf of Geoff.  The Commandant threatened to pull out of the war with the giants if the Regent of Geoff did not comply with the demand.  The Regent complied with the demand and the Commandant then gifted the land to the Knights of the Watch, which the Gyri trust even less than Gran March. While the Commandant has since reaffirmed his commitment to the people of Geoff and Gran March military did remain to drive the giants out of Geoff.  The Gyri and even some Gran March citizens posses substantial doubt about in the integrity of that commitment from the Commandant and Gran March military.

While Knight Colonel Bauldwin was grousing about the treatment the Knights of the Watch were receiving from the Gyri for their help in the Battle of Gorna and reflecting on how the Fey not only emerged from the Longman but emerged is such numbers brought to mind the failed attempt of a Pride Sergent to close such a mound in Gran March.

The Fey mound is from GRM04-04 Justice!, Part 4 of the Freeband.

Upon quiet discussion with other KCs at a year end upper echelon party, the KC’s decided that this mound did indeed required a more concerted effort to close. This resolution was placed before Chancellor Housemann.

Chancellor Housemann, seeing the threat ordered that it be handled. However, not wanting to stress the relations with the Gyri who have made new ties to Keoland and while handling the problems with Haradaradah, the Rushmoors, and the rebuilding of Shiboleth to name a few, has asked that this be kept quiet and preferably a military mission. He has also left the Commandant out of the loop to give him some deniability for when Geoff finds out.

The Fey, who have enjoyed their influence upon the Mortals, and having had an extended stay after the Final Battle of Gorna have decided that they would like to extend their influence and visit other countries. The Gran March mound, though small upon this side, has been opened and expanded upon on the other side by the Fey.  Now both the Seelie and Unseelie have access to Gran March. 

However, not all Gran Marchers would support the removal of the Fey, also many of the Gyri have made new lives that have them in Gran March on a regular basis. Even a small military group may attract the attention of the untrusting. These people may choose to warn the Fey, Fight the Gran March, and or bring word to the Brenin of Gorna.

Adventure Summary

Gran March Chancellor Housemann has ordered that the portal to Fey be removed from Gran March.  He has also ordered that attention not be brought to the mission, as he does not want this to become a major engagement nor a political struggle with Geoff. Therefore, the mission will not be a full battle, but comprised of two groups each lead by a Lt. (there maybe other Lts. That are sent as advisors.) This is track 1 and the primary Track, APL 2-10, all characters of 13th or less.

The second track will be for those that are against the Gran March and removal of the Fey mound. These groups will have the trouble of finding out about the mission plans, warning the Fey, and bringing the news to the Brenin. They may even assist in the battle against the Gran March. (Note: There are two Gran March groups going in, PC and NPC) APL 2-10.

Intro: Mustering for Tracks

The flow chart below is for mustering for the BI to determine where the PC starts. (See Below.) 

This will be an actual part of the BI, as there are several factors that will need to be address as players are mustered into there groups. The primary issue is for Track 1. Track 1 is a covert military mission. Normally the Gran March does not allow non-military to join in these, but since it is being called a training mission, non-military will be allowed under the following restrictions.

1. That they want to be there and want to willfully participate. This is a voluntary training mission.

2. Active Military does not need to expend IPs to participate.

3. Any Dim Wood Elf will be assigned as a scout for the ‘training’ mission due to it occurring in the Dim Wood and their Alliance with the Gran March. They do not need to expend IPs.

4. Retired Military will be reactivated, therefore are considered Active Military and do not need to expend IP’s to participate.

5. Foreign Military that is in alliance with Gran March (Keoland, Bissel, PoU, and even Geoff) will be included at the cost of one Military IP from any of the aforementioned countries or Gran March.

6. Mercenaries (all others) will be included with the cost of one GR Military IP as long as they have a GR Military person there to vouch for them. It will be 2 IP’s for an unknown.

7. As a ‘training mission’, those that are well known in the community will be expected to use their influence to observe or participate. Thus, any nobility, Lord, Lady, Master of Syrloch or any other school will need to expend an additional IP from the Commandant, Barron, Elector, or any Gran March Military Influence Point. This cost is cumulative with the previous costs.

8. Any Officer that is wanting to join as an advisor to this cushy ‘training mission’ will need to expend an IP point for this vacation from their required duties. An advisor position means that they will be under the command of the mission leader. This cost is cumulative with previous costs.

9. Any Military personnel may use his own IP to help a comrade join the ‘Training Mission’.

10. Any that do not fall into this category are placed into Track 2.

Note: All IP’s used to gain access to the training mission are not included into the total of the BI Score Card.

Script for mustering Tracks:

Character Record Sheet, left hand side,  should be filled out by the Player prior to this.

“Paperwork?” 

Once you get their Character Record Sheet, check to see if it has been filled out. (If not, hand it back to them. “Back of the line. Next.”)
Are you volunteering to join this Training Mission?

(If they say ‘NO’: “Thank you for your time. You are dismissed. Next.”) Hand them back their paperwork.

Look at their card. If they are military or dimwood elf continue on to “Those accepted into the mission” below. 

If they are Retired Military. “You are reactivated to your previous rank.” And continue on to “Those accepted into the mission” below.

Military Affiliation? (IP’s will be figured out to join mission if they are not Gran March Military. If they do not want to spend the IPs: “Thank you for your time, Dismissed. Next.”)

If they do not have Military IP’s to join, or do not have a friend to use them for them, (“Back of the line. Next.”)

Any player that does not have the IP’s or a friend that wants to combat the fey will have Military IP’s spent for them from one of Mike Gellar’s PC’s. (Pool of 27 IP points.)

Those that are accepted into the mission:

Do you know what happened at the last battle of Gorna? (If they say NO, send them to the back of the line, hand them a Rumor Handout.)
If you were to find a portal to Faerie, would you want it closed after seeing or hearing of the final battle in Gorna?

How much of your military influence are you willing to expend right now to further your opinion? (The Influence points that are spent here are those that will determine the rewards for IP’s spent.)

Those not accepted into the mission:

They are Track 2.

Track 1

Encounter One: Mustering

This is where the newly minted LT. PC is in the room of PC’s, it is his job to establish order and muster the tables. He will have received orders, a map and knowledge of the NPC LT and their directives and orders. (See Attachments Below under Orders.)

It is the job of the new Lt. to muster the actual tables by APL and abilities.

“Attention. This is the newly minted Lt. _________. S/He requires all of your attention and respect. This is a military mission, and as the commanding Lt., they have the right to give orders. Failure to follow orders can result in a demerit.”

Turning to the Lt. “They are all yours, Sir. You have half an hour to brief your Platoon before the Knight Colonel would like you to move out.”
Encounter Two: “We are going on a Fey Hunt.”

This is the equipping of the Units. The extra information and equipment will be determined by the number of Military/Syrloch/School of Hard Knock IP’s the PC’s Spent in Mustering. The Lt may also add any information that he has gained form the reports he was given. 

From this point on the Lt in charge may call a halt of all tables to rest the night. However, any table that has continued into an encounter ahead of the Lt. will be considered lost till they come upon the final battle. They will continue through the rest of the encounters, and only if they state that they are waiting for the Lt or that they begin to search for the Lt, that they will then be able to reunite with the command group. This means, that if the main group rests, the other group will not have the benefits that the main group would be able to assist them with, including healing, dispels and so forth. If they search for the Lt., they will be reunited after the Lt’s group has completed the encounters that they have already completed.

The Lt. will be notified that there are missing short files, and the number of missing short files each time he stops the main group. To search, he must continue into the next encounter to catch up with groups that are ahead. 
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Encounter Three: Intro to Fey Riddles

PCs are searching through the woods trying to find the Fey… they are going to find the riddles that the Seelie Fey leave for people to call them out to play. At least one party must solve their riddle for the group mission to continue.

“After a week the darkness still surrounds your short file as you continue your search in the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

Spot Check: DC 11 for all APL’s for the box.

Spot Check DC 43 for the ball for all APL’s.  (Fine object+16, hidden by a base Thorn(+17 hide) that took 10 to hide it.

Search DC 30 to find the ball. They must check the square that is two 5’ squares forward, and one 5’square to the left from the square from where the box is located.

You see the glint of light off of metal 15’  to your left.

Continue when they approach.

Detect magic results in yes for the box only (conjuration school, divination school, and the abjuration school) The ball is a non-magical object, and if someone creates a ball of gold that is carved with the colt, they may put that in the box instead.  A craft Metalworking DC 20 is required. 

If the box is dispelled, caster level 20, they can move onto the next encounter. This is made by the glaistig Willekeurig that appears later in the mod.

Moving closer to the glint you see a small silver box upon the floor of the forest. It is roughly 3 inches long and 2 inches wide, by 1 inch deep. In the top of the box are three holes. Written on the sides are several words in a language other than common. There are also a symbol by each hole. 

Comprehend languages or language of the Sylvan lets them read the riddle on the sides: “One and One make?” 

The symbols on the top are numbers next to several small holes. If they can comprehend Sylvan, they read: “1, 2, 3”

If they pick up the box and search it, or search it for traps (DC 15) they will note that there is a worn etching of a Mare being covered by a Stallion on the box.

