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Introduction

This book is a mini setting for pen and paper role-playing games. It's
designed to be run either as a stand alone or plugged into your
campaign world. Hack the setting apart, alter it in any way or mine it
for ideas or content for your own game.

Fitting Woodfall Into Your Game

The residents of Woodfall exist in opposition to a kingdom and its
king. If you do not have a monarchy or kingdom in your campaign
world, you can substitute the kingdom for any other adversary, ruler
or tyrant. This is the most important world building assumption for
running this setting.

Play Style

This hexcrawl setting can be used with whatever play style you prefer.
But | suggest trying out an old school style of play, where the
following points are assumed to be true:

- Players will be setting their own goals rather than following a narrative that
has been planned out for them by the game master

- Players receive very little or no experience points from killing monsters,
instead receiving experience from treasure

- Monsters will not be balanced to player level, but the GM will communicate
to players a rough idea of how safe or dangerous different areas are through
NPCs

- Wherever it would add more interest, players and game master will interact
and describe game play to each other instead of rolling skill checks

- The game is dangerous; player death is very possible and healing is very
limited

- There is a focus on resource management; resources are being tracked by
the game master and players and there are consequences for running out.

- Players coming up with clever and creative solutions to problems is
encouraged and rewarded




Run as stand alone or drop
into your world map

Cross pollinate and link

the mini setting to the
themes and characters
of the larger setting




SECTION
WOODFALL TOWN

Woodfall is a swamp belonging to a king where witches,
thieves and outlaws are squatting. They have built a town on
top of the swamp and have resisted several evictions. The town
is a hub for black market activity and magical folk.

Rumours About Woodfall

1  The witches there eat children during their black Sabbats (false)

2  The place is full of low life scum

3  The witches there have been known to heal sick folk who are
brought to them (true)

4  The woods surrounding the village are more dangerous than the
village (true)

5 The witches kidnap men and steal their livers to use in their love
potions (false)

6 The people there take ergot root and it addles their mind (some
truth)

7  The inhabitants of Woodfall are buying up all the faeries in the
kingdom because they want to horde all the magic to themselves
(false)

8 The witches visit young women in their dreams and bewitch them
to come to the swamp (false)

9  You can sell stolen goods in Woodfall (true)

10 There is an organized group of thieves operating from that village
(true)

11 The people of Woodfall steal crops from the surrounding villages
(false)

12 Nearly all poison on the black market comes from there (true)

13  Ravens from Woodfall show up all over the land with messages
urging people to organize to overthrow the monarchy (true)

14 They say necromancy is tolerated there and that the dead walk
among the living (true)

15 It'ssurprising that the king has tolerated the settlement for so long,
but plans are underway to for an eviction soon (true)

16 The thieves that live there live with no rules or rulers and even steal
from each other (false)

17 The witches there make pacts with demons in exchange for the
magical and healing powers they possess (false)

18 The witches there hate men and want to kill the king so a woman
can rule over the kingdom (false)

19 Most of the crime in the region is associated with Woodfall village
(false)

20 The witches there are collecting sacrifices to open a portal that will
usher in the apocalypse (false)
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Hooks - Getting Players to Come to Woodfall

1  Character is a paid Spy for the kingdom tasked with retrieving vital
information for the king, earning the witches' trust, stealing something
important or learning someone's identity

2  Character is a paid bounty hunter sent into the village to extract a certain
criminal and get out alive

3 Character has a strange illness or curse and must go to the witches to be
healed

4 Character has stolen goods they want to sell

5 Character is a spell caster looking to study magic

6 Character gets in trouble with the law and has to go into hiding

7  Character needs to get a document forgery made

8 Characters want to get involved in overthrowing the king

9 Characters are necromancer adventurers that need a safe base

10 Characters are a race that faces persecution throughout the kingdom

11 Character wants to join the thieves guild or recruit people for a heist

12 Araven appears and delivers a flyer for an event in Woodfall

13 Character is looking for rare plants or spell components

14 Character is looking to buy banned/illegal goods like poison

15 The swamps around are full of dangers and treasure

16 Characters are looking for training from NPCs

17  Character hears anyone can build a house there for free (use as a base)

18 Characters find a captured fairy who wants to be brought to Woodfall for
safety

19 Characters are servants of a local lord whose treasure has been stolen,
and have been tasked with an investigation.

20 Characters receive a vision from their deity that dangerous outsiders are
hatching a dangerous plot at the swamp

21  Characters get wind of a shadowy organization with a skull and sickle
symbol, who are recruiting magic users from local towns

22  Alocal graveyard has vanished overnight, and a trail from its previous
location leads into the swamp

23 Arrich collector is willing to pay for samples of rare plants from the
swamp

24 Athief steals something valuable from the players and upon
investigation it appears the thief went to Woodfall

25 A Raven appears and delivers a propaganda note to the players. It is
calling for help to defend the swamp from a looming eviction

26 Characters are slaves that escape and seek refuge in Woodfall

27 Character's sibling has fallen in with thieves and heretics, the family has
tasked the character with retrieving the sibling

28 Characters are helping survivors from a small village that was attacked
by a band of orcs to relocate to Woodfall

29 Characters are villagers living near the swamp who notice that the crops
are contracting some kind of magical blight and they must investigate

30 Character was convinced to pay a large sum for the deeds to a property
with a lot of potential while drunk in a tavern. Unknown to the character
this property is actually the bog witches' mansion.



About Woodfall

Deep in a dark wood is a village built on top of a swamp called
Woodfall. It is not a normal village, and is not inhabited by normal
people. It is built of rotting wooden walkways connecting earth
mounds that act as platforms for shacks, tents, and wobbly houses.

Its population is composed of witches, outlaws, misfits, heretics and
magical creatures. Hunted down throughout the lands, this dark
muddy patch of the kingdom is the last place left where these people
can exist in relative safety.

Rumours and tales of the village are whispered far throughout the
lands. Most say the village is a cesspit of criminals and evil demon
worshippers and that the village should be stamped out before it
grows in size. While some folk say that the witches there will heal the
sick if brought to them.

The king had the village evicted and burned to the ground some
years ago, but the village has since been rebuilt and re-occupied. Folk
throughout the kingdom speak of the king's plans for a second
eviction, one that will end the occupation once and for all.

Lighting

The swamp does not get much light, as it is situated in
a valley and the forest surrounding it casts a strange
dark shadow over the village. The people of the village
keep the walkways lit with magical candles and
lanterns and the moon seems to visit much more often
than the sun does here.

Food
The people of Woodfall cultivate giant mushrooms as a staple food
source since most crops will not grow in the dark, watery valley. Many
of the inhabitants keep chickens and rabbits for eggs and meat.
Hunting of swamp creatures is another food source as well as
foraging of edible plants from the dark forest. They also trade
with surrounding villages for crops. &
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Local Towns & farms

A lot of Woodfall's gold profits come through black market activity. But inside the town,
the law dictates that people can be artisans and operate individual businesses as long
as they own all their own tools and resources. People of Woodfall also operate co-
operative businesses, where everyone shares the tools, profits, and decision-making

process.

Everyone in the town is given their own 1/3 acre plot for cultivating mushrooms and
other plants. Some residents combine plots and farm them together. Others own their

plot privately and use it for rearing animals or other uses.

