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Foreword

When | first began researching monsters for
CELnE AGE, T lh"}' expected to put lairies
mto it. In a sense, | did. Several of the
creatures in that book are often classified as
'Talr:r animals.”" However, 1t became obvious
carly on that there was far too much
material and folklore to do the subject
justice there, even if T dedicared several
entries. So | put fairies aside, reserving for
them their own velume,

When 1 began researching them for chis
book, I was struck by a second realization:
not only 15 there a lot of source marerial
from which to wark, it varies from country
to country. | found i interesting char Welsh
fairtes were different from English ones, wha
were in turn different than Irish fairies. To be
sure, all of the lairies about which 1 read
shared certain characeeristics, but they
differed depending on which counrry and in
some cases which county the legend
orginated. It quickly became obvious to me
that the best way to write this book was to
organize it by region.

I had another goal i the presentation of this
material, though. 1 didn’c just want to write a
420 book on fairies. There are a lor of good
books on the marker detailing this type of
manster or that for your campaign. I didn't
want to create just another one of those, |
wanted a book thar was, for lack of a betrer
word, “authentic.” The fairies in this book are
all based on acrual ]L‘gcnds. Some of them -
such as Oberon and Puck — are well known.
Others — like the Groac'h and the Old Woman
of the Mountain — are a lietle less so. In every
case, though, 1 have tried to recreate them so
that they reflect the legends of the people who
believed in them, These are historic fairies, if
you will. Their staries are fascinating and
charming, and rhey reveal a litcle about the
cttltures from which they sprang,

The book is organized into seven parts. The
first gives an overview of f‘airlr myth. Tt
highlights general trends and similarities in
the fairies of various regions in the Celtic
World. Here, we explore just what a fairy is
in general rerms, Parts 2 through 6 examine
several countries’ fairy myths. General
dcscriptian.\ of each kind of F.\ir}' that can be
found within them are discussed, and

legendary fairies from each country are
treated with both capsules of the myths and
stats for the game. Pare 7 focuses on games
rules. All of the material in that section is
Open Game Content and 1s designed to help
put the “fair folk” into your campaign. There
are rules for building and customizing fairies
for your game, tips on how to integrate them
o your advencures, and even suggestions
for fairy player characeers.

Keep tn mind that this is a supplcmcn[ for
Avalanche Press’s CELTIC AGE. Some of the
new rules presented in that book are used
herein. You can use this product separately,
but you'll have to make up the gaps on
your own.

One final note on the organization of the
book: | have tried to place the "legendary
fairies” where they are most famous, In many
cases, a particular fairy appears in the myths
of several countries, For example, Oberon is
seen as the king of the fairies in England,
Wales, and Gaul. I placed his entry in wich the
English fairies since his appearance in
Shakﬁspcam's A Midswnmer Night's Diveam has
caused him to be most closcly associated with
that country's myths. In orher cases, a fairy
would appear by several different names.
When there was some difference in the story,
I separated them and made separate characters
of them. For instance, Titania and Queen
Mab are frequently seen as the same character,
but there are other cases where they are not,
and the differences were substantial enough
that it seemed wise to create separate entries.

Fairies were a kclv piece of Western
mythalogy. They have a rich tradition
throughout Europe, and the many, many
stories of their interaction with humanity are
truly charming. Sometimes they are helpful,
sametimes 4 nuisance, and seill other times
they are the enemy. Bur they are all around
mortals and constantly connecting with
human culture. Now, they can do the same in
your d20 campaign, So anoint your eyes with
some Fairy Ointment so that you can see
through their Glamour. The Lictle Peoplc
AWaL you.

John R. Phythyon, Jr.
Lawrence, Kansas
September 2002



Part 1: Fairy Tales

Somewhere between the gods and human
beings lie fartes. They are magical, they are
immortal, and they are somehow mare than
human, But they are not quite gods. They are
not worshipped even though some of them
do offer aid and succor to mortals, They
cannot be appealed to for help. though, and
their powers are not sufficient 1o hold
nations in their sway, In fact, only the most
evil of them (and such beings are rare) are
mrerested in bringing permanent and serious
harm to humanity even after their anger has

been roused.

Meost mortals fear fa

iries. They have a
reputation for mischief and other trouble,
and they wield strange magic. And yer, these
diminutive beings are willing to coexist
peaceably with humanity (most of the rime,

anyway ). With the exceprion of the dreaded

Unseelie Court m Scotland and the fiendish
Gwyllion in Wales, most fairtes can be seen
as charming. They have a character all of
their own, and they have fascinated human

imagination for millennia.

Origins

The term, ©

ry" derives from the Old

French word, “fay," meaning “fates.” Fairies

were originally associated with the Three
Eates. (Latin, fata), and later came to mean all

such magical creatures.

Ainsel

Ainsel is a |,\|m_.'i-u| spirit that 1s the
subjecr  of a fairy  rale in
Morthumberland, A willful son of a
widow refused to go to bed one mght.
He prefcrr:'d to sit by the fire. His
mother warned him that faires come
mto the house at might, and, 1f he
wasn't in bed, they would ger him,
Tired, she went ro bed hersell.
expecting that he would follaw her

The son, however, continued ro sic by
the hearth. Shortly thereafter, a small
fairy child came down the chimney and
began flitting  about the house.
Amused, the boy asked her name. She
rc].‘hrd that it was Ainsel. In the
dialect of the area, this translated 1o
“own self.” When she asked his name,
he replied delightedly, "My Ainsel”
(1Le., “my own self™),

The fire grew dimmer, so the boy
poked at it to sur it up the embers.
Sparks flew out i Ainsel’s direcrion,
and she sereamed. Just then, a loud
voice — thar of the fairy mother —
boomed down the chimney, “Who has
hure you!” Terrified chac his
mother had been right after all, the
boy jumped into bed just as the farry

own

mother arrived down the chimney.

Ainsel replied thar My Ansel had hurt
her. Furious wich her daughter for
being the cause of her own injury, the
fairy maother kicked her back up the
chimney for being foolish.




s of the
dead. Some legends tie them to humanity more

Fairies have been associated with spi

firmly in this fashion: occasionn]!y a fairy
funeral might be seen by a human onlooker.
The person would see a miniature version of
himself or herself in the casket. This typically
presaged the individual's own deach. Thus, it is
stsibIe that the fairy spirit was a lictle ahead
of the soul of the person in question.

Early Christians believed them to be Fallen
Angels. Somerimes they were rebels who had
defied the will of Gad and been cast out, and at
other rimes, they were seen sirnp|y as bad angels
who were deemed too villainous to remain in
Heaven but not vile enough to be condemned

ro Hell.

QOver time, however, they came to be seen as a
magical race of liedle pcopk‘ with spccial powers
of their own, They were i-rcqutmly
troublesome, mischievous, and occasionally
hc|pi_u|.. They lived apart from humanity bur
still took an interest in human affairs.

This book most closely follows this last
approach, However, there are a great number of
spirits and other nature forces that fall into the
fairy category, and they are treated here as well.
Fairies are best defined as supernatural, usually
immortal beings that are both a help and a
hindrance to humanity. They sometimes mean
well and other times don't, but they live in our
world or adjacent to it. They are more than
humans but less chan gods.

Characteristics

Like human beings, fairies have disparate
appearances and abilities. However, they do have
certain similar characteristics. These are
discussed below.

Size
While fairies come in all shapes and sizes they
tend for the most part to be small. Most are

either tiny enough to fit in the palm of an

adult human hand, or they stand abour as high
as a male human's knee. The smaller set tends
to be more beauriful than their taller
compantons. While this is not a universal rule,
the larger the f ry is the more likely char ir will
have a malignanc disposition rowards humanicy.

6

Fairies are [requently referred to as “the Lirdle
People.” Iromically, this has nothing o do with
their size. It is the limitations of their powers.
Haowever, many pmph' make this mistake.

Appearance

Despite their diminutive stature, most fairies
look human. Good fairies are extremely
beautiful, wear the finest of clothes, and have
gossamer wings that allow them to fly. They
often have luminous blonde hair and very fair
skin, though this varies from region to region.

Evil fairies tend to be ugly in appearance. Their
faces and bodies are reflective of their vile

designs on human beings, and they use these
contorted visages to invoke fear in their victims.

In Wales, there is a definite relationship
between size and beauty. The smaller a I}lir}r, the
more comely its appearance. This has some
parallel to good fairies being smaller. Because
evil Little Pcnplr tend to be uglier and because
larger specimens are more generally malignant,
size does appear to have an impact on the
beauty of a Fair}', While this is specifically true
for Welsh fairies, it does hold largely true
throughout the Celtic World.

Magic

All fairies work magic of one sort ar anather.
Some cast spells, others grant wishes, and still
others weave illusions. They sometimes carry
magical items to assist them in this work. In
fact, ar one time the word, “fairy,” meant
“enchantment.” It later came to mean the
people who used these powers.

All fairies share certain magical qu:li s that
are collectively referred to as "Glamour.” These
properties shield them from the sight of human
beings most of the time. It allows them to
become invisible or otherwise remain unnoticed.
Glamour operates as the basis for l‘.lirlv llusions
and generally prevents mortals from meddling
in cheir affairs. It is not perfcct, ti\ougl’l, and
lucky humans have been able to penetrate it and

es. Moreover, it does nor last forever

spy on fai
when applied. This is why fairy illusions such
as turning leaves into coins ultimarely break
down. Most morrals spot a fairy when its
Glamour unexper(edly curs out.



In addition to being the means by which they
remain hidden, Glamour also allows Fairies to
shape-shift. While its normal size 15 as a tny,
winged person, a lairy can assume the lorm of
an animal or a fully-grown human being. They
use these illusions for a variety of purposes, not
the least of which is to infiltrate human sociery
and then test people for good behavior. Once
agamn, though, this magic can wear off and

expose the fairy for whar it really is.

Finally, all fa
Glamour. While their magical powers may

ies have the

bility to see through

screen them from mortals or allow them w

appear in other shapes and forms, thev do not

fool fairy eyes. The Little People see things as
they truly are and are not misled by their own

illusions or those of their companions.

Dependence on Mortals

Despite their insistence on privacy and the
plans of some of their number to destroy
human beings. fairies seem dependent on
mortals. They demand, for example, that water
be left our for them at night so chat they will
have something to drink, and they wreak havoc
on a home where this is not done. The Manx
believe that water must be left our or fairies
will suck the blood of the living while they
sleep instead.

Likewise, the Little People frequently steal milk,
buteer, grain, and sometimes even cattle. They
take these things as tithes, and, if they cannot
get them, they punish the locals who do not
provide them before moving on to more fertile
tertitory. Most Celes tolerate this behavior
because the alrernative is worse. A slighted faiey

can wreak all sorts of havoe on a home or a

community. They are far better to appease than
anger. Additionally, some of them will leave
gifts in return for the generosity. It's a strange
sort of extortion. If the mortal does whar they
want, he or she is rewarded, but if not the
person is severely punished.

Fairies are also famous for stealing women and

children. Both seem to be for reproductive
purposes. Children are exchanged for i weakling
known as a “changeling.” The healthy child is

FIVEN ACCess o

then raised as a fairy and g

magical powers he or she would never have had

=1

Holly

rraditionally used in modern

While
times as a decoration for Christmis,
the use of holly during the winter has
ancient traditions. Celts steing holly
leaves in and about their homes as a
kind of decoration, bur it is one with
a pruunl. purpose. It is intended to
be an invitation to the fairies to come
i from the cold. Ac mght, fairies can
nestle m the leaves as Pmnt' agamnst
foul weather, The cradition hikely is
rooted i observation of woodland
animals sheltering in holly  bushes
during the winter.

Chrstians would adopt the pracnice ar
first so that they would nor be
persecuted  or singled out. Once
Christianity became the dor ne
religion, decorating with holly would
to be s part
Christmas tradivion since the haliday

cone seen of the

comncided with the winter snows.

Druids alse hald holly to be sacred. Tt
is # coniferous plant, and thus keeps
its greenness throughout the winter
when deciduous sacred trees such as
the oak and ash lose their leaves. The
druids believe that holly's
to keep the Earth beautiful during the
long winter months.

purpose 15

as a human. More information on changelings
appears on pages 16-17.
Human women are kldnuppcd for mating. Such

individuals give birth to half-fairy children and

then raise them as fairies too. These children
lack the full powers of a true fairy, but they are
educared in the ways of the Litcle ]’\‘n]"lc and
do acquire some measure of magical ability.

Fairies have their own children, bur they do so
far less frequently than they steal those of
morttals. It seems that, for all their desires to
remain apart from humanity, they are dependent

llPOIl li\(‘“l L8] }"FOPSgJ[‘T ll'lt' race,



Fairy Culture

Fairy culture varies by region and tends to
reflect the beliefs of the particular Pinct mn
question. In this way, fairies mirror human
beings both in their paralleling the values and
beliefs of the local people and in the facr that
they, like humanity, have regional differences.
However. they can be organized into two basic
groups: Trooping Fairies and Solitary Fairies.

Trooping Fairies

Thi
of in conjunction with the term, “fairy.” These

first group is the one most often thoughe

Licele People live in miniature societies that are
similar to human ones. They have tribes and
kings and queens and courtiers. They peri‘crm
work (usually creating their treasures) and they
enjoy celebrating festivals, Just as the Celts
celebrate certain times of the year such as
Beltaine and Samhain, so do the fairies. There
1s more magic in the air on these special nights,
and this is at least partially due to the face chat
the Little Peaple are celebrating as well.

Trooping Fairies are much more human-like in
their behavior than their Solitary counterparts.
Where the latter are somerimes alien and
unknowable, the former seem to be much like
miniature human beings, albeir with wings,
magic, and a slightly different ser of morals.
Suill, Trooping Fairy culture is, on the whole,
human culture in miniature,

It is these fairies that some mortals encounter
accidentally. Many I‘.1ir‘s' stories concern a
person stumbling onto a fairy funeral or a fairy
celebration or some other societal activity.

Trooping Fairies are also the ones that most
often inspire mortals to steal. They make
treasures to please themselves, and foolish and
greedy humans sometimes attempt to rob them,
usually with disastrous results.

Despite Trooping Fairies’ generally benevolent
and peaceful nature, it is the rare human being
that is able to befriend their society and
interact with it. Fairtes jealously guard their
privacy, and they seem 1o feel doubly violated
when their society is exposed. Most react
angrily, punishing the mortal who discovers
them before he or she can ever befriend them.

Solitary Fairies

These fairies typically are found ourside of any
social organization. Sometimes thq‘ travel in
small groups or with a family, but more often
they are, as the name imp|il:s‘ solitary figures.
Such fairies are often associated with places or
with concepts such as charity or vengeance. In
this way. they are more akin to spirits than fairies.

Solitary Fairies are encountered in the
wilderness and in the home. They will beset
travelers, often testing them or playing pranks
to amuse themselves. Those who have favorable
reactions to the fuiry are sometimes rewarded
with trinkets, coins, or favors. Those who react
furiously are tormented further.

Just as many of the Solitary type come into the
home at night. There chey fliv about, playing in
the house. If they are welcomed and treated well
(by having a nice clean hearth and water set
aside for chem), they may perform chores to
help the homeowner. More often, they simply
cause trouble. Those who are not welcomed
tend to wreak havoc on the home in payment
for their "host's" poor behavior.

While Traoping Fairies are the ones most often
found by mortals, Solitary Fairies typically find
humans. They either hassle travelers, come into
the home, or simp[y observe from a distance
and then take action if they feel so inclined, A
human being who has a run-in with fairies
usually encounters the Solitary variery.

This group of Little People is more varied in
their behavior. Some are simply malignant.
They exist to plague humanity and do so at
every opportunity. Others ]Jrefer o sit in
judgment. They appoint themselves arbiters of
good behavior and punish those they encounter
who do not meet their standards. There are
others, though, who seek to help humanity.
These kind souls pert‘arm chores at night or
offer gifts or advise human beings on how best
to proceed with a problem. Such gifts never
come withourt a price, and should the human
being fail to keep up his or her end of the
bargain, retribution is swift and pninful, Seill, ir
is these Fairies thar are best loved since they
have something to offer human beings in
addition to magical mischief.



Seelie versus Unseclic

The terms "Seelie” and “Unseelie” are Scotnsh

designations and not applicable to all groups of
g &

fairies. However, the general meanings of them

are reflective across fairy culture

The Seelie are those fairies who generally are
benevolent i nature. While they may not be
acoively locking ro support humanity, they are
content to live in peace with them. They may

E‘C "11§l'h'|(‘\‘l'31!6. l‘\ll they are not I'I'I.'IiiCIDlIS.

Unseelie are those Fairies who are dedicated to
the downfall of humankind and strive towards
this goal at all times. They are hateful, mean-
spirited, nasty creatures who delight in making
ilfer. Qutside of Scottish
tradition, most of the fairies thar fall into chis

human beings

classification are of the Seolitary vartery. While
it is difficult for a human being ro encounter
and befriend a soctery of Trooping Fairies,
said group has no ill designs on the mortal
communities with whom it shares the region.

It is perfectly willing to coexist peaceably so

long as it is lefr alone and respecred. Solitary
Fairies are more varied in their views towards
mortals, though, and 1t is far mare likely that
one of these individuals has humanity's
downfall as a goal,

Fairy Help

Some fairies are interested in helping human

beings. They will come into the home and
prrﬁ»rm chores, make repairs, or i"l'i"\"[dl.' other

sorts of a

stance, They are most typically
inspired by those with extraordinary
circumstances, Either the mortal cannot hope
to do all that is required of him or heris

Jl,'ﬁpt’r.'\lrlr pnur. ar 1|.t!i dnm‘ a i:wur F-ur the

£y Fn-qm-n:['_,-, the Little Person sees an
oppartunity to rigllt mjustice.

Unfortunately, fairy help does nat always work
out as planned. Sometimes this is because the
fairy simply does not underseand the
pccu]iaritics of human sociey. Other times it is
because the magic tha the fairy employs is
simply too limited, Litcle People have been
known to turn vegerables inta coins or mice
into fine horses or other useful tricks. However,
the magic usually runs our after a shorr time

The Oak tree is perhaps the most
sacred plant in the Celtie world. It is
revered by druids, and most of their
rituals are conducted in oak groves

A twig of oak offers protection from

magic, Those with such a ward gain a

+2 Circumstance Bonus to all Saving

Throws aganst spells. Two such twigs
bound with red cord and hung in the
home offer protection againse evil,
This acts as though a Protection from

Evil SPL‘“ had been cast by a druid.

Because the oak tree is so long-lived, it
ts associared with immortality and
youthful virality. The pcrs::n. who
carries an acorn in his or her pocker 15
afforded some protection agamst the
effects of aging. Those wha do so
farthfully only age 11 months m a
vear's ume. Such behavior also
promotes virilicy. A character with an
acorn gains 3 +1 Circumstance Bonus
to any Charisma checks L{t'.:lm\‘l with
seduction.

Finally, planting an acorn on the might
of a new moon promises that money
will come into the planter’s life very
soon, Just as one Liys the seeds of a
new generation -'|.\l.1mmg the acorn)
s0 15 one laying the foundation for

great forcune.

The oak tree is part of the Fairy Tree
Triad. If ic grows in conjunction with
hawthorn and ash, the area is blessed
and powerful. This is a place in which
fairies enter the mortal world, and
where they may be seen.

and the transformed item reverts to its previous
shape, Tlis can be convement such as when
tribute 15 paid to an overbearing lard only to
have the money later tumn into leaves, but it can
also backfire such as when that same money

reverts to its I'I.'I(lkl'<'ll state bl"-ﬂl'(.‘ 1t can be s




Who Could not Spin

This story is @ common one in
Scotland. The name of the fairy varies
— somebimes 10 15 Habetror and
sometimes 1t is Whoopity Staorie —
and so does whether the woman's
husband is a lated or a2 commoner. The
essence of the tale 15 the same, though.

A woman -'i'lllll'{ not .‘-l“ll Nﬂ matter
how hard she tried, she could not
make chread. Her husband grew angry
with her and rold her that if she could
not make @ certain number of

rments for him by the end of the

a3
manth, he would divarce her.

Dhstraught, she lefr the house and
went out into the field. She sar on a

rack and began to weep since she felt
she could not possibly fulfill her
husband's demand. After a nime, she

became aware of fairy music around

her. She lifted up rhe rock on which
she had been sitring and discovered a
Fairy underneach, This fairy woman -
Habetrot — had an ugly lip and
|n]|.\|.|cd mouth. She asked the wi

why she had been crying. When she
explained her problem, the fairy rold
her she would solve the Pmbh‘m

ar il the trickery 1s discovered and traced back
to the persan the Eairy was "helping.”

Fairies have also been known to cause chaos in
their artempts to assist humans. They can
manufacture too much of a product for a
craftsman, or they cease working long after a

reasonable amount of work has been done.

Most of these errars are accidental. The faimes

are well-meaning and want to help, but th

manage somechow to flub it up. Dealing with

tlwavs a difficule endeavor for

Farries

humans. Even the most beneficent Little People
f

can cause more trouble than the poor mortal

had before

Fairy Morality
i

morality. They believe in cerrain

1cs I\T\l"l'-'llk‘ ".Tnlln A VETy S[HICT sense L‘i-

ypes of
behavior, abhor others, and punish those who
violate their tenets severely, This is one of the
reasons they are gn‘.!tl‘_.' feared by the Celes.
Fairies have little sense of mercy for those they
deem worthy of suf] ering, and they have the

1

means,

erally through magic, to make a

victim pay dearly for Pcrrcncd LTANSZressions,
For fairies, justice is the only end, and those

who cross them wish that they had not.

General Tenets

Most fairies, at least those of the trooping
variety, are very like humans. They live within
sacieties thar are remarkably close to ours and

adhere to basie customs that humans

The Wife Who Could not
Spin (cont’d)

Habetrar spun the thread for the

garments the husband wanted. The
thread was so beauriful that the wife

wits able to create for him the finest
claches around. So pleased was he that
he asked that she repeat the fear.
Knowing that she could not, the wife
once agam went to  the fairy

lor assistance,

Habetrot agreed to help, but this time
she had a different idea. She bade the
wife to mnvite her and her fairy sisters
to dinner. The wife agreed. After
dinner, the husband asked Haberror
how her mouth had become so
deformed. The fairy replied that it was
the result of frequent spinning.
Haorrified, the husband declared char
his wife should never spin again,



recognize. However, there are some distinet
differences, and it is these transgressions that
usually cause 3 human being to fall victim to
fairy wrath, They are not fond of people whe
are overly curious, who are mican or eruel, who
abuse gifts or otherwise take advantage of fairy
hospitality, who are gloomy, dull, or bad-
tempered, or those who have bad manners.
These sorts of individuals should avoid fairies
at all costs because they will only come away

worse for the encounter.

Hawthorn

Hawthorn 1s one of the three magieal
plants in Celric lore thar are often
associated with Fairtes. It has several
magical properties thar make it sacred
to the Celts.

It is most commonly associated with
fertility. Hawthorn 15 used to decorate
N

also used n

\\']mlr:. and s
dding particularly
pecformed in the spring. It promotes a

those

bountiful househald. Ironically, ir can
also be used to promote chasticy. The
leaves of the plant are placed under the
intended

mattress when this s s

purpose.
Fl“hl'rlnl'" are \‘Hl'nur.i!:\'d to carry
h.l\\'(l“ir!l l\]'.mrhc.‘- with lhrm and .'.i”
upon Llyr to provide them with a
greater bounty in their catch, The
dc’]ln'sm:c[ .Ind []'ll‘ sad Can receive
succor from the leaves. Those thar do
so will find happiness come into their
lives.

It is also a powerful ward for the
||L'|l]l'\‘|il'<'|l'|. .'\ br.uh‘ll N'l‘“ 'l‘rl"l,'('[ [l'll_
house from storms, and no evil ghosts
may enter a home so protected. Evil
spiries of any variety cannot enter as
though a Protection from Ewil spell
had been cast, and the house benefits
as though Protection from Elements

had been cast upon it.

Hawthorn (cont’d)

Hawever, one must Pl'op<‘|'|\' placate
the bush before l.ikms any of jts

branches The  bush  muse  be

respectfully addressed and appeased. If
||1|{- 15 not done, T]i(' ||.lu'[||(!rr|l\ I-‘|||"|'

guardians will punish the person who

vialates this renet. Hawthorn bushes
singly should not be
Branches

that grow
]l.l veste I.{.

should onlyv be

taken when the bush grows in a grove

of others,

When a hawthorn bush grows in the
same location as an ash tree and oak
trew, 10 is A sign of great fortune and
magnificent pr.mrr. It is at these places
thar fairies are more likely to enter the
mortal world and be seen.

Privacy

Fairies value their privacy very highly. Though
their ways are generally no different than
human beings, they do not wish for mortals to
poke their noses o fairy business, Partly, this
is because fairies accomplish much of what
they do through magic, and greedy, lazy people
often have Jcsigus for capturing fairies and
Thus, the fair folk

making slaves of them.

!\rv}-ﬂ' m kcc]\ to themselves so as not 1o tempr

would-be raskmiasters.

However, like anyane, a fairy doesn't care for
bl‘ins watched or |n|t'1'|'cs![.|ln[ about his or her
“.":'I\' Thl,';r \\'l!l] ||1:l' o ﬁnl“‘i’ are }'_L‘l\\"'.‘]!‘
busy-bodies with lietle better to do with their
time than make trouble for others. Much like
modern game publishers, they spend their time
mindmg other }\mpir'.« business instead of
concentrating on accomplishing anything of
their own. Such pcup|e are irksome, and fairies
rightly punish them

Fairies use Glamour to conceal themselves from

martals. Most of whar they do cannot be seen




Melusine

Melusine was the daughter of a farry
Her

a Scot. When he married

named  Pressina. father was a
mortal
Pressina he did so with the vow that he
would never see her while she gave
birth, Afrer all, his children would be
supernatural creatures, and a mortal
shm:” not see how Ihl.‘_\' were }'\rnuh‘_l\t

into this world.
As is the case with most taboos in
fairy tales, though, he broke his
promise, He saw Pre

na as :‘l‘l' g;l\"'
s

birch to the last of

aughters,
Consequently, Pressina and her three
clior, and Platina

girls — Melusine,
left him forever.

Or so it seemed. Upon reaching their

majority and coming fully into their
powers, the three Fary daughters
recurned o punish therr father by
cave 1in

When
had
done, she became furious and cursed
them. Melusine in particular was

sealing  lum o a
Northumberland

discavered

forever.

Pressina what they

enchanted so that one day a week she
would transforim into a ‘.;l.'rl‘i'ﬂ[ fram
the waist down, She would never find
love until she met a man who would
agree not to see her on rhis day, and,
the curse concinued, if he were o
break thar would be
permanently changed completely into

vow, she

i snake,

by human eyes, and this is just how they like 1.
However, there are those rare individuals who
do see the Little People and observe their
practices. There are also magical means of
penetrating Glamour such as Fairy QOintment

(see Part 7). Thus, despite their love of secrecy
and the magic to maintain it, there are still

1\:'0].‘[\' who are able to spy on farrtes.