If they search the surrounding area Search DC 30: “You find a small golden ball that is the size of the holes.” Search DC 15 of the ball, “You see that there is a worn etching of a colt.”

The answer to the riddle is 3, if the ball is put into the correct hole, they will hear a chime and a giggle. (Full exp is awarded for this). They may keep the box and ball.

If they answer incorrectly or place anything but the ball into the hole, they will trigger a summoning for encounter 3 see attached APL dependent encounter.

Track 1 Encounter 3: Riddles 

Encounter Four: Intro to Fey Tricks

Note: The Lt. may call a rest before this encounter. (Do not tell him to do so.)

As the PCs continue into the forest the Seelie Fey begin to play their tricks upon the party. These are misleading tricks, misinformation, non-lethal but may have effect on where the party approaches the mound.

“After a couple of hours the darkness still surrounds your short file as you continue your search in the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

See attached list and descriptions of APL specific pranks and jokes to play on the party.

Track 1 Encounter 4: Fly in the Zapper

Encounter Five: Intro to Fey Jokes
Note: The Lt. may call a rest before this encounter. (Do not tell him to do so.)

The PCs, no longer fun to play with will be given a way to find the mound with the warning that unseelie are not as much fun.

“After a couple of hours the darkness still surrounds your short file as you continue your search in the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

Spot check DC15:

You notice a small pool, and as if in a dream you see a Sword emerge from the water followed by a hand that hold the hilt and the lithe body that follows. Her features are beautiful as she emerges to her waist and drops the sword back into the pool.  She turns towards the party. She doesn’t seem aggressive. From just out of weapon reach she looks your party over with her big green eyes and a frown as she crosses her arms in front of her.

Knowledge Nature DC16: Glaistig Fey 
If the party does not spot her, tell them they hear a voice from their right side and read the prior description.

“You don’t know how to play, do you?” she seems to be tapping the water, as if perturbed. 

“Gyri are more fun, you know?”

 “Do you have any gifts for me?”

(Note: failure to gift her, results in no gifts for the party, i.e. a way to find the mound.)

If asked about the Rules:

“You must learn the rules as you play, there is no other way.”

If asked about the Gyri:

“There was a big battle; we got to come here for awhile. We like playing here, tehe.”

If asked her Name: 

Her big eyes blink bambi style “Are you not a bit big to try courting me? Tee-hee.” She bats her eyes and bats come out disappearing into the canopy of the trees.

If asked about the Mound:

“It is a stinky and boring place now and stinky unseelie are there.”

Why they can’t find the mound:

“It moves from those that are not of the fey that search for it. It finds those that do not look for it.”

If asked about the Unseelie:

“They are badies; they play mean tricks and are no fun.” She finishes with a raspberry.

Where the mound is: 


Not given a gift: 

Why should I give you something, you’ve given me nothing, meanie.”

Given a gift: 

I can give you a way to find it, you want it?


If they answer, Yes: 

You see her sink back into the water only to reemerge moments later struggling with an ornate box that is dragging her to the surface. She laughs as she lets go of the box and it swims to the shore. It walks out as a giant tortoise would and stops in front of the party opening for them to see inside.

If some of the characters have given gifts and others have not, the box will allow those that have given gifts to retrieve items, up to the number of gifts given. If a character has not given a gift, and sticks anything into the box, the box animates teeth, bites down, and does 1d10 damage. The teeth are considered adamantine for purposes of DR. If the box is attacked, it will retreat into the pool never to return. (STR 30, HP 500, DR10/-).

When the party looks at what is in the box:

You see a fishbowl to be placed on ones head, a pair of glasses, a pair of party antenna, a bright colored cloak, a clip on tail, and two massive shoes.

They all detect magic, however, the schools are unknown…this is a fey module.

She speaks again: “Put them on, tee-hee, you will see the mound.” And then disappears below the water. 
She has left to go back to Faerie, not to return to this mod. (Swims away after the gifts are given, remember the pool is a portal.)

Things given to PC’s so they can find the way to the mound. If the PC’s put these on, they can see the Mound in the distance. They will not be able to take these off for the rest of the BI. There is one of each of the items listed above. The items do not affix themselves immediately, it is best to ask each player what they put on. If a player(s) state they will wait to see what happens to the others, then have the item(s) affix themselves to those players that are already donning them.

Fishbowl for their heads: They gain water breathing. 20% spell failure added AC spell failure.

Antenna: +2 to listen, -2 Hide

Glowing Glasses: Meld into their Eyes, making them Glow. +2 Spot, - 2 Hide in lighted conditions, - 8 Hide in dark/shadow conditions. Pick color that does not go with PC motif

Cloak: When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

Tail: - 2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

Big Shoes: Prevents the character from running or charging as their feet increase to a size 30. However, they are no longer slowed by natural terrain and can walk on water.

Note: Any character that does not wear an item will have a 20% miss chance while in combat with fey. To put the item on is a full round action. This is cumulative with any other % miss chance they may occur.

Note about Multiple Items: If a character puts on more than 2 items, the character will shimmer out and reappear shimmering in another spot on the board. They have just spent a week in Faerie. (2 TU loss, 1 with Pixie Pal, 3 for Fey Foes.) 

Note on the Shoes: If two party members each put on one shoe, they have a 10% miss chance and can sort of make out the mound. One shoe is no longer slowed by terrain. The other shoe can walk on water. However, both have their feet increase to a size 30 preventing running or charging.

Note about Gifts: She will accept any gift that is given to her that is nifty, expensive, handmade, from the heart, or unordinary(song/dance/poem). However, if a distasteful gift is thrown into the pool, it will be returned to the giver with such force that it will do 1hp of damage. That character will not be allowed one of her gifts.

If she is attacked at anytime, go to town on the party with her minions. Don’t forget to scare the party with her ‘spells’.  See Correct APL dependent encounter.

Track 1 Encounter 5: Poolside

If they defeat her minions, they may find the box in the bottom of the pool, search DC 15 plus swim checks to get 20 feet.  This pool is linked to Faerie, therefore any party member that enters will loose 2 TU as they swim down and back up 20 times to find the original exit. If they are a Fey Foe, they lose 3 TU. If they have a Pixie Pal, they lose 1 TU.

If the PC’s hang around the pool for more than 10 minutes, the pool will shrink and disappear as if it never was there. 

Note: If the PC’s do not give her gifts, they may try and locate her pool again, and can do so until any table reaches Encounter seven. 

Encounter Six: Advanced Fey Jokes
If the PC’s begin to move toward the mound, an assortment of Unseelie Fey traps await them. These are ones that go boom, send someone to another place, trap them, and disable them. 

The Lt may have one group of scouts find a way through towards the mound and for the entire BI to move through. If they do this, they will be coming in almost single file, and all tables will merge on one table.  If they do so, use a trap from the highest APL present on the scout group, then have the lead DM read the mound episode below. 
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The Lt should figure to redeploy in groups to re-surround the mound. If they rest the night, Encounter Eight will be upon them in the night and the Mound will be modified so that their items no longer allow them to see the mound, thus the mission fails.

It is also allowable for the group to teleport, Dimension Door, or use some other magical means to reach the mound, this is allowed. However, if not all the parties use the same type of method, and approach from one direction, those parties on the mound continue with the encounter while the rest are left behind. 

Anyone that can move 500’ through the forest or above the forest, and can see the mound (is wearing one of the objects) is welcome to chase and engage it by themselves, use the top APL encounter to dispatch them.

Note: The Lt. may call a rest before this encounter. (Do not tell him to do so.)

If they approach from different directions, continue below:

After a couple of hours the darkness still surrounds your short file as you continue your search in the Dim towards the mound. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

“As you make your way along a Thorn appears from behind a tree.

Roll the dice behind the DM screen:

“He takes a wild shot with his bow and steps back behind the tree for cover.” 

The Thorn is a Major Image, which has an 80’ proximity trigger. Once it steps behind the tree it disappears. When the PC’s make their way to where he fired from, they will discover a bow leaning up against the tree.  See APL dependent trap encounter.

Track 1 Encounter 6: Traps and More Traps

Encounter Seven: Advanced Fey Tricks

Note: If the Lt did not trigger the Mound Episode, he may rest up to 5 days and still report in on time at this point. (Do not tell him to do so.)

The PCs begin the assault upon the mound, the problem being that the Unseelie tricks are more about how they can hurt you in new ways…

Mound Effects while standing on or over the Mound only:

1. All Conjuration spells and effects are at minimum caster level.  Also, all variables for Conjuration spells are minimized.  (For example, a Cure Serious Wounds will do 3 (3d8 minimized) +5 (minimum caster level) = 8 points of healing). 

Mound Effects out to one map away from Mound:

1. All attacks have a base 20% miss chance unless the PC is wearing one of the Glastig’s devices.  The Fey and their creatures are unaffected by this.

The darkness still surrounds your short file as you continue moving towards the Mound. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.

At a distance you can see light, spherical in nature, and quite wide, maybe a hundred feet, too big to be one of the great trees that has fallen. In the center you see the bottom portion of what appears to be grey dirt piled up above the tree canopy. 

Read when the party moves towards the light:

As you approach, you notice this opening of light is new.  There is no growth of shrubs and small trees, and vines are not present. It seems odd that there are no fallen trees or trunks to tell of where the mighty oaks may have once stood.