Tax is voluntary in Woodfall; residents opt in to give taxes towards services they want to
support. One of these services is a coin welfare system, which is funded in large part

from the thieves guild.

Property

People in Woodfall own individual property such as their personal possessions, their
plot, their business tools and building, and their houses. But the walkways, healing
supplies, infrastructure, woodlands and rare or large tools are cormmunally owned. It is
law in Woodfall that individuals cannot expand their plots, and all are of equal size. It is
also law that an individual cannot own property that they are not using (except if in jail
or on holiday/travelling etc ). Anyone can build a house in the woods around Woodfall,
but permission is needed to build or move into a house on a mound island, from the

residents who live on the intended island.
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Woodfall Legal System

The following by-laws have been collectively written up and agreed
upon by residents of Woodfall. A referendum on any law can be called
at any time. Laws are passed if sixty percent of residents agree, unless
more than three percent of the population casts special votes to
block the proposal. In this case, a new version of the law is proposed
until it is passed or dropped. Spontaneous juries deal with cases.

1. Stealing from people within Woodfall is illegal - offenders will be fined,;
repeated offenders, banished.

2. If you are being a loud, annoying drunk at night, it is legal for residents to
cast silence charms on you.

3. It's illegal to expand your land plot.

4. |t's illegal to own vacant property (unless travelling or in jail).
5. Witch burners will be burned at the stake.

6. Kingdom spies will be fed to swamp monsters.

7. It's illegal to be too wealthy - nobody can hold more than 8000 gold pieces
in personal savings and/or speculative assets.

8. All taxes are voluntary.

9. Each mound is semi autonomous and has power over who can build there,
live there, set up a business there, waste disposal and all decisions
concerning that mound.

1. All residents of Woodfall can own and carry however many weapons and
practice any kind of magic they want as long as it does not involve sacrifice of
intelligent creatures or in some other way involuntarily harms an intelligent
creature as a necessary part of its practice.

- Skin weavers (a school of magic) will be stripped of their powers

- Necromancy is legal as long as there is written consent prior to death, or the
necromancer is raising an animal

- Summoning creatures from other planes is illegal - go far away from the
village if you want to try that

- Charming people is illegal, punishable by compensation or banishment
depending on the severity of the manipulation.

(3L

Love potions are illegal.




Organization Structure

Each house in Woodfall is independent and
makes its own decisions about things that

affect it through consensus or voting.

Each island group sends revolving
representatives to a general meeting every
week. The purpose of the general meetings is
to facilitate large decisions, but the
representatives have no power and all
decision making power lies with the island

groups.

Each group of houses on an island make

decisions about anything affecting that island.

Voluntary Associations

Woodfall Scouts Association (WSA)
Is a group of residents that act as
watchdogs for eviction threats, monster
movements in  the swamp and
woodlands, and other dangers. They are
equipped with non-lethal wands made

by the spell sharing society.

Woodfall Welfare group (WWGQG)
This is a revolving group of residents who
manage and redistribute donated cash,
resources and food to the needy. Any
player who decides to become a Woodfall
resident is entitled to WWG welfare,
which, combined with farming their plot,
would barely cover their living expenses.
Abusing the WW.G is punishable by

fines.

M
Woodfall Artisans Guild (WAQG)
This is a revolving group of artisan
residents who offer small grants to help
folks buy tools and equipment needed to
start new businesses.
Healers Association (HA)
Is a group of resident healers. They
operate out of the healing tent. The HA
has limited resources and does not

prioritize healing adventurers.

b Crisis Action Team (CAT)
Is a group of female residents (mostly
witches) who run a large house of
hospitality that women escaping abuse
or arranged marriages in the surrounding
country can come and permanently live
in. CAT sometimes plans covert transport
operations for people fleeing particularly
dangerous situations. They also offer
witch training to the residents of the

house of hospitality.

14



The Magic Mask Shop




Description

Inside
Outside It's cramped inside and as cold
A tiny wooden shack with a qgsoutside. There is a desk inside-

moon painted on the door, g mysterious masked figure sits
above which the words “Mask  pehind it. On the wooden wall

Shop” are scrawled in black  pehind him ontop rickety shelves
paint. various masks are displayed.

Mystery Dungeon Mask
When you put this mask on, a
stairway leading down to a
dungeon appears wherever you
are. When you enter the dungeon
the entrance closes over. To leave
you must find an exit, but there is
no telling where it will let you out.
The dungeon changes and s
Sp]rit Mask totally different on every visit.

This mask reveals the spirit world to its
I
user, lighting up magic, revealing MAaSK of the Dead
This mask turns your blood cold

secrets and colouring lies. However, .
and your skin grey when worn.

demons from the other side are )
attracted to the wearer, making the ) Undead regogmze you as undead.
Humans still have a 40% chance

mask extremely dangerous to use. >
of recognizing you.

*'| Rebound Mask

' L This mask can absorb a spell cast on its
/ wearer, and then when the wearer

wants, can release the same spell on

any target. It can only hold one spell at

atime.

Mask of Disguise Coward's Luck

If you obtain a drop of a person's blood This mask makes creatures who

and pour it on this mask while wearing ) are trying to harm you comically

it, you will look like that person while T‘ ¥ unfortunate, especially if being

wearing the mask for 3 hours. 3 ] chased. However, every time it is
&L ’, used, it decreases that character's

Stretch Mask luck permanently.

This mask allows you to make any parts Foresig ht Mask

of your body really stretchy, up to 10ft.
The magic is faulty and there is a 10%
chance of paralysis with every stretch

When you make artwork while
wearing this mask, it gives you
insight into the future (for
example the next random
encounter players will have). It can
only be used 5 times total.

Mask of Hunger

This mask imparts a powerful bite
attack and sense of smell on its wearer,
as well as an uncontrollable hunger
that increases the longer you wear it.
The mask cannot be removed before

its hunger is satiated.

Nightmare Mask

Allows you to fight creatures of
darkness in your dreams and
harvest nightmare gems from
them, then bring them back into
the normal realm. Creatures of

Mask of Secrets

If you wear this mask and live for a day darkness are dangerous and if you
in someone's house whose name you die in the dream, you die in real
know, it will reveal that person's life.  Nightmare gems are a
deepest secret to you. powerful magical material used to

increase the power of wands. '| 6
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Walking along a rickety, half-rotten, wooden walkway, you see
a large building ahead of you. It's a towering, higgledy
piggledy mess of timber scraps that looks like it's about to fall
over. There are many windows of various sizes and shapes
dotted all over its structure. Two chimneys and four flues all
stream trails of smoke into the dark sky. Raised voices
emanate from inside and a group of people are sitting out on
one side of the gable roof. On the other side a solitary flag
17 waves in the wind bearing the symbol of a witch's hat.



Organization Structure

The Crooked Inn is run by volunteers. The volunteers get free meals,
and a few can have bedding if they are only volunteering for a couple
of months. All the profits from the Crooked Inn go towards:

- The Woodfall Welfare System :
- The Artisans Guild Crooked Inn - Food

- The WSA

- Funds for the FLF
- The Healing Tent

- CAT

Rooms

Mushroom Soup

Stuffed Mushrooms

Pumpkin Pie

Colcannon - Potato & Cabbage Dish
Acorn Soup

Giant Rat Steak

Snake and Fern Salad

Deep Fried Spiders

Fluorescent Fungus Cake
Skewered Frogs

DWEONOWG NN =

The rooms have uneven floors and walls, and are all very small. The
cheapest “rooms” are random nooks with pillows stuffed into them
for sleeping, and the most luxurious room is one that an elf could
stand in and is just a bit bigger than a bed (which is known as “the
big room"). The Crooked Inn is very noisy and it is hard to get good
sleep in it, so if you use sleep healing rules in your game make sure to
decrease the healing rate here.