The wsual punishment for spying on a fairy is
pinching. This involves the fairy atcacking the
person mercilessly, using his or her diminucive
size to flic away from trouble and then
zooming back in for another stinging arrack,
Fairies use miniature weapans for this attack
whenever possible, but they will also bite, kick,
squeee, or do whatever clse they can to hure
the offender.

The victim of a fairy pinching can only hope he

airy. 1T there are

or she has offended only one f
-5 involved, this attack can be

multiple farr
totally debilitating. The poor fool receives
several pinches at once, and the attacks do nor

cease until the fairies are satisfied. Such an

event is far worse than angering a hive of bees.

Sometimes pinching is deemed not to be
enough, and occasionally it carries greater
consequences. Those who spy upon important
fairy gatherings or those who boast of having
gained fairy favors are stricken with horrible
ailments. Offenders have been known to acquire
rheumatism, palsy, a chronic cough, and other
diseases thae do not heal. Sometimes, these are
conveyed with spells, but other times they are
the result of an especially vicious pinching,

Fai such villains with

es typically, restra
cobwebs and then pinch them until dawn
(which can be a long time depending on when

they are caught) or torture them in other

fashions. Once released, these unfortunates
hobble home only to discover thar cheir

torment 1S not over.

Cruelty

While the Little People are sometimes cruel in
their punishments, they despise unnecessary
cruelty, and their most severe pumishments are

usually reserved for those who have trulv earned

them. Fairies like making the sentence fit the
erime, and, thus, those who are mean or

ruthless find such behavior returned ro them,

The proud, :;'Pn:ct'ut. ar needl

sssly mean person
generally gers his or her comeuppance if fairies
witness such behavior, They do not have to be
the victims of this trearment. They will inflict
their morality on a human being that offends
them (which is true of all their tenets).

Pinching is rypically not good enough for
B 15 BYpIeA) 8 b



despots, They usually receive debilicacing
punishments like those mentioned above for
severe cases of spying. Whenever possible,
fairies will also seck to conduct their
punishments in such a way that the person
suffers public humiliation and loss of status.

Wife-beaters are especially despised, Those
whao bear their wives usu.\.“) do so because
they lack the talent, the courage, or both to
defear another warrior on the field of barele.
They therefore choose to inflice this
frustration on their Spouses o make
themselves feel less worthless. Such a man 15 a

coward and has no honor. Fairies who discover

this dack hrrle domestie

crer will punish the
man severely, ].1|nc||1ng him mercilessly and
making certain that the whole world knows

what a coward he is.

Bad Bebavior
In ad

not fond of other poor personality traies. They

on to their dislike of cruelty, f;

dislike miserly people. Wealth is nice to have. It
connotes status and affords one greater
opportunity. But Furies dislike those who hoard
riches or pursue them excessively. The mark of
a successful chieftain is one who can provide
for his or her people. All Celes should endeavor
to beneficence wherever possible, It, after all,
demonstrates how successful the person i1s. To
covet riches and to keep them for one's sell
demonstrates that one does not understand
what they are for,

The best way to punish a miser is to tike his or
her wealth away. Fairtes therefore often steal
from those who hoard their riches, or they use
their magic to make the holdings disappear. For
thase who are pursuing wealth to the exclusion
of all else. the Lirtle People typically offer some
lure that the targer will find exceptionally
enticing, That thing is kept just our of reach
like a carrot on a stick while the poor lool
suffers all sorts of humiliation and pain m
pursuit of it. The object is to teach the person
a valuable lesson about placing too much
emphasis on worldly goods. Those who don't
learn it often pur themselves in grear danger as
they continue ta sufler any punishment in the
quest for the object of their desires, Fairies see

this as simple justice. If the individual is roo
stupid too learn berrer, whatever happens ro
him or her 15 well deserved.

es are intolerant of selfishness.

Likewise, i
Those who think only of themselves are
punished by isolating them. A fairy is sure to

set up a situation wherein the person

desperately needs the help of others and cannor
get it They often make certain of this by filling
the person’s companions’ ears with negative

stories about the individual. Such rales always

ivalve the targer hi

1g sard something m

about the companion. Fairies are not above
lying in this case. The goal is to make certan
that those wha think only of themselves learn

thar tre.\lil\_\{ others ]mm'l_\- has bad resulrs.
Rudeness is another personality traie chat
causes the Little People to become angry.

Those who are rude,

n, or impertnent are
punished directly. They are pinched, or the

fairy plays pranks upon them, The fairy mighe
steal from the person or cause all of his or her

tools to break or cause a social faux pas or some

ather onerous fate to befall the transgressor,
Fairies take great delight in pulling pranks
under these circumstances. They laugh
delightedly whenever one of their tricks

succeeds, and they often allow the victim to

Melusine (cont’d)

She did ar last meer a man, and he
built a castle in which for her to live,
They had several children, the first few
of whom were hideously deformed.
The last two, lhough. grew up as
normal, healthy children should. Like
her father did, though, Melusine's
husband broke his vow. She was

changed into a grear winged serpent

immediately, and flew from him, never
to be seen again. Her children though,
were reputed to be the ancestors af the
French monarchs.




hear and sometimes even see them, They
attempt to teach such oafs humility, and the
Pcr&ﬂn lll(‘rt,'rnrr nc('.ds o k"(l“‘ !I‘-lt hl: or Sl’l‘
was deliberately sabotaged.

Humorless Individuals

These poor folks suffer the greatest at the
hands of fairtes they encounter. In gnner:l!. the
Little People are jocular and merry, They have
liethe patience for dour, serious, severe persons.
They have a shght tendency ta be overly cruel
to such indwiduals.

Fairies often test those they meer or observe.
They play 4 mild pr:mk o see what the result
is. Perhaps the person 1s swarted with 4 low-
hanging branch, or he or she 15 Irip}wd mto
the mud. If the targer laughs at himself or
hersell or at least sees the humor in the event,
the Fairy will likely reward that person. He or
she will be given a coin or offered a service or
some other reward. Those thar do not reacr in
overly angry fashion but are also nor amused
are generally ignored.

But the people whe become extremely upset and
reveal themselves ro be without humor are
tortured mercilessly. The fairy will follow chis
person home, pulling prnnks the whole way. He
or she will enter the mortal's house and plague
him or her with any kind of mischief of which
the fair:r can think, This goes on at length unul
at last the Little Person becomes bored and
moves on to some other entertainment.

Such punishments are also exhibited if 4 fairy
witnesses 1 mortal who is just "too serious.” If
the human never smiles and 15 shorr with
evervone he or she knows or just Plain appears
to be no fun to be around, a fairy is sure to
rorment him or her. To fairies, life is meant to
be enjoyed. Those who do not are wasting their
time and are punished in the hopes that they
will learn to do better. Once again, though, if
the lesson does not rake, a fairy has no problem
with pulushing the person cruelly, After all,
those who cannot learn a lesson deserve what
they ger.

Theft

Perhaps the gravest mistake a mortal can make
is to atcempe to steal from a fairy. The Lictle

People aleeady guard their privacy jealously and
punish severely those who violate 1t To take
something from them withour their permission
nets the severest reaction possible, Fairies often
kill those who steal from them. While they do
not always invoke this ultmare penalty, it is nor
unusual for them ro do so, particularly when
something valuable is taken.

Fairies have all kinds of treasure, They possess
gold coins, fine cloths, and magic. Many are the
people wha have been tempted ro steal fairy
riches. Few have ever gotten away with it
though. Most aften, would-be thieves are
catight before they can even pull off their
crimes. Something goes wrong during the
robbery, or the Little |’cop]c discover their
intent and surprise them before they can snatch
whatever they were after. Some do manage to
make the theft, but these robbers are usually
tracked down and punished soon afrer. It rakes
luck, guile, and a great deal of daring to
successfully sreal a fairy treasure.

A common theme in the theft of fairy treasure
is a mortal being given access to fairy magic
and rold specifically for whar it should be
used. This almost never includes the person
being able to use it on himsell or herself or for
his ar her own gain. Curiosity, jealousy, or
plain greed usually gers the berter of the
human, though, and he or she gives in to the
rempration to employ the magic on himself or
herself. Usually, the person somehow gives
away the secrer that he or she has used this
forbidden magic personally, and the fairy
punishes him or her.

Fairy Oinemen is frequently abused in such a
fashion. This is a special ointment chat, when
anomted on the eyes, enables a mortal to see
through a fairy’s Glamour and perceive things
as they rruly are. Usually in such instances, the
p(‘rson hﬂ.‘i IKC" gwven (l'l-'ll'gf Or Ellr}’ ChilL{Tfﬂ
and asked o anoint their eyes once a day. Such
children are generally ar least hal-human (i
the progeny of a fairy-human coupling) since

all fairies can see through Glamour naturally.
Eventually, the mortal tries the ointment on
himself or herself, accidentally reveals the
transgtession and gets punished for it. The
most common sentence for this crime 1s having



the |\crsun'5 eye put put. Sometimes it is just
one; other rimes it 15 both. The punishment
clearly fits the misdeed, though. For seeing
things he or she should not have, the poor
victim is blinded.

The most lenient pumishment handed our for
stealing 15 severe pinching with a debilicating
condition. Other sentences mclude blindness,
lameness, being struck mure, being changed
into an animal, and death. The exact choice is
determined bath by the severity of the
infraction and the anger of the fairy violated.

Cleanliness

Fairies do not tolerate a slovenly home. When
they enter the house ar might, they expect the
hearth to be swept clean and water lefr our for

them. If they find a home that is not in such

condition, they will break things, st

otherwise cause trouble.

Likewise, they expect a person to keep himself
or herself in generally good health and to be
neat. Slobs are tormented. So are fac pm]\lc. A
person wha does nor take care of himsell or
heeself and take pride in his or her appearance
has no honor. Whar sort of person wouldn't

keep himself or hersell in good shape? A person
should remain artractive for his or her spouse
and able to pcl‘}‘orm as a productive member of
the tribe ar all times. Those who don't do so
have no pride and no sense of duty to others,
Such people deserve 1o suffer.

As usual, fairies artempt 1o make the
punishmene fir the erime. They pull pranks or
steal or humiliate the offending individual. 1F
the Litele Person can't think of anything truly
appropriate, |\im:lu'ng is a good substrute,

Fairy Trees

ries, particularly those of Britain and
Ireland, revere certain trees as sacred and
pnw;'rful. Such trees have magical properties
that can benefit mortals grcath-. However,
fairtes do nor ler human beings :slmp!\' take
what they want from them. A Fairy Tree must
be |‘I'i\Pl.‘l'|}' rce.pn'{rd first. The moreal must
ask the reee for its bounty and thank it for
offering ir. To do otherwise 1s to meer with
punishment from the fairies that watch over

The ash tree 15 one of the three
magical planes that s sacred o the
fairies of the Celric World. Its magical
properties are related in part to Narse
mythology. The Norse believed that

the one tree from which the

Y ggcras
MNine Worlds grew. was an ash.

Woad from the ash tree is frequenty
crafted into wands by druds. The

mag s of the wood make 1t

gical prope
very s:llt.‘||.‘1|‘ |‘ur ﬁlurln.{ m.'lglc.||
effeces. Any wand crafted wich ash
wood has its cost to create reduced
by 10%.

Ash 1s atherwise principally associated
with healing. lts leaves may be added
to a healing poultice to increase s
effectiveness (heal one additional Hit
Point of damage), and wands of
healing erafted (rom ash wood heal
one extra point of damage per die
rolled. Thus, « Wand of Cure Serious
Wounds would heal three extra poinrs

of damage if made of ash since Cure
Sertous Wounds rolls three dice to
determine how many Hit Points are
recovered.

As part of the Fairy Tree Triad, the ash
is sacred to fairies, and mortals wha
defile them will be cursed or worse by
the Lirtle People who guard them. An

ash tree that grows together with an
oak and a hawthorn bush is a sign of
great foreune and power. Such groves
the

are places where es enter
martal world, and where they can be

mare frequently seen.

the particular tree. Somerimes the punishment
is pinching, Other times it 15 worse. Those
who defile a Fairy Tree or a grove in which it

Brows can I.‘X'Pl‘(f to ].1(' Cl[l‘!l‘d.



There are three trees thar make up whar 1s
eollectively known as the Fairy Tree Triad,

These are the ash, the oak, and the hawthorn.

Each has its own particular magieal properties,
bur together they are especially powerful. When

the three appear in the same grove 1t is a sign

of great fortune. Such an area is truly blessed,
and mortals and fures alike hold it to be
sacred. Only a madman would defile such a

d place. These locales are strong in fairy magic,
and it is here that they often enter the mortal

realm from their otherworldly kingdoms.

Cbangcfings

Fairies covet human babies. They do so for a

1eey of reasons. The most usual is thar chey

need them to replenish their own stock or that
they simply adare the beauty of mortal children.
Regardless, a newborn babe must be carefully
guarded so as not to tempt fairies to seeal it A
necklace of dusies 1s proof against this
abduction. It also must be carefully warched.
Any failure in this vigilance apens the door to
tragedy.

Fairies leay hind changelings in exchange for

the babes they steal. These are most n'p;caﬂ)'

Changeling
Changelings are ereated as if they are
human characters, However, they have
the following modifiers:

-6 Strength [mimimum score: 3)

-2 Dextenity (minimum score: 3

-2 Constitution (minmiim score: 3 )
+2 Intelligence

+2 Wisdom

+4 Racial Bonus Spelleraft checks

l:hnnsr]in-::.‘. also Detect Magic at will

and may select one Fairy Power from
Table 7-3. They advance by Character

ugly clildren of their own. Sometimes, an elder
member of the fairy tribe will consent to act as
the changeling. Such volunteers are usually too
old to be useful anymore and more than happy
to pretend to be children, completely cared for
by humans. This method is most usual if the
fairtes have furcher designs on the family
L‘l‘.\"lﬂd Slln]"l" [.!Rlng [l'll,' I‘Lll“'. T]lls -ill(‘l\\'s
them to put a spy in the houschold. 1f they
have no child or elder to leave behind, £

will leave a lag, which is enchanted to appear
lving for a short time; then i "dies.”
Changelings are characterized by weak badies,
They are usually underdeveloped and precocious
— much more so than one would expect far
someane of their age. They are also ugly,
though not hideously so.

They grow into weak adults. Much like runts of
the litter, they are never able ro effectively
compete with others. They simply lack the
}1|1I\‘ 1
ephanced minds and a connection with the

al prowess. Hlowever, they do have

supernatural. This 1s sometimes helpful to
them larer in life, and a few become druids or

vates to make best use of these abilities,

There are numerous tests to determine if 3
child is a changeling. Most of them are
incredibly inhumane. Pelting a child with nails
to see if he or she cries out is one method.
Another is to place the child in the hearth —
many Cels believe thar fairies can be exorcised
by fire; 1f i is a changeling, rhe fairy spirtr will

inother common

fly up the flue. Exposure

test, either lea g the child our in the cold or

ona li\]l\_‘; ||L"1[.‘.

Maost of these tests center around the idea that,
[I- [|'|l' \']‘.l]‘}{l‘ftl‘]]e: 15 “1-\‘](— Un\\'l.'[c(,“\l-'- i \\".li
leave. and the family's true child will be returned.
Thus, everything from “lwrugn0 neglect to
torture is used to encourage the changeling to
leave and bring back the stolen baby.

There are some instances of kindness having the
desired effect. One method of exarcism is to
mike the changeling laugh. If this can be done,
it will be dcligh{c‘d with the mortal’s cleverness
and vanish, returning the original child.
Showing kindness ro the foreign child has also
been known to move the thieving fairies to pity.



Feeling that such a family is worchy of its own
child, the switch is made back.

The idea of changelings likely has 1ts roorsin a

pre -indusrrial saciety’s attempt to deal with

unwanted children. Because belief in Fairies and
therr mischief is scrong, it 15 a simple matter to
declare that an ugly child or a squalling ene is a
changeling. Few children can survive the “tests”
that would vindicate them. Furcher, it 15
5||11plc matter ta carry one’s baby ofl into the
woods and bury it, then replace it with a log in
the crib and claim that a fairy stole the child,
It was also likely an easy way to excuse a weak
child, A weakling isn't one’s true son or
daugher. It was left by a fairy. There's nothing
to be done about it. As wich all such

€8 Fairy Protection: Herbs

Characters in possession o‘f a 1-L\ur.-1r.\§
claver are analfected by (.-l:n_vom ,mb
the Fairy Power {lusion. The hrr.
scts as though the person !a._\d Irm{
Seeing cast on him or her A tgm- I.-\.
clover will not ceveal the true identity
ofi & Little

however, like Eary Sight does.

d Terson,
pnh'mc\rphnl Per

gy, John's Wort and Red Verbena grant
i +32 Ant-Magie Bonus tor all .&nf-mg
“Thro ¢ the effects of Fairy
The
leaves must be wornan d _,;ari.\nd \.|r n
such as m

Throws aganst

fairies.
Powers orf

spells from

fashion,
the protection 18 be

other

some v
pendant, for

effective.

A chain of dasies prevents any ch.|'|.1i
from being abducred anc rrp.i::c\-d \; ith
a changeling, Dastes worn in the ;.u.r
or c'l.w-\\-hcrr farce any fairy 1o m.l.;: a
Will Save ar DC 10 to approach a

haractet who wears chem. This does

. [airy from using any
not prevent the lairy o s
that will operate from <

Pt)\\'t‘ s
distance:

Fairy Protection: Action

Faities can be turned

'ilrllll.ll‘ o
Undead creatures by those with the

vight tools. Bells and clappers work
extremely well, A person ringing a bell

or sounding a clapper may atcempt a
Tirn Fairy check. The DC for the roll
is 20, and the character may add his or
her Charisma Modifier.

Whistling offers a character extra
protection from Fairy Powers. A
characeer who whistles gamns a +

1
Marale Bonus to all Saving Throws
aganst a fairy's magic. He or she
must be whistling in the round that
the power 15 used o g

in this bonus.

things from the begimning of ame to the
i‘]'l.'.(t‘ll[. IC 15 casy o l‘].\l“l' .‘-lll.‘l.'“'h"”rﬂ[ i-l’rL'l'\
for misfortune or lack of success than iv s
one's self,

Protection from Fairies

Good or ewil, friendly or mean, fairies cause
rrouble for mortals, Thus, a prudent human
keeps several remedics in mind and at han
deal wich the Little Prople, There are

AUMETOUs Ways [0 protect one's sell fram
ry mischief. They can be classified mto

d to

three basic categories: Actions, He

. .‘”L{
Objeces. A great many of them are common.

One critic has noted somewhat sarcastically
that, with so many

ards ,I\.li]-!l‘!\'. 1wis a
wander that farries were able to cause quure

as much trouble as their reputation claims.
Actions

Certain acrions drive fairies away, The most
commaon is the sounding of bells and
clappers. Gallie fairies in particular secem ro
be prone to bell-ringing. Fairies don't like
these noises and will attempt o get the

person making them to stop. Failing thar
they leave.



Objects
Scattering bread and sale in the pach
of a fairy forces it to make a Will Save
at DC 15, If this Saving Throw is
farled, the fairy cannot cross the bread
and sale, Mose Celes will place this is
in a ring around the house, bur this
does nor prevent the fairy from flying
in the house from the chimney. The
range of this ward’s power only
extends 5 feet inta the air.
Sell-bored stones are described in the
“Fairy Magic Irems” section in Part 7.
However, hanging one over a stable
forces fairies to make a Will Save at
DC 15 to enter. A failure keeps the

fairy out.

Si‘u‘u‘il_lr fairies can be turned 11)-

knife. The

mechanics for doing so are described

brandishing an iron

in the histings of the individual fairies
that can be affecred. All [
from the touch of ion, though. A
fairy thar is rouched by won suffers

s suffer

1d4 poines of damage. Additionally,
the Lirele Person must make a
Forutude Save or alsa take 1d3 points

of Constitution Damage,

A fairy that is bound in iron loses all
of its Fairv Powers and any other
special abilities 1t has. It also takes
1d3 points of Constitution Damiage
per week, If it’s Constitution scare is

reduced to O in this fashion, it dies.

Once the iron is removed, thou
of its powers return instantly.

Whistling offers |.~ron[‘ng.1|| st fairies, espec
on i dark night when ene is walking home
alone. This is 4 fine time for the more
malicious fairies to muslead a person or worse,

and whistling helps convince them ro find other

prey. With [airies’ early association with spirits

of the dead, this may be the origin of the

practice of “whistling past the graveyard.”

Herbs
There are several herbs that offer proof against
fa

clover. This rare plant enables the wearer o see

magic, chiel among them a four-leal
8 g

through Glamour and other illusions. In fact, ic

is one of the ingredients in Fairy OQintment.

St. John's Wort, also knewn as the herb of
midsummer, is proof against fairy magie. Those
with its leaves can use them as a ward against
the enchantments of the Lircle People. Red
Verbena also works in this capacity.

Daisies are mrolerable to fairies. A chain of
dai

the Little People from abducting it and

s around the neck of 4 baby will prevent

replacing 1t with a changeling.

Objects

There are several abjects thar can be used to

ward off fairies. The first are bread and salt.
These two 1tems — the first representative of
life and the second of eternity — are spread over
the paths one expects the !'.url\ to take to the
home. This prevents it from coming in that
direction. OF course, it might find another way

o enter.

Self-bored stones offer some protection for the

individual who carrics one. They are proof
against fairy magic, and they are also hung over
stables to prevent the Lircle People from riding

the horses all night. More infarmarion on sell-

bored stones is avai

ble in the "[-';nrl\ Magic
Items” section i Pare 7.

Finally, most fairies cannor tolerate the touch
af iron, and some will even shrink from its
presence. These latter can be forced to flee
simply by brandishing an iron object — sually a
knife - in a threatening manner. The rest can be
harmed or their powers taken away if they are
bound in iron.



Pﬂ?‘f 2 Eﬂglisb Fairiﬂs Farryland. The former are typically construered

: beneath the earth of sacred and magical places
While fairies exist across the such as burial mounds, cak Zroves, and the
ancient stone circles, Faryland, on the other
gather most prominently in hand, exists parallel o the world of mortals and

/‘T can be acce

vear (festivals, equinoxes, solsrices,

Celric World, they seem to M
|

Britannia. There, the English ed easily at cerrain times of the

and Irish seem ro have the lipses

most, and fairies in those

ete.) and by acerdent year-round.
WO Countries interact

While their intent is nor malicious, English
regularly wich humanity, g

Indeed, they will

have a profound

. -+ Treoping Furies are more dangerous than
- . -~ . i iy
—= v their Solitary cousins. They delight in luring

S humans inte Fairyland during festivals and

impact on the culture and ! ¥

encouraging them to celebrate wich them.

arts of these twa peoples =L 44

However, time moves differently in

long into the future. i

Fairvland, and a mortal can become

Like most lost there forever

areas, .

% i Maoreover. sometimes 4 martal can

England's

st , stumble into Fairyland by nustake.
fairies are ! !

divided into

Trooping and

I:I:lL'rlllg ul‘un\r'll.‘l."\‘l 1% 3 serrous of S
and usually results in the transgressor

. - teceiving a horrible pinching. There is great

Solitary Fairies, 3 5 I £ ol

- treasure to be had here, though, and a few
The lacter are 3

further divided

inta three basic

\ enterprising thieves have eontrived to enter the
K - -
strange land and attempted o make ofl with

types: Goblins, the gold they find there. Few suceeed, and

Hobgoblins, and

Brownies, Each is

farries have been known to kill for such erimes.

detailed furcher
n the section
on Solitary
Fairies,
English Trooping Fairies
English Fairies use the Diminutive
Fairy Base Statistics. They also receive

Trooping Fairies

These fairies are of the extremely

diminutive variery. They stand roughly the fallowing modifiers:

six inches tall and resemble human e
+2 Charisma

bemngs. Like mosr fa

s, they have gossamer

wings that enable them co 4 Thcl\ e +8 Racial Bonus Diplomacy checks

exquisitely beautiful, with blonde hair and Fair Trooping Fairies gam one cxtra Fairy
skin, They dress in flowing garments made of Power and the following Spell-like
silk that are usually green, gold, or blue. Abilities:

The Trooping Fairies of England organize Charm Person = at will, Caster Level 5
themselves mto a court. Their king is Oberon Haste — 3/day, Caster Level 7

and their queen Titania. Oberon is a fair king, W Hypnotic Pattern — 3/Day, Caster

bur he is mischievous, plaving pranks on his A Level 3

courtiers and on human beings.
They live in castles and communiries buile

Lllldl_‘rgl'l.‘ll“d or m thc Iﬂﬁglt‘-‘l] k[l\s‘_dl‘ll“ ﬂtl




Table 2-1: Finding Fairyland Modifiers

To find and enter Faryland, a character rolls d% when searching. The

base chance to locate the strange realm is 5% However, there are
several modifiers that can increase and decrease his or her chance for

success. All modifiers stack.
Circumstance
Celtic Feast Day
Feast of Beltaine®
Feast of Samhamn*
Full Moon
Equinox

Solstice

Secking to Rescue another Mortal

Secking Fary Riches

Searcher Has Been ta Fairvland before
Searcher Has Fairy Magic ltem

Searching Grove of Fairy Tree Triad

Modifier
+5%
+ 5%
+10%
+3%
+5%
+3i%
+5%
-5%
+5%
+15%
+15%

* - This modifier is in addition to the modifier for 1r being a Celuic

Feast Day.

Nore that this 1s if the person is actively seeking entrance. A GM may

automatically have his or her party stumble into Fairvland ar any time
during an adventure.

Soll, England’s Trooping Farries bear humaniry
no ill will. They are perfectly happy ro co-exist
peaceably. Unfortunately, their pranking
natures, quick tempers, or magical qualiries
cause unintended results. Unless a fairy 1s
punishing a person, he or she never intends to

cause serious harm. Sadly, they often do.

Fairyland

Fairyland is the magieal realm where Oberon
and Titamia rule the firy kingdom. It exists out
of time and out of space with the mortal world,
but it 15 aceessible from this 1\].|nc. Many
travelers have found themselyes madvertently
drawn into Fairyland without realizing what has
happened until s demizens declare them

reespassers and savagely drive them off.

20

Fairvland resembles the moreal world, but 1 1s
brighter and, though there is work that must be
and is done, it 15 generally a happy place, given
over to |.'u[1'|.lr.l|:mn and merriment. HCI’L‘. the
people enjoy life, singing and dancing at every
opportunity. Ieis also a rich pl.n‘c. There are
great treasures to be found here by the

enterprising and the foolish.

Entering Fairyland from the Mortal
World

Getting there 1s not casy. though. One has ta
be in the righe place ac the right time. In
general, a characrer searching for Fairyland will
find his or her way in 5% of the rime. Table 2-1

lists modifiers to this base percentage chance.