There is a low rumble and X number of figure(s) appears at the top of the mound.

See appropriate APL dependent encounter.

Track 1 Encounter 7: The Killing Fields
Encounter Eight: Advanced Fey Riddles
The battle continues as more fey come to resist the attackers. We will be using the Poolside encounter, as the Glaistig who gave the gifts for the PC’s to find their way into Faerie are now attacking the mound. The Glaistig does not want the mound destroyed, so she sends her minions while she goes to find a special surprise… the badger.

Track 1 Encounter 8: Poolside 

When two tables have beaten their Encounter 8, the next encounter is triggered.

Track 1 Encounter 8 Special: Was That A Badger?

Once the Badger is defeated, the fey no longer want to play with the PC’s and wait in Faerie for them to leave.

The PCs have to figure out how to destroy the mound once they reach it and defeat the Fey. The mechanics maybe simple if there were enough IP’s spent to get the information, however there will be a force that is waiting there to defend the mound. If they have not spent enough IPs, then they will need to figure out how to destroy it…

The mound is considered to be under the affects of Faerie. Anyone on, above, or below the mound will be affected. Any spells or attack generated from the mound are also under the same effects and do not diminish once they leave the area. 

In Freeband, the cold iron buried in the mound made it a possible for the portal to exist, so the heros will need to remove the cold iron from the mound or melt the cold iron so that it becomes forged (hot enough to melt the metal.)

The goal is to remove the cold iron from the mound, this release the mound’s magic, it is the structure of the metal that allows the portal to exist. Without the cold iron, the portal would be just a quick break between the two dimensions.

Mechanics of this are: 

A PC can move to the mound and can search a 5 foot square per round.  If there is cold iron in that spot, they will find it and the cold iron can be removed since the mound is loose rubble and dirt. Searching is a move action, removing the cold iron is a move action.

Heat Metal will affect 30’ radius. 

Fireballs follow unattended objects rules. 

Cold Iron 60 hp and Hardness 10 per 1” per 5 square feet.

Encounter Nine: Character Goes Down the Hole.

Note: the title should be said in the voice of Daffy.

If a character is brave or stupid enough to jump into the portal of the Mound that enters Faerie they are transported to a random place in Faerie. 

As you jump into the portal that these chaotic monstrosities have been emerging from the world seems to swirl around you and change. You find yourself in a room that has thousands of steel levers  that are identical each with a note that says ”Pull” in common hanging above them. The walls, ceiling and floor are solid stone.

Please either tell me how you will get out or pull one of the 10,000 levers. Tell me the number.

If they have some magic that will allow them back, let them use it. If not, once they pull a lever read the following:

 You find yourself in the lands of Faerie, over the next 2 weeks; you find a way that will take you back. (Loss of 2 TUs)

If they are a Fey Foe, they loose 3 TU instead of 2 while they are harried.

If they are a Pixie Pal, they loose only 1 TUs as the Pal helps them find their way through. The Pal does not need to be with them on the Material Plane for this benefit. They may choose to return to the BI two rounds after the jump into the hole, however the Pixie Pal will be crossed off their AR if they do so as this will offend the Pal and they will loose access to the pixie cohort.

Conclusion

The Mound is destroyed:

The last of the cold iron is removed from the mound, the black portal wavers and with a small pop and disappears. The dirt and rocks roll down from the mound spreading around the surviving members of the mission. The rubble then fades into the ground and the trees, move back in as water being poured into a bowl.   

The darkness surrounds you in the Dim. The huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.

The Mound is not destroyed:

The mound looms before you. The mound rumbles, it seems to shake and then moves 500’ through the forest that bends around it as if it were a druid. You could swear the mound is running. Several Fey appear from the portal as it moves from sight, sticking a thumb to their nose and sport a raspberry for your force.

Track 2

Encounter One: Follow the Leader

This is where the PC’s must introduce themselves, and figure out how they are going to organized themselves. They are in a tavern (to an old cliché’) at the outpost of the 10th Battle, in the citizen quarter of town. It is the 10th Command Tavern. Spot DC10, there is “ENT” carved into the wood behind Command with a Pholtus holy symbol for the carver’s initials. 

The gathered group must decide what they want to do.  Hopefully they will decide to gather information to figure out what is happening.
Gather Information: 

DC 5 A month ago, new training started in the Gran March military.  This training was given by a member of the Order of Worldly Travelers. Those that observed the training thought it odd that the men would train for fighting against the Fey.

DC 10 The group hears stories that there are more fey in the Dim woods and that some of the natural creatures are becoming touched by them. Rumors abound about animals that deflect arrows, one bear was even throwing arrows back, and there was that druid what ran screaming from the woods. Characters continuing to ask about these weird things should be given numerous examples till they stop asking.

DC 15 There is more cold iron showing up in the hands of the Gran March Military. Nothing formal, but more and more of the soldiers are purchasing these type of items.  The result is that the price of cold iron is up to exorbitant amounts, if you can even find some for sale.

DC 25 If they chose to warn the Brenin of Geoff, the attack will already have occurred. Their best choice is to find the fey and warn them, which means beating the military out to the mound.

DC 30 The Gran march military is sending out a training mission, that is actually a covert mission to destroy the Fey. This mission will commence upon the Fey within the next day or two.

Also, if they have expended IPs with Geoff/Fey/GRM Military they can be used to gain info here (these are determined in the Mustering.)
Encounter Two: “Is Any Fey Out There?”

Gotta find the darn fey to warn them. This is the Same as Encounter Three from Track 1.

Track 1 Encounter 3: Intro to Fey Riddles

The party needs a Diplomacy check of DC 20 to stop the Thorns from attacking. 
If they bypass the trap, they miss the fey and continue to encounter 4 on track 1. After they are given the gifts, they may try to warn the Glaistig, who will tell them to go back and trigger the trap.

The trap will trigger the Thorns, which will not know about their conversation with the Glaistig. She is testing them on wether they will kill fey or not, therefore run the encounter as a hostile diplomacy.

If they kill the Thorns, they will not be trusted and they are done with this track. Continue with them into Encounter 4 on track 1. Note: they will not be part of the military force, but they will arrive as the First track starts their attack in Encounter 7. REMIND them they can not attack PC’s. 

If the player says that their character would add an extra Fey force to the combat, then they will be considered criminals in Gran March and are handed their AR at this point.

Encounter Three: Trusting Fey

The PC’s need to convince the Seelie fey of their impending doom… This is not quite so easy as they might expect and will take some contests, like dancing and singing for Seelie.  Once they have proven themselves then they are introduced to the Glastig.

“Why shouldn’t we attack you? You answered wrong, therefore you are not a friend of the Fey or you are stupid.”

If they ask, Answered what wrong? “The riddle you dolt.”
Let the PC’s argue their position, and the Fey will listen.

After the compelling arguments put before them, they huddle with little squeals, chirps, and nods of yes and no as they get more excited, they turn back towards you, “Sing us a song!” says one,” Or play us a tune” spouts another “And Dance, the rest of you need to dance while one sings or plays for us to believe you!”

Perform (sing/dance or similar. More than one PC can sing or play to assist the DC.)

DC 5: they cry in abject terror.

DC10: “A badger could do better while mating.”
DC15: “With years of training, you could be ok.”
DC20: “As good as one finger…”
DC25: “You’re not bad, but not great either.”
DC30: They join in the dance.

Perform (Dance) 

Whoever is better, they will join with if the Sing DC is good enough.

Once they have finished playing if the performance was good:

“You truly are a friend of the Fey.”

Once they have finished playing if the performance was bad:

“You could be an enemy of the Fey, but you try to hard to please to be one, we will trust you for now.”

For both groups, continue below:

“We shall now take you to one that can help you see what you want to protect, since you don’t see what you want to protect, so that you can protect that which you don’t see.” They turn and start to head deeper into the Dim.

If the PC’s follow:

“The darkness surrounds your group as you follow the thorns into the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

You notice a small pool that the Thorns lead you to, and as if in a dream you see a Sword emerge from the water followed by a hand that holds the hilt and the lithe body that follows. Her features are beautiful as she emerges to her waist and drops the sword back into the pool as she turns towards the party. She doesn’t seem aggressive. From just out of weapon reach she looks your party over with her big green eyes and a smile as she moves to the edge of the pool, resting her elbows upon the side.

“I see you have made some friends?” she rests her chin upon her hands. The lead thorn responds, “Yes, they are here to see what they can not see…if you will call them friends.” She turns to the party, with a childlike voice as the thorns walk up to the waters edge. They each take a large breath then dive into the water.

(If asked about, these thorns never surface again.)

She turns towards the party “Do you have any gifts for me?”

(Note: failure to gift her, results in no gifts for the party, i.e. a way to find the mound and she will get more and more perturbed by the PCs. Finally leaving when they have asked all the questions they can think of or when the DM gets bored with this encounter.)

She will take any gift, but there needs to be one from each PC to placate her. The most interesting gift will focus her attention favorably upon that PC.

She is amiable to small talk if the party thinks to bring anything up.