Crooked Inn - Random Drinks

Drink

1 Mushroom
Wine

2 Ergot wine

3 Bog Myrtle
Beer

4 Nettle & Rowan

Berry Wine
5 Crooked Inn

Special Brew
6 Spirits

7 Will O' the
Whiskey
8 Faerie Cider

9 Red Mead

10 Thieves' Beer

Description Price
Made from a sweet mushroom, the most common drink in  Low
Woodfall.
A highly hallucinogenic drink. Some believe the visions can High
give insights into lost secrets or transport you to another
plane of existence.
Bog Muyrtle is one of the few plants that will grow in the Low
swamp that beer can be made from. The scent of this brew
repels insects (even giant insects).
A favourite drink among the witches of Woodfall. Low

Made from locally foraged magical plants, this multi- Medium
coloured brew causes random magical effects in drinkers.

A strong distilled alcohol made by a necromancer. The drink  High
glows brightly and wails faintly.

This drink shines brightly and those that drink it tend to High
wander off and wake up in strange places.

Made by faerie residents of Woodfall, this cider is made from High
sweet berries and faerie dust. Folk who drink this cider will

float 2ft in the air during their sleep.

Made of honey from giant bees and an invisible flower which High
turns the brew red, this drink makes the drinker more likely

to discover secrets the more intoxicated they become.
Adventurers sometimes drink it in dungeons to attempt to

discover secret doors.

An amber brew that allows drinkers to become aware of the Medium
smell of gold. But it also attracts danger to the drinker. -|8



Crooked Inn Regulars

Terry the Troublemaker
Wants: New, interesting things to happen Fears: Boredom
Plot Hooks: Revolve around stirring things up in the town and pulling

elaborate pranks on the soldiers camped nearby, and complex, big bets.

Hawa the Necromancer

Wants: Is in love with a vampire named Richardo who lives in town.
Fears: Rejection Plot Hooks: Helping him win over Richardo

Action: He is blind and his skeletons help him find his way around and

obsess over him, bring his drinks to him and carry him home.

Hayat the Revenant (Intelligent undead construct)

Wants: To solve world hunger through studying magical mycology and
creating new super strains of edible plants. Fears: Woodfall will be evicted
and intelligent undead will be hunted down by clerics and paladins.

Plot Hooks: Revolve around going into the Darkwood and finding magical
A plant samples and returning them to her. Rewards include magical

%_potions and cash. Action: Sits alone in a corner.

Crooked Inn - Gossip & Rumours

1 There used to be a lot more necromancers here, but there was a
division and one group was banished from the village because their
ideals were too extreme. Some say they did not move far and are living
in the dark forest (True: Revolutionary Corpse Council - pg 53)
They say there is a tribe of monsters in the forest that catch people and
transform them into monsters (Partial truth: mutant clan - pg 41)
If you come upon a glowing flower in the woods and pick it, your soul
will be trapped forever (Partial truth ; Soul Flower — pg 76 & 86 )
Many things that are left in the swamp go missing, even if they are
hidden (True: swamp treasure creature - 68)
A troll lives somewhere in the swamp, and it guards a horde of treasure
(Partial truth: The troll has no treasure - pg 49)
They say there is a kingdom spy amongst us (True - pg 30)
A clan of goblins lives in the swamp. When the witches first came to
the swamp there were skirmishes with the goblins, but the goblins
feared and respected the witches’ magic so the fighting stopped.
When the soldiers came and evicted us, the goblins helped to drive
them away. But lately the goblins have become hostile again (True)
8 Theysay there are druids living deep in the woods who worship a forest
god (True: Cult of the Stag - pg 59)
9  One of the wells in the town has dried up and nobody knows why
(True: Gert's Well)
10 There is an old mansion out there on the swamp. Folk used to use it as
a retreat, but people who went there started disappearing so nobody
19 goes there anymore. (True: Bog Witches Mansion — pg 58)
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Fence

The residents of Woodfall collectively
run a trading house that buys stolen
goods and then sells them on for
#H - profit. The profits generated are put
back into funding welfare, causes, and associations in the village.
The building is staffed entirely by skeletons who are controlled
by the necromancers of Woodfall. This protects the residents
fromm raids and arrests. The skeletons cannot speak, but
negotiate prices by writing numbers down on paper. It is a rule
that any stolen goods brought to the house must have not been
stolen from the peasants or artisans. If it is discovered that a
stolen good was from one of these groups, the house will try
their best to compensate the peasant or artisan, and will ban

the seller from using the house. Twelve skeletons 5
staff the house and guard the cash at all times.
The house will buy stolen goods at 40% value.

Forger

In the topmost room of the tower, a shadowy group operates
one of the best forgery services in all the land. The group is
normally backlogged with jobs, and places special priority on
requests from CAT and the FLF. The forger group can fabricate
any document that they have an example of with great
accuracy. The group operates from behind a heavy black curtain
on the top tower floor, and any requests to them must be
spoken from behind the curtain. There is a cabinet with doors
on both sides, where characters will be asked to place the
example of the document they want forged. Once the doors are
closed on the character's side of the curtain, the other doors will
be opened on the forger's side and they will take the example,
inspect it and tell the players if and when the job can 3__ be
done. Forgeries are expensive. The forgery group is
actually one woman who uses many voices to give
the impression of a group. Her name is Mary
Carleton, a woman the king wants for treason.

20



The Ravenry

The king had a house built on the swamp once the heretics and
outlaws were evicted. The lord of the house and his soldiers
finally fled after a year of terrifying magical pranks, strategic
hauntings and a relentless campaign to sabotage the house's
facilities and food supply. Once the outlaws re-inhabited the
swamp, they repurposed the lord's house as a ravenry. The
ravens deliver messages all over the kingdom, sowing seeds of
dissent.

21



Using the Ravenry

The Ravenry is run by a group of volunteers. They use donations to
pay for bird feed and clean the building out. Any character can use
the ravenry to send messages for up to 300 miles. There is a
suggested donation of 3 silver per message. There is a 4% chance the
raven will be intercepted and the message will end up with someone
else. Messages take 1 day per 100 miles.

Example Messages:

A villain that was foiled in the past by the players sends a message to them,
claiming he has one of their family members hostage in a dungeon, and that
they can be set free if the players make it to the final room of the dungeon

alive.

A well-known noble sends a message claiming that he has captured several
members of the thieves guild when they attempted to steal his property, and
that he will release them if the residents of Woodfall hand over the leader of

the thieves guild.

A group of druids write that they have observed plants failing in the
surrounding countryside, and that the source seems to be coming from
Woodfall. They wish to investigate the swamp, but need a group of

adventurers to protect them.

A letter, signed by many local farmers, explains that strange monsters are
emerging from the woods and pleads that this is investigated, as they fear for

their safety.