However, those who actively seck Fairyland are
not the only ones who find it. Some travelers
They will be

out on a journey, only to discover thar they

stumble upon 1t quite by ace

seem to have lost their way. In fact, what has
l'lnppcncd is thar one of the many gateways to

Fh(‘ Ti.‘rl!ﬂ'l w,

s open and in therr path. They
wandered in without even noticing.
There are also those whao are invited in by the

residents. F s, including the king and queen,

will entice human beings to follow them nto a
forest or a grove of trees. In reality, a door 1o
Fairyland waits within the branches, and the

unwitting mortals walk right through them and

into the other realm.

Fottunately, doorways to the mortl warld from
Fairyland are much more obvious. They still
must be found, but they can plainly be
recognized. Thus, those who find themselves in
Fairyland have an easier time leaving.

However, there are those mortals who find

Fairyland the hard way and are unable to lex
They are kidnapped by fairies. The vase
majority of these unfortunates are children who
are snatched from their cradles. However, there
are some women and even the occasional man
who are carried off to be consorts or spouses.
Frequently, it is some fairy noble who engages
i this.act. He or she becomes stricken by the
beauty of & human and simply must have him
or her.

There are accounts of such victims being

ries.

tescued. This is not considered theft by fa
They will nor retaliate against a mortal for

attemptimg to reclaim a lost spouse or child.

However, it 1s difficult to accomphish. First the
would-be rescuer must somehow find his or her
way into Fairyland. Then he or she has 1o locare
the kidnap victim. The act aof bringing the
capuive home 1s very rarely one of snatch and
grab. Fairies are willing to forego their prizes,
but only if the mortal rescuer can prove to be
bath courageous and cunning. Thus, there 1s
usually some test that the person must
perform, If he or she passes it, the faires will
allow him or her to escape with the caprive. IF
nat, though, the individual loses the kidnapped

Iﬂl"lfL.'l1 |I0rI:\'|.'I'. The c|‘|ur;n‘.Ler }‘II'I\ 5 |'I]ITIS1.'“- or

herself thrust out of Fairyland and back onte
the mortal '|.\l:lm' Far the rest of his or her life,
the failed rescuer can never find the way back
into Fairyland agam, To prevent the rescuer
from simply grabbing the victim and taking off.
the magic of Fairyland obfuscates him or her
from the hero's sight, 1f he or she succeeds at
the test, the kidnapped individual appears
before him, If not, he or she remains hidden.

Time
Time moves differently in Furyland than e

does in the mortal warld. It is -:xiu“tlun.:l[\-

fast. This means nothing to immortal fa

but for human bemgs who wander in, they

Table 2-2: Faifyfand
Time Table

Huring most of the year, [:;nrj.‘l;lmf
maves at the following speed:

Mortal World
1 hour I day
1 J,\y I week

Fairyla nd

| week I vear

During the equinoxes and solstices,

this rate 15 doubled. Thus, one hour in

5

ryland equals two days in the
mattal world, On feast days, the speed

is tripled. So, one day equals three
\\"'Ukh.

The feasts of Beltaine and Samhain are
special. On these nights, the fairies
dance all night long, and they
encourage any mortals who happen
upon them to join in. Those who do
must make a Will Save ar DC 25. 1f it
15 failed, the human will dance with

the fairtes until dawn. In the morning,
roll d%. The result s the number of
years that have passed avernight.




Brownie

Brownies use the Tiny Farry Base
Stanistics. In addition they gain the

1‘0]10\\1115: modifiers:
+2 Serength

+4 Constitution

-2 Dexterity

-2 Wisdom

-2 Charisma

+4 Ra

They also gain the following special

al Bonus to Craft checks

abilities:
Accelerare Feat
Raze

Telepore 1/Day
Raze (SP)‘ Thius 15 the power of the
Brownie to wreak vengeance on these
whe have profoundly insulted him. He
simply points at an object and it is
destroyed, Glass shatvers, chai

are
simashed, planes are blighted, fields are
p|m~'cd over, whatever will run the
household or undo the work that the
Browme has done occurs. Magic 1ems
are immune to this effecr and so 15 the

structure \‘E- [ll\' !iUl'I'll‘ IISL'“-. blll

everything else within it and ourside

are not. Amimals need not worry, The
Brownie will not harm them for the
stupidity of their owners.

Teleport (Sp): Once per day, a

Browmie may cast the Tu.‘]L'p(!rL' SPL‘".

often find that they retuen home days, weeks,
and even years later, [|usu_;:|! they would swear

they were only there a short time

he rate at which time moves in Fairyland
varies aceording to the time of year It moves ar
one speed during most of the year, but 1t 15
faster \‘iurmg equinoxes and Fasver still on feast
davs, The grear irony of this is that thes

AT

also the times when Fairyland s casier for
mortals to find, Thus, they may accidentally
wander m and then lose years as they move
rapidly farward in time. While all Celts enjoy

celebraring un the high Feast days, it s

hl‘n[‘t'.ll’[‘lnl to exercise some caution ar these

rimes since there 1s much more “magic m the

are” A drunken celebrator can wander into a
fairy party, get caughe up in the revels, and
wake the following morning to find that it is

many years ]J(k‘l’.

Solitary Fairies

English Solitary Fairies break down into three
basic types: Brownies, Goblins, and
Hobgobling, cach of which is deseribed in fuller
detail below. On the whole, Solitary Fairies are
mischievous in English folklore. They delight

m ]‘Ll"lllr_“ }"f.!llk!i on humans and seem to gam

no end of amusement from the trouble they
cause, However, most of them are also hc!pi'ul
to humans, Brawnies in particular seem to
greatly be concerned about the welfare of
mortals. All of the Solitary Fairies have some
redeeming qualities to them, even the repugnant
goblins. However, all of them turn very wicked
if angered or crassed.

English Solitary Fairies are larger than the
Trooping variety. They eypically are as big as a
house car, and stand as tall as the average man's
knee,
shield themselves from detection (although

e therr cousins, they use Glamour to

their mischievous behavior often undercurs chis
defense). They do not usually seeal children or
kidnap women, though. They live with human
bemngs rather than apart from them, and their
pranks are usually intended for amusement, not

for harm.

Brownie

Of all the Solitary Fairies mn England, the
Brownie is the most human-looking, It appears
as o small shaggy-brown man either naked and
covered with thick, brown hair or with very
shabby brown clothes. They come up to the
knee in heighe,

A Browmie 1s a treasure to any houschold. He
does any work that needs to be done. He will
lwlqw. reap, grind grain, clean, churn buteer,



mend, or anything else that needs to be done.
In fact, the more tedious rhe job. the more a
Brownie would like to do it. They are exeremely
industrious warkers and can be used to
motivate or report lazy workers in the fields.
The Brownie has no patience for those who do
not work hard and will punish anyone who does
not meet its standards. In this way, they are
VETY useful to warriors and chieftains, who use

[IH‘II\ A58 OVErSecrs.

Brownies must be }1."-:1 for their services,
though. For their wark. they must receive a dish
of the finest cream in the house and freshly
baked bread or cakes, the laceer being
particularly desired. To withhold payment or to
affer something else i return is an nsule.
Offended Brownies vanish, never to be seen
again by the people who betray them. 1f a
Brownie is deeply offended, he will weeak havoc
in the home before he leaves. There are two

s

fire means to make a serious enemy of a
Brownie: offer him a new ser of clathes or
criticize his work, Both will ensure nor only
that the fairy leaves for good, but that he also
leaves the household in much worse shape than
he found it

For the most part, Brownies are g vod-narured
and friends to human beings. They enjoy
working and love to hclp out the mortals
whose homes they inhabit, Their fees ure
entirely reasonable, and they are considered
both a blessing and a sign of good fortunc n

the home,

Goblin

A Goblin is not 4 green-skinned humanoid
hiding in a mountain cave and wnting to beser
unwary travelers. It is a spirit, and a very

malicious one at that. In many ways, Goblins

are the opposite of Brownies. They exist largely
to pester humans in their homes, creating as

much mischiefl as pas:‘.:blc.

Goblins come into houses and start causing
trouble. They break tools, furniture, and other
items. They upset keetles and pots. They steal
anything they can carry. They cause things to
fall over. And they do all of this st night,
making great noise while they do so.

Unfortunately, when the concerned hameowner
comes out to see what has happened, the
Goblins have used their Glamour to disappear,

making them exeremely difficult to carch.

When they can be seen, Goblins are hideous in

carance. They have scaly skin of green, blue,

or grey calor They have devilish smiles and
bat's wings rather than the gossamer ones
common to most fairies. Unlike Brownies,
which are usually solitary, Gablins generally
travel in packs — an infestation requires gerting

rid of not just one of them but many,

In addition to causing havac 1 the home,

Goblins enjoy practical jokes. They will happily

trip passers-by, let tree branches loose so that
they unseat riders, drop heavy objects on people
as they pass underneath, and any other painful
but otherwise harmless rricks of which they can
think. Their activities are almost always

al laughter. They are

|ICCUI’1IPIII’IiI!d b\' man

greatly amused by their own jokes, and this
sometimes allows the unfortunate who has
fallen prey to their tricks to catch them: they
stmply roll around laughing uncontrollably ar

thetr own jests.

Goblin (Fairy)

Goblins use the Tiny Fary Basc
Statistics. 1n addition, they receive the
following modifiers:

-2 Consttunon

-2 Charisma

+4 Racial Bonus to Disable Deviee
checks

+4 Racial Bonus 1o E
checks

+4 Racial Bonus to Pick Pocket
checks

ape Arnist

Goblins also get two additional Fairy
Powers, two additional Feats, and the
¢ to cast Telekinesis ar will as




lrontcally, Goblins are extremely fond of
children, While they infest homes with their

muschief, they will give presents and other
rewards ro good lirtle boys and girls who mind
their parents and act properly. Perhaps this is so
that they will have an ally in the house.

Perhaps it is so that they will appear to be
earning their keep and therefore cause the
homeowner to put up with their deviltry,

The only way known to ger rid of Goblins is to
scatter flax sced across the entire floor of the
home. Goblins cannat stand this particular
mess and will set to cleaning it up immediazely,
gathermg the seeds as rapidly as they can.
However, there are far roo many for them o
linish the job in a single night. Repeated
dustings force the Goblins ro start over. After a
few nighes of this, the Goblins .\'jlll}!l\' give up
and move on in search of a house where they

can h-l\'l‘ more fun,

H obgob.!' in

Sometimes called simply, “Hobs." Hobgoblins
are also spiries, not humanoid monsters living
im the wilderness. Unlike Brownies, who seem

to be good at everything, and Goblins, who are

Hobgoblin (Fairy)

Hobgobling use the Tiny Fairy Base
Stavistics bur add che following
modificrs to the template:

+1 Hit Die

+2 Intelligence

-2 Charisma

+4 Racral Bonus Amimal Empathy
checks

+2 Racial Bonus Craft checks

+2 Racial Bonus Sense Motive checks

Haobgoblins receve three addinional
Fairy Powers and one extra Feat,

bene on mischiel, Hobgoblins are benevolent

sprites that specialize in caring for the home, In
fact cheir name is made up of two words -
"hob.” meaning “hearth,” and “goblin,”
meaning “spirit” — that together translate as

“spirit of the hearth.”

Habgoblins focus on tasks around the home.
They clean, mend, cook, and do ather things
that keep the home and hearth warm and
orderly. They expect to find the hearch swept
clean and water left aside for them. 1f they find
such, they will perform all manner of work ta
make the home nicer. Like Brownies, Hobgoblins
tend to be solitary, though bands of two to five

are known (and greatly appreciated since they

can do many times more work).

However, they do bear several similariries to
their Goblin cousins. First, they are ugly, Some
looking like Goblins

appear scaly and demoni
do. Orhers look simply outlandish. One of the
most famous habgoblins, Robin Goodfellow,
has a human upper body, but the legs of a goar,
so thar he resembles a faun. Regardless, all
Haobgaobling have an alien appearance.

They also love to prank, even on these whom
they are benefiting. Like Goblins, Habgoblins
simply love to laugh at their own jests, and the
best jokes they know are made ar the expense off
another, Still, their pranks are largely harmless
unless they become angry, in which case they
are far worse than any Goblin. Most
homeowners who suffer from light-hearted
Habgoblin pranks choose to put up with ir.
The benefits to the home are too grear.
Oftentimes, Hobgoblins test travelers and
humans in their home. They will perform some
trick on them. IF the person becomes angry they
are tormented or the Hobgoblin leaves, If they

respond f:wnrab]:r. though, it stays and offers

some reward.
Legendary English Fairies

Listed below are some of the most important
and memorable fairies in English culture,

Oberon
Oberon is the King of the Fairies in England.

He rules them from Fairyland along with hus
wife and queen, Titania, However, he likes to



Oberon (King of the Fairies)

Size: Diminutive Fey Fairy Feast. Fairy Sight, Fairy

glish Trooping Fairy) Subtype, Glamour, Polymorph Self
Hit Dice: 6de+6 Saves: Fort +3, Ref +8, Will 47
Hit Poinrs: 27 Abilities: Str 6, Dex 17, Con 12,
Initiative: +3 (Dex) Int 13, Wis 15, Cha 15
Spl:t'd: 10 feet, Fly 40 feet (Good) Skills: Animal Empathy +6.
ACE 16 L9 3:She +3 Dad Bluff +10, Craft +10,
l)i]"l||(11.h'_\' +10, Heal +6,

Artacks: Pinch +9 melee (1d6-2 %
Hide +7. SI\l‘Il:rﬂll +8

Face/Reach: 1 foor by 1 foor / O feer
Feats: Trip, Weapon Finesse (Pinch)

Sprci.‘ll Attacks: Compel, Dazzle, '
Hald Person, Spell-like Abilities Cllﬂl]l'ngf R'-'Il'll‘lg: 3

Special Qualities: Blink, Curse, AIignml:nL: Chaoric Good

Blink (SF)‘ Oberan may “blink" ar will as l|1m|g|1 the Arcane ."i}u'” of the same name
had been cast on him. All attacks on him suffer a 50% chance to miss. bPC“n cast
against him fail 50% of the time. However, there is a 20% chance for Oberon's own
attacks to fail too. He can cancel this abilicy as a Move Equivalent Action.

CumPE] (SP): Oberon's version of Compel is i lictle different than normal. It does
not work if the mortal has not addressed him. Until such time, Oberon cannot use this
pov Once the person does :u|‘l';!rx o him, though, the DC for the Will Save to resist
the effecr 15 25.

Glamour (Su): Like all fairies, Oberon can remain hidden from martal view. This
ability allows him to be imvisible to human beings but has no effect on animals or on
magical creatures. Unforrunately, it's not perfect. Some humans can see through it
Any human character can make a Will Save at DC 14, IF it 1s made, the character can
see Oberon,

Oberon can make his presence known to mortals at any time. He simply needs to drop
the Glamour. Artacking a human will also cause Glamour to drop just as 1f Oberon had
attacked while under the nfluence of an Invisibiliry spell. Glamour can be raised again
as a Standard Action, however, if the rarget human spors Oberan before this can be
done, Glamour will not work. Regardle targer humans ger a +2 Circumstance
Bonus o the Will Save to see through Glamour each time Oberon attacks him or her,
These bonuses are cumularive.

Hold Person (SP) Oberon can cast Hold Person at will as of he were a 10th Level
CASLCE

Polymnrph Self (Sp): Oberon can shape-shift ar will, He can transform himsell into
any creature (including a human) up to Medium Size. The transformation lasts as
long as he wishes, but it does sometimes fail. Onee per day, Oberon must make a Will
Save ar DC 12. If iv 15 failed, he reverrs to his natural stare. Because this s, in essence,
an illusion, he may not notice that something has gone wrong and must make a Spor
check ar DC 12 or continue acting as though still in s polymorphed form.




haunt the woods of the mortal world with lus

retinue, playing pranks on any humans he

encounters there. Oberon is just but extremely
impish, and few mortals who encounter him
leave the experience without some level of

har

and draw them into Fairyland, wheroupon they

ment. He attempes to detam all cravelers

lose rime [ see above).

Like most English Trooping Fairies, he is very
small. In fact, he is shorter than most of his
subjects, standing only four and a half inches
tall. Despite his short stature, he i1s very

handsome. He was once rxln‘rm'l‘l.' nlg]_\’. and his

on him. They used their magic ro make him
beautiful and then made him their king.

Astde from attempring to detain travelers,
Oberon has frightening influence over mortals.

k to him are forever in his

Those who s e

power, willing to do what he says. Thus, Celes
are taught not to speak to Oberon if they
encounter him, no macter what he does. He
may rage or use great magic ro intimidate
human beings into addressing him, but, so long
as they resist, he will eventually give up and
mave on to other prey — usually afrer
performing some final prank for not amusing
um further,

name was Tronc. However, the fairies rook pity

Oberon (King of the Fairies) (cont'd)
Spell-likc Abilities: Oberon can cast the fallowing spells:

Chirm Persont — at will, Caster Level 5

Haste — 3/day, Caster Level 7
Hypnotie Paern — 3/Day, Caster Level 3

Skills: Oberon gers 4 +8 Racial Bonus to Diplomacy checks.

Curse (SP} Oberon places curses on mortals who particularly displease him. Targets
of this ability suffer a permanent -2 Magical Penalty to their Armor Classes.
Additionally, they must rall 3 d6 each time they make an atrack roll, Saving Throw, ar
1 Skill check. If the result of the d6 throw is 4 * " the character must re-roll
the d20 i 1t was successful, The character must keep the less fortunate of the two
resules. A successful Will Save at DC 28 will prevent this nasty power from taking
effect.

Dazzle (Sp): Oberon can create a burst of brilliane light, affecting an area with a

radius of 5 feet. The embers of this explosion zip back and forth, secking the eyes of
ather rargets. Those in the area of effect when this power goes off must make a Reflex
Save at DC 17 or be Blinded for 1d10 rounds. Additionally, the embers cause all non-
Blinded characters to sulfer a -4 Circumstance Penalty on their atrack rolls for 16

rounds.

F:Iiry Feast (SP): Oberon can create @ small feast for up to eight people of Medium
or Small Size. Unlike the Divine Spell, Create Food and Water, the food is quite
excellent. However, rather than decaying in 24 hours, this food rurns to twigs in four
hours, The meal is nourishing, but 1t doesn't last as long as normal faod. Those whe
partake of it, find themselves hungry again in only two hours,

Fairy Sight (Su): Oberon is immune ro the effects of Glamour, He can see through
all dlusions and can identify anyone no matter how they are disguised including
pelymorphed.

Fairy Subtypl.‘: Immune to mind-influencing effects, Sleep, and discase.




Titania (Queen of the Fairies)

lﬂ Size: Diminutive Fey Magic Irem — Fairy Dust,

£3, (English Trooping Fairy Polymorph Object, Polymorph Sell
Hit Dice: sdo+s Saves: Fort +2, Ref 47, Will +6
Hit Poinrs: 24 Abilities: Str 6, Dex 17, Con 12,
Initiative: +3 (Dex Int 13, Wis 15, Cha 15
Speed: 10 leet, Fly 40 feet (Good Skills: Animal Empachy +12,
AC: 16 (+3 Size. +3 Dex) Bluff +6, Crafr +10,

Diplomacy +8, Heal +6.

Attacks: Pinch +3 melee (1d6-2) : . &
Hide +7, b}:r[lcl',lll +6

Face/Reach: 1 foor by 1 foot / 0 feer

Special Attacks: Chaos, Entangle,
Spell-like Abilities

Feats: Fly-by Attack,
Q“ls‘k\'l‘l F.1Ir_\' Power

Special Qualities: Cure Light Challenge Rating: 3

Wounds, Fairy Sighe, Fairy Aligmncm: Neurral Good

Chaos (SP) This power works similar to the Confusion spell. There are a few
differences, the most 1 portant of which is that the effect lasts until Titania cancels
it or until the subjects make # Saving Throw to resist its elfects. The effective range
15 a circle with a radius of 20 feer. The Save to resist ir 15 a Will one, and it must be
made at DC 22, A new Saving Throw may be attempred every round, but it must be
made at a -2 Circumstance Penaley. This penaley does nor increase no matrer how
many times the targer characrer fails the Save.

Affecred characters roll on Table 7-3 ( page 70) to determine what action they take. At
the beginning of each round there 1s a 50% chance thar the affecred characrer will
contimue in his or her “chosen” action. If nor, roll randomly to determine a new one.

Cure Lighr Wounds (Sp): Titanta may cast Cure Light Wounds as though she were

a 3th Level caseer at will.

Enranglf: (SP): Titania may cast Entangle at will. Caster Level is Loch.

F.‘l;l')‘ Sight (Su): Titana is immune to the effeces of Glamour, She can see ||1rnux!|
all illusions and can identify anyone no marter how they are disguised including
polymorphed.

Fairl\f Suhiypc: Immune to mmd-mﬂm’urmg effeces, Slee P and disease.

Glamour (Su): Like all farries, Titanta can remain hidden from morral view. This
ability allows her to be invisible to human bemngs but has no effece on animals or on
magical creatures. Unfortunately, it's nor perfect, Some humans can see through ir.
Any human character can make a Will Save at DC 14, If 1t 15 made, the character can
see Titania.




Titania entourage of fairies only a little less comely
than she.
Like Oberon, her home is Fairy

spends a great deal of her time in the woods

Titania is the Queen of the Fairtes in

England. She is the wife of Oberon. She is and, but she

has an extremely regal bearing, is

magnificently beautiful, and is attended by an of the morcal world. Here, she weaves magic

Titania (cont'd)

Titania can make her presence known to mortals at any time, She simply needs 1o drop
the Glamour. Attacking a human will also cause Glamour to drop just as if she had
attacked while under the influence of an Invisibility spell. Glamour can be raised again
as a Standard Acrion, however, if the target human spots Tirania before this can be
done, Glamour will not work. Regardless, rarget humans ger a +2 Circumstance Bonus
o the Will Save to see through Glamour each time Titania atracks them, These
bonuses are cumulative

Nlusion (Sp): Titania can creace illusions that are visible, make sounds, have smells,
ete. The only thing thar they cannat be is touched. Once someone touches one ol her
illusions, it vanishes. The power only works on human beings. Animals, magical
creatures, and other fairies are unaffecred by it It has a range of 400 feer. When it is
seen, f'\'l'r‘.f r‘i'rﬁl'!l g(!‘l da \\II!I Save ar l)(.: ]?. Tl"l‘-"“ \\'|1L1 ,'t‘l(\:('cl.l I.{‘j not secc Ihl.'
illusion, Those who fail see it and believe wholeheartedly in it. They cannot be
convinced otherwise until the thing is touched and vanishes.

.\l.nglc ltem — Fair}u‘ Dust: Titania has a puuch af Fairy Dust that she kr.-]m handy, Tt
contains cnough dust for five uses before it must be refilled. She makes cerrain it is
full each mglu. before she goes out mto the mortal world.

Polymorph Object (Sp): Titania can turn onc inanimate object inta another.
However, there are twa important limitations ta this power. First, only inanimare
objects can be affected. Second, there is a time limit to the effect. In pmn] this is 24
hours, but it is reduced one hour for every five pounds the abject weighs over 10. The
minmum duration 15 30 minutes.

Titania can create precious metals and other valuables through the use of Polymorph

Object, but they have lictle value since they will nor retain their shape, This sort ol
thing is usually done to assist a human since Titaniy no use for gold ar silver herself.

Po]\'morph Self {SP) Titania can shape-shift at will. She can transform herself into
any creature (including a human) up to Medium Size, The transformarion lasts as long
as she wishes, but it does sometimes fail, Once per day, Titanii must make a Will Save
ar DC 12, If it is failed, she reverts ta her natural stace. Because this 1s, in essence, an

llusion, she may not notice that something has gone wrong and must make a4 Spot
check at DC 12 or continue acting as though still in her palymorphed form.

SPcll-likL‘ Abilities: Titania can cast the following spells:
Charnt Person — at will, Caster Level 5

Hasie = 3/day, Caster Level 7

Hyprotic Pattern — 3/Day, Caster Level 3

Skills: Titania gets a +8 Racial Bonus to Diplomacy checks.




Puck

Size: Tiny Fey (Hobgablin) pﬂ[\'murph Object,
Hir Dice: 7d6+7 Polymorph Self, Ventriloquism

Hit Points: 34 Saves: Fort +3, Ref +8, Will +7

Initiative: +3 (Dex) Abilities: Scr 8, Dex 16, Con 13,
SPEEd: 10 feet, Fly 40 feer (Good Int 13, Wis 15, Cha 12
AC: 15 (+2 Size, +3 Dex) Skillsi  Alidieviy 8, dosiioal
Attacks: Pinch ++4 melee (1d6-1) [ilnP.{[h!r + 4, Bluff 47,
Face/Reach: 2 1/2 feer by 2 1/2 feer / Craft +12, Heal +7,

0 feet Intimidare +7, Sense Monve + 14

Specfa[ Attacks: Blight, Curse, Hold Feats: Accelerate, Trip

Person, Polymorph Other hall, .
Special Qualities: Blink, Fairy Sight, Challenge Rating: 4

Fatry Subrype, Glamour, llusion, !\]ignm:n[: Chaoric MNeurral

Blighl (Sp): This is a devastating power feared by morrals everywhere. It enables
Puck to inflict a permanent debilitating condition on the target, usually 1 punishment
for violation of some renet of fairy morality,

To use 1t, Puck chooses the condition he or she wishes ro inflice. It could be blindness,

theumatism, palsy, or any other affliction that comes with a lifecime
guarantee. The target makes a Fortitude Save ar DC 27, If the Saving Throw fails, the
character suffers from the effects of the condition. The duration For chis ability 1s
permanent unless Puck revokes ir,

Blink (SP); Puck can “blink" at will as though rhe Arcane Spell of the same name
had been cast on hum. All actacks againse him suffer a 50% chance to miss. Spells cast
against him fail 50% of the time, However, there 1s 2 20% chance for Puck’s own
atracks to miss too. He can cancel this ability as a Move Equivalent Action,

Curse (SPJ: Puck can curse mortals to suffer a permanent -2 Magical Penaley ro their
Armor Classes. Addirionally, afflicted rargets must roll a dé each time they make an
attack roll. Saving Throw, or a Skill check. IT the resule of the dé throw isa "5" or "6,"
the character must re-roll the d20 if it was successful, keeping the less fortunate of
are, target humans must make a Will Save ar DC 28,

the two resulrs. To avoid this

with her fairy retinue. She is the friend to the being 10 see her. Those thar do have usually
forest and 1s fond of the woodland creatures earned her wrath,
that live there.

Puck

She ts tolerant of human beings and bears them 2 = ;
5 ! > Along with Robin Goodfellow, with whom he is
no particular ill will. However, she has little 5 . ; .
: “ i somenimes confused, Puck is the most fimous

patience for those who despail the woods she
5 Haobgoblin in English rradition. He is

so loves. These mortals she punishes as severcly £ G

exeremely crafty and seems to enjoy pranking
as she is able. It is rare thar she allows a human ’ L H

29



Puck (cont’d)

F:lir}' Sight (Su): Puck 15 not fooled by illusions. He is immune ro the effeces of
Glamour and sees the true identity of anyone he encounters, even 1f the individual has
l‘l'i'll l‘"l\'l“ﬂrpl‘fd.