If asked about her Name: Her big eyes blink bambi style “Are you not a bit big to try courting me? Tee-hee.” She bats her eyes and bats come out disappearing into the canopy of the trees.

If asked about the Giri: “There was a big battle; we got to come here for awhile. We like playing here, teehee.”

If asked about the Marchers: “They are more boring than Gyri, but they are learning the rules that we taught the Gyri Druids long ago.” She winks at them.

If asked about the Gran March Attack: “They March, almost every day, to find their way to our way from here to there. It seems rude they don’t want us here. What do you know?” She will listen to their information. “You and the thorns need to go guard the tunnels of the mound, leave the top to the Unseelie.” Her nose turns up at the mention of them. “Let me get you some Thorns to help.” She sticks her face into the water and you here a muffled but beautiful sound, then three thorns come leaping out of the water, completely dry. These thorns are different than those you previously encountered. “They can help you, but they can’t show you the way.” The new thorns give a nod of recognition to the party and seem to wait till the group is finished talking with her.

If they ask about the Mound: “It is a stinky and boring place now and stinky unseelie are there.”
If they ask why they can’t find the mound: “It moves from those that are not of the fey that search for it. It finds those that do not look for it.”

If they ask about the Unseelie: “They are baddies; they play mean tricks and are no fun.” She finishes with a raspberry.

If they ask where the mound is: 


Not given a gift: 

Why should I give you something, you’ve given me nothing, meanie.”

Given a gift: 

I can give you a way to find it, you want it?


Yes: 

You see her sink back into the water only to reemerge moments later struggling with an ornate box that is dragging her to the surface. She laughs as she lets go of the box and it swims to the shore. It walks out as a giant tortoise would and stops in front of the party opening for them to see inside.

She speaks again: “Put them on, tee-hee, you will see the mound.” And then disappears below the water.

She has left to go back to Faerie, not to return to this mod. (Invisibility and swims away after the gifts are given.)

Things given to PC’s so they can find the way to the mound. If the PC’s put these on, they can see the Mound in the distance. There is only one of each of the following items.

Fishbowl for their heads: They gain water breathing. 20% spell failure added for all spells with a verbal component.

Antenna: +2 to listen, -2 Hide

Glowing Glasses: Meld into their Eyes, making them Glow. +2 Spot, -2 Hide in lighted conditions, - 8 Hide in dark/shadow conditions. Pick color that does not go with PC motif

Cloaks: When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

Tail: -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

Big Shoes: Prevents the character from running or charging as their feet increase to a size 30. However, they are no longer slowed by natural terrain and can walk on water.

Note: Any character that does not wear an item will have a 20% miss chance while in combat. To put the item on is a full round action. This is cumulative with any other % miss chance they may occur.

Note about Multiple Items: If a character puts on more than 2 items, the character will shimmer out and reappear shimmering in another spot on the board. They have just spent a week in Faerie. (2 TU loss, 1 with Pixie Pal, 3 for Fey Foes.) 

Note on the Shoes: If two party members each put on one shoe, they have a 10% miss chance and can sort of make out the mound. One shoe is no longer slowed by terrain. The other shoe can walk on water. However, both have their feet increase to a size 30 preventing running or charging.

Note about Gifts: She will accept any gift that is given to her that is nifty, expensive, handmade, from the heart, or unordinary(song/dance/poem). However, if a distasteful gift is thrown into the pool, it will be returned to the giver with such force that it will do 1hp of damage. That character will not be allowed one of her gifts.

If she is attacked at anytime, go to town on the party with her minions. Don’t forget to scare the party with her ‘spells’.  See Correct APL dependent encounter.

Track 1 Encounter 5: Poolside

If they defeat her minions, they may find the box in the bottom of the pool, search DC 15 plus swim checks to get 20 feet.  This pool is linked to Faerie, therefore any party member that enters will loose 2 TU as they swim down and back up 20 times to find the original exit. If they are a Fey Foe, they lose 3 TU. If they have a Pixie Pal, they lose 1 TU.

Encounter Four: Fey Battle Preparations

When the PCs convince the Fey, they get to prepare for the battle. The resources of the Dim and a list from the Fey will be what they have to work with. The unseelie fey will be taking on one of the groups and let the humans prove themselves again by taking on the second group of soldiers with the Thorns. 

After her submersion, the water settles down to a glassy surface, you notice the Thorns standing beside you in the reflection. One speaks, “Shall we head to the tunnels now?”

These thorns will chat with the party about anything, however, those things that seem boring, to them will cause them to change the subject to keep things interesting. DM’s should feel free to play this out to their hearts content.

The party may choose to do anything they want within reason, however, they only have a full day and night to do it in. Have the Dim forest map laid out, and notate three 10 by 10 openings on the short edge that will be the entrances to the lower part of the mound. 

“The darkness surrounds your group as you follow the thorns into the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.”

For those that put on the gifts of the Fey:

Before you, you see three openings to tunnels that one could assume are to Faerie. They have no light emitting from them.   

Upon reaching the tunnels one of the thorns speaks, “We are instructed not to let the intruders further than 10 feet inside before triggering the tunnels to collapse.” They then seem to be waiting either for your direction or for the battle to come, either way. 
If asked if they can collapse the tunnels individually: “Yes, we can, why?

How are you collapsing them: “With a bang.” They have a thunderstone that needs to be dropped within the tunnel, the sound triggers the collapse.

What do you have to defend these tunnels?: Give them Fey Supplies handout.

Do these tunnels connect to each other?: “Yes, in Faerie. We can show you how to use them.” Game mechanics, the tunnels go back 20 feet to a portal. The Thorns will direct them on how to use the portal to get to the other tunnels; it will take a round from when they enter the portal to appear in another tunnel. Any character so instructed spends time in Faire and loses 1 TU. If anyone untrained  uses of the Portals, use Track 1 Encounter 9. However, if they have the pixie pal, they may return to this combat without losing them.

The three thorns are willing to fire bows from the tunnels and collapse the tunnels if needed. However, they are not willing to go out and engage the ‘enemy’. Let the party decide how they would like to set up things within a day’s time before they continue to the next encounter. If they ask the thorns for supplies, hand the party the Fey Military Supplies Handout.

Encounter Five: Path of Scouts
The PCs get to encounter the forward group of scouts and pathfinders as they come upon the mound. There is a chance they can surprise the scouts and that they could kill/capture all of them. The biggest decision is if they actually do attack and if they do kill GRM Military NPCs. (there are no PCs here.)

If they decide at this point to side with Gran March and do not attack the military, they move to the Gran March room and join the battle there. They will still gain a Demerit, do not gain any of the medals, but will not be considered a criminal. The Thorns will drop their thunderstones and collapse the tunnels, retreating back into the portals.

The darkness surrounds your group as you prepare for battle in the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.

If the party spots the Scouts Spot/Listen DC: 25 they will see the druid guide. 

From the shadows of the trees, you spot something that catches your eyes;  a Dimwood Elf. They are about 20 feet apart in a line and seem to be looking for something. 

Spot/Listen DC: 31 they see the half elf scouts.

From the shadows of the trees, you spot something that catches your eyes; two of half-elves in Gran March military style fatigues led by a Dimwood Elf. They are about 20 feet apart in a line and seem to be looking for something. 

Spot/Listen DC 35 they see the gnome scouts.

From the shadows of the trees, you spot something that catches your eyes; it is a small group of half-elves and gomes, 4 in Gran March military style fatigues led by a Dimwood Elf. They are about 20 feet apart in a line and seem to be looking for something. 

The scouts are trying to locate the tunnels. If they spot the PCs, they will try and leave without being noticed to report the tunnels and the guards to the main force. 

If they are attacked, the one that is not in uniform will try to escape back to the main force, leaving the other 4 to support each other in a retreating combat. If followed the main army will hear the commotion and it will move into encounter six. 

The scouts will see the tunnels, unless they were hidden by the pcs. If they do not see them, they will begin searching for the tunnels. 

Track 2 Encounter 5: Knocking on My Door 

Encounter Six: Might of the March
If the PC’s do not retreat but decide to take on the might of the March, they can take on the second wave; this one will be a standard GRMM advance. Cavalry followed by infantry while the archers rain arrows from a distance. Their tactics are spelled out in the encounter.

The darkness surrounds your group as you prepare for battle in the Dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.

If the party spots the Military advance    (Spot DC -7) or listen (Listen DC 10):

From the shadows of the trees, you spot something that catches your eyes; it is the Gran March military, almost 50 strong. There are the cavalry in front, 20 feet behind are the infantry with long spears in hand. Following behind is a group of archers spread out. You also notice that they each have a tail, big shoes, fishbowls, antennae, bright colored skin, and glowing eyes. One in the most ribbons and pink eyes is barking orders as they converge on the tunnels. 

The military will sound a retreat when they reach 50% of their strength or when they lose the Lt and the Sergeants unless the PCs are at 50%. If so, they will sound the retreat at 25% surviving.

If the party has mostly fallen and it looks like a TPK, feel free to have the Lt address’s the resistance and ask for them to surrender. Any fallen PC will have their wounds bound by Military personnel as long as it does not threaten the Marcher. Those that are left behind will immediately serve out their Work Gang TUs as spelled out by the Criminal part on the AR. 