A nearby town has had a series of murders occur; a werewolf is suspected.
The kingdom has not sent anyone to investigate despite several requests
being sent. The village is willing to pay monster hunters to take up the

investigation.

A peasant revolt has broken out against a lord. The lord is calling in the local
knights to stamp it out. The peasants are requesting that the Woodfall
residents split into cells and stop the knights from reaching them by blocking

them off on several key roads.
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Necromancy In Woodfall

Necromancy is legal in Woodfall as long as there was clear expressed
permission from the person who is to be raised before they died.
Because of this, Woodfall has been called "skeleton village" by some
in the kingdom. There are a small number of intelligent undead
residents of Woodfall because this is the only settlement they can
come to where they can live amongst others and not be killed on
sight. Many residents of Woodfall write letters of permission for
necromancers to raise their skeletons after some time. They believe it
is useful for the village because skeletons can perform menial labour
and contribute much without consuming resources.

Necromancers Guild

The necromancers guild is a group that meets monthly in Pale Paul's
house. Currently, there are 13 members including 11 necromancers of
various races, an intelligent skeleton named Kamiko and a vampire
called Sorrow (who only drinks blood donated to him). The guild used
to be much bigger, but there was a schism a few years ago and
several members left. These members secretly went on to form the
Revolutionary Corpse Council (pg 53), but the members of the
necromancers guild are not aware of this development.

Joining

If a player joins the necromancers guild, they have to help pay dues
which are pretty cheap. Once per level, they can get granted one
body to raise as a skeleton.

-At third level they get a necrotic wood staff that contains 20 uses of
an appropriate spell

-At 5th level they get an additional spell

-Members are restricted from raising neutral or good intelligent
creatures without consent or they will loose all guild privileges
immediately

-Members must also commit to helping defend the town if under
eviction or take the town back, if evicted.
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In many small

villages with only a single

healer who has limited skill, it is not
possible to be healed of uncommon sicknesses. Furthermore, many
poor villagers and country folk cannot afford to pay healers without
going into debt. For these reasons, folk travel from far and wide to
Woodfall to seek free healing. The healers of Woodfall came together
in the early days and set up the healing association to pool resources.
The HA operates out of the healing tent, and is funded by donations
from individuals, the Crooked Inn and the thieves guild. The healers
inside are always busy and backlogged, as the stream of people who
come for healing is endless. Adventurers are not given priority, and
have very limited resources available to them.
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Thieves Guild

Any character is welcome to join the thieves
guild, as long as they agree to the following:

Funds from the Guild

Thieves keep 40% of the plunder
10% goes back into the guild

10% goes to the healing tent

10% goes to welfare

10% goes to the FLF

10% is distributed to poor folk in
surrounding townlands

10% goes to CAT

(the thief still gets all the
experience points from the full
treasure amount before it s
distributed)

Structure o/é
The thieves guild is staffed by
three thieves who act as treasure
keepers, deal with internal issues,
and facilitate new members
joining. These three staff are
swapped different
members every month based on
random dice rolls.

out for

KEYE To THE
G Do

Guild Provides Each Member

1. Two lockpicks a week

2. A crowbar, grappling hook and
two sleep potions upon joining.

3. Access to disguise materials
and outfits (must be washed and
returned, if lost the thief must pay
for replacements)

4. Tip-offs for jobs

Members of the Guild Agree

1. To only steal from nobility, lords,
certain super wealthy merchants,
and chaotic monsters.

2. To never kill when thieving

3. To never own more than 8,000
GP worth of personal treasure
and/or assets (The value of your
thieving equipment does
count towards that total)

not

Thieves Guild - Tip Offs

e

Fredrick Von Hussan goes on his weekly ride on a particular route

through the nearby woods every week.

~No b HEN

A noble is going on a hunting trip for 2 days in 3 days time.
Character is given a copy of a map of Earl Gregory Clifford's manor.
A monster guards long lost treasure in a tunnel system.

A rich noble has heard how skilled the thieves are and wants to hire
someone to break into his rival’'s house and leave a message.
A local noble just bought a new expensive piece of artwork.

It is rumoured that Fabio the Fabulous (famous tailor) is interested

in the other realms and has one of the only copies of “a map of the

planes” book.

8 William Grey has ordered the last bottle of one of the rarest and
most sought after wines and it's being delivered to his holiday home

3 days from now.

9 High breed pedigree hippogriffs are being delivered for Baroness

Margaret Hastings in a longboat up the canal in three days.
Duke Thomas West has become paranoid of losing his wealth and

has started burying his treasure in unknown locations.



The spell sharing society is a group of magical folk who meet on
Mondays in the ground floor of the tower. It was founded to act as a
club and union of spell casters. Members share spells, potion recipes
and magical crafting skKills.

Joining

Players who join gain access to a communal spellbook that they can copy
spells from and add spells to, as well as workshops on recipes for magical
potions, scrolls, wands and orbs (see page 81). The workshops are infrequent
and characters only receive the recipes for the items if they attend. The magic
users in the society use complex secret handshakes and detection spells to
make sure members are who they seem to be and not kingdom spies using
magical disguises to sit in on their meetings. Members usually have a
common obsession with trying to track down legendary or lost powerful

magical items and share clues they have uncovered.
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The largest tree in the village is hollow. Inside, one of the oldest
witches in Woodfall runs a potion shop. Many bottles filled with
various coloured liquids hang from ropes and roots. A large cauldron
bubbles away, its steam trailing out a hole in the tree.

The owner, Maria, is an elderly witch who speaks to anyone who will
listen about magic, potions and the history of witches and Woodfall.

Selling Plant and Monster Components to Maria

Maria will buy all plant components and any monster components
used for potion making for a fair price. (A list of these can be found on
page 82) i

Buying Potions
The amount in stock refers to how many potions could be available
for purchase to the players per week. Maria can make a higher
number of stock if a deposit is paid and materials are donated.
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Green Acid Vial

A medium strength acid,
that can melt through
most materials

Price: High

Amount in Stock : 1

Potion of Invisibility
Invisibility for 1D4 rounds
Price: High

Amount in Stock : 1

Lungwort Potion
Water breathing for 30
minutes.

Price : Medium
Amount in Stock: 2

Bluebell Potion
Stabilizes the dying in a

Mana Potion
Restores one spell slot

Experimental Potion Subscription

Juniper Potion
Confers a +30% success
rate to stealth for 2D6
rounds

Price : Medium
Amount in Stock : 2

Fast-Sealing Potion
Seals holes up to 1square
foot in size instantly.
Price : Low

Amount in Stock : 3

Hex Dissolver
Eliminates all magical
effects besides curses.
Price: Medium
Amount in Stock: 2

Poison

Fatal to most humanoids.
Takes 6 hours to kill.
Price: High

Amount in Stock : 1

Feast Potion

Sustains your hunger for 4
days. Tastes delicious.
Price : Low

Amount in Stock : 3

Maria does not test her potions on animals or monsters. She instead
runs a programme made to incentivize volunteers to test her new
potions. Characters opting in will recieve one non-lethal potion per
week that will have a random magical effect. Half of the potions will
have positive effects and half will have negative effects. Characters will
also receive one free, low or medium priced potion per week as

incentive.
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Hirelings

Alise the Witch

Alise's sister paid for her to be cured by a healer
back in their town. This bankrupted her sister, and
she was put in a debtor's prison. Alise needs to
send funds to her sister every month to keep her
alive. She wants to break her out, but does not
have the resources, and so wants to earn them as a
hireling.