Fairy Subtype: Immunc to mind-influencing effects, Sleep, and disease,
Ty JRE g P

Glamour (Su): Puck can remain invisible to human beings. This power has no effect
on animals or on magical creatures. It's nor perfect, though. Some humans can see
through . All people wha encounter Puck make 4 Will Save ac DC 16, If it is made,
the character can see through Puck’s Glamour

Puck can make his presence known to mortals at any tme. He simply needs to drop
the Glamour. Attacking the human causes the Glamour to drop as well, just as if he
had artacked while under the influence of an Invisibility spell. Glamour can be raised
again as a Standard Action, however, if the target human spots Puck before this can be
done, Glamour will not work. Regardless, rarger humans ger a +2 Circumstance Bonus
to the Will Save to see through Glamour each time Puck attacks them. These bonuses
are cumulative,

Hold Person (SP): Puck can cast Hold Person at will as if he were a 10th Level caster.

lusion (SP): Puck can create illusions that are visible, make sounds, have smells, and
any other effects of which he can think, The only thing that they cannot be is rouched.
Once someone rouches one of Puck's illusions, it vanishes, The power only works on
huiman beings. Antmals, magical creatures, and other fairies are unaffecred by it. Ie has
a range of 400 feer. wvery person who encounters one of Puck’s illusions gers a Will
Save at DC 17, Thase who succeed do not see it at all. Those who fail see the illusion,
and believe wholecheartedly in 1. They cannot be convinced otherwise unail the thing 1s
touched and vanishes.

Polymorph Object (Sp): This ability enables Puck to turn one inanimate abject into
another. The only limitations on this power are: only manimare objects can be affected,
and the object only remains cransformed for a short amount of timer. In general, this
15 24 hours, but it 1s reduced one hour for every five pounds the object weighs over 10.
The minimum duration 1s 30 minutes.

Puck can create precious metals and other valuables through the use of Polymorph
Object, bur he usually does so as a prank. He offers riches to silly mortals who are not
wise enough not to accepr such lhlng.\ from a farry they mer in the dark. Then he
laughs heartily when the poor dupes discover they have turned back into leaves or
sticks. Puck has no use for gold and loves to torment those who do.

Po]ymorpll Self (Sp} Puck can Sh;lpu-.\.hll.l at will. He can transform himself into
any ereature (ncluding a human) up ro Medium Size. The transformation lasts as long
as he wishes. Puck's Polymorph Sell ability never fails like other fairies’ does.
Addittonally, he has changed forms so many times, that, while he can be recognized as
Puck no martter what guise he takes, Fairy Sight will not reveal whar his true form is.

Vt:nl:riluquism (SP): Puck can cast Ventriloquism as if he were a §th Level caster
This power works at will,

Skills: Puck gers 4 +4 Racial Bonus to Animal Empathy checks and 4 +2
Bonus to Craft and Sense Motive checks.




more than any other fairy. It is, it appears, part Puck 15 impossible to describe. He uses his

of his very nature. shape-shifting abilities so often that no one can

aurhoritatively say what his true form is. Most

Robin Coodﬁﬂow

Size: Tiny Fey (Hobgoblin Wounds, Fairy

Hit Dice: 6d6+6 Farry Sulx ] o
!"n]ymurp]! Object, [-’u|\'mnr'|.‘|| Self

Hit Points: 29

RS Saves: Forr 43, Ref +8, Will 47
Initiacive: +3 (Dex)

: : - - Abilities; Str 8, Dex (6, Con 13,
Spccd: 10 feet, Fly 40 feet (Good) far 13, Wi 15 Cha 12
AC: 15 (+2 Size. +3 Dex) Skills: Alchemy +8, Animal
Attacks: Pinch +4 melee (1d6-1) Empathy +4, Bluff +7,
Face/Reach: 2 1/2 feet by 2 1/2 feet / Craft +12, Heal +7,
o feet Intmidate +7, Sense Motive + 14
SPl:cfuI Artacks: Blight, Chaos, Feats: Accelerate, Trip
Curse, Entangle Chaﬂ:nge R.ating: +

Spccial Qualities: Cure Light l\lignmem: Chaotic Good

B“ghl [Sp]: Robin Goodfellow can inflict a permanent debilitating condition an a
human being. Robin chooses the condition he will inflict. It could be blindness,
deafness, rheumatism, palsy, or any other affliction that lases a liferime, The targer
makes a Forrieude Save at DC 28, If the Saving Throw (ails, the character suffers from
the effects of the condition. The duration for this ability ts permanent unless Robin
revokes it

Chaos (..‘!P) This power works similar to the Confusion s]wll. There are a few
differences, the most impartant of which is thar the effect lasts until Robin cancels it
or until the subjects make a Saving Throw to resist its effects, The effective range is
a circle with a radius of 20 feet. The Save to restst it 1s a Will one, and it must be made
at DC 23, A new Saving Throw may be attempted every round, but it must be made
at a -2 Circumstance Penalty. This penalty daes not increase no matter how many
times the targee character Fuls the Save,

Affected characters roll an Table 7-3 (see page 70) to determine what action rthey rake.
At the beginning of each round there 15 4 50% chance that the affecred character will
contnue in lis ar her “chosen” action. ]I’ not, m[l r.mdm!\]_\' o Jrln:rmlm‘ a new one.
Cure Lig]u Wounds (51}): Robin can cast Cure Light at will as if he were a 5th Level
caster.
Curse (SP): Robin can curse targer human beings with a permanent -2 Magieal
Penalty to their Armor Classes, Additionally, the target must roll a d6 each rime he or
an attack roll, Saving Throw, or a Skill check. If the result of the d6 throw
is 2 "5" or "6," the character must re-roll the d20 if it was successtul, keeping the less
fortunate of the two results. A successful Will Save at DC 26 prevents the Curse from
taking effect.




Robin Goodfellow (cont’d)

Enl::mg]l: {Sp): Robin can cast Entangle at will. His Caster Level is §th.

I—'airy Sight (Su): Robin is nor fooled by illusions. He 1s mmune o the effects of
Glamour and sees the teue identity of anyone he encounters, even if the individual has
been polymarphed.

Fairy Subtype: Immune to mind-nfluencing effects, Sleep, and discase.

GIumour (5”}: Robin ¢an remain mvisible to human 11(‘111gn. This pawer has no effect
on antmals or on magical creatures. 1t's not perfect, though, Some humans can see
through it. All people who encounter Robin make a Will Save at DC 16. IF 1t is made,
the character can see through Robin's Glamour.

Rabin can make his presence known to mortals at any rime. He simply needs to drop
the Glamour Attacking the human causes the Glamour to drop as well, just as il he
had atracked while under the influence of an Invisibility spell. Glamour can be raised
again as a Standard Action, however, if the targer human spots Rabin before this can
I not work, Regardless, targer humans ger a +2 Circumsrance
ich nme Robin arracks them. These

be done, Glamour w
Bonus ta the Will Save to see through Glamour

bonuses are cumulanive

Polymorph Object (Sp): Robin can turn one manimate object mio another. There
are two limitations to this power. First, only mamimare abjects can be affected. Second,
there is a time limit to the elfece. In general, chis is 24 hours, bur 1t 15 reduced one
hour for every five pounds the object weighs over 10, The mmimum duration is 30
minutes,

Robin Goodfellow can create precious merals and other valuables through the use of
Polymorph Object. He frequently gives these back re the poor and suffering.
Unfortunately, because they revert to the leaves from which he makes them, his help is
often shore-lived. Prudent mortals who receive such gifts from Robin spend che money
quickly.

pﬂlymorph Self (SP}: Robm can shape-shift ar will. He can cransform himself nto
any creature (including a human) up to Medium Size. The rransformation lasts as long
as he wishes, but 1t does sometimes fail. Once per day. Robin must make a Will Save
at DC 14, 16 ic is failed, he reverts to his natural state. Because chis is, in essence, an
illusion, he may not notice that something has gone wrong, Rabin must make a Spot
check at DC 14 or contmue acomg as though he were still in his p0|\'mnr].1|1u[ form.

Skills: Robin gets a +4 Racial Bonus to Animal Empathy checks and a 42 Racial
Bonus to Craft and Sense Mornwe checks,

believe him to look like a normal Goblin, but
this is only because no one can say lor sure
what he really looks like, e choases alien
farms, but he frequently wears a new one each
mighe. All faretes recognize him for who he 1s no

matter what his guise.

ta

Puck 1s ar once simister and helpful. He often
acts much like a Will o' the Wisp. luring
travelers astray, He encouncers them at night

with a candle in his hand, He offers ro guide

them to safery. However, mstead, he leads them

ro a ravine or other hazardous obstacle, blows



out his candle, laughs hysterically, and then
leaps away, leaving the poar souls ro find their
own way back in the dark.

He revels in human folly, raking ad\'amagt of
any mistake a person makes and punishing the
poor fool for it. Whatever the person'’s
shortcoming, that's what Puck exploits. He
does not do so to cause harm. Like most fairies,
he simply can’t help but be amused by practical
jokes played on human beings. Thus, he
looks for opportunities wherever they
appear, using a person's shortcomings
against them.

However, Puck has his softer side. Like
most Hobgoblins, he will pcrforrn
household chores for a dish of cream.
He never stays very long, though. He
grows bored with such things and must
find amusement elsewhere. He is
cspuci-.d]_r moved by scorned lowers, He
will seek out those who have done them
wrong and punish them severely.

Robin Goodfellow

Another famous Hobgoblin in English
mythology, Robin Goodfellow is
sometimes mistaken for Puck. He is the
son of Oberon and a mortal woman.
He appears much like a Faun. He has
the lcgs of a goat bure the upper hud}'
of a man and horns on his head.

Like Puck, he is a playful trickster who
leads mortals astray and performs other
mischief to amuse himself, However, he 1s also
more like other Hobgablins in thar he can be
very hclpt'ul around the house. He will perform
any undone household chores, for which he
expects to be left a dish of the finest cream.

He also is renowned as a champion of the poor
and the oppressed, Celnc lords who oppress
their lessers (in essence, all of them) can expect
great torment from him until such behavior
ceases. He will c$|‘¢<ia||}' help the poor with
their housework so thar they may enjoy a few
carefree moments.

In later years, he will come to be assocrated
with Robin Hood. The famous robber was
thought by many ro be a wood spirit, not an

actual man, and his aflinity for stealing from
the rich and giving to the poor echoes Robin
Goodfellow's reputation strongly.

Like many spirits, Robin can be vicious when
angered. He torments those who have offended
him unmercilully, and his name is sometimes a
cuphemism for bad luck as a resule.

Part 3: Ivish Fairies

Irish Fairies follow a slightly different model
than those of other Celtic countries, While
they do have their Little People — both
Trooping and Solitary — the Irish fairy legend
his a strong connection to the Tuatha dé
Dhanann, the magical race of beings that
founded the island nation. Thus, some of the
farry types i this part of the book do not
follow che rcmpl;ﬂts established elsewhere.

These are noted in their in

The Sidhe

The Sidhe (pronounced. “shee”) comprise the

vidual descriptions.

Traoping Fairies in Ireland, but they are nor the
minute, winged creatures that are other Lirele
Peaple. The vase majority of them are the same

SEZC AS human bd:mgs. Tl'h:l\' are k!lﬂ\\'ﬂ



euphemistically as “the Lordly Ones,” "the
People of the Mound,” and “the Good People,”
They are descended from the Tuatha dé
Danann, who were defeated by the Milesians.
Afterwards, they withdrew to the sanctuary of
fairy cairns, dwellings under mounds, and the
magical kingdom of Tir na nég, located on an
tsland to the west of Ireland.

The Sidhe are tall and regal-looking on the rare
occasions they allow themselves ro be seen.

They are, on the whole, benevolent rowards

mortals, sceing Irish citizens as under their care
<!'|'|L'{ l\rnlrrfinn. Hnwr\'cr. lln'}' can l'h' '1“3!""“{
by mortals showing disrespect such as violating
sacred trees and mounds. They are fearsome
protectors of the Fairy Trees and will not
tolerace their llrlng defiled. Those wha do so

are cursed.

They can be detected by a strange humming
sound that always accompanies their presence,

This sound resembles a swarm of bees, and it can

be heard even when the Sidhe remain invisible.

Sidhe

The Sidhe do not use any of the Fairy Base Statistics templates. They are their awn

race, and thus use the following statistics,

Size: Medium Fey

Hir Dice: tdo+12 (33 Hit Points)

Iniciacive: +2 (Dex)

Spﬂ:d: 20 feet

AC: 19 (+2 Dex, +7 Magical
Chainmail Armor)

Attacks: Greatsword +4 melee
(2d6+17, or Celtie Throwing
Spear +5 ranged [1d6+1

Face/Reach: 5 foot by 5 foor / 5 feet

Slzurci:l.l Artacks: None,

Spccia[ Qualities: 4 Fairy Powers,
Fairy Sight, Fairy Subtype,
Glamour, Pull'm.:rph Self

Saves: Fort +4, Ref +7, Will +7

Abilities: Str 12, Dex 14, Con 14,

Ine 15, Wis 15, Cha [7
Skills: r\lchnm!.' +6, Craft +7,
Heal +7, Hide +
Knowledge (Nature)
Sery +10, Spelleraft +6,
Wilderness Lore +10
Feats: Select 3
Climate/Terrain: Any Temperate
Land, usually Forest
Organization: Solitary, Group (2-5,
or Clan (20-50)
Chal].engz R,al:ing: 3
Treasure: Standard (3 x Standard if
encountered at home)
Aiignl‘nent: | :.\{h.l”l\f Lawful Good
Advancement: 7-12 HD (Medium)

Fairy Powers {SP): When creating the Sidhe, select any four Fairy Powers from Table
7-2. If you advance the Sidhe, select one additional power for every two additional Hic

Fairy Sig}\l (Su): Like other fairies, the Sidhe are not fooled by illusions. They see

through them as if they had True Seeing cast on them, This ability also makes them

immune to the eflfects of Glamour, and they may see the true ident

¥ n1- yone llu'lr'

encounter, even if the individual has been polymorphed.

i—'airy Subt}'p(': Immune to mind-influencing effects, Sleep, and disease.




1] e
Sidhe (cont’d)
Glamour (Su): The Sidhe can remain hidden from mortal sighe — they are complecely
mvistble. Animals and m.iglca] creatures can see them, however. Unlike other fairies, a

Si-“h"'i GLirnuur is prrl‘n'rl m IH.I‘ 1E cannot be seen t|1rm|_q]| c.hu.l”\'. However, Ifu‘i[
presence is accompanied by 4 humming sound that 1s perceprible to human cars,

Neoricing requires the human being ro make a Listen check at DC 10, 1F successful, the
character hears the sound and may look around o see iF he or she can find its source.
Doing so 15 not easy. The notse seems to come from all around, and pinning 1t down
requires a Wisdom check at DC 20.

If the character makes the Wisdom check, he or she notices an occasional glowing that
15 almost |I1|Iw|'rn'l|t'r11|1'. Ry Following this glowing as it moves, the mortal can track the
Sidhe's movements. Attacks on it are -2 to the actack roll, however, unuil such time as
the Sidhe drops the Glamour.

The Sidhe can, of course, make his or her presence known to mortals ar any time. He
ar she simply needs to drop the Glamour and the human being can see him or her. Note
oo (]l.l[ -1[l:ll:k|“g Ll‘t' ]!Ll‘“-ll\ i“l‘ll cause (]!‘.' ‘;l;llhnul' L8] l‘[]'(}F‘ as “'L'I[. jll.\( a8 |F ‘hl‘
Sidhe had atracked while under the influence of an Invisibility spell. Glamour can be
raised again as a Standard Action, however. if the targer human spots the fary before
this can be done, Glamour will nor work.

Polymarph Self (SP): Sidhe can shape-shift ac will. The fary can transform ieself
nto any creature (including a human) up to Large Stze, The transformation lasts as
long as the Sidhe wishes.

Skills:
checks.

Sidhe gain a +4 Racial Bonus to Knowledge (Nature) and Wilderness Lore

The Sidhe instruct the Irish mortals not to ishaind somewhere to the west of Treland. It s o

build their houses on Fairy Paths, which are
akin to Ley Lines. These are lines of great
power that run through the earth that the
Sidhe use to power their magic. Homes buile
on them are p[nguvd with problems, They
shake PCFIOdIC.!"I\'. they attract strange

creature “'Id th\St El'h'l( |ii'f WII]‘II'I their wn]]s

are continually smitten with misfortune.
Consequently, a druid or ather expert is often
called in ta consult on the building of any
home prior to construction to make certain the

site does not cross a Fairy Path,

Tir na n(jg

Known as the Land of Perperual Youth, Tir na
nQg is the home of the Sidhe. It lies on a small

land of ]'!.\r.l\‘ilsr. It is never too hot and never ton

cald on Tirna nl:\.g. It 15, on the whole, Edeme,

Like Fairyland, time moves differently on the
magical island. I speeds along ar an incredible
pace. There, a day seems like only an hour and a
year like un]l\ a ‘{;1}'. However, ..|r‘e.|\ih: this r,ipid
pace of Time, no one ever ages on Tir na nl':*g‘
Any mortal who comes o the island may stay
there forever and never die, However, he or she
must be willing to give up all contact wich his
or her friends and family, since those remaining
in the mortal world will likely die before the
refugee returns o see them.

Finding Tir na no_g_ is not easy. It lies out
the middle of the ocean, and it cannot be found
by any standard ship. After crossing the sea, the



The Gentry

The Gentry use the Diminutive Fairy
Base Staristics as their template. They
add the following modifications:

+ 1 Hir Die

+4 Racial Bonus Bluff checks

+4 Racial Bonus Diplomacy checks

The

nery do not have wings and,

therefore, cannot fly. Thus, they only
have a Base Speed of 10 feer, They
receive two additional Fairy Powers

and one extra Feat.

voyager IMUst p]ungc bieneath Tl'll.' waves .l“il

reavel for a rme submerged before re-emerging
again to find the strange island. The Sidhe ride
Fairy Harses that cross the ocean as if it were
dry land ro pourncy back and forth berween
Treland and their magical homeland.

The Gentry

"The Gentry " is one of many colloquialisms
for those lrish fairies that are not Sidhe. “The
Little People” is another common phrase and 15
used with the urmost respect. The Gentry are
organized loosely o clans, bur they qu;!ll'il_\ as
Solitary Fairies much more than Trooping ones
because they are usu.lll}: encountered singly.
While Solitary Fairies in other countries cend
to be more malevolent than the Trooping
viriery, they are not so in Ireland. The Genrey

are, FI]F the maost pill'l. A% [‘!'l'!('-\'&llt'l“ -'Il‘-d as

kind as the Sidhe. They are more mischievous,
but they are not maliciously so. They
generously lay banwecks — litele cakes — on the
road for hungry travelers, However, if the
bannacks are refused or otherwise not earen, the
fairies become angry and beac the travelers who
do so. Such punishment generally takes the
form of an mvisible pinching. It does not do
well to ignore the hospitality of the Genery.

They take offense very easily.
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When 1]\\‘3' can be seen, they appear as tiny
wingless fairies about the size of 4 toad. They
are, like most fairies, exquisitely beauriful. They
dress sometimes in the vichest of clothes and

other times in the poorest of rags, but the color

of these garments 15 always green. As s usual,
they enjoy feasting and dancing, particularly on
the Celtic feast days. The Gentry are very
secretive about their ways and are among the
most vindicrive fairies if discovered when they

want their privacy,

Legendary Irish Fairies

Following are some of the most famous fairies
in Trish lore.

Bodb Dearg

Bodb Dearg 1s the King of the Sidhe. He 15 the
son of the Dagda and was one of the chicftains
of the Tuatha dé Danann when they we

i
defeated by the Milesians. He earned the job of
King of the Sidhe as the resule of a council of
leaders. He and four athers, among them
Angus Og, conferred to derermine who should
be the leader of all the Sidhe, and he was
unanimously selecred,

Bodb Dearg onginally owned the White Bull,
Findbennach, that was the cause of the famous
Cartle Raid of Caoley. He does not live in Tir
na u(f)g, burt rather under the mound Sidh-ar-
Femhin, which 1s on the plain of Cashel. The
great musician, Cliach, once gained entrance to
Bodb's demesne by standing ar the foor of the
mound and playing his harp unnl the music of
1t pleased the fairies beneath, and they granred

him access.

Leprzrf)mm

Perhaps the most famous of the Irish fairies,
the Leprechaun is a riny lictle man wich a
wizened face and a long grey beard. Its onginal

name w
“lirtle lmdy."
The Leprech,

talented one at chat. He is some

‘luchorpan,” which translares as

aun is 4 shoemaker and a very

nes deseribed
as wearing a red jacker with silver butrons and

others as dres

sed all in green. However, he is
almost always wearing a leather apron and
busily repmring a shoe. The tapping sound of



hits hammer 1s what can alert mortals ro his Haowever. Leprechauns are typically of ill

presence. While Leprechauns do use their remper. They do not like ra be disturbed from
Glamour to remain hidden wherever passible, their work, and they do not care much for
ing helps to give them away. human beings. Those who approach them and

Bodb Dearg

Size: Medium Fey (Sidhe) Fairy Subu'Pc. Glamour,

Hit Dice: 12d6+24 Mirror Image, Polymorph Self

Hit Points: 78 Saves: Fort +6, Ref +10, Will +10

Initiative: +2 (Dex Abilitiest Str 12, Dex 14, Con 14,
Int 15, Wig 15, Cha 17

Skills: Alchemy +6, Craft +7,
Diplomacy +12
Heal +7, Hide 47,
Knowledge (Nature) +10,
Scry +10, Spelleraft +6,
Wilderness Lore +10

Speed: 10 fect

AC: 19 (42 Dex. +7 Kl:tglc.‘l]
Chainmail Armor)

Attacks: Greatsword +7/42 melee
(2dé+1}, or Celtic Throwing
Spear +8/+3 ranged (1d6+1)

Face/Reach: 35 foor by 5 foat / 5 feer

S]xcial Atracks: Compel, Curse,

Dazzle, Hold Person

Feats: Behead, Celric Spear Proficiency,
Leadership

Special Qualities: Cure Light Challenge Rating: 7
Wauinds, Fairy Hl_\:]ﬂ.. A]ignmenl:: Lawful Good

Compzl fSP): Bodb can make l.n'grr mortals do whatever he wishes. The Will Saving

Throw to resist this effect is DC 22. The effect lasts for 10 rounds, and while it does
the target can do nothing but what Buclb requests. He or she is completely powerless.
Orders that threaten the character’s life must be obeyed, bur such demands grane the
character another Saving Throw, this time at DC 17, Bodb has used this ability to
force wrongdoers to destroy themselves by forcing them to take actions thar will pur
lI\l.'l']l m |1.lr|f| I,'ﬁ “'.\!'.

Cure Light Wounds (Sp): Bodb can cast Cure Light Wounds at will as if he were a
sth Level caster.

Curse (5 ): Those who anger Bodb Dearg find themselves cursed. Targets of this
abiliry sulhr a permanent -2 Magic al Penalty to their Armor Classes m addition to
having to roll a d6 each time they make an artack roll, Saving Throw, or a Skill check.
If the result of the dé throw is a “5" or "6," the character must re-roll the d20 i i
was successful and keep the less fortunate of the two results. The only way to prevent
this Curse 15 to make a Will Save at DC 3

Dazzle (Sp): Bodb can cause an explosion of brilliant light, affecting an area with a
radius of 5 feet, The embers of this explosion zip back and forth, secking the eyes of
other targets, Thase in the area of effect when this power goes of T must make a Reflex
Save at DC 17 or be Blinded for 1d10 rounds. Additionally, the embers cause all non-
Blinded characters to suffer a -4 Circumstance Penalty on their attack rolls for the
duration of this powers effects, which last for 22 rounds.




Bodb Dearg (cont’d)

Fairy Sig]ll (Su): Badb is not fooled by illusions, This ability also makes him
mmmune to the effeces of Glamour, and he may see the true identiry of anyone he
encounters, even if the individual has been polymorphed.

F.’!il"’ Sub(y‘p&: Immune to mind-influencing effects, Sleep, and disease.

Glamour (Su): Bodb Dearg can remain lidden from moreal sighe. Like other Sidhe.
his presence is accompanied by a humming sound that 1s perceptible to human ears.
Naticing requires the human being to make a Listen check ar DC 10, If successful, the
character hears the sound and may look around ro see if he or she can find irs source,
Daing so 15 not easy. The noise seems to come from all around, and pinning it down
requires 1 Wisdom check at DC 20,

If the character makes the Wisdom check, he or she notices an occasional glowing that
is almost |mpcrc:p(il\lc. By Fnllnuing this glowing as it moves, the mortal can rrack
Bodb's movements. Actacks on him are -2 to the atrack roll, however, until such time
as he drops his Glamour,

Bodb can, of course, make his presence known to mortals ar any tune. Note too that
artacking the human will cause the Glamour to drop as well, just as if Bodb had
attacked while under the influence of an Ir silicy spell, Glamour can be raised again
as a Standard Action, however, if the targer human spots him before this can be done,
ilamour will nor work.

Hold Person (SP)‘ Bodb can cast Hold Person ar will. His caster level is 10th,

Mirror Image (Sp): Bodb can Mirror Tmage at will as if he were a 5th Level caster.

5 Pol}'morph Self (Sp): Badb can shape-shift at will. He can transform himsell into

any creature up to Large Size. The transformation lasts as long as he desires.

Skills: Bodb gains 4 4 Racial Bonus to Knowledge (Nature) and Wilderness Lore
checks.

interrupt their work usually Leprechaun in his or her sight can

find themselves the victims of compel the fairy to lead him or her to

victous pranks. The it. However, 1f the person loses

Leprechaun can be sight of the Leprechaun for even

absolutely cruel and an instant, the wily creature

ruthless when punishing vanishes and then proceeds ro

EhOSl‘ [l'ldl 1\<‘|\€.‘ b()fi'l(‘l'(‘l{ Plil“.\'h [I\E 'PDUT I‘OOI.

him, and he is'a very crafty Everything from pinching to

fairy indeed, * curses are acceptable tricks to
Still, many humans are willing play on a moreal who has lost

to tisk it because Leprechauns sight of him.

keep a erock of gold buried in Leprechauns are also renowned
some obscure or difficult to for their fondness for aleohal.
reach spor such as ar the end ol a They love mead most of all, but

rainbow. A person who can keep a also enjoy wine and ale. Clever



I]10T['<11$ sometunes ey Lo use Elll:’ AgaInse the msist on Thl‘ ITIUT[.I' drlnklng toa [ smce 1t

fairy, They will offer the Leprechaun aleohal in would be rude to drink alone), and they have
an attempt to get him drunk enough to lead incredibly high tolerances to alcohal.

them to the por of gold. While being inebriated

i S Banshee

15 not cnough by iselt to compel the

Leprechaun into doing so, a drunk Leprechaun If nor the most famous, the Banshee is

has a much harder time slipping out of sight of certanly the most terrifying of the Irish

the mortal, Drinking 4 Leprechaun under the airies. She is a harbinger of death, and all

table is extremely difficult to do, however, They mortals fear her appearance because it may
mean their mmment demuse,

Leprechaun
Size: Tiny Fey Abilities: Str &, Dex 16, Con 13,
Hir Dice: 4de+4 (18 Hir Poinrs) Int 11, Wis 15, Cha 14
Iniciative: +3 (Dex) Skills: Alchemy +8, Bluff +7,
Crafe (Cobbler) +16.