The Lt. will parley with them at any time they display the white flag, however he will make no concessions other than to let them stand aside as they destroy the tunnels.

Track 2 Encounter 6: Banging on My Door

Encounter Seven: Staying with Fey

The PCs, if they have assisted the fey will be able to fall back with the Fey if defeated as they collapse the portals, or celebrate with the Fey. Even if the GRM Military PCs succeed to destroy the mound above, the seelie Fey still have a portal to the dim. If no PC’s play this track, the Fey will have been defeated, and the below portion of the mound is destroyed. 

Read if they defeated the Gran March Military:

The retreat has been sounded and the Gran March military lay dead at your feet. Those who comprehend their actions here today know that Gran March will no longer be a haven of safety for them for some time. 

Thoughts should be turned towards moving to a new land…

There is a quiet ‘pop’ from the back of the tunnel, a small pixie is there with an everburning torch, “Not as much fun as tricks, but come, we shall celebrate your help in victory against the marchers, come.”

This will only add 1 TU to any PC that joins them in Faerie.

Read if they are defeated by the Gran March Military or as they retreat into the portals:

The Horn Sounds for a rally to strike once more against your gathered force, there is a moment’s reprieve as they gather their force that would surely crush what little resistance you could offer. You drop the thunderstones, and as they crack upon the ground you hear the tunnels rumble and groan as three massive stony hands emerge from the ground covering the tunnels, it seems that the tunnels shift and turn before the start to collapse. The portals or your own magic abilities are the only thing to save you, and you choose one. 

If they choose the Portal:

You feel a small ‘pop’ as you are pulled through, however instead of the room you expect to be there you appear in the land of Faerie, where you are welcomed and your valiant effort rewarded.

Conclusion

There is nothing here for the players; it just sums up the effects of encounter seven.

The Fey are defeated: If the fey are defeated, the tunnels are closed and their portal is closed in Gran March.

The Fey Win: If the Fey win, they will keep the tunnels open, but hide the fact from both the unseelie and the Gran March, reducing the use to a more normal level that the Dim Forrest had prior.

Overall Conclusion

If the Fey upper part of the mound is destroyed awards will be given out beyond the commendation and the portal will be closed permanently.

If the upper Fey mound is not destroyed, the unseelie fey will endeavor to protect it in the future, it will take full military action to close the portal. 

If the lower Fey mound is not destroyed, they will realize they do not want the full force of the GRM searching them out and will be as quiet about things as they can…which will be left up to some other writer.

The triads can figure out the effects on the big wigs and political repercussions if any.

The End

Items for the Adventure Record

Track 1

GRM Military Unlock: 

· -1000gp purchase of Magical Cold Iron weapons that the PC already has access to. [This is only given if the PCs expend enough IPs to get this favor.]  This favor can only be used once.  Mark favor as USED.
· Military Commendation: This commendation is given to active duty Gran March Military PCs who assisted the Commandant in combating the Fey.

· Gratitude of the Commandant: For valiant service to the Commandant and Gran March by closing the Fey Portal and for keeping this mission under wraps, this PC has been additionally rewarded by the Commandant.  All of the items listed under Items Found during the Adventure on this AR gain Frequency: Regional in addition to their current frequency. If a character shares this information with any Organization, the Gratitude is lost.

· Baronial Medal of Valor: The PC has performed above and beyond the call of duty, and has been awarded the Baronial Medal of Valor.

Syrloch Unlock: 

· Characters that are members of Syrloch gain access to the magical items for study. A member can choose one magic item to study for future item creation, negating the +3 levels to create the item. [This is only given if the PC’s close the portal.]

· Knowledge of Forms: The scholars at Syrloch have deconstructed and reconstructed some of the slain Fey.  They are willing to teach those who defended the nation the necessary information to polymorph into these forms.  The PC now has access the following forms in association with polymorph spells: Elder Redcap (MM3), Oread (FF)
School of Hard Knocks Unlock: 

· The fey that were combated were studied by the School of Hard Knocks. The characters now get access to these Polymorph forms: Elder Redcap (MM3), Oread (FF)

Dim Wood Elves Unlock:

· For defending the Dim Wood against the Faerie scourge, the Council Elders grant the PC the following benefits.  This favor may be used 3 times. [ ] [ ] [ ]
· The PC may purchase an Elven Lightblade Sword (RW)
· The PC may purchase an Elvencraft Bow (RW) weapon modification
· The PC may purchase any Leafweave Armor (RW)
Demerit:

For disobeying an order, questioning authority, or for sub par military behavior this character has been given a demerit, which is removable by expending two commendations. If a character is awarded a demerit, strike off any other awards they would have receive from the GRM and Commandant on this AR.

TU Loss:

This character has been to Farie and lost time while there. The total loss is ____. (This is a variable number.) As well as losing TUs, any cold iron weapon on the character carried is converted to silver. Please have the DM notate these items here: __________________________________________

Access to Fey Touched Class Template:

Any Character that has a TU loss for time spent in the land of Farie is considered Fey Touched and gains access to the Feytouched Class.  The Feytouched Class is described in http://www.wizards.com/default.asp?x=dnd/sp/20040319a table SP-28 

Pixie Pal Loss:

If this character has a Pixie Pal and helps the Gran March, he loses the Pixie Pal and access to the Pixie cohort.

Fey Foe:

The fey have decided that you’re a poopie-head, and they show up to mock you at the oddest times. At the beginning of any adventure set in the Sheldomar Valley, Metaregion your DM rolls a d20 – on a roll of 1-2 or 19-20, a fey has decided to visit you for the duration of the adventure. The fey has not practical effect on any combat situation in the adventure, but its presence will result in a -2 penalty to your Bluff and Sense Motive Checks. It will make an occasional pun and loud imitations of bodily noises at inappropriate times, all at the whim of the DM. These visits will end 1 calendar year after the date on this AR, as the fey eventually become bored and move on.

Fey Foe Upgrade:

If the character has or gains a second fey foe on an AR, the fey will stay with this character for 2 Calendar years instead of one.

Half Dryad child:

This character was charmed by a dryad and now has a child from the joining. They will need to follow the rules for childbearing and child care from the region they hail from.

Items (Access Adventure):

APL 2: Silversheen*, Quiver of Ehlonna*, Wand of CLW (25 charges)$, Masterwork Small Thorn Longsword (MM3), Masterwork Flindbar (MM3)

APL 4: Wind Fan, Pearl of Power 1^$, Wand of CLW$, Masterwork Leather Scale Armor (A&EG), Masterwork Lamelar Armor (A&EG), Bracers of Armor +1, Wand of Lesser Vigor (25 charges)$

APL 6: Pearl of Power 2^$, Bracers of Armor +2, Wand of Lesser Vigor$

APL 8: Pearl of Power 3^$, Periapt of Wound Closure$, +1 Leather Scale Armor (Shadow, Silent Moves), Headband of Intellect +4, Bracers of Armor +3, +2 Bane (Human) Composite Longbow (STR +4), Belt of Giant Strength +4, Periapt of Wisdom +4, Gloves of Dexterity +4, Wand of CMW (25 charges)$

APL 10: Pearl of Power 4^$, Wand of CMW$, +1 Deadly Precision Composite Longbow (STR +2), +1 Leather Scale Armor (Improved Shadow, Silent Moves), Heward’s Handy Haversack*

*School of Hard Knocks Unlock: Access Regional

^Syrloch Unlock: Access Regional

$Gran March Approved Religion: Access Regional

Track 2

Favor of Willekeurig: (This favor is only for those who do not go against the Fey.)
The PC was nice to, or gave a gift to Willekeurig.  In return, she will arrange for the PC to learn one of the following spells: Darkfire, Inhibit, Knight’s Move, Moon Bolt, Sound Lance.  Learning a spell from her takes 2 TUs.  Alternatively, she will arrange for the PC to learn one of the following feats:  Sudden Empower (CAr), Sudden Still (CAr), Sudden Silent (CAr), Yondalla’s Sense (RW). Learning a feat from her takes 3 TUs.  This TU expenditure does not count as having spent time in Faerie.  Once used, mark this favor as USED.

Arcane Spell Book:
Tovenaar’s Spell Book: 

APL 2:


0: Caltrops, Electric Jolt, Sonic Snap, Launch Bolt


1: Nightshield, Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot

APL 4:


2: Scorching Ray, False Life, Spectral Hand, Phantom Foe, Ray of Stupidity

APL 6:


3: Dispel Magic, Snake’s Swiftness (Mass), Mind Poison

APL 8:


4: Force Missiles, Burning Blood, Sword of Deception

APL 10:


5: Baleful Polymorph, Nightstalker’s Transformation

Thorn Cohort: 
Small Fey  Hit Dice: 6d6+12 (33 hp)  Initiative: +6  Speed: 20 ft (4 squares)  Armor Class: 19 (+1 size, +2 Dex, +3 natural, +2 leaf leather armor, +1 buckler), touch 13, flat-footed 17  Base Attack/Grapple: +3/+2  Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)  Full Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)  Space/Reach: 5 ft/5 ft  Special Attacks: Sleep Arrows, sneak attack +2d6  Special Qualities: DR 5/cold iron, low-light vision  Saves: Fort +4, Ref +7, Will +5  Abilities: Str 16, Dex 15, Con 15, Int 10, Wis 10, Cha 13  Skills: Diplomacy +3, Hide +17, Listen +9, Move Silently +13, Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks)  Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Level Adjustment +2

Criminal of Gran March:

This PC participated in helping the Fey against the Gran March. They are considered a criminal in Gran March. If they play a Module that occurs in the Gran March, they will have a 156 TU penalty as they serve in the Gran March Work Gangs and will have all Favors, Medals, Commendations, Influence Points and Military rank stripped from this PC.