Blair the Crook (Thief)

Blair is interested in adventuring for one reason
only; she wants to find what she calls "the mother-
load.!" She believes if she finds a pile of cash big
enough, it could be used to turn the tide on
Woodfall's future and help prevent eviction by
hiring mercenaries, bribing officials and improving
Woodfall's infrastructure.

Alexander the Necromancer

His skull staff allows him to control two skeleton
warriors. However, he is very careful with what he
commands them to do, because it is hard to find
consenting corpses to turn into minions. Alexander
works for the healing tent, and adventures to find
materials and treasure for healing folk with
unusual illnesses.

Marusya Black (Fighter)

Marusya is interested in adventuring to procure
treasure to fund insurrectionary cells of Woodfall
residents. She also wants to build up a collection of
magical weapons with which to equip these cells.
She hates the crown and wants to topple the
power of all those who lord over others.



The Kings Spy

i
]

The king has sent a special agent into Woodfall at the request of the captain
of the guard who is stationed at the camp in the hills outside Woodfall village.
The spy is known as Vincent but his real name is Qoe¢let. He is a respected
necromancer that moved into the town after the last eviction.

A necromancer would be less likely to be suspected as an informant for the
king since the king executes all who practice this school of magic. He is a
member of the necromancers guild and appears to be against the crown like
all other residents of Woodfall. Nobody suspects him. The spy's instructions
are to:

1. Identify the most effective tactics to ensure Woodfall is not re-occupied
after the next eviction
2. Encourage internal conflict and division in the village
3. Offer bribes to potential heretic dissenters to spy for the king
4. Sabotage key infrastructure and operations to lower the villagers' morale
and weaken their defences to prepare for eviction.

5. Work to create increased conflict between the monster groups of the

swamp and villagers.

To communicate his Intel to the captain of the guard, he writes detailed
reports and leaves them in the woods at night inside a hollow stump. Each
letter is signed "Q". He also receives letters giving him his orders from the

captain in the same stump.

The spy will be ordered to poison the wells in Woodfall, infect the mushroom
cultivation with blight, set fire to the FLF tree, frame prominent persons and
infiltrate the RCC to convince them that Woodfall residents are planning to
attack their headquarters. As a necromancer, he will use his skeletons as
proxies to carry out sabotage actions to avoid detection.
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Faeries are imprisoned as slaves and traded all over the kingdom.
Among nobles, faeries are collected, as they are believed to render
luck on the family's house, bringing power and fortune. Wizards also
use faeries as live subjects for their magical experiments. Faerie-
eaters are a group of monsters who absorb magical powers when
they consume faeries. They often make contact with human societies
and threaten to inflict harm if they are not provided with a stock of
faeries. Most of the magical trees that faeries used as villages and to
remain hidden from big folk have been snuffed out by faerie
catchers. One of the only safe places left for faeries to exist is
Woodfall, where according to Woodfall law, they are treated as
equals. Woodfall is also the only remaining faerie safe place where
faeries live around big folk. The faeries who decide to live there often
do so to join the operations of the Woodfall Faerie Liberation Front,
which is based there and is the most successful branch.

The FLF

The Faerie Liberation Front is a resistance movement among faeries
which fights against the enslavement and exploitation of faeries. In
Woodfall, the FLF's base of operations is in the second biggest tree.
Existing characters can get involved in the FLF's operations, or players
could make faerie characters and play a whole campaign around
these themes and struggles.



Donations to the FLF

Donations go towards buying faeries through the market and then
freeing them. Every 250 gold pieces donated frees another faerie.
Funds also go towards launching clandestine operations to futher the
cause.

Clandestine FLF Mission Examples

1 Assassinating a prolific faerie eater

2 Breaking into the wizard university in a capital city to free the faeries
trapped there

3  Shutting down a breeder's operation (who breeds faeries in captivity)

4  Evacuating a local wizard tower who is using live faeries for

experiments and then burning it to the ground and leaving magical

marks of FLF on it to send a message

Breaking into a prominent noble family’s mansion to free the faeries

owned by them

Intersecting a large batch of faeries being transported for a sale

Assassinating one of the top faerie catcher groups

Robbing all of a faerie trader’s wealth and ruining his reputation

Stealing a magical item that will help operations

Robbing a bank and using the funds to buy freedom for many faeries

VWO U»

Secrecy in the FLF

The FLF always uses anti-scrying orbs when conducting meetings,
and missions are only discussed in covert, decentralized cells. The FLF
has no leadership and faeries involved frequently change their
names, use disguises and move around. The FLF also uses magical
ink if they need to write any plans down, which only reveals itself with
a password. These notes are tiny and are hidden in cracks and
crevices that big folk cannot reach.

Oppression of the FLF

The king has decreed that it is illegal for faeries to exist without
human masters. The king fears the FLF's operations will embolden
other magical creatures to dissent. He has created a special wizard
unit whose sole task is to track down FLF cells and eliminate them.
This unit makes use of faeries they have raised and indoctrinated
using magic to act as spies against their own kin. Faerie catchers have
also been offered grants and special privileges by the king. The king
has successfully put forth a narrative that captive faeries are well
cared for and dissenting faeries are a marginal minority that do not
represent the wishes of the vast population of faeries.
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Isobel Waterhouse Acrobat Is protecting something important, is very
gullible. Always looking for help

& Medea Jonsdotter Carpenter Assertive and indecisive. Carries big
backpack everywhere.

6 Rosaleen delaBarthe Boot Maker Great dancer, soft spoken, falls in love
easily. Owns a mysterious machine.

8 Agnes Sampson Skinner Whispers when speaking, wears the exact
same outfit as one PC. Wont talk about it.

10 Alice Boleyn Egg Merchant Is secretly in a romantic relationship with
one of the soldiers. Many face piercings.

Laughs at inappropriate times. Creates
intricate, serious, secret plans to commit
petty crimes and get away with them.

14 Morgan Yelda ' Busy person,'can't feel pain. Skeleton
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NPCs
Nat
Kimiko

Emeline
Coral
Tristan
Waldamiro
Antwan
Stana
Millicent
Kelvin
Juliana
Katelyn
Angmar

Milden
Beatrix

Francis
Zvon
Yukio

Aaron
Maxine

NPC1

owes a favour

NPC5

Claybrook
Ash

Reid
Treesinger
Binnety
Blackthorn
Ivan
Woodward
Bronstein
Tweedy
Desta
Petrov

Ceder

Mac Liam

Greenmeadows

Breathnach
Tahan
Starling

Underhill
Khan

Are both secr

—

Dung Carter
Fowler

Threadmaker
Beekeeper
Rugweaver

Musician
Swordsmith
Chainmaker

Smelter

Lutermaker
Seamstress
Buttonmaker

Girdler

Printer
Party Wizard

Boat Builder
Feltmaker

Playwright
Sculptor

Lockpick Maker

etly plotting to kill the other

Keeping a secret is tearing them apart.
Narcissist, believes they are the most interesting
person in all the lands, has no real talents.
Expressive gestures, long-winded explanations.
Small animal skulls tied all over cloths.
Prone to disbelief and arguments, always mixing
people's names up.