Speed: 10 fee
B ' Heal +7; Incimidate +7

AC: 15 (+28 +3 Dex)

Artacks: Pinch +3 melee [1d6-1)

Face/Reach: 2 1/2 feet by 2 1/2 feet /
0 feet

Feats: High Tolerance
Climate/Terrain: Any Temperate
Land, usually Forest
Org:l.nﬁ:lrian: Solitary
Spccial Qualities: Fairy Sighr, Cha]ienge Ratmg:- !
Fairy Subtype, Glamour, Treasure: Crock of Gold
Grant W (1d10 x 100 gold)

Special Artacks: None.

Saves: Fort +2, Rel +7, Will +6 Alignment: Chaoue Newtral

Fairy Sight (Su): Leprechauns are not fooled by illusions. They see through them as
if they had True Seeing cast on them. This ability also makes them immune to the
effects of Glamour, and they may see the true identity of anyone they encounter. even
if the mdividual has been polymarphed.

Fair}-r Subl.‘ﬂ:e: Immune o mind-influencing effects, Sleep, and disease

Glamour (Su): Leprechauns can generally remain hidden from human sight (though
r[u‘I\' can be seen normally !1} animals and magical ereatures). However, the tapping af
the Leprechaun’s hammer upon the shoes he repairs can alert morrals to his presence.
A character within 10 feet of a Leprechaun can make a Listen check at DE 10 o hear
this noise. If it 1s successful, the character may make another Listen check ar DC 12
to pin down the location. Once done, the Leprechaun can be seen. If for any reason
the characrer takes his or her eye off the Leprechaun, it can vanish again.
Leprechauns can make cherr presence known ro mortals at any time if they wish by
dropping their Glamour, bur they rarely do so — they don't like morrals very much, If
a Leprechaun attacks, its Glamour drops as well, just as if 1t had been under the
mﬂu(‘nf‘t‘ of an m\'l:ui\l]i(_\' \}‘H”




Banshee

Size: Medium Fey Int 15, Wis 15, Cha 17

Hit Dice: 3d6+16 (44 Hit Points Skills: Gather Information +6,
Intimidate +10,

Knowlﬂisc :__[num:c[iarc
oeed : Future) +14, Knowledge
S"F""e : 30 feer (Family History) +14,

AC: 12 (Dex) Maove Silently +6, Sery +10
Atcacks: Claws +4 melee (Td4+1) Feats: ||np|'0\'cd Imitiative,
Face/Reach: 5 foar by 5 foor / 5 feer Iron Will, Track
Climate/Terrain: Any

Iniciative: +6 (+2 Dex,
++4 Improved Initiative

Spl‘.ci:ll Attacks: None.
SPECE:I! Qualiries: Fairy Sight, Organization: Solitary
Fairy Subtype, Glamour, Keening Chnllcng\c Raﬁng: 3

Saves: Fort +4, Rel +8, Will +10 Treasure: MNone.
Abilities: Str 12, Dex 14, Con 14, Alignment: Always Neurral

Combat: The Banshee almost never fights. Only a fool would attack her, and she has
no desire to fight another. She simply fulfills her purpose. On occasion, though, a
terrified mortal will atcempt to drive her off with phy cal harm. At such times, she
rakes the fiend with long claws on her fingertips while turning her countenance
fiendish. She will seck o rerrear at the first opportunity.

Falr) Slghl (‘;u) The Banshee can see through illusions as if she were under the
effects of a True Seeing spell. This also cnables her to see through Glamour. She is
not fooled by any disguise. mcluding a Pol_\mmph spe Il and will always find the person

she seeks.
Fair}' Subtvpe: Immune to mind-influencing effects, Sleep, and discase.

G]amour (Su) While the Banshee reveals hersell to mortals more often than any

since she must to deliver her baleful warning), she has the power of others
af her kind to hide herself from human sight. Because she is drawn to a particular per-
son to give warning, though, she has a pmn‘rlu] presence that can be felt by anyone
she passes. Any character passing within 50 feer of the Banshee can make a “Wisdom
check at DC 19 to decece her If it 1s successful, her Glamour drops, and the mortal
can see her passing by, She is inscantly recogmizable for who she 15, and the character
must make Will Save as though her Keening (see below) was direcred at him or her.
Howe: since it 15 not, such characters receive a +4 \riomh' Bonus to the Saving
Throw, Those who fail the Save recover themselves after she has passed on.

The Banshee can, of course, make her presence known to morrals atr an . She
simply needs to drop the Glamour for the human being to see her. She usually only
does this, though, when she has reached her rarget. Note too that artacking a human
will cause the Glamour to drop just as if she had artacked while under the influence
of an Invisibility spell. Glamour can be raised again as a Standard Action, however, if
the target human spots the Banshee befare this can be done, Glamour will not work,
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Banshee (cont’d)

Keening (Su): This is the Banshee's frightful wail. She directs it ac a particular Gumily
or group, warning them of the impending death of one of their members. The Banshee
always knows who this person s but will not say, Sometimes it may be obvious, such

as lr & P:II'(IL'L[L'II' IT]L‘iI\'IdUJi 15 very SJCl\. |..‘LII [|‘u'n: 15 no way ta kﬂll\\' E'nr sure, who !I‘l:q

drawn the Banshee to the home.
Hearing this Keening is terrifying. All characters within 30 feer of the Banshee who
5 & ying .

can hear her must make a Will Save ar DC 16, Those who fail cannor act, They are

paralyzed with fear, and will remain s0 until the Banshee departs. Those who succeed

at the Saving Throw are Shaken winle in her presence,

As horrifying as the Banshee's presence and Keening are, she comes to warn, Those who
g g I g :

can figure out in advance what her visic partends can sometimes avoid that Fate,

Banshee is derived from two words: Bean, While Banshees are often seen as horrible
meaning “woman,” and Sidbe, meaning “fary " monsters, they really are not, They are

or “mound.” Thus, the term literally means atcendant spirits that seeve a family to give iva
“fairy woman” or “woman of the mounds.” She slighr glimpse into the furure, perhaps with the

appears both as an old woman and a young hope that things will be different.
maiden. The former has long whire hair and red

eyes in her sunken face, In the latrer guise, she Part 4: WBISb Fairies

has long red hair and is very beautiful but Welsh Fairies are divided

cloaked 1n a mourning veil. She 1s usually cracibires dierinut

dressed in green (the color of fairies) \.\'|111 a groups. Two of
grey cloak, but sometimes is seen wearing all tharay e
Ellyllon and the

Tylwyth Teg —

white (the color of death).
»

The Banshee's purpose is not .
immediately clear. When she appears \

it 15 always as a portent of doom.

.'n:rrspun:i ra
the usual
However, not everyone visited by her meers definivion of
their fate. Thus, it is possible that she comes to Trooping Farries.
The last — the

Gwyllion — it

warn people againso great danger:
£ & £

When che Banshee comes, she appears at the
window of a family's house and begins wailing better into the
in 4 long, mournful tone, This keening s Solicary Fairies
terrifying in its own right, and some people SAkegorys
have died of fright at its sound (thus, perhaps, though they
fulfilling the Banshee's prophecy ). It always do organize
means that someone in the family 15 going to themselves
encounter a life-threatening situarion. mo & group.
the leader of

Somerimes, if the Family can determine whe it

which is the
Old Woman aof
the Mountain.

is and what the situation might be, 1t can be
wvoided, Most often, though, deach follows
swiftly on the heels of the Banshee's cry. >
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Ellyllon

,ﬁ[ Ellyllon use the Diminurive Fairy Base
N S to which they add the

fallowing modifiers:

+2 Constitution

+2 Chartsma

+4 Racial Bonus Heal checks

Ellyllon gain one additional Fairy
Power. They also have the ability to
impose 4 taboo on a mortal lover.

Taboo (Su): A human can marry a
fairy, bur he (or more rarely she) must
aceept a taboo of some sort. This is
usually not to reveal the magical
origins of the bride, to nor rebuke her
for being nonhuman, to not ever thank
her, or some other such restoicrion.
The taboo rakes the of a
Moderate Level Gers (see Cermic
AGE), If it is broken, the character
loses one Class Level and the Tairy

form

bride vanishes forever.

Sull, they are usually encountered singly or
in very small numbers, and thus seem ro be
airy type.

Unlike Irish and English fairies, the Welsh
magical kingdom they

maore of the Solitary

variety does not have
call home where time moves ar a different
speed. Instead, they inhabit lonely mountains,
lakes, and forests apart from humanity. They
may be easily encountered, though, and. like
all fairies, they should be approached with

only the greatest of caurtion.

The Ellyllon

The Ellyllon are the most virtuous Fairies in
Wales. They are generally benevalent rowards
human beings and will help most morrals

they encounter.

They appear as dimimutive bur beautiful

Ings the size of frogs. Like most

human be

fairtes they have gossamer wings, They dress in
long, white garments made of the finest
skin and long,

marterials and have very
blonde hair
Cleanliness is very important to the Ellyllon.
They will visit human homes and inspect them
to see if the mortals within are keeping
themselves neat. Those that are receive gifis
and services s a reward for thewr good behavior,
Those thar are not are punished. Sometimes the
Ellyllon resort 1o pinching, but they much
prefer to play pranks and inflict curses. They
find this sort of punishmene ro be far betrer at

Ellyllon (:ont’d)

J}! The problem with mamtaiming this
¥ 15 is thar the temptation to break it
s powerful. No matrer whar he
promised to do or not to do, the
“lucky™ groom will find himself
tempred to violate
can gain starus For a man

his vow. A f;

iy wife
1O Status
Points), but his fellows must know

she 1s fey. Further, they will usually
want some sort of proof. Likewise, a

man who never thanks his wife for

anything she does - especially a
beauriful faiey wife — s 2 lout 1 the

eyes of his comrades.

Whenever the character is faced with

the citcumstances he must fulfill o

mamecamn ]‘l‘s g(’l‘; o h“l' r‘.]lr\ E‘J'Idl‘. Jlf
must make a Will Save at DC 15, If ke
ever fails i, he cannor help himself
and breaks the taboo. As soon

s he

does so, the

Ellyllon appears before
es him for breaking his

promise, and then vanishes from his

him, admonis!

sight, never to be seen by him agan,
The emotional devastation caused by
this turn of events causes him ta |05:'
one Character Level,




reforming the behavior of their victims. Ellyllon
also .irh}\isc the lazy and punis[‘\ them as well.

Despite their benevolent approach to
interaction with the mortal waorld, Ellyllon are
fond of human babies. If children are not
guarded, there is a great chance they will be
abducted and replaced with changelings.
Ellyllon women sometimes marry mortal men.
When they do so, they rransform themselves
into human beings. However, there is always a
raboo or rider on the marniage. The man must
s or he

swear never to reveal thar his wife is far

must pramise never to rebuke her because she is
not human or he might be commanded never to
thank her. If this taboo 15 ever broken, the fairy
bride vanishes immediatel

The Tylwyth Teg

The Tylwyth Teg are larger than cheir Elyllon

never to return.

cousins and more mischievous. Their name
translates to "the Fair Family," and they fit the
descriprion. They are very fair-skinned — more
so than the Ellyllon or even most Welsh Celrs

— have golden hair and are quite beauriful.
They will only willingly show themselves to
fair-haired people. They wear long, silken
garments thar are red, blue, white, _wl]mr, or

green in color

They have no special grudge agamst humanity,
but they da ]’!I,iguf martals with a variery of
nuisances, They steal butter, milk, cows, and
goats, Cows are sometimes replaced wirh
simulacra but at other times are simpi\' taken.
Like the Ellyllon, they are fond of human
babies and will steal them, replacing them with
are far more likely to

changelings. In fact, they
do so than ther causins.

Like other Welsh airies, they live on lonely
, in the mountains, and the

islands on lake
forests away from human beings, but they love
to dance and can often be seen daing so m the
light of the moon or in the early morning mist,
Mortals who come upon them when they are so
engaged are compelled ta join in. The fairies
dance m a ring, and human beings who come
upon them are drawn into the circle and must
join the dance. Those so trapped dance for a
year and a day, although it seems like it

only minutes ro the dancer.

Trapped dancers can be freed by laying a rowan
stick across the ring, which breaks the mage.
Anyone who breaks the ¢ircle by plowing inte

it, however, is cursed forever, A piece of iron in
one's pocket is prool against being dragged inta

the Fairy dance.

Like the Ellyllon, the Tylwyeh Teg somerimes

alry woman WE'I‘J

marry mortals, Usually, it is 2

marries 4 Celtic man, Just as with their more

The Tylwyth Teg use the Tiny Fairy
Base Stattstics as their template. They
also add the fallowing modifiers:

+2 Chatisma Bonus
+8& Racial Bonus Perform checks

They also receive one additional Fear
and the bonus powers Fairy Dance and
Taboo,

Fairy Dance (Su): The Tylwyth Teg
like to dance by the light of the moon
and in the morning musts. Any mortals
whao come upon them risk being drawn
into this dance. Upon catching sight
af the fairy dance, all human beings
must make a Will Save at DC 12, If

they fail, they cannot help bur be
drawn closer to ger a bereer look
what they are seeing. Once they ha

come within 10 feer of the circle,
human bemngs must make a second
Will Save, this time at DC 15 A
failure here causes the vicom to run
and join in the dance.

Caught characters dance for 4 year and
a day, although they believe they are
dancing for only a few minutes. While
they are so engaged, they have a
wonderful time — the ume of ther
lives, in fact. I is only after chey quic
that they realize whar has really
happened to them.




virtuous cousins, a taboo is placed on the
marriage. If it is broken the bride vanishes

torever.

The Gwyﬂion

The Tyelwyth Teg may be mischievous, but they
are not deliberately eruel, nor do they hold 2
grudge against humanity. The Gwyllion,
however, are thoraughly evil. These, the largest
of the Welsh [ai

o mortals. Their mast frequent trick is o lead

5, n‘ll‘ ghf in b]'lllglng !Lll'l“
ceavelers ascray, particularly ar night. They lurk
in the mountains and the forests and precend to
be kindly old women cager to help lost
travelers. Instead, they lead them into danger

and then leave them to sort it out themselves,

Tylwyth Teg (cont'd)
A dancing character can only be freed
by laving a rowan stick within the

airele. This br

all of the lairies to vanish instandy.

ks the spell and causes
Attempuing to pull the character out
of the ring or charging through rthe
cirele to break it up has no effect on
the caught character bur does cause
the rescuer 1o be cursed as though the
Fairy Power,
him or her. A plece of tron m a target
character's pocket grants him or her &
+4 M al Bonus an the Will Saves

to restst becoming ensnared in the

Curse, had been used on

dance.

Taboo (Su): A human can marry a
fairy, but he (or more rarely she) must
accept a taboo of some sore. This is
usually not to reveal the magical

otigins of the bride, to not rebuke her

for being nonhuman, to not ever thank
her, or some other such restriction.
The taboo rakes the form of 4
Moderate Level Geis. Tf it is broken,
the character loses one Class Level and

the fary bride vanishes forever

TBylwyth Teg (cont'd)
The problem with maintaining cthis
geis is that the tempration to break 1t
15 powerful. No matter whar he

promised ta do or not to do, the
“lucky” groom will find himsell
tempred to violate his vow. A Fairy wife
can gain status for a man (10 Status
Paints), but his fellows must know
she is [ey. Further, they will usually
want some sort of proofl Likewise, a
man who never thanks his wife for
anything she does — especially a
beautiful fairy wife — 15 a lout in the

eyes of his comrades.

Whenever the character is faced with
the circumstances he must fulfill ro
maintain his geis to his fairy bride, he
must make a Will Save at DC 15, If he
ever fails it, he cannot help himself
and breaks the taboo. As soon as he
does so, the Tylwyth Teg appears
before him, admonishes him for
breaking his promise, and then
vanishes [rom his sight, never to be
seen by him again. The emotional
devastation caused by this rurn of
events causes him to lose one

Character Level.

The Gwyllion appear as old hags, who are ugly
tor behold. They are most often encountered

walking along the road in bad weather. Many a

t has caught up roa Gwyllion — eicher

through a quicker pace or because he or she
thought to offer the fairy some charity — only

to discover the foul ereature was in [

€t walting
to harm him or het, They can also take the
form of a goat, and they can occasionally be
found combing rthe beards of goats on
Wednesday — che fairy 5:

ath.

On especially stormy nights, Gwyllion will

come calling to a homestead and ask for shelrer.



As usual, they appear as old hags and do their Guyllion can be banished by the appearance of an
best to look miserable so that the person will iron knife. The would-be exorcist must brandish
take pity on them. Some more ]mnuri'ul the blade strongly for this to be effective.
Gwyllion will acrually demand to be let into the

home. Onee inside, they begin using their Fairy

Powers ro wreak havoc.

Gwyllion
Gwyllion do not use any of the Base Fairy Statistics. Rather, they work from the
remplate below.
Size: Medium Fey Skills: Alchemy +6, Animal
Hit Dice: 4d6 (14 Hit Poms) Empathy +6, Bluff +6,
Chmb +6, Concentration +38,
Craft +5. Handle Animal +6,
Spelleraft +8, Wilderness Lore +06

Initiative: +0

Speed: 30 feet

AC: 15 (+5 Natural

Artacks: Unarmed Strike +1 (1d3-1)
Face/Reach: 5 foot by 5 foor / 5 feet

Feats: Select 4

Climate/Terrain: Any Temperate

Land, usually Forest or Mountam

Special Artacks: Spell-casting

Special Qualities: 4 Fuiry Powers, Organization: Solitary or Clutch (2-4)

Fairy Sight, Fairy Subtype, Challenge Raring: 3
Glamour, SI\.\].w—Sluill
Saves: Fort +1, Rel +4. Will +4

Abilities: Str 9, Dex 11, Con 10,
Int 17, Wis 15, Cha 10 Advancement: 5-12 HD (Medium

Treasure: None.

AIignrnmt: Always Chaotic Evil

Fairy Powers (Sp): Guwyllion have four Fairy Powers chosen from Table 7-2. If you
adyance the Gwyllion, select one additional power for every two exera Hit [ice.
Fairy Sigh[ (Su): Like all fairies, the Gwyllion are not fooled by illusions. They see
through them as if they had True Seeing cast on them. This abiliry also makes them
immune to the effects of Glamour and they may see the true wdentity of anyone they
encounter, even if the individual has been pol\'rnurplm‘i.

'Fair}' Subtypl_‘: Immune to mind-influencing effects, Sleep, and discase.

Glamour (Su): Gwyllion can remain hidden from mortal sight, although they do not
often choose to do so, Because they revel in tormenting human beings, they will allow
themselves to be seen. However, Glamour does cover their true natures, and they can
vanish, usually after a human being has found them out and artacked.

Penetrating a Gwyllion's Glamour requires 3 Will Save ar DC 14, Onee recognized for
what they truly are, a character can choose to play along — the Gwyllion may be fooled
— or act otherwise. Actacking a human while masked by Glamour causes it to drop just
as 1if the Gwyllion had been under the effects of an Tnvisibility spell. Glamour has no
effect on anmimals or magical crearures, It only affects human beings.




Gwyn ap Knudd
Size: Tiny Fey (Tylwyth Teg) Faury Sight, Fairy Subtype,
Hir Dice: 8do+8 Glamour, Polymorph Self
Hir Points: 318 Saves: Forr +3, Ref +9, Will +3
Abilities: Str 8, Dex 16, Con 13,
Int 11, Wis 15, Cha 14

Skills: Alchemy +8, Bluff + 10,
L Craft +10, Heal +7.
Attacks: I’|1_1¢|| +3 melee (1d6-1) Trieimidate 12 Perfoim 42
or +1 Fairy Sword +7
melee (1d4)
Face/Reach: 2 1/2 feer by 2 1/2 feer /
O Fags Climate/Terrain: Any Temperate
Land, usually Forest

Initiacive: +3 (Dex)
Specd: 10 Feet, Fly 40 feer (Good)
AC: 15 (42 Size, +3 Dex)

Feats: Leadership Weapon Focus
|]_<IP|'}' S\l't‘r\{

Special Attacks: Curse, Dazzle,
Magic Trem — +1 Fairy Sword Challenge Raring: 4

Spccial Qualities: Fairy Dance, Alignment: Lawful Neutral

Curse (Sp): When Gwyn is particularly angry, he will inflict a Curse on the targ

his displeasure. Victims must make a Will Save ar DC 30 or suffer a permanent
Magical Penalty to their Armor Classes. Addirionally, they must roll a d6 each time
they make an artack roll, Saving Throw, or a Skill check. If the resule of the d6 throw
ts a4 5" ar “6," the characeer must re-roll the d20 if it was successful, The character

must kt‘.cp the less Fortunate of the two results.

Dazzle (Sp): Gwyn can create a burst of brilliant light in an area with a radius of 5
feer, The embers of this explosion zip back and forth, secking che eyes of other targets.
Those in the area of effect when this power goes off must make a Reflex Save ar DC
17 or be Blinded for 1410 rounds. Additionally, the embers cause all non-Blinded
characters to suffer a -4 Circumstance Penalty on their attack rolls for the duration of
this power's effects, which last for 18 rounds.

Fairy Dance (Su): Gwyn may participate in the Fairy Dance chat lures in mortals and
compels them to dance for a year and 4 day. He cannort do so alone, though, and must
have ar least ewo other Tylwyth Teg to assist him.

Mortals wha carch sight of Gwyn while he is dancing in this circle must make a Will
Save ar DC 12 or be drawn in ro ger a closer look, Once they enter within 10 feer of
the dance, they must make another Will Save (DC 15) or join the dance. The only way
to free such a person is to lay a rowan stick in the middle of the cirele, thereby breaking
the magic. Any other ,|ttr|ﬁpr. to break the ring causes the person doing so to be
Cursed. Those caught within the circle must dance for @ year and a day, although it
will only seem like a few minures.

Fairy Sight (Su): Gwyn is not fooled by illusions, seeing through them as if he were
under the influence of a True Secing spell, This ability also makes him immune to the
effects of Glamour, and he may see the true idrnm_\' of anyone he encounters; even 1f
the ndividual has been polymorphed.




Legendary Welsh Fairies ' ; Queen Mab

a | Mab is the Queen of the Fairies in
. She is
frequently associared wich
Titania and i1 chis

The following fairies are a few of

the most famous ones in Welsh Welsh mythol

mythology.

G“’y” ap Knudd capacity is married
to Oberon.

\ Howe

a much wilder

Gwyn ap Knudd 1s
she has

the King of the

'|'j,'|w_rr]1 Teg: Hawever,
he 15 also associated with \ ]‘rim.ll character
batele and the dead. In face, than that usually
in Arthurian mythology, he s ascribed ro Titana.
the conrroller of the demons She 15 no courtier bur
rather a creature of
She s
also sometimes linked
with Dhana, Goddess

of the Hunt, far

i the Underworld, In this
the wilderness

capacity, he shows more of
the ancient belief of [airies
as the souls of the dead. He is sometimes
described as the leader of the Wild Hunr,

but this role is usually ascribed o Arawn. this reason.

Mab is of the Ellyllon

and consequently very tny. She nides n

Despite his diminutive stature, heisa
fearsome warrior, and he leads his peaple

with courage and resolve. a carriage drawn by insects, making her

)

Gwyn ap Knudd (cont’d)
F:liry Sllbtype: Immune to mind-influencing etfects, Slu-p and disease.
Glamour (Su): Gwyn is imvisible to human beings if he chooses to be. Unfortunately,
it's not pcrl'c-:t. Some mortals can see through it Targer characters make Will Saves ac
DC 16. If successful, the character can see n. This power has no effect on animals
ar on magical creatures.
Gwyn can make his presence known to mortals at any nme, He s mply needs to drop
the Glamour. If he attacks a human, Glamour drops too, just as 1f he had acracked while
under the influence of an Invisibility spell. Glamour can be raised agan as a Standard
Action, however, if the rarger human spots Gwyn befare he can do so, Glamour will not
work. Regardless, targer humans ger 2 +2 Circumstance Bonus to the Will Save to see
lhmugh Glamour each time Gwyn attacks them. These bonuses are cumularive.

Po]ymorPh Self (SP}: Gwyn can shapesshift at will. He can become any creature
(including 2 human) up to Medium Size. The transformation lasts as long as he
desires, but it does sometimes fail. Once per day, he must make a Will Save ar DC 14.
If it is failed, Gwyn reverts to his natural state. Because this is, mn essence, an illusion,

he may not notice that something has gone wrong. He must make a Spot check ar DC
14 or continue acting as though it were srill in his polymorphed ferm.




Queen Mab

Size: Dimmutive Fey (Ellyllon
Hit Dice: 6d6+12

Hit Points: 37

Initiative: +3 (Dex

Speed: 10 feer, Fly 40 feet (Good
AC: 16 (+3 Size, +3 Dex
Artacks: Pinch +4 melee (1d6-2)

Face/Reach: | foor by 1 foor / 0 feer

Special Actacks: Chaos, Curse,

1-'.|jr}- SllL\I_\'j“l'. Glamour, Hlusion,
Polymorph Object, l’o[vmnrph Self
Saves: Fort +4, Ref +8, Will +7
Abilities: Str 6, Dex 17, Con 14,
Int 13, Wis 15, Cha 15
Skills: Animal Empathy +8.
Bluff +6, Crafr +10.
Heal + 10, Fade
S}w“cr.ﬂ‘l 13
Feats: Enlarge Fairy Power.
Quicken Fairy Power

Entangle, Hold Person,
Polymarph Other

Challenge Raring: 5

Sprcia| Qualities: Fairy Sight, A].ignrm:nl:: Neurral Good

Chaos (SP): Mab can cause complete chaos in a circle with a radius of 20 feer, This
power works similar to the Confusion spell, excepr that the effect lasts unti[ she
cancels it or unuil the subjects make a Saving Throw to resist its effects. The Save to
resist this power is a Will one, and it must be made ar DC 23, A new Saving Throw
may be acrempred every round, but it must be made ar 4 -2 Circumstance Penalty, This
penalty does not increase no matter how many times the rarger character fails the Save.

Affected characters roll on Table 7-3 on page 70 to decermine whar action they take.
At the beginning of each round there is a 50% chance thar the affecred characrer will

continue in his or her “chasen” action. If not, roll randamly to determine 4 new one.