Access to Fey Touched Class Template:

Any Character that has a TU loss for time spent in the land of Farie is considered Fey Touched and gains access to the Feytouched Class.  The Feytouched Class is described in http://www.wizards.com/default.asp?x=dnd/sp/20040319a table SP-28 

Pixie Pal upgrade:

This character has helped the Fey and has the Pixie Pal; the duration is now 2 calendar years instead of one. If awarded the Pixie Pal later, the upgrade will be retro-activated for 2 years from that date as they will remember the characters prior assistance.
Half Dryad child:

This character was charmed by a dryad and now has a child from the joining. They will need to follow the rules for childbearing and child care from the region they hail from.

TU Loss:

This character has been to Farie and lost time while there. The total loss is ____. (This is a variable number.) As well as losing TUs, any cold iron weapon on the character carried is converted to silver. Please have the DM notate these items here: __________________________________________

Items (Access Adventure):

I would also think having larger versions available, since the Fey would make them for the characters.

APL 2: Silversheen, Quiver of Ehlonna, Wand of CLW (25 charges), Masterwork Small Thorn Longsword (MM3), Masterwork Flindbar (MM3)

APL 4: Wind Fan, Pearl of Power 1^, Wand of CLW, Masterwork Leather Scale Armor (A&EG), Masterwork Lamelar Armor (A&EG), Bracers of Armor +1, Wand of Lesser Vigor (25 charges)$

APL 6: Pearl of Power 2^, Bracers of Armor +2, Wand of Lesser Vigor

APL 8: Pearl of Power 3^, Periapt of Wound Closure, +1 Leather Scale Armor (Shadow, Silent Moves), Headband of Intellect +4, Bracers of Armor +3, +2 Bane (Human) Composite Longbow (STR +4), Belt of Giant Strength +4, Periapt of Wisdom +4, Gloves of Dexterity +4, Wand of CMW (25 charges)

APL 10: Pearl of Power 4^, Wand of CMW, +1 Deadly Precision Composite Longbow (STR +2), +1 Leather Scale Armor (Improved Shadow, Silent Moves), Heward’s Handy Haversack

APL 12: Pearl of Power 5^, Wand of CSW (25 charges), +1 Small Frost Thorn Longsword

 WILDERNESS

GETTING LOST

There are many ways to get lost in the wilderness. Following an obvious road, trail, or feature such as a stream or shoreline prevents any possibility of becoming lost, but travelers striking off cross-country may become disoriented—especially in conditions of poor visibility or in difficult terrain. 

Poor Visibility: Any time characters cannot see at least 60 feet in the prevailing conditions of visibility, they may become lost. Characters traveling through fog, snow, or a downpour might easily lose the ability to see any landmarks not in their immediate vicinity. Similarly, characters traveling at night may be at risk, too, depending on the quality of their light sources, the amount of moonlight, and whether they have darkvision or lowlight vision.

Difficult Terrain: Any character in forest terrain may become lost if he or she moves away from a trail, road, stream, or other obvious path or track. Forests are especially dangerous because they obscure far-off landmarks and make it hard to see the sun or stars.

Chance to Get Lost: If conditions exist that make getting lost a possibility, the character leading the way must succeed on a Survival check or become lost. The difficulty of this check varies based on the terrain, the visibility conditions, and whether or not the character has a map of the area being traveled through. Forest is DC 15 Survival Check.

A character with at least 5 ranks in Knowledge (geography) or Knowledge (local) pertaining to the area being traveled through gains a +2 bonus on this check.

Check once per hour (or portion of an hour) spent in local or overland movement to see if travelers have become lost. In the case of a party moving together, only the character leading the way makes the check.

Effects of Being Lost: If a party becomes lost, it is no longer certain of moving in the direction it intended to travel. Randomly determine the direction in which the party actually travels during each hour of local or overland movement. The characters’ movement continues to be random until they blunder into a landmark they can’t miss, or until they recognize that they are lost and make an effort to regain their bearings.

Recognizing that You’re Lost: Once per hour of random travel, each character in the party may attempt a Survival check (DC 20, –1 per hour of random travel) to recognize that they are no longer certain of their direction of travel. Some circumstances may make it obvious that the characters are lost.

Setting a New Course: A lost party is also uncertain of determining in which direction it should travel in order to reach a desired objective. Determining the correct direction of travel once a party has become lost requires a Survival check (DC 15, +2 per hour of random travel). If a character fails this check, he chooses a random direction as the “correct” direction for resuming travel.

Once the characters are traveling along their new course, correct or incorrect, they may get lost again. If the conditions still make it possible for travelers to become lost, check once per hour of travel as described in Chance to Get Lost, above, to see if the party maintains its new course or begins to move at random again.

Conflicting Directions: It’s possible that several characters may attempt to determine the right direction to proceed after becoming lost. Make a Survival check for each character in secret, then tell the players whose characters succeeded the correct direction in which to travel, and tell the players whose characters failed a random direction they think is right. 

Regaining Your Bearings: There are several ways to become un-lost. First, if the characters successfully set a new course and follow it to the destination they’re trying to reach, they’re not lost anymore. Second, the characters through random movement might run into an unmistakable landmark. Third, if conditions suddenly improve—the fog lifts or the sun comes up—lost characters may attempt to set a new course, as described above, with a +4 bonus on the Survival check. Finally, magic may make their course clear.

DIM FOREST TERRAIN

Description:

The dim is an impenetrable view from the outside, as the new growth clambers towards the sun. There are bushes, vines, brambles and the young trees fighting a vigorous battle for survival. As one hacks into the undergrowth they will notice that the undergrowth will lessen and the vines grow lager till they push through to the Dim proper.

The darkness will close behind them as they continue into the dim. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above. 

The Dim Forest terrain can be divided into three categories: 

Edge of the forest: this is where the new growth, the vines the brush the brambles grow without the great trees over taking them, though smaller trees are present. This is typically the first 15’ into the forest, however it can be shorter or wider in many places.

The twilight of the forest: The trees are beginning to mature. The underbrush is still present is starting to die off. The vines now typically grow up to the canopy for survival. This is typically the 15’ to 30’ into the forest, though distance can vary, especially where loggers are present.

The Dim: The undergrowth is almost nonexistent due to the lack of light. However, those vines that have grown since it was the edge, still grow up to the canopy and there are lowlight plants and fungi that live in the Dim. This is the remainder, however, there maybe interruptions due to fallen trees, druid groves, forest fires, clear cutting or many other unnamed reasons.

The table below describes in general terms how likely it is that a given square has a terrain element in it. 

Dim Forest Terrain Features

	 
	 Edge Distance

	
	0-15’
	15-30’
	Inside

	Typical trees
	30%
	20%
	10%

	Massive trees
	—
	10%
	20%

	Light undergrowth
	30%
	30%
	5%

	Heavy undergrowth
	40%
	10%
	0%


Trees: The most important terrain element in a forest is the trees, obviously. A creature standing in the same square as a Typical tree or adjacent to a Massive tree gains a +2 bonus to Armor Class and a +1 bonus on Reflex saves (these bonuses don’t stack with cover bonuses from other sources). The presence of a tree doesn’t otherwise affect a creature’s fighting space, because it’s assumed that the creature is using the tree to its advantage when it can. The trunk of a typical tree has AC 4, hardness 5, and 150 hp. A DC 15 Climb check is sufficient to climb a tree. Medium and dense forests have massive trees as well. These trees take up an entire square and provide cover to anyone behind them. They have AC 3, hardness 5, and 600 hp. Like their smaller counterparts, it takes a DC 15 Climb check to climb them.

Undergrowth: A space covered with light undergrowth costs 2 squares of movement to move into, and it provides concealment. Undergrowth increases the DC of Tumble and Move Silently checks by 2 because the leaves and branches get in the way. Heavy undergrowth costs 4 squares of movement to move into, and it provides concealment with a 30% miss chance (instead of the usual 20%). It increases the DC of Tumble and Move Silently checks by 5. Heavy undergrowth is easy to hide in, granting a +5 circumstance bonus on Hide checks. Running and charging are impossible. Squares with undergrowth are often clustered together. Undergrowth and trees aren’t mutually exclusive; it’s common for a 5-foot square to have both a tree and undergrowth.