Explored distant lands, never speaks of what they
saw there. Large scar on face.

Gives thoughtful compliments to everyone they
meet. Loyal and dependable.

Thinks everyone has their heads in the clouds,
conspiracy theorist. Wears excessively long cloak.
Fidgets and flails around erratically, sweats a lot.
Speaks suddenly, has incredibly accurate insights.
Shows up suddenly in unlikely places, smokes
pipe. Is always calm and collected and silent.
Speaks loudly and uses sarcasm. Makes fun of
people. Is leaking information to the RCC.
Has many allergies so cannot leave their house.
Used to be the child of a powerful lord.

Has a wooden leg, is assisting the bog witches to
capture people in exchange for prolonged life.
Extremely humble, secretly is a pyromaniac.
Has seven fingers on one hand, is always in the
wrong place at the wrong time, gets flustered.
Low voice and eye patch. Seems hopelessly
optimistic. Secretly is depressed.

Lost their family’s savings to gambling, killed
someone and escaped to Woodfall. Anxious.
Has very long nalls, is blind. Is possessed.
Sickly, Reverse kleptomania, has an evil twin.
Knows something they should not, compulsive
liar. Extremely superstitious.

NPC 2

Involved ina
long ongoing
diSpUte with
each other.

NPC 4

Write the name of NPCs you have made or generated in

the circles to quickly build relationships between them.

34






- Mufc’
o
s

‘.a

w J,

'\ gt‘l)‘i‘ @u




SECTION Il
THE SWAMP and the DARKWOOD

The swamp beyond the town is a muddy, mischievous and misty
place. It is inhabited by creatures who are even less welcome in the
kingdom than the residents of Woodfall. The woods surrounding the
swamp are dangerous, dark and deep. People speak of ancient
artefacts that lie in wait here for the ambitious and adventuresome.







Swamp Factions

Fear the sickness
spreading,
considering
exterminating
them

Goblin Clan

Want to destroy
their magic spore
device

Druid Hermit
Are hoping he will
join the cult. Are
not aware he is
working against
them

nsider their
practices
unnatural and
plot to burn their
mansion down

Bog Witches

Swamp People

. Respect them,

visit sormetimes
with gifts

Frog men  Areallies, and are
making magic
staffs for them

Ly,

4

Woodfall Residents

Want to burn
their village to the
ground and evict
them from the
swamp

Monster Camp  wantto
manipulate into
fighting the RCC
for revenge on
evicting therm
from their
dungeon home

Bitter enamies.
Want to totally
destroy the RCC's
organization, But
are cautious, since
the RCCisso
dangerous

Lonely Troll  are not aware of
/i them. If they

A}
f% \..\.
/_, they will try and

become aware,
— befriend the troll

Soldier Camp
Want to
encourage the
soldiers to leave
indirectly
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Mutant Clan

Pleading with
them to use their
magic to cure
their sickness

x

Feed off of
wandering
goblins who enter
their patch of
woods

Hear rurmours of a
good druid to the
south, and hope
he could cure
them

The bog witches
have one of the
ingredients
necessary for
healing the clan,
The clan fears
them

Several of the
swamp folk have
become mutated

and joined the
clan

The frogmen
refused to join the
clan when they
become mutated,
and so the clan
has been
assassinating
those that are
contagious

Some of the clan
used to be
residents of
Woodfall before
they mutated

The mutant clan
believes the RCC's
propaganda that
the monsters
camped in the
mountains are evil

The RCC has
offered jobs to the
mutant clan, if
they are ever
cured. They are
popular among
the clan

Scared the troll
away when they
came wandering

through the
wioods

One solider
became mutated
and ran away to
join the clan

Goblin Clan Druid Hermit

Orb has
instructed to be
wary and stay
away from

Goblins keep
going missing in
this part of the
woods

Orb says the
goblins must
respect the
druid's wishes
for now

Bog witches train

goblins in magic

in exchange for
captives

The goblins
idolize the swamp
folk

The goblins have
long been
enemies of the
frogmen. The orb
is telling them to
ignore the
frogmen. But the
goblins resent this
order

They will impale
their heads on
spikes, or bring
them to the bog
witches

The goblins have
been instructed
by the orb to steal
horns from the
rmonsters. To be
used as a material
in the spore
device

The goblins think
raising the dead
stops the safe
passage of souls
to the afterlife,
and so are hostile
to the RCC

The goblins like to
play pranks on
the troll

The goblins have

not yet had any

contact with the
soldiers

Bog Witches

(4

Are paranoid
about them. Fear
themn, want to be

Is working against
them

rid of thern
Is not aware of Have made
thern threats not to

corne near their
home, or they will
wipe the clan out

Knows the water
is being poisoned
but does not
suspect themn

Use them to
collect captives
for therm. They see
the goblins as
cute pets

X Find the druid to
be charming. His
attention creates

jealousy between

them
Is trying to *
convince the
witches to use
donated skins, so
they don't have to
kill anyone
Is translating their Lost a bet to
ancient texts for them, so cannot
thern harm them
forevermore

Has made himself
feared by the
frogmen so they
do not attack him

They capture the
frogmen to eat
them

Is on good terms,

occasionally visits

friends and buys
supplies

They like to lure
residents into the
swamp to capture

them for skin

Is aware that they
were evicted, but
does not know

The bog witches
have been
friendly to the

where they went.  evicted monsters,
Wants to help and given them
thern gifts for their
losses
Is aware of agreat  The bog witches

presence of
undead inthe
swamp lately.
Does not know

the cause

are considering
Joining the RCC.
Members can
perform dark
rituals to prolong
the witches' lives

Hermit feels sorry

for the troll, but is

too introverted to
befriend them

The witches pity
the lonely troll
and will reward
anyone who

befriends the troll

He pretends to be They dare not
abeggararound touch the soldiers,
the soldiers to for fear of causing
avoid notice an eviction

Swamp People

The swarmnp
people agree with
a lot of the cult's
aims

Are disturbed by
the mutations,
exile those that

become sick from
the waters

Dislike the
goblins. But
strangely the
goblins never
harm them

Have deep trust
and respect for
him

Have protection
from them,
because of a

previous
favourable bet

Low intensity
warfare for
disputed water
territories of the
swamp. Peace
negotiations have
recently broken
down

Keep themselves
hidden from
people from the
village

Are not aware of
themn. Thereis a
cave they will offer
the monsters as a
new home, if
asked

Have been
approached
several times by
the RCC, but do
not trust them

It's bad luck to

even talk about

trolls in swamp
folk culture

Swamp folk are
hostile towards
the crown



Relationship Chart

Frogmen Monster Camp  pcc

Soldier Camp

Woodfall Residents

Agree with the Are unaware of Are in contact Hostile towards. Is not aware of Is not aware of
Cult of cult'saimsand  the cult and their  with them. Listen Want to steal their
respect them activities o what they say magical iterms

the Stag

G b | . Bitter enemies for  Think the goblins Goblins keep Believe it's Hates the goblins, The soldiers avoid

onlins many decades are acting more coming to their impossible to they are always the territories
violent lately. camp and work with the making fun of the where goblins live

Clan Residents are stealing from goblins. Avoid troll and fear them
wary of them themn them