Curse (Sp): Mab s capable of cursing those who displease her, inflicting a permanent

-2 Magical Penalty to the Armor Classes of targets who fail-a Will Save ar DC 28. In
addition torthe AC penaley, vietims must roll @ dé each time they make an artack roll,
Saving Throw, or a Skill check. I the result of the d6 chrow is a "5 or "6," the
characrer muse re-roll the d20 il it was successful. The character must keep the less

fortunate of the two results.
Emangll: (Sp\ Queen Mab can cast Encangle av will as if she were a 5th Level caster.

F:liq' Sighl (Su): Mab sees through all illusions, including Glamour. She cannor be
fooled by any guise, even if the mdividual is polymorphed.

Fairy Subtype: Immune ro mind-influencing effects, Sleep, and disease.

Glamour (Su): Mab can remain invisible to human beings. Glamour has no effect on
amimals or on magical creatures, but it is effective againse humans. Unfortunately, ic's
nat pertect. Some mor rals can see I]il-‘:u},h it. Human characrers may make a Will S

at DC 14 when in her presence. If it is made, the character can see her

She can make her presence known ro morrals ar any time. She simply needs to drop the
Glamour. Artacking the human causes Glamour to drop as well, juse as if she had
attacked while under the influence of an Invisibility spell. Glamour can be raised again
as a Standard Acrion, however, if the targer human spots Mab before this can be done,
Glamour will not work. Regardless, target humans ger a +2 Circumstance Bonus to the
Will Save to see through Glamour cach time she attacks. These bonuses are cumulative.




Queen Mab (cont'd)

) Hold Person (SPJ: Mab can cast Hold Person ar will, Her Casrer Level 1s 10th,

Mlusion (SP): Mab can create illusions. They are visible, make sounds, have smells,
¢re. The only thing thae they cannor be is touched. Onee someone touches one of her
illusions, it vanishes. The power only works on human beings. Animals, magical
creatures, and other fairies are unaffecred by it It has a range of 400 feer. When it is
SCEN, every person gets i Will Save at DC 17. Those who succeed do nor see the
illusion. Those who fail see it and believe wholeheartedly in i1, They cannor be

comvinced otherwise until the rhing is touched and vanishes.

Po]ymorph Object (Sp): Mab cin turn one inanimate object inta another, bur only

inanimate abjecrs can be affected, and there is a time limit ro the effect. In general, this
is 24 hours, but it is reduced one hour for every five pounds the abject weighs over 10.
The minimum duration is 30 minutes.

Pulymorph Other (SP}: Mab can cast Polymorph Other as if she were a 10ch Level
caster, She can use this ability ar will,

Po]ymorph Self (Sp)‘ Mab can shape-shift ar will. She can transform herself mto
any creature (including a human) up to Medium Size. The transformation lasts as long
as she wishes, but it does sometimes fail. Once per day, Mab must make a Will Save ac
DC 12, If it is failed, she reverts to her natural state. Because this iy, in essence, an
lusion, Mab may not natice that something has gone wrong, She must make 3 Spot
check at DC 12 or continue acting as though she were still in her polymarphed form.

smaller than most of the others af her kind. kindly cowards those she meets, offering to

Like ather Ellvllon, she is not ||I-c|j.-.|,n‘=scd |\L'Ep them find their way, especially if they have

been kind to her by offering to
o\

towards humamty, but she 1s a little more aloof

than the majority of her subjects. Sull, she only 1 help shoulder her burden.

The Old Woman of the

Mountain is the most fearsome

d!‘;pl‘ﬂ.\'(‘& pums}lmcm to those who have
offended her or her court. She is a

powerlul fairy and one not with whom and powerful of the Gwyllion.
to trifle.

The Old Woman of the Mountain

The Old Waman of the Mountain is
[ll\- !(‘A\\{L'r "\i- 'I\r (;‘\"."llll‘ll. Hi‘l‘ ||l"'r|(‘:l

She is |';'1.mn":| ta live on

Llanhyddal Mountain,
however, she has been
spotted in various locations
around Wales.

as a very old hag wearing a grey dress

and cloak and a black, four-cornered

| Part 5: Scottish
! Fairies

While chey bear a strong

hat. She is extremely ugly, even for a
Gwyllion, She wanders dark roads
carrymng a milk pail or some other
Ll resemblance o the
Cother

She spccmll?.cs in leading fau

travelers astray, She always acts British countries,



The Old Woman of the Mountain
Size: Medium Fey (Gwyllion) Saves: Fort +4, Refl +8, Will +8
Hit Dice: 12do Abilicies: Str 9, Dex 11, Con 10,
Hic Points: 55 Int 17, Wis 15, Cha 10

itiative: +0 r
Iniciative : Skills: a\!fhrm_\' +6, Animal

Empathy +6, Bluff + 10,
Climb +6, Concentration +12,
Cralt +35, Handle Amimal +6,

Spelleralt + 16, Wilderness Lore +6

Sp{ted: 30 feer
AC: 15 (+5 Narural)

Attacks: Unarmed Strike 46/41
(1d3-1

Face/Reach: 5 foor by 5 foor / 5 feet
Feats: Combar Casting, Enlarge

Special Actacks: Compel, Curse,
Hold Person, Spell-casting Fairy Power, Extend Fairy Power,
Speci:ﬂ Qualilics: Blight, F.url\ Sighe, Quicken Fairy Power
Fairy Subtype, Glamour, lllusion,
Mirror Image, Polymorph Object,
Sl\.;pu-.‘iinr-r Aligrlrnl‘m:: Chaotic Evil

Challcng: Rating: (&

B]ight (Sp): The Old Woman delights in causing permanent harm to mortals. She
can II]"‘]‘\'I NUMeraus pl.'r"'l.ln('ll! .,‘Urlgi‘lrl.u[n .\\[\:h a5 L‘]J]l;{lll‘ﬁ.\, dl.\ﬂl-[".\hh. r'hl.‘ulll.“‘\”'h
palsy, or others. She chooses what the afflicrion will be. Targers must make a Fortitude
Save at DC 34 to avoid being victimized by this power. The duration for this abilicy
is permanent

Compel (SP}: The Old Woman of the Mountain can make humans do whatever she
wishes. Targer characters must make a Will Save at DC 22 to resist. Failure forces the
character to do whatever the Old Woman wants for 10 rounds, Orders that threaten
the character's life must be obeyed, bur such demands grant the characrer anocher
Saving Throw, this ome ac DC 1 5, The Old Woman of the Mountain likes to use this
ability ro force mortals ro kill themselves by forcing them nto harm'’s way.

Curse (Sp): The Old Woman of the Mountain has the ability to Curse those she
encounters, Targeted apponents must make a Will Save at DC 32 or suffer a
permanent -2 Magical Penalty to their Armor Classes, Additianally, they must roll a
dé each time they make an actack roll, Saving Throw, or a Skill check. If che resule of
the dé throw 1s a "5" or "6,” the character must re-roll the d20 1f it was successlul,
keeping the less fortunate of the two resules.

Fairy Sight (Su): The Old Waman of the Mountain is not fooled by illusions, She
sees through them as if she had True Seeing cast on her. This ability also makes her
immune to the effects of Glamour. and she may see the true identity of anyone she
meets, even if the ndividual has been polymorphed.

Fairy Subtype: lmmune to mind-influencing effects, Sleep, and disease
¥ ¥P i F
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Scotrish Little Pmplt' tend to be more aloof, remate places where they can keep their distance
They p(cfcr not to consort with human beings, from mortals.

and are jealous of their privacy. They inhabir

Scottish Fairies are divided into two basic groups:

islands on lonely lakes, the moors, and other

the Seelie Court and the Unseclie Court. The

The Old Woman of the Mountain (cont'd)

Glamour (Sl.l'): The Old Woman of the Mountain can remain hidden from mortal
sight, although she does not often choose 1o do so. Because she revels in tormenting
human beings, she allows hersell’ to be s However, Glamour does cover her true
nature, and she can vanish, usually after a human being has found her out and artacked.
Penetrating the Old Woman's Glamour requires a Will Save ar DC 14 Actacking a
human while masked by Glamour causes it to drop just as if the Old Woman had been
under the effects of an Invisibility spell. Glamour has no effect on animals or magical
creatures. It only affects human beings.

Hold Person (SP): The Old Woman of the Mounrtain can cast Hold Person at will

as though she were a 10th Level caster.

Hlusion (SP): The Old Woman can creare illusions that are visible, make sounds, have
smells, ere. The only thing that they cannot be is touched. Onee a person touches an
illusion, it vanishes. The power only works on human bemngs. Animals, magical
creaturcs, and other fairies are unaffected by it Ir has a range of 400 feet. Every
character who encounters it gets a Will Save at DC 17. Those who succeed do not see
the illusion. Those wha fail see it, and believe wholeheartedly in it. They cannot be
convinced otherwise until the thing is touched and vanishes.

Mirror Image (Sp): The Old Woman ol the Mountain can cast Mirrar Image at will,
Her Caster Level 1s 5tch.

Polpnurph Object (Sp): The Old Woman can rturn one manimate object into
another. However, only inanimate objects are affecred, and there 15 a cime limit on the
transformation. In general, this 1s 24 hours, but it is reduced one hour far every five
pounds the object weighs over 10. The minimum duration 1s 30 mmutes.

Unlike many fairies that this ability to create precious materials or comns for human
beings, the Old Woman uses ic to make things that will scare, frighten, or annoy. She
might turn a plow into a rock, or a pack nto a sharp knife. However she uses this
power, it will turn a character’s irem into samething that is cither completely useless
or works agamst him or her.

Shnpc-shit‘( (Sp): The Old Woman of the Mountain can transform herself into a
_;“l.\.ll and back ar will.

Spru-cas('mg (Sp): The Old Woman of the Mountain may cast up to 12 Ist Le el

Sorcerer 5|.'!C[|-5 per dav. She may choose any 12 she likes and does not have to

memorize them. She casts them as if she were a 6th Level caster.

Turnable: The Old Woman of the Mountain can be Turned by brandishing an iron
knife in her direction. The DC of the Charisma check to do so 1s 24, If successful, she
vanishes. If not, she cannor be Turned ac all by char character




Seelie

Seelie Fairies use the Diminutive Fairy
Base &
following modifiers:

atistics to which they add the

+2 Constitution
+2 Charisma

+4 Racial Bonus Knowledge (MNarture)
checks

+4 Racral Bonus Wilderness Lore
checks
The Seclie may choose one addinional

Fairy Power and one additional Fear.

former are Trooping Fuiries and are generally
benevolent. They bear humamity no il will, and
will be kind to them unless angered or crossed.
The Ur

malevalent faities in the Celue World. These

chie Court is L‘mlll.\ris\'\‘[ of the most

fiends actvely pursue the destruction of
humanity and delighe in the downfall of

maortals.

The Seelie Court

The Seclie, or “blessed.” are the diminurive
fairies of Scotland. Like most Trooping
Fairtes, they are exteemely beautiful, wear

garments of red, green, blue, or gold, and have

gossamer wings. They are frequently referred

to as "the People of Peace” and “the Good

ighbors.” While these monikers are largely

apt, they are utrered more out of respect and
fear than admiration.

Scelic fairies, despite their aloofness, offer gifts
li

bring bread and seed corn to the poor. Such

¢ fairies of other countries, In parvicular, they

presents are accepred gra ~to do

otherwise would anger the fairies.

The Seclie are mast often seen 1n the
twilight. They march in long, solemn
processions. Mortals who come upon them do

well to turn and go the other way, Those who

are caught watching them or who interrupe
their business are !\umﬁhrd. usually with a

debilitating pinching.

The Unseelie Court

These fearsome spiries are uncompromisingly
evil. They seek to destroy human beings at
every turn, There is no acr that they will not
perperrate and no scheme in which they will
nor engage if it furthers their goals of

|'I.'U'I|III1L‘ II\EJF(J]S.

While they are called a court, this designation

is not very accurate. The Seelie fairies gather in
court and have communities much like humans
do, The Unsee

Solitary Faries. The term, “court,” 15 used only

. though, are more akin to

to group them rogether as a pack of evil spirirs.

Unseelie
Unseelie fairies use the Tiny Fairy
Base Statistics. They ha
following modifiers to cthar remplate:

e the

+4 Strength

+2 Intelligence

-4 Wisdom

-4 Charisma

Unseelie Fairies attack as Clerics
mstead of as Wizards like most F
They also ger one exerd Feat and che

npccli.ﬂ power, Winter Strength, All
Chaotic  Ewil

Unseelie  have a

,‘\|Ig1:t\|rl|l.

Claws (Ex): Unseclie fairies have
claws that deal 1d4 points of damage.
Winter Stnmgth {Su): From the
time of the Winter Solstice to the
Spring Equinox, the Unseelie become
more |m\\'crf-n]. They gam 3 +2
Magical Bonus to all Abilicy scores, a
+2 Magical Bonus to AC, and the

Fairy Fear, Quicken Fairy Power, for



The Horde

While it is composed of individual Tiny Fey, the Horde operates as one

therefore considered a Large creature,

Size: Large Fey (Unseelie)
Hit Dice: 12de+12
Hir Points: 71
Initiative: +3 (Dex)
Spl.‘:cd: Fly 50 feer (Ave

AC:

ige)
(see below)

Face/Reach:
Special Actacks: Snatch and Barrer

5 feet by 10 feer / 5 feet

Speci:ll Qualities: Fairy Sighe,

17 (-1 Size, +3 Dex, +35 Natural)

unir, It s

Fairy Subtype, Glamour,
Polymorph Self, Wiager Strength

Saves: Fort +5, Ref +11, Will +8

Abilities: Str 12, Dex 16, Con 13,
Int 13, Wis 11, Cha 10

Skills:
Direction +15, Move
Silencly +15, Spor +15

Intimidare +16, Inouit

Feats: Fly-by Attack, Swarm

Challenge Rating:
ﬁligmnenl:: Chaatic Evil

F:l:ry Slght (Su): The Horde cannot be fooled by illusions. This abilicy also makes

it immune to the effeces of Glamour.

F.‘lir‘v Sub[ﬂ:n:: Immune to mind-influencing effects, Sleep, and disease.

Glamour (Su): Tl\nubl\ it rarely chooses to do so, the Horde can remain hidden

from human sight if it desires, Human beings can see through this Glamour with a

Will Save at DC 16, Once the Horde attacks, any Glamour it 15 using 15 dropped as
g I

if it had been under the

mortal gets a +2

Horde arvacks. the Bonus mcreases by 2.

Unseelie fairies are all ugly. They have twisted
forms, vile faces. and are completely repulsive in
every way, While they live apart from humanicy,
they scek out opportunities to plague mortals
at every turn. They rarely engage in the sort of
mischief that Irish and English fairies do. such

as leading cravelers astray. Instead, they bear,

pinch, and attempr to kill whenever possible.

They are at cheir most pr:wcrful during the
long wimter nights. This is the time that they
come out more frequently, and chey se rch for
opportunities to wreak their havoc upon the
world, Wise human beings stay indoors during

the mght at winter. The weather 15 a bad

but the machinations of the

ie Court are often more deadly.

cfeces of an Invisibility .\pu". If it chooses to vanish agam, a
Circumstance Bonus to the Will Save to spot it Each time the

Legendary Scottish Fairies

The following faities are famous throughou
Scotland.

The Horde

s the name for a group of Unseelie fairies

S ACT

85 t|'|L‘ Sk\' At |\|gh[ i search of
trouble. Any mortal thae hias the misfortune of
being in 1ts path s canghe up and hauled along
for a verrifying ride. The spirics within the
horde clutch, rear, bear, and pmch the poor
victim before finally dropping him or her far

from where he or she was caught.



The Horde (cont ’a')

]’ Snatch and Batter: This is the Horde's principal acrack. It swoops down on human
MM cings and accempts to snacch them ofF the ground. If 1t scores a hit on an opponent,
that person s serzed and Ilillﬂl'l.fl.lll.'il\ lifted into the s There s no -.‘I.m‘l.i_ ¢ i the
round thar the Horde establishes the hold, but every round thereafrer, the vicrim takes
2d6+1 pomts of damage automatically as the fairies within beat, bite, claw, and pinch
]][[]‘ or ||l'r.

Escaping the hold is difficule. The caughr character makes an escape artempt as usual,

b at -4 to the attack roll as a result of the conlusion brought on by tens of tiny
Fatries buzzing around and arracking, to say nothing of the face thar i 15 difficule to
determine exactly which fairies have the hold.

If the character escapes, he ar she falls to che ground, SUSTHNING 4de points n}i-dam.!_gc
Whether or not the Horde turns back to attack again depends on 1ts whims: Tv may
decide 1t hasn't had enough mischiel yver. On the other hand, 1t might move on to other
things. Fighting w from the gnmm‘f is difficule. The Swarm Fear enables it to reduce
the targer’s AC by 4, and it will seek to grab held and lift the character up into the ain
putting him or her at a furcher disadvantage

Winter Slrengrh (Suj: From the time of the Winter Selstice to the Spring Equinox,
TJ“' f IL‘rlil: 15 more }.\(J\\' l'f.lll. '\]] (‘!I its .'\l‘ili[\ SCOres mdorease [‘\' j. as J(‘!'H 1s .'\l'f“l‘l

Class, It also gans the Quicken Fairy Power Fear.

Red Cap Loireag

Also known 4s “Bloody Cap,” this is anocher Laireag is 4 Seelie Fairy who 15 an expert
malignane farry. Red ¢ ap haunts ruins, spinner. She 1s sometimes associated with the
b-‘lrrlcl]LIL{ﬁ .||ld l,[]‘l‘r ]‘l.\L‘l'.\ “l‘l'r{' l'\'ll or ||!\'[Il l‘1-|||l' woman “'h“ l'l,‘!ld not b}'”n. b“l
bloodshed has occurred. Any who take shelter in she is different in that she rakes

these arcas or !ml\;rr too ]nn_\z make great exception to those

rthemselves lis victim, who cannot perform

Red Cap appears as a short human the task properly,

with :.J\.lrr. |||unh'c| teeth, |unL‘ Thase who are

claws on his fingers, and wears a careless or

bload-re

15 sOmetimes l'f(‘ﬁ\'l'll"l'l'i ds an

Il'lCClI“l.\L‘EL‘Il[

cap on his head. He
are punished,
old man. others as simply usually with

hideous, A4 stern

He lurks

attempes to murder those who

nnching.
i the shadows and F :

She also has

great

ry in his demesne. He [.\r[-llr:rs

to tear at them with his claws fondness for

and teeth, When he has finished his music. However,

business, he d||.\.- his hat in the blood she becomes ANgry

of his victims, staming it ever darker if she heaes anyone

s 3 .
singing out ol tune.



Red Cap

Size: Medium Fey (Unscelie SPccial Qualities: Blink, Fairy Sight,

Hit Dice: 64646 Fatry Subtype, Glamour,
Ventriloquisim, Winter Strength

Saves: Fore +3. Ref +8, Will +35
Abilities: Str 12, Dex 16, Con 13,
Int 13, Wis 11, Cha 10

Skills: Hide 412, Inumidate +12,
AC: 13 (+3 Dex Listen +12, Move Silently +13

Hit Points: 34
Initiative: +7 (+3 Dex,
+4 Improved Initiative)

Speed: 30 feet

Arracks: 2 Cliws +5 melee [ 1d4+1) Feats: Combat Reflexes,
Bire +0 melee [1d4) Impraved Ininative

Face/Reach: 5 feet by 5 feet / 5 feer Challenge R.'uing: H

Special Attacks: Hold Person Alignment: Chaotic Evil
P 2

Blink (Sp): Red Cap may "blink” ar will as though the Arcane Spell of the same name
had been cast on him. All area st him suffer a 50% chance ro miss. Spells cast
against him or her fail 50% of the nime. However, there is a 20% chance for Red Cap's

own attacks to fail too. He can cancel this ability as 2 Move Equivalent Action.

Fairy S[g]‘ll’. (Su): Red Cap is unaffected by illusions. He sces through them as if
True Secing had been cast on him. This ability also makes him immune to the effects
of Glamour, and he may see the true identity of anyone he encounters, even il the
individual has been polymorphed.

F.‘lir_v Subrypr: Immune to mind-influencing effects, Sleep, and disease.

Glamour (Su): Red Cap has the ability of mast faries to remain hidden from mortal
sight, He will use this power to sneak up on them, getting close so that he can make
an atrack. Glamour has no effect on animals or magical creatures, though, so it is
possible that a noble steed or other creature might warn its master of the fiend’s
approach. Human beings can see through Red Cap's Glamour just like ather fairies.
The DC for the Will Save to do so is 16.

Red Cap [\'p:c.\”\' creeps up close and attacks. This acuen drops his Glamour, but he
will try to raise it agamn if the person has not yet spotted him. Each time he does this,
the victim gains a +2 Circumstance Bonus to the Will Save. These bonuses are
cumulative. He can, of course, reveal himself at any rime by dropping the Glamour, but
he much ]1rcl'-'rs to skulk in the shadows and artack unseen.

Vcnlriluql.lism (Sp): Red Cap can throw his voice as if he had cast the Vent riloquism
spell. This power works as though Red Cap were a 5th Level caster.

Winter Sll‘l‘ngth (Su): From the time of the Winter Solstice to the Spring Equinox.
Red 1'-‘..1].1 s more Pc}\l'vrl-ul. All of his Ability scores go up by 2, as does his Armor
Class. He also gains the Quicken Fairy Power Fear for free,

o
o



Loireag

Size: Diminutive Fey (Seelie)

Hit Dice: 2d6+4

Hit Points: 13

Initiative: +3 (Dex

sz:cd: 10 feet, Fly 40 feer (Good)

AC: 16 (+3 Size, +3 Dex

Artacks: Pinch +2 melee (1d6-2)

Face/Reach: 1 foar by 1 oot / 0 feet

Special Attacks: Polymorph Other

Spccfﬂl Qualities: Fairy Sight.
Fairy Subrype, Glamout,

I’u|\'r11|u'}‘|1 Object,
Polymorph Self, Ventriloquism

Saves: Fort +2, Ref 406, Will +5
Abilities: Str 6. Dex 17, Con 14,
Ing 13, Wis 15, Cha 15

Skills: Animal Empathy +6,
Bluff +6, Craft (Spin) +12,
Heal +6, Hide +7, Knm\']n{gr
(Nature) +4, Spelleralt +6,
Wilderness Lore +4

Feats: Skill Focus (Craft [S
Swarm, Tl'1}1

Challenge Rating: 1

Alignment: Chaotic Good

Fair}' 5igl‘n (Suj: Loireag sees through illusions as if she had True Seeing cast on
her. This abiliey also makes her immune to the effects of Glamour, and she may sce the
true identity of anyone she encounters, even if the individual has been po]_\'mm']wlmd.
Fnir}f Subtypc: Immune to mind-influencing effects, Sleep, and disease.
Glamour (Su): Lotreag can remain invisible ro human beings. though not to animals
or magieal ereatures. However, some humans can see through magic. Human beings
may make a Will Save at DC 14 to see through her Glamour.
Loireag can make her presence known ro mortals at any time, She simply needs to drop
the Glamour and the human being can see her. If she attacks, her Glamour drops just
like 1t would if she were under the influence of an Thvisibalicy spell. Glamour can be
ed again as a Standard Action, however, il the target human spots her before this
can be done, Glamour will not work. Regardless, rarger humans get 4 +2
Circumstance Bonus to the Will Save to see through Glamour each time Loireag
attacks, These bonuses are cumulative.

Po]ymorph Object (Sp): Loireag can turn one nanimate object inte another, There
are a few general limitations on this power, though. First, only manimate objects can
be affected. Second, dhere is a time limir to the effect. In general, this is 24 hours, but
i 1s reduced 1 haur for every five pounds the object weighs over 10. The minimum

duration is $0 minutes,

Lotreag can create precious metals and other valuables through the use of Polymorph
Obyject, bur they have hicele value to her since they will not retain their shape. This sort
of thing is usually done to assist 4 human. She has no use for gold or silver herself.
Thus, faux gold created from leaves or stones is worchless to her.

Pol\'morph Other (Sp): This power works exactly like the Arcane Spell of the same

name. It is cast as though Loireag were a 10th Level caster.




Loireag (cont’d)

Polymorph Self (Sp): Loireag can shape-shift ar will, transforming hersell into any
creature (including a human) up to Medium Size. The change lasts as long as she
wishes, bur it does sometimes fml, Once per day, she must make 2 Will Save ac DC 12,
IF it is failed, she reverts to her narural state. Because this is, in essence, an illusion,
Leireag may not notice that something has gone wrong. She must make a Spor check

at DC 12 or contnue acting as though stull in her polymorphed form.

Such individuals are often the subjects of cruel thus, are often referred to as. "La Bonnes Dames.”
pranks to make them scop. Another common nickname is “Ben Socia” —

- - 1 Net 3
Lotreag is usually found near warer. She is Gaood Neighbor.

beautiful and usually dressed in white, Mose Gallic fairies are benevolent, There are a
few of the darker variety, but they are rare. Some
Pﬂﬁ 6.' Cuﬂu’ Fa”"ifs are mischievous; but their pranks are mostly

Thedise ohthulbenra intended to be humarous, not vindictive

!\[’I’[kll'l!: TL‘SCJ!'Ih[.H)EL‘

Like all fairtes, they can be angered, and, when

to those of the British this oceurs, they can be extremely cruel. Most

Isles. Particularly in Gallic Celes do not refer to fairies by name
Hnu.;n}'. many of because they fear mvoking their pawer by

the Gallic fairies naming them withour cause. This 153 sure way

are Brirish ones to incur their wrath, Therefore, euphemisins

under new :’\ such as Bent Socra are used frequently.

names. In some / Alsa known as the Fée, they are shape-changers.

cases, the names | They typically choose to be either a beauriful
are not changed at woman or an old crone, but they can be

all, or they are anything they want, They alternate between the

‘;""_“”“'r'." finest of clothing and the lowest, depending
fm"ld_r' Obcro_n both on their guises and their moods.
is their king, for
instance, and the Trooping Fairies
Gobelin is 2 Gallic Trooping Fairies are called the Couril.

Hobgoblin with They prefer o inhabir stone circles and other
anly a slightly such places, where they can sometimes be seen

different name, flitring back and forth. They are very small,
However, fairies
m Gaul do

have a

beautiful, wear the finest silks, and have wings.

In most v

5, they are identical ro the Trooping

Faittes of E hg and and use the English Trooping

character of their Fairies regional modifiers for their stari
own, They are

maost 1 Yy |.C ma | € an L{,

~3



Korrigan
Korrigan use the Tiny Fairy Base
Statistics. They add the following
modifiers to the lrmlx].\lv:
+2 Chartsma
+8 Racial Bonus Perform checks
Karrigan gain one additional Fear and
the ability to cast Charm Person as a
toth Level Caster at will. They are
Medium Size and do
||:|\'i' \\'lllg.\.
D&i“‘ﬂ‘& C.l]l (SU}: A Kurrl_q,m may

choose to appear m any form it likes,

also Hot

but 4r dawn or on the sounding of 4
bell, it 15 transformed nto an old hag.

Any powers it has used to enthrall a

mortal are vanquished as well.