Forest Canopy: The Dim Forest Canopy is typically between 50’ to 90’ in height. There are exceptions of course, typically in places commonly housing elven communities. It’s common for elves and other forest dwellers to live on raised platforms far above the surface floor. These wooden platforms generally have rope bridges between them. To get to the treehouses, characters generally ascend the trees’ branches (Climb DC 15), use vines (Climb DC 10), use rope ladders (Climb DC 0), or take pulley elevators (which can be made to rise a number of feet equal to a Strength check, made each round as a full-round action). Creatures on platforms or branches in a forest canopy are considered to have cover (+2 bonus to Armor Class and a +1 bonus on Reflex saves) when fighting creatures on the ground, and in medium or dense forests they have concealment (20%) as well. (These bonuses don’t stack with cover or concealment bonuses from other sources). Movement in treehouses and platforms is normal. Movement through the Canopy that does not contain built structures is half movement with a climb check of DC 10, unless they have a climb speed.

Forrest Floor Movement:

Once a character has moved into the Dim, movement is typically not restricted. There are the large trunks that take up a 5’ square that have to be negotiated around. Also, in the rare areas that have undergrowth, those movement restrictions still apply. 

Running and Charging are allowed if there is more than 10 ft of unobstructed movement for the characters in a straight line.

Other Forest Terrain Elements: Fallen logs generally stand about 3 feet high and provide cover just as low walls do. They cost 5 feet of movement to cross. Forest streams are generally 5 to 10 feet wide and no more than 5 feet deep. Pathways wind through most forests, allowing normal movement and providing neither cover nor concealment. These paths are less common in dense forests, but even unexplored forests will have occasional game trails.

Stealth and Detection in the Dim Forest: In a dense forest it is 2d6×10 feet.

Because any square with undergrowth provides concealment, it’s usually easy for a creature to use the Hide skill in the forest canopy. Logs and massive trees provide cover, which also makes hiding possible.

The background noise in the forest makes Listen checks more difficult, increasing the DC of the check by 2 per 10 feet, not 1 (but note that Move Silently is also more difficult in undergrowth by 2 instead of 1). 

Light in the Dim

The light in the Dim is greatly reduced due to the canopy of leaves that block the sun. Also the Dim has been shaped by Elven magic over the centuries, making lowlight vision the best to have while within its borders. Therefore, at its brightest, the Dim Forrest requires lowlight vision in order to see without light sources Beyond 30’. From 30’ to 60’ is considered 20% concealment penalty.  The Dim during day is considered Moonlight light. As per the rules, this allows lowlight vision to see without restrictions during the day. Normal obstructions to sight will still prevent seeing, such as trees.  

Darkvision functions at normal distance and in black and white. However, Darkvision creates a -5 circumstance bonus to survival checks while in the Dim Forest due to the loss of color. A character may choose to switch between the two as a move action.

Twilight and Dark are the same in the Dim, Dark and normal restrictions on vision apply.

The Table below contains most light sources for easy reference.

	Table: Light Sources and Illumination

	Object
	Bright
	Shadowy
	Duration

	Candle
	n/a1
	5 ft.
	1 hr.

	Everburning torch
	20 ft.
	40 ft.
	Permanent

	Lamp, common
	15 ft.
	30 ft.
	6 hr./pint

	Lantern, bullseye2
	60-ft. cone
	120-ft. cone
	6 hr./pint

	Lantern, hooded
	30 ft.
	60 ft.
	6 hr./pint

	Sunrod
	30 ft.
	60 ft.
	6 hr.

	Torch
	20 ft.
	40 ft.
	1 hr.

	Spell
	Bright
	Shadowy
	Duration

	Continual flame
	20 ft.
	40 ft.
	Permanent

	Dancing lights (torches)
	20 ft. (each)
	40 ft. (each)
	1 min.

	Daylight
	60 ft.
	120 ft.
	30 min.

	Light
	20 ft.
	40 ft.
	10 min.

	1 A candle does not provide bright illumination, only shadowy illumination.

	2 A bullseye lantern illuminates a cone, not a radius.


Forest Fires (CR 6)

Most campfire sparks ignite nothing, but if conditions are dry, winds are strong, or the forest floor is dried out and flammable, a forest fire can result. Also, spells that can cause combustion, can also start a forest fire. Lightning strikes (or lightning bolts) often set trees afire and start forest fires in this way. Whatever the cause of the fire, travelers can get caught in the conflagration.

Forrest Fires take awhile to build in strength once the fire is lit. It will double in size every round till it takes up 64 squares (6 rounds if only a 5sq ft is initially lit.) 

A forest fire can be spotted from as far away as 2d6×100 feet by a character who makes a Spot check, treating the fire as a Colossal creature (reducing the DC by 16). If all characters fail their Spot checks, the fire moves closer to them. They automatically see it when it closes to half the original distance.

Characters who are blinded or otherwise unable to make Spot checks can feel the heat of the fire (and thus automatically “spot” it) when it is 100 feet away.

The leading edge of a fire (the downwind side) can advance faster than a human can run (assume 120 feet per round for winds of moderate strength. Halve or double for each wind category difference). Once a particular portion of the forest is ablaze, it remains so for 2d4×10 minutes before dying to a smoking smolder. Characters overtaken by a forest fire may find the leading edge of the fire advancing away from them faster than they can keep up, trapping them deeper and deeper in its grasp.

Within the bounds of a forest fire, a character faces three dangers: heat damage, catching on fire, and smoke inhalation. 

Heat Damage: Getting caught within a forest fire is even worse than being exposed to extreme heat (see Heat Dangers). Breathing the air causes a character to take 1d6 points of damage per round (no save). In addition, a character must make a Fortitude save every 5 rounds (DC 15, +1 per previous check) or take 1d4 points of non-lethal damage. A character who holds his breath can avoid the lethal damage, but not the non-lethal damage. Those wearing heavy clothing or any sort of armor take a –4 penalty on their saving throws. In addition, those wearing metal armor or coming into contact with very hot metal are affected as if by a heat metal spell.

Catching on Fire: Characters engulfed in a forest fire are at risk of catching on fire when the leading edge of the fire overtakes them, and are then at risk once per minute thereafter (see Catching on Fire).

Smoke Inhalation: Forest fires naturally produce a great deal of smoke. A character who breathes heavy smoke must make a Fortitude save each round (DC 15, +1 per previous check) or spend that round choking and coughing. A character who chokes for 2 consecutive rounds takes 1d6 points of non-lethal damage. Also, smoke obscures vision, providing concealment to characters within it.

BI Scorecard

The PCs’ IP success in the BI will be determined according to the following Charts:

The Average IP per Character Spent 

(Total IPs for Gran March / number of PCs for Gran March = Average IP)

(Total IPs for Fey / number of PCs for Fey = Average IP)

IP’s for Gran March Military / Syrloch /School of Hard Knocks

0) Standard Military Cold Iron weapons for Purchase after BI Starts.

1) Standard Military Cold Iron weapons provided for mission.

2) Fey special abilities given out and reports of New Fey given out. 

3) Magical Cold Iron Standard Military Weapons provided for purchase.

4) The PC’s are given the info on how to destroy the mound from Syrloch. 

5) Magical Cold Iron Standard Military Weapons provided at a reduced cost of -1000 gp.

IP’s for Fey / Geoff / Against Gran March:

1) Gran March Military received a shipment of cold iron weapons.

2) The fey typically like to play tricks, that they like to receive gifts, and that to kill one of them ends their fun and they stop playing with you.

3) Numbers of Gran Marchers coming.

Note: The last two are not pieces of information they gain during the gather info section but should be given out when they prepare for battle.

4) Hero’s Feast provided – but Fey qualities…. DR5/Cold Iron

5) The fey use the knowledge that the GRM soldiers are prepared with cold iron and there is a 20% chance of each GRM Military cold iron weapon to change to silver. Ammo is a straight 20% chance to be silver.

 Orders

Lt. __________________, 

You are hereby ordered to report to the 10th Battle Head Quarters immediately. There you will be leading a training mission. This training mission is in actuality a covert mission.

Your Directives:

1. Have the Dim Wood scouts to show you the region that the Fey Mound has been active.

2. Find the Fey Mound.

3. Destroy the Fey Mound to prevent the portal being used by Fey.

4. Keep this a quiet action so that relations are not stressed with Geoff.

5. You have 3 weeks from when you leave the 10th Battle to complete this mission.

Enclosed are the reports from Syrloch, The Order of Worldly Travelers, and Dim Wood Elves. Familiarize yourself with these before you arrive.

You may have advisors attached to your mission that outrank you. This is your command and your mission, and should they cause you any issue, they may be reprimanded with a demerit.

Remember, this is a military action, and you have the position of authority, use it wisely. I expect a full report upon your return.

Knight Colonel Bauldwin
To the newly promoted Player,

These notes are to be kept to yourself till the start of the BI, but be sure to mull them over. You will have up to 30 minutes of the BI to Brief the players and organize them after you are introduced.

You will have a couple of requirements thrust upon you by accepting this mission. 

You will be in charge of the military action. You will be able to assign a demerit to anyone present in the military section, but only one. Please do not throw this weight around, as the triad may review your Lt. new promotion if necessary. 

You will be in charge of how the groups are split up, however, by apl will help with the survivability of your comrades. Well balanced will also help. Feel free to split friends and family up if they are needed at separate tables. 

You may also be assigned mercenaries. They are expendable compared to our trained men.

Lastly, once the BI starts, make sure you have thought of how you want your comrades to report to you, when to report to you, and what you want reported. When you are introduced, feel free to share any information you may have learned among the players from the handouts and share the true nature of the BI.