Fear their magic. Areunaware that  Are some of the Have nearly won Knows of thern,  Have heard stories

BOg Want revenge for  they are operating  only friends the aver the bog but has never met  about them, and
. all of their kin who  in the swamp. Are monsters have witches, with them are absolutely
Witches the witches have hostile towards flattery and terrified of them
eaten skin weavers promises

* Do not interfere Think the It's impossible to Finds the fish Are hostile
with them. But  frogmen have too work with the they leave, butis  towards, but think
Frogmen are verycritical of  many nice caves.  frogmen. Wants  not aware they they are more
their culture and Want to maove to steal their are leaving them civilized than
society into one of thermn magic items as gifts Woodfall residents
because they at

least have a king

Are worried the Are unaware of x Has not thought Is not aware of Are not aware of
Monster monsters will try them about them since

and move into they evicted them
Camp one of their lairs

In frogrmen Thinkthetrollis  Are notawareof Are going to send x Have encountered
Lone |y culture, trolls are dangerous and the troll aspy to befriend afew times, and
Troll sacred. The hostile the troll, aiming to barely escaped
frogmen leave convince the troll with their lives,
gifts of fish for the to join the RCC Hostile towards

troll







About the Mutant Clan

Hidden in a grotto of mutant trees lives a group of strange monsters.
They were once normal creatures but have become infected with a
contagious and mysterious sickness that transforms them into
monstrosities.

They gather in a grotto to protect one another and isolate themselves
so their sickness does not spread. They will try to scare away anyone
who comes near the grotto.

Approaching the Mutant Clans Grotto

1 A tooth sticking out of a tree.

2 The sound of someone sniffing coming from the trees

3 The feeling of being watched from many directions

4 Coughing coming from high up in a tree.

5 A terrible smell coming from the trees around you.

6 A huge snakeskin

& A hushed voice saying “They are getting close, turn them away”

8 A slimy tree with a spinal cord growing out of one of its branches

9 A sneezing sound from a tree high above followed by a rain of snot
10 Several tree branches moving in an unnatural, fluid motion.

A Cure

The clan will not attack anyone unless there is no other option. If a
player takes interest in their plight, they will tell them that they know
how to create a cure, but they cannot go and get the necessary
ingredients without spreading the sickness further. They will give
their secret treasure to whoever brings the ingredients back to them,
which are:

1. A weeper's tears
2. Orb spider venom
3. Puca hair

4. Stone tree bark
5. Soul flower
6. Magical glass leaf

The treasure the mutant clan has is Wave Sweeper which is detailed
on page 79.

Becoming Infected
Characters have a 20% chance of catching the mutation sickness
every time they enter the grotto. Mutations grow for 5 days, at which
time the character becomes contagious and they will be mistaken for
a monster by NPCs.
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In the woods close to Woodfall, there lives a hermit who has made his home

in a giant log. He spends his time listening to the trees and speaking with
the animals, chopping fallen wood for his fire and gathering berries to make
his wines. The animals respect him and stay out of his garden and the
beasts of the wood fear him and do not enter his patch.

Dermot is keeping a close eye on the Cult of the Stag, and suspects they plan
to make an attack on Woodfall Village soon. He plays a song on his magical
flute every night to prevent the buggane (pg 72) from being able to leave the
woods. The Cult of the Stag and buggane are aware that this problem is

happening, but don't know what or who is causing it.

He has also noticed lately that the water of the swamp has been causing
mutation, but does not suspect the Cult of the Stag because they would not

destroy the environment and wildlife.
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The First Time Players Visit the Druid

He will heal them of any wounds they have, feed them and share his
mead. The druid is very friendly, and will give the players a useful
piece of information about one hex location of their choice.

Second Time the Players Visit the Druid

He tells the players of his suspicions about the Cult of the Stag, as well
as the mutated waters of the swamp and about how he is keeping
the buggane monsters at bay. He will give them a gift of 5 healing
berries (see pg 85).

The Third Time the Players Visit the Druid

He is gone and his log home has been burnt down. If players
investigate they will find that the Cult of the Stag has taken him
captive. If they free him, the cult will be out to kill the players.

Sick Tree

The druid is friends with a very old and important tree. In the past,
the tree allowed a family of faeries to live in it. The faeries have since
moved to another home. A malicious group of parasites have taken

up residence. The druid wants v e
characters to come to the tree with him. k & v GERTS

, . LockPick
If they agree, he will shrink them, so they " ___f‘fr_rq_sp
can go inside and drive the parasites out. j} L — I]

\) \\[ g)\
The parasites apear as mushroom humanoids.
They spend most of their time eating the
heartwood of the tree. They speak with deep gravelly
voices. They encourage the players to join them in
their feast.

If characters convince the parasites to leave or kill all

the parasites, than the druid will give them a strange

\_, =

egg. He found the egg abandoned, and does not ,/"
know what creature is inside.
The egg needs special
unknown conditions to hatch.
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The spiked goblin clan is a doomsday cult who worships and
receives orders from a mysterious orb. They believe the end of
the world is coming soon, and that they are tasked by the orb
with ensuring the safe passage of the souls of all intelligent
creatures to the afterlife.

The orb has instructed them that there are only two ways of
achieving this. The first is to kill creatures and impale their heads
on spikes.

The second is to create a magical blight that will be spread
through spores and wipe out most edible crops in the world and
bring about mass starvation.

The Orb

The orb descended one day from the heavens and issued its
instructions to the goblin clan. Unknown to the goblins, the orb
was actually sent from a group of evil outsiders living in a crater
of the moon. They use the orb for scrying and communicating
their evil designs for the magical spore device to the goblins.




Types of Gobling

Spikers

These goblins cover themselves in spikes
and throw themselves at their enemies.
This is the most popular role in the clan and
they are the most common in the swamp.

Drummers

These goblins' incessant drumming
works the other goblins into a frenzy. It
is believed among the clan that fast
drumming and screaming helps to
speed up the end of the world.

.......

Brewers
These goblins run around supplying a
dangerous alcoholic drink that is infused
with a speed potion to their fellow goblins '
on the battlefield.

Scrapfpers

These goblins cover themselves in scrap

difficult to hit. They cannot travel through the
swamp because of the weight of their scraps,
and instead guard the fortress.

Orb Cultists

These goblins have been specially chosen by the orb to
work on the doomsday spore device and have become
exposed to its dangerous magical energy. They now emit a
blue glow and can shoot beams of unstable energy from
their eyes. The beams cause random mutations to occur.
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On one of the swofnp islands there lives a troll. The troll lives in a cave
and tends to a small garden. They live alone, and have not been able
to make friends with any of the other monsters or creatures in the
swamp. Others tend to scream and run when they see them and this
has encouraged the troll to become defensive and develop crippling
social anxiety.