Solitary Fairies
There are two maimn varieties of Gallic Solitary
Fairies. These are the Korrigan and the Lutin.
Both are troublesame in their own ways, but
the Korrigan are the far better of the two when
it comes to liuman relations.
Korrigan

The Korrigan are beautiful women most often
seen i the moonlight, They have long,
flowing hair and are usually dressed tn whire
gowns, They are most usually seen along a
stream or in the woodlands. Here, they love
to dance and sing. They often waylay
travelers, enchanting men with their music
and their beauty, Those so enthralled will
stay with them until the spell is broken.
However, upon the ringing of a bell or the
arrival of dawn, they transform from

beauriful maidens into old hags

Like Brownies, they sometimes attach
themselves to a houschold and perform
menial labor. This work 1s done mostly at
night while the family sleeps, and the

homeowner is expected to provide some

reward for the service, Failure causes them to
leave, often after performing a prank.

They sometimes abduct human babies to take
as 1]\‘_‘“’ own, ]‘lll |]!{\[l'|'|J l‘l. |l'.|\"|]lé_: il
changeling, they usually replace the child wich a
licele Korrigan.

Lutin

Lurin are troublesome fairies typically found on
farms. While they do nor intend harm to human
beings their activities frequently cause trouble,

Their

and nide the horses all m_.;]\[. In the morning,

Gvarite activity is to sneak into a stable

the poor beasts ace completely lathered and their

tails and manes rangled. Such horses are

incapable of working the following day,

Lutin like the company of children. They do
not reward good little boys and girls nor do
they punish bad ones. Bur they like the child's

innocence and interest m playing games, which

suits the [airy mindser quite well. Lutin
remain invisible most of the time, and it is
usually to children to whom they choose o

reveal themselves.

ngmdary Gallic Fairies

Many of the legendary Gallic fairies have
British equivalents that have been detailed

elsewhere in this book. Thus, those other fairies

Lutin  yse

.‘\rnnsur:s.

the Tiny iy Base

w0 which they
- ey add ;
1 "“““"“g modifiers: Viithe

+2 .‘\'rrmg[h
+4 Racial
checks
4 Racial
checks

Bonus  Animal Empathy

Bonus Handle

Animal

+8 Racial Bonys Rid

e checks
Lutin also

gam one additional Fea



Béfind
Size: Tiny Fey Fairy Subrype, Glamour,
Hit Dice: 4dé+4 {18 Hit Points) Grant Wish, Polymorph Self

suii T 2, Rel +7, Will +6
Tiitaave: 45 &) Saves: Fort 42, Ref +7, Will +¢

Abilities: St 8, Dex 16, Con 13,
Int 11, Wis 15, Cha 14
AL: 1% (02 5ms T8 Skills: Alchemy +8, Bluff +7,
Artacks: Pinch +3 melee (1d6-1) Craft +10, Heal +7,
Face/Reach: 2 1/2 feet by 2 1/2 feer / Intimidate +7
0 feer . Feats: Swarm

Spt‘.:d: 10 feer, Fly 40 feet (Good)

Special Attacks: None. Challenge Rating: 1

SPrcEa[ Qualities: Fairy Sighr, A]ignmcnt: Lawful Good

Fairy Sight (Su): Béfind is not fooled by illusions. She and her sisters see thtpugh
them as if they had True Seeing cast on them. This ability also makes them immune
to the effects of Glamour, and they may see the teue identiry of anyone they encounter,
even af the individual has been polymarphed.

Fairy Subl.y'pe: Immune to mind-influencing effecrs, Sleep, and disease.

Glamour (Su): Béfind can mask herself from human sight. This power has no effect
on animals or magical ereatures. A human being can make a Will Save ar DC 16 to see
through the Glamour, If it is successful, Béfind is not invisible to him or her.

She can make her presence known to mortals ar any time simply by dropping the
Glamour. IT she artacks, Glamour drops as if she had been under the influence of an
Invisibility spell. Glamour can be rarsed agamn as a Srandard Action; however, if the
target human spots her before this can be done, Glamour will not work. Regardless,
target humans get a +2 Circumstance Bonus to the Will Save to see through Glamour
each time they are attacked. These bonuses are cumularive,

Grant W:s]‘l (SP} Béfind has the abilicy to grant a wish to a mortal. She will only
do this for virtuous human lwm,\s and then usually only on behall of a child. Thar 1s.
she will grant wishes for a person’s child (typically a newborn). She never considers a
wish that benefits the wisher, and she will not knm ane to 3 bad person. The usual
pattern 1s for her to show up shorely alter the birth of the child and then grant a wish
to the family for the babe. In extremely rare circumstances, she will grane a wish to 3
person for another purpose, but, again, it cannot directly benelit the person who asks,

P0|ylnor1:]1 Self (Sp): Béfind can shape-shift at will. She can transform he rsell into
any creature (including o human) up to Medium Size. The transtormation lasts as
long as she wishes, but it does sometimes fail. Onee per day, Béfind muse make 1 Will
Save at DC 14, I it 15 failed, she reveres to her natural state. Because this is, in essence,
an illusion, she may not notice that something has gone wrong. She must make a Spot
check at DC 14 or continue acting as though it were still in her polymorphed form,

59



¥
Groac’h
*f‘r Size: Medium Fey (Korrigan) Speci:d Qualities: Fairy Sighe,
7 Hit Dice: 4dé+4 Eairy ."sul\[\'}w. Glamour, Husion,
Hit Poi Polymorph Self
it Poines: 22 : ; "
Initiacs : Saves: Forr 42, Ref 47, Will +6
nitiative: +3 [Dex ite s = o
. ‘ b i Abilities: Str & Dex 16, Con 13,
SPeed: 10 feer, Fly 40 feer (Good Int L1, Wis 15. Cha 16
AC: 13 (Dex Skills Alchemy +8, Bluff +7,
Attacks: Pinch +1 melee (1d6-1 Craft +10, Heal +7,
or Ner +2 melee Intimidate +7, Perform +8
Feats: Quicken Fauiry Power,

Face/Reach: 5 feer by 5 feet / 5 leet
Weapon Focus (Net)

Special Artacks: Charm Person,
Magie Trem — Caobweb,
Polymarph Other Alignlllent: Chaoric Evil

Challenge Rating: 2

Fair)' f}tgl’lt (Su}: The Groac'h cannot be fooled by illusions or Glamour. She sees
tight through such things, This power extends to polymorphed individuals.

F:lil‘y Sublypc: Immune to mind-influencing effects, Sleep, and discase,

Glamour (Suj: The Groac'h mamly uses this power to escape from mortals who have
bested her when she tries to ensnare them. She vanishes from cheir sight immediacely.
Like most fairy Glamour, this power isn't perfect. A mortal may atrempt to see
through it with 2 Will Save at DC 16, If suceessful, he or she has penetrated
the illusion.

lusion (Spj: The Groac'h can create illusions that are visible, make sounds, have
smells, and .|n\'r|1|r1s else of which she can think. The only l]nns that they cannot be
is touched. Once someone does so, the illusion vanishes, The power only works on
human beings. Animals, magical creatures, and other fairies are unaffecred by ir. It has
a range of 400 feet. When the illusion is first encountered, all characters ger a Will
Save ar DC 17, Those who succeed do not see ir. Those who fail do and believe
wholeheartedly in it. They cannot be convinced otherwise until the thing is touched
and vamshes.

Magi(’ Item — Cobweb: The Groac'h has a silver ner she uses to enshare men. This
net has all che properties of a Cobweb as described on page 73.

Po]ymorph Other (SP) The Groac'h can cast [Ml\'mm'ph Other at will, Her caster

level 15 10th, and she always chooses to turn her vierims into frogs.

Pnl‘vmorph Self (SP): The Groac'h can appear as nearly anything she likes. The
maximum size is Large, and the mmimum is Tiny. She usually chooses the form of a
beautiful voung woman, Unlike other fairy T'ul\'ml)]'}\h Self powers, this one does not

tarl oecasionally. It has its own weakness in the Dawn's Call traic
Dawn's Call (Su): Ac dawn or on the sounding of a bell, the Groac'h 1s transformed
into an old ll:lg. Anv pm!‘l:r.'i :u]!(‘ |L|.-. ll!i('LE o L'n(llm“ a murl,l] are \';tm] ’u‘t‘| as \\'1‘]!.

However, those humans she has ensnared in her net or pol\'ml.lq.‘hcd into [rogs remain so.

SN]



would be at home in Celtic campaigns set in
Gaul. However, there are some unique to the

continent listed below.
Béfind

Béfind is part of a trio of fairies who appear at

the birth of a child. The function of these three

s to grant the newbarn special gifts and
character traits and make prophecies regarding
the life it will have. A table is laid for Béfind
and her sisters with food and other gifts to
entice them to come. These three fairies are
most famous for their part in the story of

Sleeping Beauty.
Groac'h

This is one of the few malignant furies 1o be
found in Gaul. It is a water sprite thar typically
inhabirs rivers and lakes, It takes the form of a
beautiful young woman who sits by the
waterside. She entices young men to come over
to her with her looks and her charms, Once
they get close, though, she ensnares them in a
silver net. She then tansforms them into frogs

who act as her slaves.

Part 7: Fairies in the Game

This section of the book deals with erearing
fairies for your own campaign. It includes rules
for how ro put rogether culturally authentic

Litele ]‘x:oplc fram the matertal mweluded here

and tips for putting [airies into your games,
meluding what sorts of adventures are good for
them. All of the material in this section of rhe
book is designated Open Game Conrent for

I-l\'i'ﬂ e

WITPOSLS,

Building a Fairy

Adding faines to your game is a simple process.
The remplates in this book have been left a
litele vague so that you can customize the Little
People your player characters encounter. The
powers and abilities of fairies vary from region
to region, and even within relared groups, there
are differences. Thus, the remplares have holes
i them for you to fill in yourself, enabling you
to make truly unique Little People for your
campaign.

There are four steps to the process of building

a fairy, First, choose a template. Second, select

a set of regional modifiers. Third, choose the
proper number of Fairy Powers. and finally,

select its Fears, Each step is derailed below.

Template

There are twa basic templaces with which to
work. Both are based on the size of the farry in
question. Diminutive fairies are the teeny ones
that are no bigger than frogs. Tiny fairies tend
to be abourt the size of house cars.

Fairtes are classified by size because their
temperaments and behaviors often carrespond
to their statures. Generally speaking, the
smaller fairies are more virtuous and friendlier
rowards humanity than are the taller ones,

which have a greater tendency rowards mischiel,
Therefore, ask vourself whar sort of fairy you
want to create. 16 it's & helpful fairy, it's
probably a Diminutive one. If i's rroublesome,
it's more likely a Tiny fairy.

It's important to remember thar most of the

rrginu;ll modifiers speai which base ll.‘r“F\l.IE\‘
they use. So if you're planning on creating 3
specific kind of fairy — such as an English
Hobgaoblin, for example — the choice of the

template may have already been made for you.



Diminutive Fairy Base Statistics

This is the base template for all fawies of Diminunive Size. Unless otherwise indicated,
a Diminurive fairy uses these statistics. Note thar each regional subtype of fairy has
its own modifiers to this template. Thus, use these statistics as the base and modify

them as indicated by the n.'sinn,l] modifiers,

Inc 13, Wis 15, Cha 13

Skills: Animal Empachy +6,
Bluff +6, Craft +10, Heal +6,
Hide +7, Spelleraft +6

Size: Diminurive Fey
Hit Dice: 2d6+2 (9 Hir Painrs)
Initiative: +3 (Dex)

40 feer (Good)

Speed: 10 feer,

Feats: Select 2
AC:

Attacks: Pinch +2 melee

+3 Size, +3 Dex)

(1do-2)

16 . .
Climate/Terrain: Any

Land, usually Forest

Temperate
Face/Reach: 1 foor by 1 foor / O feer Clrg:l.nizal.icm: Solitary, Group (2-5)
or Clan (20-50)

Chnllmgt Rating: I

Special Artacks: None.

Fairy Powers,

Special Qualities: 2

Fairy Sight, Fairy Subtype,
Glamour, Polymorph Self
Saves: Fort +1, Ref +6, Will +5
Abilities: Str 6, Dex 17, Con 12,

Treasure: Standard (3 x Standard if

encountered at home)
faries

Alignment:
Advancement: 3-6 HD (Diminutive)

Fairy Powers (SP): When creating the fary, select any two Fairy Powers from Table

7-2. If you advs

F:lil‘)' Sight (Su): Fairies are not fooled b

they had True Seeing cast on them. This ab
of Glamour, and they may see the true identity of anyone they encounter, even if the

ind

dual has been polymorphed.

ce the Fary, select one additional power for every additional Hir Die.

illusions. They see through them as if
r also makes them immune to the effects

F:lir}' Sllbl’yp{': Immune to mind-influencing effects, Sleep, and disease.

Table 7-1 lists each of the regional subrypes of
farries with their size.

Note that certain Fairtes — specifically the Irish
Sidhe and the Welsh Gwyllion — do not use one
of the sets of base statistics. They have a

:rmp].ih- of thewr awn,

mutive faires

nd [

sifications you can use.

Aside from the Tiny

there are two ather ¢
These are the Half-
The farmer is the child of a

ity and the Non-Fairy.
airy and 4 moreal,

It has some special Fairy Powers, but not as

nany as [|\l: I'l‘l;i_;:u'nl p:lrl.‘nl. MNon-Faries are
human beings who were abducted as children
and replaced with changelings. They grew up in
fairy communities and were taught the ways of

the Little People. They have some magical

powers that they have learned, bur they do not
possess any innate powers like trie fairies do
Both Half-Fairies and Non-Fairies use the

regional modifiers for the type of the fa
who raised them. In the case of Non-f

Fairies,
though, any bonus Fairy Powers thar they
would get are instead granred as excra Fears.



Regional Modifiers

Once you've picked a template, choose which
e-pcciflc type of l':||r‘r you are creating. You can
do this process in reverse by just picking the
type of fairy you want to create at the

beginning, For example, if you wanted ro create

a Tylwyth Teg, you would select the Tiny Fairy
Base Statistics since you know that the
Tylwyeh Teg regional modifiers designare char
they are Tiny in Size. However, you might have

decided to create a kind of fairy, and then

that region. You can take 4 similar approach in
VOUT oWn campalgn. It's ].1useiil\]r that none of

the regional modifiers quite fits what you hi

in mind. I that’s the case, you can simply use
the base template with no modification, or you
can creare regronal modifiers of your own

The established ones share certain common
charactenisties. First, they usually make an
alteration to the Ability scores on the remplate,
Sometimes only one score 15 modified, Other

times several are: Like in the standard game, a

looked for the specific one that fits what you certain amount of balance 15 the goal. Raising

wint to do. In this case, the regional modifiers one Ability by +2 is not a large modification.

step is second. Raising several of them is, and so is raising one
- - ar more by +4. Such raises should be balanced
Not all of the faries lisced in this book strietly ;
Al 2 somehow. Dropping another Abiliey by -2 1s
adhere to the model, though. That is, they do = 5
' often a good check,

not take the proper base statistics and then

apply individual regional modifiers to them. Racial Skill Banuses are another good
These fairies were designed to reflect the adjustment. 1f the fairy vou have in mind is
legends that inspired them, and in cach case, adept at singing or dancing, 4 +4 ar +8 Racial

the paruicular fable fell ourside of the norm for Bonus to the Perform Skill is in order. A crafty

Diminutive Fairy Base Statistics (cont'd)

Glamour (Su): This is the ability of the Little People to remam hidden. It allows
them to be invisible to human beings. It has no effecr on animals or on magical
creatures. Unfortunately, it's not per!-:ct. Some humans can see through it, Whenever
a fairy uses Glamour against a person, the targer charicter makes a Will Save at DC 14,
If it is made, the characrer can see through the fairy's Glamour.

Fairies can make their presence known to mortals ac any time. The fairy simply needs
to drop the Glamour and the human being can sec it. Note too that artacking the
human will cause the Glamour to drop as well, just as if the fairy had actacked while
under the influence of an Invisibility spell. Glamour can be raised again as 4 Standard
Action, hawever, if the targer human spots the fiiry before this can be dane, Glamour
will not work. Regardless. target humans get a +2 Circumstance Bonus to the Will
Save to see through Glamour each nme the fairy attacks them. These bonuses are

cumulative,

Poly'morph Self (Sp): Fairies can shape-shift at will, The fairy can transform irsell

into any creature (including a human) up to Medium Size. The transformarion lasts

as long as the fairy wishes, but 1t does sometimes fail. Once per day, the fairy musr
make o Will Save at DC 12, 1f it is farled, the fairy reverts to its natural state. Because
this is, in essence, an illusion, the fairy may not notice thar something has gone wrong.
Ir must make a Spot check at DC 12 or contmue acting as though it were sall n its
polymorphed form.




Tiny Fairy Base Statistics

This 15 the base templare for all faries of Tiny Size. Unless otherwise indicated, a Tiny

fairy uses these statsuies. Note that

each regional subtype of Rury has its own

modifiers to this template. Thus, use these statistics as the base and modify them as

indicated by the regional modifiers.
Size: Tiny Fey
Hir Dice:

Initiative:

4d6+4 (18 Hit Points
+3 (Dex

Speed: 10 feer, Fly 40 fecr (Good
AC: 15 +3 Dex
Attacks: Pinch 43 melee (1d6-1

Face/Reach:

0 feet

(+2 Size.
2 1/2 feer by 2 1/2 feer /

Special Attacks: None.
Special Qualities: § Fairy Powers,
Fairy Sight, Fary Subrype,

Glamour, Polymorph Sell

Saves: Fort 42, Ref +7. Will +6

l“am- Powers (S :l When creating the fair
=

Abilities: Srr 8, Dex 16, Con 13,
Int 11, Wis 15, Cha 14
Skills: Alchemy +8, Bluff
Craft +10, Heal +7,
Intimidate +7
Select
Climate/ Terrain:

Land, usually Forest

Feats:

Any Temperate

Organizarion: Solitary, or
(_'-mu].\ 2-7

Cha].lengc Raling: I
Standard
J’\]ignmt:m: Varies

5-8 HD (Tiny)

Treasure:

Advancement:

select any three Fairy Powers from Table

1f vou advance the fairy, select one additional power for every additional Hit Die.

Palr}f Slghl’. (Su): Farries are not fooled by illusions. They see through them as if
they had True Sceing cast on them. This ability also makes them immune to the effects

of Glamour, and they may see the true identity of anyone they encounter, even if the

individual has been polymorphed.

F.‘lil'}' Sllbl’"P(‘.‘: Immune to mind-influencing effecrs, Sleep, and disease.

or wily fairy might have a bonus to ics Bluff ar

Diplomacy Skill ehecks.

Finally, affer the Little Person a certain number
of bonus Fairy Powers, Fears or both. The exact
number 1s up o you but keep balance in mind
again. IF a fatry has a large number of Ability
score adjustments or some really good Skill
banuses, 1t needs fewer powers or Feats.

+2 Charnisma bonus and one Skill

ar +8 are rrnlmhl'\' grounds for adding several

Conversely, a

Fairy Powers or Feats.

Don't underestimate the value of Feats. A fairy

with six or seven Fary Powers is powerful, but

64

he or she can only use one of them ar a time.
Most of the templates only grant one or two
Feats. By subst ituning one or two of those extra
Fairy Powers you want to give it for another
Feat, you create a more versatile opponent for
vour PC’s,

Also, il you don't see a Fairy Power that seems to
do what you think your fairy should, then grant
1t a Spell-like Ability mstead. Powerful spells
should only be able to operate 2 maximum of
theee times per day. Less powerful ones can be
used at will. Nore that most of the Fary Powers
that recreate the effects of spells do not imitate

those that are higher than 3rd Level.



Fairy Powers
Fairy Powers are magical abilities that fairies

use on mortals. M

1 of them imitare spell

effects. All Fairy Powers are usable ar will
unless otherwise noted.
You select a number of Fairy Powers based on

the remplare you are using and any regional
PAARE.Y 2 )

modifiers. So, for example, if you were creating
a Seelie fairy, you would select three Fairy
Powers since Seelic gain one bonus Fairy Power
and they use the Diminutive Fairy Base
Statisties, which granes two.

Table 7-2 has a .:mn].\lcr.‘ list of Fairy Powers.
Deseriprions of each follow.

Bf@bt (SpJ: This 15 a devastating power feared
by mortals everywhere. It is the ability of the
fairy to inflict a permanent debilitating

To use ir, the fairy chooses the condition he or
she wishes to inflict. It could be blindness,
deafness, theumanism, palsy, or any condition

thit ¢omes with a liferime guarantee thar will

ciuse !ilr ||um.|l: to sukfer,
Fortitude Save ar DC 20 + the fairy's Hit
Dice + Wisdom Modifier. If the Saving Throw

fails, the characrer suffers from the effeces of

The rarger makes

the condition. The duration for this ability is
permanent unless the fairy thar Blighred the

character n_‘\".\kl'!\ 10

Blink (Sp): The fairy may "blink™ ar will as
though the Arcane Spell of the same name had
been cast on him or her. All artacks on che fairy

S

ot a 0% chance to miss. Spells cast against
him or her fail 50% of the tume. However, there
is 4 20% chance for the fairy s own artacks o

fail roo. The fairy can cancel this ability as a

f“lll‘ll“ﬂll on Tl'll.‘ rarger, I.i.\u-l“j' mn PIJ]!I:\"II'I'IL‘I'II Move .qun'nlrm Action.

for violation of some tener of fairy morality.

Tiny Fairy Base Statistics (cont’d)

Glamour (Su): This is the ability of the Liccle People to remam hidden. Iv allows
them to be invisible to human beings. It has no effect on animals or on magical
creatures. Unfortunately, it's not perfect, Some hutmans can see through 1t. Whenever
a Fairy uses Glamour against a person, the target character makes a Will Save ar DC 16,
If it is made, the character can see through the fairy 's Glamour.

Fairies can make their presence known to mortals at any tme. The fairy simply needs
to drop the Glamour and the human being can see 1t Note too that attacking the
human will cause the Glamour to drop as well, just as il the firy had attacked while
under the influence of an Invisibility spell. Glamour can be raised again as a Standard
Action, however, if the target human spots the faiey befare this can be done, Glamour
will not work. Regardless, target humans gee a +2 Circumstance Bonus 1o the Will
Save ta see through Glamour each time the Fairy artacks them. These bonuses are
\'ll”ll.l].!{l\'l.\. )
Polymorph Self (Sp): F:

into creature (including a human) up to Medium Size, The transformation lasts

es can shape-shift ar will. The fairy can rransform isell

as long as the Fairy wishes, but it does somerimes fail. Once per day, the fairy must
make a Will Save at DC 14, If it is failed, the fairy reverts to s natural state, Because

this 1s, in essence, an illusion, the fairy may not notice that something has gone wrong.
It must make a 5].\0( check at DC 14 or continue acring as though it were still in its

polymorph ed form.




Chaos (Sp): This power works similar to the Fairy’s Hit Dice + its Wisdom Modifier. A

Confusion spell. There are a few differences, new Saving Throw may be attempred every
the most important of which is that the effect round, but it must be made ar a -2

lases unril the fairy cancels it or until the Circumstance Penalty, This penalty does not
subjects make a Saving Throw to resist its merease no matter how many tmes rthe targer
effects. The effective range 1s a crecle with a characrer fails the Save.

radius of 20 feet. The Save to resist it 15 a Will Affected chapicrars roll on ' Tible 73t

one, and it must be made at DC 15 + the derermine whar action chev rake. At the
beginning of each round chere is a
50% chance that che affected

character will continue in his or her

“chosen” action. If not roll

: randomly to determine a new one,
nbie 7'!: Fﬂifies lv Si<£ - Cﬂmptf {S'PJ This 15 an ex Lr"m-']_\
English Fairies Ji potent power, so potent that it

counts as two Fairy Powers when it

Fairy Size 5
15 taken. By means of this power, the
f
whatever the fairy wishes, The Will

Brownie Tiny F
Y can f“;tkl‘ 1]‘(' Sut‘!l:fl IJ{P

English Trooping Falry Diminutive
Goblin Tiny Saving Throw to resist this effect 15
Hobgoblin Tiny : DC 20 + the fry's Wisdom
Gallic Faivies 0 Maodifier. The effect lasts for 10
rounds, and while it does the trget

Fairy Size ] .
t can do nothing but what the fairy
Korrigan Mediuim® requests, He g;r she 15 complerely
Lurin Tiny powerless. Orders that threaten the
Ivish Fairies character’s life must be obeyed, but
Fairy Size such demands grant the character
' another Saving Throw, this time at
DC 15 + the fairy's Charisma
Muodifier. Fairies have used this
Scottish Fairies ability to force wrongdoers to

Fairy Size destroy themselves by foremg them

Gentry Diminutive

Stdhe Medium?®*®

Seelie Biiniiive to take actions that will put them in
harm’s way.

Cure Ll:gf:t Wounds (5p): This

powet works exactly like the Div

Unseelie Tiny

Welsh Faivies

Fairy Size

Spell of the same name. Caster
Ellyllon Diminurive Faveling sk
Gwyllion Medium Chuerse (Sp): Those who anger a fairy

Tvlwyth Teg Tiny sometimes find themselves aftlicted

* - This Fury 1s Medium in Size, but it uses the with this power's effects. Targers of

Tiny Fairy Base Statstics : this ability suffer 4 permanent -2
Magical Penalty to their Armor

- This fairy has its own remplate,. See the
indiwidual description. Classes. Additionally, they must roll
a d6 each time they make an atrack
roll. Saving Throw, or a Skill check.

IT the result of the d6 throw is a “5”




Half-Fairy Base Statistics
A Half-Fairy is the child of a truc fairy (of any size) and a mortal. They possess many
of the special abilities of a standard fawry, but they do nor have them all, There are
regional modifiers for Half-Fairies as well. and they should be apphed to this templare

as indicated in the individual Regional Modifier descripuions.

Size: Tiny Fey

Hit Dice: 3dé+6 (16 Hit Poines)
Initiative: +2 (Dex

Spl:cd: 10 feer, Fly 40 feer [Average)
AC: 14 (+2 Size, +2 Dex)
Attacks: Pinch +3 melee (146)

Face/Reach: 2 1/2 feer by 2 1/2 feer /

0 feer

Abilities: Str 10, Dex 15, Con 15,
Int 12, Wis 13, Cha 12

Skills: Appraise +6. Disguise +6,
Heal 45, Hide +6, Inumidate +6,
Sense Motive +6, Spot +5

Feats: Select 3
Climate/Terrain: Any Temperate
Land, usually Forest

OEganization: Solitary or with Group

Spec;al Artacks: None. of Fairies (2-7)

Special Qu:!lilil:ai: | F.nrl\ Power, Ch.‘lllenge Ratlng: 1
Fairy Sight, Fairy Subtype, Treasure: Srandard

Limited Glamour, [’nl_\'mm'Ph Self Alignmem.: Varies

Saves: Forr +3, Ref +5, Will +4 Advancement: -8 HD [ Tiny

Fairy Powers (SP): Half-fairies have a limited number of powers. They receive one
ability off Table 7-2. If you advance the half-fairy, it gets one additional Farry Power
for every two addinional Hie Dice.