These are the hints that you have been given as a Lt. to handle your men to a successful outcome.

Use them wisely,

Usurpers of the Mound,

Mike Gellar and Greg Gershowitz

Syrloch

Chancellor Housemann,

I have done as you have requested. I hope that you have reviewed my request.

The Fey mound is still currently in the Dim Forest. However, we have had difficulty finding it since it appears to be mobile. It seems to remain within the Forest and does not seem to cross the Realstream. The prior unit of the 12th and the Elves have been unable to locate it due to this fact. Our recommendation would be to split into short files and encircle the mound and trap it against one of these barriers. 

The mound, in its ability, has allowed them to modify this dimension to better suit their needs. We have not been able to scry how they have changed things, though from reports from the 10th, it is having an effect on the wildlife, some have become Fey Touched.

 We know from the previous reports and findings that there was a cyro/pyro hydra, but were unable to determine how this was accomplished or why anyone would want a creature to loose the offensive to change between the two. But then that maybe Fey logic that created the monster.

The Fey should have typical abilities afforded their race, so equipping them accordingly should help an offensive attack.

Acting Dean of Syrloch,

The Order of Worldly Travelers

Chancellor Housemann,

As requested, our instructor has been sent, though we regret that we did not have better to send. 

However, this letter comes from the stories that have been passed down from member to member about the fey.

They enjoy games.

They hate cold iron, which can make some of them aggressive.

If one enters their world, there is the price of passage, a gift. It maybe advisable to arm the men with a gift should they be stuck there.

Several of the members now have half-fey children that they support. Therefore, they should be careful of the spells they use to guard their loins.

There have been traps that remove the most powerful magic a man has.

One was asked if he would like to see better, upon answering yes, his eyes were plucked out and glowing orbs replace.

Others came back wearing antenna or green skin and must lay in the sun, how dreadful to be away from ones studies. 

Others were given gills.

Some have been lost wondering for the better part of a year, forced to neglect their duties and their families.

However, most importantly, there is the issue of cold iron weapons; it seems that when one enters the land of Farie through one of their portals, cold iron weapons will turn to silver. If they must enter, they need to enter a different way to keep their weapons viable. 

Headmaster of The Order of Worldly Travelers,

Dim Wood Elves

4/17/596

Meeting with Ambassador Dim Wood Elf 

CH: Welcome.

ADW: I have come as requested. How may we help you?

CH: I would believe it is how may we help you. I have several reports indicating that one of your clans has not faired well this winter.

ADW: We have yet to have our meeting.

CH: Can you share what knowledge you have so that I may send appropriate assistance.

ADW: There have been attacks by the fey. They have struck hard against one of our clans, and in great numbers. They seem to be changing the land around them, and without proper actions, they will taint those creatures that live within the Dim.

CH: What changes have you seen among your people so far.

ADW: We are a magical race, and have yet to be affected, but time will tell as they grow in strength.

CH: Are there any that remain loyal to the Freeband’s Ideals?

ADW: None that are open about it. We have considered this, and feel that it is not interlinked.

CH: What changes have you seen in the creatures?

ADW: Some seem to be gaining the traits of the Fey. We know that if one spends too much time among their lands, they will become touched, but we are unsure as to how this is happening to the animals that would not survive there.

CH: How do your druids view this in relation to your beliefs?

ADW: It is seen as a disruption to the natural order. They sometimes slip in and out, however, in their current numbers, the balance is changing. We will vote in council to correct this.

CH: Thank you for your time Ambassador. I shall be sending a representative to speak at the council, if they permit. Of course, refuse will result in our being unable to assist you.

Fey Military Supplies

The thorns move to the back of the cave stepping into the portal, each individually.

The first returns with a massive crossbow with a tripod, that has a basket where the bolts would go… rolling around in side the basket are 5 tanglefoot vials. (exotic range weapon, Range increment 50’, 5 shots unless the party has more tanglefoot bags. Wt, 100lbs, has a tripod it stands upon.)

The second returns with a bag, he opens it and pulls a dire bunny foot, that is attached to a chain out of the bag and places it around the nearest characters neck. He then continues to hand them out to upto 50 PCs as that is all he has in his bag of holding. When asked what they do: “They are for your luck…you all think normal rabbits feet bring it, so we figured bigger is better.”

The third returns with three big circular objects, that take a 5’ area. He seems to be struggling with them, and will take any assistance offered. From heavy breathing he explains: “These are jumping bags, they will propel one either up or forward, give them a try.” 

Mechanics: They propel anyone 60’ in any direction. It completes their move action. Ie- if a character can normally move 30’ as a single move action, if they hit the bag at 25’ they will be propelled an additional 60’ in any direction, including upwards. Once reaching the new destination, their single move action is over. They may not stop early. Anyone that has not used one before will need to make a Reflex save DC 15 or be prone at their destination. Note: If they go airborne; what goes up, must come down with damage applied.

The Feytouched/Half-Fey Transition Class

Feytouched creatures bear the fingerprint of the weird and pay for it with a +1 level adjustment. Those who embrace their wild side can go on to become half-fey, and this transition requires only one level instead of the normal two for the standard template class.

Table SP-28: The Feytouched/Half-Fey Transition Class
	Level 
	CR 
	Special

	1st
	+1
	Wis +2, Cha +2, immunity to enchantments, spell-like abilities, wings


Feytouched/Half-Fey Transition Class Features
All of the following are class features of the feytouched/half-fey transition class.

Ability Score Changes: The indicated ability score increases or decreases by the amount noted.

Immunity to Enchantments (Ex): A feytouched/half-fey is immune to all spells and effects from the Enchantment school.

Spell-Like Abilities: Starting at 1st level, a feytouched/half-fey with an Intelligence or Wisdom score of 8 or better gains spell-like abilities. The exact abilities gained depend on her character level, according to the following table. In each case, the caster level equals the feytouched/half-fey's character level. Save DCs, where applicable, are Charisma-based (10 + spell level + feytouched/half-fey's Charisma modifier).

	Minimum 
Character Level
	Spell-Like Abilities Gained

	1st
	Charm person at will, faerie fire or glitterdust 1/day, hypnotism 1/day

	3rd
	Detect law 3/day, enthrall or sleep 1/day

	5th
	Protection from law 3/day

	7th
	Confusion or emotion 1/day

	9th
	Eyebite or lesser geas 1/day

	11th
	Dominate person or hold monster 1/day

	13th
	Mass invisibility 1/day

	15th
	Geas/quest or mass suggestion 1/day

	17th
	Insanity or mass charm 1/day

	19th
	Otto's irresistible dance 1/day


Wings (Ex): A feytouched/half-fey grows insectlike wings (usually butterfly-type), which she may use to fly at up to double her base land speed with good maneuverability.

http://www.wizards.com/default.asp?x=dnd/sp/20040319a
Rumor Sheet

· The Fey built a rainbow bridge into Gorna, over a river and over the wall. Big enough for battles to cross.

· The Brenin must be undead, since he was killed and came back.

· The Seelie are the bad Fey. The Unseelie are the good ones. But they are all chaotic.

· The Gran March has died for Geoff, and at Gorna, they were dismissed without reward or recognition.

· The Gyri lead the fey out of Longman, a mound beside Gorna.

· There are two types of Fey, Seelie and Unseelie. 

· Both Unseelie and Seelie were used by the Gyri to defeat the giants.

· Their numbers were well into the thousands that poured out of the portal from Faerie.

· Olowyn, leader of the Freeband had a Faerie mound that he used as his base of operations.

· The Brenin is the leader of the Fey.

· The Gyri spit upon the graves of our fallen comrades that were buried on their soil.

· The Fey control the Brenin.

· Gran March didn’t want Gorna, we wanted a place to dump the refugees.

· The Brenin, head of the Giri is Half Fey.

· Olowyn is in league with the Brenin and a Mindbender.
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Mound Episode: 


After a couple of hours the darkness still surrounds your short file as you continue to move on the Mound. There the huge trunks of the trees can be seen scattered in the dim light for those whose eyesight allows them to see.  The massive vines work their way up tree trunks that a man could not even wrap his arms around. There are sounds of animals, though most come from above.


At a distance you can see light, spherical in nature, and quite wide, maybe a hundred feet. Too big to be one of the great trees that has fallen. In the center you see the bottom portion of what appears to be grey dirt piled up above the tree canopy. 


Read when the party moves towards the light:


As you approach, you notice this opening of light is new, as the growth of the shrubs and vines are not present, nor the small trees. It seems odd that there are no fallen trees or trunks to tell of where the mighty oaks may have once stood.


Your scouts approach from a singular direction clearing the traps that are present, the mound looms before you and you can see the Fey preparing to defend it as they note your approach. It is then that the mound rumbles, it seems to shake and then moves 500’ through the forest that bends around it as if it were a druid. You could swear the mound is running, and the Fey all stick a thumb to their nose and sport a raspberry for your force.


Lt, how are you going to redeploy your comrades?








Party Order, Sight, and Watches


Have the Characters set up their figures on the map, and describe how they plan to move through the forest. Ask them what their standard operating procedure for movement is and what watches they will have during the night(s) if they survive that far. Also, ask them how they will be able to see in the Darkness of the Dim.
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