Fairy Sight (Su): Half=Faries are not fooled by illusions. They see through them as
if they had True Seeing cast on them. This ability alse makes them immune to the
effects of Glamour. and they may see the true identity of anyone they encounter, even
if the individual has been polymorphed.

Fairy Sul}[ﬂx: Immune to mind-influencing effects, Sleep, and disease.

Limited Glamour (Sp): Half-fairics do have Glamour like rrue ones do, but it is not
as powerful. It must be switched on. That is, the normal state 15 for it nor to be
I-um.‘rmmng. It must h\‘ L'nns-:munl\' activared. T ].i'\lﬁ i‘ur (18] rounds while m use. T|u‘n
it must be activared again. Turning it on can be done at will as 4 Standard Action, bue
the half-fairy must remember to do so,

Like regular Glamour, it can be F‘L‘h("[l'-l[l'd. The DC to do so 1s [4. Limited Glamour

otherwise works like the regular version.

Polymorph Self (SP): Half-Fairies can shape-shift ar will. They can teansform

themselves into any creature (including a human) up to Medium Size. The

transformation lasts as long as the fairy wishes, but it does sometimes fail. Onee per
day, the fairy must make a Will Save ar DC 14 IF it is failed, the hall-fairy reverts to
its matural state. Because this is, in essence, an illusion, it may not notice that
something has gone wrong. It must make a Spot check ar DC 14 or conninue acting

as though it were sill in its polymorphed form.




Non-Fairy Base Statistics

A non-fairy is a human being that was kidnapped at birth and exchanged for a
changeling, It has none of the innate abilites of a standard r:u'rl\'. but it does benefit
from a lifetime of fairy magic being worked on it and from having been educated in
the ways of the Litele People. Thus, non-fatries have certain magical abilities. Their
SZ€ 158 A |'('.\'L|IK ‘JI. [‘].Iglk' |‘:I\'|r\.\_“ 1‘!'.(']: \"‘,rkl'd an [l‘l.'”'l 1-rnll1 L‘l{il\.

Like half-fairies there are regional modifiers for this template depending on which
group of faires stole the child and raised it. Refer to the individual regional modifiers
sidebars to derermine how ta apply any given set to this template.

Size: Tiny Humanoid Int 10, Wis 11, Cha 12
Hit Dice: 4d8+8 (26 Hir Paines) Skills: Disguise +4, Heal +4,
Inittacive: +2 (Dex Hide 46, Knowledge (Nature) +4,

Spellerafe +4
Spced‘. 10 feet pelleraft +4

AC: 14 (+2 Size, +2 Dex)

Attacks: Pinch +6 melee C1d6+1 Climate/Terrain: Any Temperate
1_:"K\!. IIN“‘.[["' F(]r('.‘;:

Feats: Select 4

Face/Reach: 2 1/2 feer by 2 1/2 feer /

0 feer Organizn[icn: Solitary or with

firuup of Fairies (2-7)

Schfal Qualities: Invisibilicy, Cha]lenge Ratmg: %
Polymorph Self, Undersranding Treasure: Standard

Saves: Fort +3, Rel +3, Will ++ Alignment: Varies

Abilities: Str 12, Dex 14, Con 15, Advancement: 5-8 HD (Tiny

Special Attacks: Spell-casting

Fairy Sight (Su): Non-fairies do not naturally possess Fairy Sighe, However, if their
Y =g ¥ i Vg

eyes have been ancinted with Fairy Qintment for five years, they gain ir. Most non-
faries have i\.ld lfll& treatment bur not .111.

[n\isibilitv (SP) Non-fairies may tuen invisible three times pee day. This ability
otherwise works exactly like the spe ell of the same name.

Polvmorph Self (Sp) Nan-fairies can shape-shift three times per day. They can
transform themselves into any creature up ro Medium Size. The transformation lasts
as long as the non-fairy wishes, but it does somertimes fail, Once per day, it must make
a Will Save ar DC 14, If it 1s failed, the non-fairy reverts ta its nataral state.
SPl‘“—CaSling {bp}: MNon-fairnies have access to the First Circle of Understanding of
Celtic Druid spells (see Celric Age). They have 15 points of Understanding to power
'Ell':ﬂ: .‘|]"‘.‘“.‘1.

Skills: Non-fairies have a +4 Racial Bonus to Disguise, Heal, and Knowledge

}ﬁ— Nature) checks,
A

or "6," the character must re-roll the d20 it it Will Save ar DC 20 + the fairy's Hir Dice +
was successful. The character must keep the irs Charisma Modifier will prevent this nasty
less fortunace of the two results. A successiul power from taking effecr.

[ih]



Dazgle (Sp): An exploston of brilliant light
occurs, affecting an area with a radius of 5 feet.
The embers of this explosion zip back ind forth,
seeking the eyes of other targers. Those in the
avea of effect when this power goes off must
make a Reflex Save ar DC 15 + the Wisdom
Modifier of the fairy or be Blinded for 1d1o
rounds. Additionally, the embers cause all non-

Blinded characters to suffer a -4 Circumstance
Penalty on their attack rolls for the duration of
this power's effects, which last for 10 rounds +

1 round-per Hir Die of the fary.

Entangle (Sp); This power works exactly like
the Divine Spell of the same name. It operates
as though cast by a 5th Level caster.

Fairy Feast (Sp): Fairies with this power can
create a small feast for up to eight people of
Medium or Small Size. Unlike the Divine H'|.\-|].
Create Food and Water, the food 15 quite
excellent. Rather than decaying in 24 hours,
this food turns to twigs m four hours. The
meal is nourishing, but it doesn'r last as long as
normal food. Those who partake of ir, find
themselves hungry again in only two hours.
Fairtes most often use this abiliry ra feed
human guests. It has the dual effect of making
them appear to be good hosts while at the same
time not delving into their stores (since human
beings would consume considerable quanuities).
It can be used to feed themselves, though, when

no other food is available.

Cl'l’l"f H’isb (SP}: This is an L‘Xlrd(\rdll’l.'lr_\'

abiliy, and very few farnes have ic. It counts as

three Fairy Powers. A

airy usually has to be
caught to exercise it, granting the wish in
terurn for freedom. Very rarely, they grant them

to humans "‘Or ()I.l'u‘l' '|'JLI]"|:‘{):1{'.\.

This abiliry has few limits. Whatever the morral

asks for, he or she receives. However, a wish
almost always comes with unforeseen
consequences. Unless the person is making a
rruly selfless request, he or she can expect
things to not quite turn out the way he or she
thought. A fairy may grant only one wish to a

given mortal,

Heold Person (Sp): This power works exactly like
the spell of the same name. It pperates as if cast
by a 10th Level caster.

Hlusion (Sp): This 1s the ability to creare

illusions. They are visible, make sounds, h

Ave
smells, ete. The only thing that they cannot be

is touched, Once someone touches a fain

lusion, 1t vamishes

The power only works on

human bemngs. Animals, magteal creatures, and
other fairies are unaffecred by it It has a range
of 400 feet. When it is scen, every person gees

a Will Save ar DC 15 + the Wisdom Madifier

The table below contamns a list of all
of the available Fairy Powers. When

creating a fairy, consult the proper

Base Statisue rcml|\|.m- and s |'ugmn.l|
modifiers to see how many Fairy
Pawers it should have.

Fairy Powers
Blighe

Blink

Chaos
Compel*

Cure Light Wounds
Curse

Dazzle
Entangle

Fairy Feast
Grant Wish**
Hold Person
Nusion

Magic frem®*®
Mirror Image

Polymorph Object

Palymorph Other

Ventriloquism

* - This power counis as two,
“* _ This power counts as three.
*** - See description for this power's

cost.




of the fairy that created ir. Those who succeed
do not see the llusion. Those who fail see it
and believe whaleheartedly in it. They cannor
be convinced otherwise untl the thing 1s

rouched and vamishes.
Magic Item (Ex): In licu of taking a Fairy Power,
vou may instead assign the fairy a Magic ltem.

This counts as one

¢ Power so long as the

item 15 a minor one such as a porion (with
several applications), a minor wondrous item, or
a 41 weapon. It costs two Fairy Powers if it is 4
moderately powerful Magic leem, such as Wand
of Fireballs, 3 medwm wondrous item, or a +2
or +3 weapon. It counts as three Fairy Powers
if it is an extremely powerful item such as o +4
or T5w CAPON OF d Major w androts item.
Mirror Immage (Sp): This ability operates exactly
[[‘k{‘ (!1(‘ "1"(']] lJI [I‘(' Same name. 1[ N'l)rkﬁ as
though a 5th Level caster had cast the spell.

Polymorph Object (Sp): This ability allows the
['.lil'_\' to turn ane inanimate object into another,
It is the means by which leaves are turmned mro
coins and pumpkins into carriages. There are a
few gencral limitations an this power. First,
only inanimate objects can be affected. A Fairy

CIANOT Turn 4 Mouse nto a free Or G rll.';i ita

Table 7-3: Chaos Effects

Rall 1d12 and consule the chart below
determine what action the targer characrer takes,

Die Roll

Action
Wander Away

Artack Nearest Creature

Recite Favarite Poem Laudly

Dance
Laugh Uncontrollably

Make

Amaotous

Target's Persua

Do MNathing

Advances
towards Nearest Character of

a bird. Second, there is a time limit to the
effect. In general, this is 24 hours, but it is
reduced one hour for every five pounds the
object weighs over 10, The minimum duration
i5 30 nunutes.

The fairy can ereate precious metals and other
valuables through the use of Pu]l\'morph
Object, but they have little value to him or her
since they will not retamn their shape. This sort
of thing is usually done to assist 2 human.
Fairies have no use for gald or silver
themselves, They simply like the way it
sparkles. Thus, faux gold created from leaves
or stones 15 worthless to them,

Polymorph Other (Sp): This power works
exactly like che Arc
name. It is cast as though the fairy were a

ne Spell of the same

10th Level caster.

le‘n‘foquism (SP} This power warks like the
5].w:|| of the same name. It operates as though
cast by a 5th Level Caster,

Feats
Finally, select Feats for your fairy, Once again,

the template determines how many Fears it
ts. Regional modifiers may add extras. For

5=
-

instance, 4 Korrigan gets rwo Feats
since it gets one for bemng a Tiny

ry and another one as 4 regional

maodifier,

Fairies may choose Feats from any

; of those listed in the standard game,
to ’ from amang those in the CELTIC
AGt setting book, or from those
listed in the “Fairy Fears" section
below. The only restrictions are that
the faiey must be able to fulfill any
prerequisites for the Feat in
question, and Little People cannot
choose any of the special Roman
Feats from CeLnie AGe

Fairies as Player Characters
Th

becoming compantons of human

sre is some precedent for fairies

beings and adventuring with them.

If you have a particularly fantastic

campaign, you m

y be tempred to



Table 7-4: Fairy Character Ability Score Modifiers

When creating a brand new farey from scracch, apply the following modifiers to the

Ability scores based on the rype of fairy generated,

Ability

Bipe

Diminutive Tiny Sidhe Gwyllion Half-Fairy Non-Fairy
Strength -4 -2 +2 -2 +0 +2
Dextenity +6 +6 +4 +0 +4 14
Constitution +2 +2 +4 +0 +4 -+ 4
Intelligence +2 +0 +4 +6 = +0
Wisdom +4 +4 44 +4 +2 +0
Charisma +2 44 +6 +0 +2

allow this sort of mix, especially if the fairy

were a Half-Fairy or Non-Fairy thar had

decided to rejoin the morral ra

Alternatively, you could choose to have an entire
party of adventuring fairies. This would resule
in a slightly different sare of campaign, bur,
again. it's not much of a strerch from some fairy
tales. Finally, a fairy with Class Levels makes a
much more formidable opponent for your party
than one without.

Whatever you decide, proceed with a certain

amount of ca

1on, The fairies designed here

are all powerful in their own respects. They may
not be dragons and they might not have a lar of
Hit Paints, but they do have some Pn\wrrﬁll
abilities. Fairy Powers operate on an at-will
basis, and most fairies have at least three, This
is in addition to Fairy Sighe, Glamour, and
Polymorph Self, which are innate 1o most of the
Little People presented here. An enterprising

}1[.1}-1-r can think of all sorts of practical means

to use Polymorph Self to his or her advantage.
In short, do nor underestimate the power of a
fairy just because it 1s a Tiny or Diminutive

creature. Addmg Class Levels to it will make it

a formidable character indeed,

v score modifiers for

Table 7-4 lists the Abili

cach fairy template. Use these madifiers only

if you don't want to use the scores presented
in the Base Statistics blocks: While scraying
from the base will allow a player to customize
the Fairy character a little more, it also sers
you up for greater game imbalance. Proceed

with caution.

It's probably best if you do not .1[\;\]_\' regional

modifiers to fairy player characrers, Most of the

modifiers only increase the fairy's power. Thus,

you will create an even more powerful PC by
adding m the modifiers. However, 1t's up to yau
It's your campaign, and you should do what you
feel is best, Table 7-5 lists each kind of fury

and its I

equivalent if played as a character.
One final note on fairy player characters: we
steongly recommend vou do not allow a PC to
choose Grant Wish as one of lis or her Fairy
Powers. It can be wholly unbalancing. If you do
allow this, impose certain limitations on 1t that
are in keeping with the fairy tradivion. A Fary
should not grant a4 wish unless it 1s captured by

someone else. Its friends eannor “captu
for this purpose. Likewise, it cannor grant

wishes to itsell. They are only for those clever



enough ta trap it somehow. Also, the fairy my
find icself constantly in trouble or pursued by
those whe have heard of its abilities and wish

to gain wishes for themselves.

Fairy Feats

Fairies may select Feats from the standard
game, non-Roman ones from CELTIC AGE, or
from those listed below. The new anes here are
classified as Fairy Fears and may only be taken

by fairies. Humins may not use them.

Accelerate [Fa.i:}rj

Ihis 15 the abalicy of certam fairies to work
faster than should be possible, It is a common
feat of Hobgoblins and other houschold fairies
since it enables them to ger an enormous

amount of work done overnight.

Benefi

three vimes its normal Speed. It can mainrain

A lairy with this Feat may move at

this state fe

1 number of rounds equal ro 1rs
Constitution score. At the end of the time

airy must make a Fortitude Save

period, the
at a DC of 12, If it is failed, the Little Person

is Fatigued.

Enlarge Fairy Power [Fairy]

Fairies use this Feat to increase the range of
their special abilities.

Benefit: This Feat works similar to the
Metamagic Feat, Enlarge Spell. The effective
range of one of the Little Person's Farry
Powers 15 doubled. The fairy must choose
which Fairy Power this Featr will affect ar the

start of each day.

Table 7-5: Fairy Character Level Equivalents

To determuine what effective level your fairy character 1s, cross-reference its rype agamst

it current Class Levels on the rable below.
T}'Pc
Brownie
Diminueve Fairy, Unmodified
Ellyllon
Gentry
Gaoblin

Gwyllion

Half-Fairy, Unmodified

Hobgoblin

Korrigan

Lurin

Non-Fairy, Unmodified
Seelie

Sidhe

Tiny Fairy, Unmodified
Tylwyth Teg

Unseelie

Level Equivalent
Class Levels +6
Class Levels +5
Class Levels +6
Class Levels -+6
Class Levels +
Class Levels +

Class Levels +

Class Levels
Class Levels
Class Levels
Class Levels
Class Levels
Class Levels
Class Levels

Class Levels

+ 4+ 4+ + ++ + o+

Class Levels




Extend Fairy Power [Fairy|

Fairies use this Feat to merease the duration of
their special abilities.

Benefit: This Fear works similar to the
Metamagic Fear, Extend Spell. The duration
of one of the Lirtle Person's Fairy Powers 1s
doubled. The fairy must choose which Fairy
Pawer this Fear will affect ar the start of

cach day.
Fly-by Attack [Fairy |

The fairy can attack on the wing.

Benefit: This Feat works exactly like che Fly-by
Artack Feat from the standard game, Fairies
with it can take 2 Move Action and anocher
pareial action at any point during the move. Ie
cannot take a second Move Action in a round
wherein it makes a Fly-by Attack.

Normal: Withour this Feat, the fairy takes a
Partial Action either before or after its move,

Quicken Fairy Power [Fairy]
Fairies with this Feat can use their powers with
great alacricy.

Benefit: This Feat works similar to the
Meramagic Feat, Quicken Spell. The Licle

Person can use a Quickened Fairy Power as a

Free Acnion. He or she can make another action,

including using another Fairy Power 1n the
same round. The fairy must designate which
power ts Quickened and may only use this Feat
once per day.

Swarm [Fairy|

The Lictle Person dares back and forth, lunging
ar a rarger creature’s face to confuse, disorient,
and otherwise interfere with its actions. The
more fairies able to use this ability, the greater
the distraction for the rarger.

Benefit: A fairy with this Fear can hamper an
opponent. By using a Full Artack Action, he or
shc can ﬂ.llt h!ck ﬂnd Fﬁflh i an OP'POI'ICT‘[.S
face, ears, and anywhere else thar will cause a
distraction. The fairy cannot attack himself or
herself bur does make feints and takes ocher
actions that cause inconsequential damage. A
character targered by this attack suffers a -2
Circumstance Penalty to his or her AC. The

victim must swag ar the fairy and deal wich s
nuisance, and thus cannet concentrate fully on
defending himself or herself. The fairy has a
20% chance per round to be hit by one of the
target's swats, suffering damage from the
character as though he or she had it wich an
Unarmed Attack. For every two additional
fairies with Swarm that participate, the AC
Penalty increases by one.

Normal; While a fwry can tey thus sort of thing
without the Feat, there 15 no AC Penalry
charged to the targer character.

Trip [Fairy]
The farry 15 adept ar tripping larger creatures.

Benefit: The fairy can make a Trip Artack on a
characrer regardless of size. This actack does
nat provoke an Attack of Opportunity. The
fairy rolls to hit as normal. The defender must
make a Dexterity check ar DC equal to 15 +
the fairy's Dexterity Bonus, The targer does
not ger the usual bonuses to the check for the
Little Person's smaller size. 1f the check is
failed, the character comes crashing to the
ground. If it succeeds or if the imtial arrack
fails, the defender docs not gee to make a Trip
attempr against the fairy.

Fairy Magic Items

Fairies have a number of unique Magic ltems.
Some of them are crafted by fairies for their
use, and a rare few are designed to be used
agamnst the Lieele People.

Cobweb

Fairies use cabwebs to bind mortals they wish
o punish. The material for these nets 15 spun
from spider-silk and then enchanted so that it
will be strong, Anyone caught within a cobweb
must make a Fortitude Save ar DC 20 or
became anh'zed. Those that Save suffer 1d3
points of Temporary Strength Damage per
round thar they struggle.

A characrer caught in the web 15 considered
Pinned. Escaping requires a Strength check at
DC 20, Success breaks the strands and enables
the captive to get loose.

Caster Level: 5th



Table 7-6: Fairy Sword
Darmage by Size

Size Damage

Diminucive 1d3
Tiny Ld4
Small 1d6
Medium 1d§
Large 1d1o

Prerequisites: Craft Wondrous ltem, Hold
Person, Ray of Enfecblemient

Marker Price: 50,000 gold

W:ig!)l’.' il

Fairy Dust

One of the most famous fairy magical items,
this powder induces sleepiness i those that it
rouches. Anyone touched by a handful of ic
must make a Fortitude Save ar DC 25 or fall
asleep for 1de hours, A bag of Fairy Dust
typically halds enough for five uses. The dust
may be blown or thrown, It has a range
increment of one foor,

Caster Level: 3ed

Prerequisites: Craft Wondrous ltem, Sleep
Market Price: 150 gold

Weight: nil

Fairy Ointment

This magical omtment s used to penetrate
fairy Glamour and see things as they truly are.
All 1

item 15 useful for mortals only. v is

ries can see through Glamour, so this

specilically erafred For the human children
rhey steal and for the half-human progeny of

mating with mortals.

By ancmring the eyes with this ointment, the
targer 15 affected as though a True Seemg spell
had been cast on him ar her. The effect lasts

for 24 hours,

It is not sale to use on children under the age
of five. Their minds and bodies have not yet
dl‘.'\'l.‘il)!'cd E[]UU_H[] to l“' -il‘!l' (€3] L-lk{' mn
everything char the omement allows them to
see. Children under five to whom it is applied
must make Will S

the child ro develop mental illness. He ar she 1s

es at DC 15, Fatlure causes

never quite rlgi\! even into adulthood and
becomes obsessed with dark thoughts, eruelry,
wealth for its own sake, or other unsavory
concepts, This process is irreversible.

If the oinement is applied daily for five years,
the recipient gains the ability ro permanently
see through Glamour. Faries i_\"|.1h.'.t]]_\‘ begin
anointing their step-children at the age of six
or seven so that, before they grow to adulthood,

th\' can see as if they were born fairies.

A single batch of Fairy Qintment conrains
enough for five applications. Fairies do not
make it themselves, They harvest it from the
lands in which they livie. Human beings must
recreare 1t the hard way.

Caster Level: 1och

Prevequisites: Craft Wondrous Jrem, True Seeing
Marker Price: 4250 gold

Weight: nil

Fairy Sword

This 15 a magical sword designed o
|_'um]‘[r|ncnl the fary s ability 1o \iupt'-shil’l.
Many Farries choose to pu[}'murph themselves
inta humans or other creatures to fight, and
the fairy sword 1s capable of changing size as
necessary so that i can always be useful to s

OWREr,

A Fairy Sword deals damage depending on what
size it 15 ar the vime, Table 7-6 gives this
information. Mote that size on the chart refers
to the size of the fary that is wielding it

The sword nstantly changes size along wich
the owner, and, as lang as he or she chooses a
form that can wield i, it stays with him or
her. The weapon bonds to ITS owner .'md 50
cannot be used for size-switching by anyone
else. However, anyone who can wield iv ar ies
current size can pick it up and do so. gaining
all of irs other magical bonuses. 1f it is lost or



its owner killed, it will bond with the next
person to find 1o

Caster Level: Twice the Enchantment Bonus
Prerequisite: Craft Magic Arms and Armor,
Enlarge, Shrink

Market Value: Caster Level x 2000 + Weapon
Bonus x 2000

Wri_gbr: Varies by size
Self-Bored Stones

A self-bored stone 1s a rock with a hole in the
middle made by warer action, not by drilling.
By looking through one of these, fairy
Glamour 15 mmplctc]y defeated. It acts as
though the character’s eyes had been anomted
with Fairy Ointment,

The stones also offer prorection against fairies.
Having one m one's possession grants a4 +4
Magical Bonus ta AC against fairies and a +2
Magical Bonus againse Fairy Powers.

There ts no magical formula for crafting such
an item. They are made by nature, or those with
the parience to set up a drip can create one.
They are extremely rare, however, and difficult

to find.
Adding Fairies to Your Campaign

Adding fairies to your campaign requires a little
forethought. They shouldn't be used as a
“randem encounter.” Few of them are fighters
looking to mess with a parry of adventurers
armed to the teeth, especially if they are battle-
thirsty Celts. Any serious threat is mose likely
to cause a fairy to vanish or retreat to 1ts own
world. Further. with the exception of truly evil
fairies like the Unseelie, they are unlikely to
seek out contact with mortals,

A brush with the Little People may be an
accident for the party, such as unknowingly
wandering into Faieyland, but 1t should occur as
part of your, the GM's, plans. Insert fairies into
your campaign deliberately. Chonse the exact
kind of fairy with which you want your players
to tangle. Determine the circumstances under
which contaer will occur. Will the Little People
be adversaries, judges, allies, obstacles, or
something else?
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The reason lor this 15 that faries take a certam
amount of planning. They have a wide vartety
of powers, and cach kind of fairy has different
motivations. Dealing with Goblins is very
different from dealing with the Unseelie, even
though both are troublesome creatures unlikely
to befriend the party. Likewise, the Ellyllon may
have entirely different purposes for approaching
the characrers than the Sidhe.

Further, fairies don't like to fight. They will to
defend themselves or cherr homes, bur they are
not interested in combat, Thus, they don't
make good rraditional opponents for a standard
party. They must be used thoughtfully, How
will the characrers react to their pranks? What
happens if one of your PC's gets polymarphed
into a mouse because he or she irritated a Lictle
Person? And since they have no need for riches
of their own and seem largely unconcerned with
mortal affairs (beyond enforcing their own
code of mortality), why are fairies interested in
your group?

Listed below are some approaches to adding
fairies to your campaign. They are by no means
the only available and are meant only to ger
you started.

Service to the Little People

Deespite their magical abilities, fairies are
referred to as "the Little People” because there
are limitations to their powers. Thus, the King
of the Fairies approaches the party and asks
them for a favor. This usually involves
performing some impossible task. Unlike the
standard fantasy adventure of a lord hiring the
party to plunder a ruins or rescue a princess,
this one mvolves fulfillment of a task. There 1s
usually an intellectual mystery involved that has
the fairies completely stumped,

For instance, the characters might be asked to
“draw rain from the sun in the dark of night.”
The fairies can pmﬂdc everyching they know,
but they cannot solve this mystery to perform
this task, There is also usually some dire
consequences riding on failure, such as “if chis
is not done before Summer Solstice, all of
Fairyland will fade from the world forever.” The
characters are essentially being asked to save the
fairy kingdom. If they can pull it off, they will
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earn the gratitude of the Little People forever,
gain rewards such as wishes, and may be able to
call on favors larer,

Performing a Rescue

A child has been exchanged for a changeling or
a local woman has been kiﬁn.lppcd tobea I'air}.'
bride, The characters must find their way into
the fairy kingdom and then win the abducree
back. This adventure will involve very little
smash and grab, though. The Lictle People will
hide the person well, and only surrender him or
her if the party can prove they are both
courageous and clever. If not, chey’ll find
themselves thrust out of the I“;lir:ﬁ kingdom,
unable to return,

The Lure of Treasure

Fairies are renowned for the treasures they keep,
both magical and mundane, The party has
decided or is hired to acquire some of them.
This may be a well-meaning nussion where a
sptcial Magic ltem is needed and the fairies
have ir, or it may be a greedy one where

Text:

someone gets it into his or her head that
stealing from fairies isn't a bad idea, In the
former scenario, the characrers may try to
bargain for the prece. If that fails, they may
11:]‘-'2 [O resort to more dcﬂpurﬂll’ measures.

Getting Lost

Sometimes mortals accidentally wander into the
fairy kingdom. The doorways are hard to spot
even when they 're open. Fairies don't like
upwanted intrusions, so the reception may be
hot. On the other hand, the party may be
welcomed, or they may be tested: if they can
pass, they will be permitted to stay or receive a
reward; if they fail, punishment ensues.

A Test of Character

Many fairies will engage m pr.'mks o test a
person’s nature. If they react badly, they will be
tortured further, but if they do nor they may
receive some reward. Perhaps it is aid on 3
mussion or the offer of a service.

John R. Phythyon, Jr.
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