The troll (who's name is Inge for anyone who gets to know them)
always expects the worst when approached and will try to intimidate
people into leaving. Their common speech is not very good - the only
practice they get is with a hill giant they sometimes visit named
Magnar (who is obsessed with gardening and that's all they ever talk
about together). Inge lives in a cave and survives from cultivating
slime monsters, growing root crops and hunting giant leeches.
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Inge's Home

Inge lives inside a vast cave system. If characters befriend Inge, then
they will allow them to explore the cave system since they only use
the first couple of caverns for their home. The immense cave system
contains scores of empty passageways and caverns. Once in a while a
skeleton can be found. The skeletons always have horns and have
always met their end in a gruesome fashion. Deeper down, the
tunnels are illuminated by fluorescent mushrooms. Characters must
bring several days' rations and camp for several nights to reach the
bottom levels. Many mechanical traps lie in wait, but are only
triggered when characters are walking back to the surface. If 'speak
with dead' is used on one of the horned skeletons, it will tell them
that it was trying to escape the prison below, but triggered one of the
traps. The bottom lair is a prison dungeon for criminal creatures from
different planes. Opening the entrance door will release them to the
swamp.
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Frogmen

The frogmen are a race of slimy aquatic
humanoids who live in a watery cave
system in the swamp. The frogmen believe
that they come from a distant planet, and

that they crash landed here in a magical

@ Hex Location vessel many years ago. They want to return

- to their home and so are rebuilding the

vessel. Frogmen society is structured such

that they have a king, but everyone under the king is equal. They do

not reproduce; instead they capture other races and using powerful

magic, transform them into frogmen. They believe that this is every

person's true form, which they have forgotten. Frogmen are very

reluctant to engage in combat, as they believe that if they die on this
planet, they will never be able to return to their home planet.

The Frogmen Cave

Characters will hear rumours about people going missing in this hex
location from Woodfall residents, swamp folk or goblins. There are
also rumours that the frogmen own powerful magic items. Nobody
has gone to the cave systems and come back. The reason for this is
that the frogmen will capture anyone who comes into their cave and
turn them into frogmen. The cave systems have a number of magical
defences:

1. Any armour players are wearing when they enter the dungeon will
become extremely hot. Characters will take damage for every turn
they do not remove their armour. However, when removed, their
armour will become animated and run deep into the caves to alert
the frogmen of your presence.

2. All weapons made from metals will turn to slime upon entering the
dungeon. They must be scooped up in a container and brought back
outside to be returned to their original form.

3. Any magic effects cast in the cave system will immediately cause a
loud alarm to emanate out of the mouth of the caster.



The Mirror of Manannan is stored here - see
page 80

N LA, =
i} /l, /;3 7///4 % N é}=, B
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A strange metal egg with many giant, slimy veins lies
cracked in this room. Many scraps of metal, orbs and

rocks with strange runes on them lie scattered
around the room.
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Hex Location

3 years ago there was a schism in the necromancers guild of Woodfall. Half of
the members were exiled because their practices and beliefs were grossly
unpopular. They formed a cult called the Revolutionary Corpse Council (RCC),
evicted a local dungeon of its monster inhabitants and started transforming
it into their headquarters.

The goal of the cult includes raising a huge army of the undead so they can
kill the ruling class of the kingdom so the working class can be free of their
oppression. The RCC is a vanguard group that believes they need to steer the
ship of society while it is undergoing this transition and will ultimately step
down from power when all are free and society is stable. The RCC believes
that any work people do not wish to do should be done by undead labourers
for free, and that undead labour will end all poverty. Currently the cult is
looking for ways to expand and gain control over more undead.

Unlike the necromancers guild of Woodfall, the RCC will raise any dead they
find without permission and consider all undead, no matter their intelligence,
to be their slaves.
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Organization

Brother Number 1 Rotsky Steel Gremlin Throneman Viad

There are 5 leaders of the RCC who make up its inner circle. Each one
secretly wants to be the supreme leader.

Brother Number 1 (controls 1 skeleton sergeant and 10 undead)

Rotsky (controls 1 skeleton sergeant and 10 undead)
Steel Gremlin (controls 1 skeleton sergeant and 10 undead)
Throneman (controls the Tombstone golem with his magical staff)
Viad (controls 1 skeleton sergeant and 10 undead)

There are 14 acolytes who make up the outer circle.
Each of these acolytes controls 3 skeletons.

There are currently 6 recruits in training to become acolytes.

Leaders
Skeleton Sergeants @ O O mtstone e O
000 000 00O 000
Skeletons ©OO OO0 OO0 000
Q00 OO0 000 o]le)e)]

Acolytes (ach with three skeletons)

0000000000
OO0 00000000
00 0O 00 OO QO
OO0 OO OO 0000

You can use these shapes to keep track of the RCC forces and mark
off casualties
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Operations

Ongoing Operations

Some skeletons are always excavating new rooms and making the

* dungeon bigger.

e Some skeletons are always under instruction of acolytes making new
traps in the dungeon.

Some skeletons are always under the watch of acolytes cultivating
mushrooms, cleaning, working on the water system, cooking etc.

® A couple of acolytes are in charge of the food supplies.

A couple of acolytes are in charge of creating propaganda leaflets and
® distributing them around the countryside and towns. Every month they
return with 2 new recruits.

2 acolytes are in charge of training the new recruits. Every 2 months, 1
new acolyte is created.

Future Operations: Every two new acolytes starts a new operation from this list.
1 Explosion workshop: creating and stockpiling explosives in a contained
new dungeon section.
Necrotic wood staff workshop: creating staffs for all other acolytes (+1
undead per acolyte).
Magical rune traps: advanced traps in the dungeon. These runes sound
an alarm and weaken the living when stepped on.
New recruitment team: the dungeon now recruits x2 speed.

Undead assassin creation chamber: creates 1 undead assassin every 3
months. The assassin has a 40% chance of killing a noble in nearby
areas, 25% of getting back to the dungeon alive and receiving a new
target. The assassins are created in giant, shadowy cocoons that hang
from the ceiling of this chamber.

6 Undead earfish intelligence squad: creates 3 undead earfish per
month. The earfish listen in on conversations around the swamp and
report the information back to the RCC. This triggers the regular
earfish to start spreading info about the RCC to everyone else.

t ;WM

Current Goal

There is a powerful magical pendant that the Cult of the Stag has that will
allow the necromancers to raise a dead swamp eyedra (see pg 70). The two
best RCC acolytes have been sent to spy on the the cult and retrieve the
pendant.

Joining

If player characters wish to join the RCC, they will be given a magical tattoo
of the sickle and skull symbol, which cannot be removed . They must give up
all their possessions to the RCC and commit to necromancy training. After 6
months they gain the ability to control three skeletons. All future levels the
character takes must be in a necromancer class.

They will have virtually no contact with the inner circle, but will receive orders
from them to carry out missions. Food and lodgings in the dungeon will be
provided for them.
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RCC Dungeon

When characters step on these runes, ghostly animated chains will
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Hex Location

Deep in the swamp lives a coven of three witches who dwell in an old
rotting mansion. They are practitioners of skin weaving; a school of
magic outlawed even among witches. Skin weaving involves
prolonging one's life by harvesting skin from other living creatures
and magically grafting it to oneself. The witches three haunt their
own mansion, forever plotting intricate traps to lure new victims into
their clutches. They obsess over their wardrobes of skins, each jealous
of the others. Deeply terrified of death, they work together to
minimize all risk in their lives and all contact with other creatures.
The territory around the bog witches' mansion is filled with an
oppressive silence and is totally devoid of wildlife. Filled with
paranoia about other groups in the swamp, the bog witches go out
of their way to keep a good relationship with the gossip earfish of
the swamp to keep up with all the latest news.
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Deep in the Darkwood, where no path leads, a group of druids live.
Their magic maintains a thick mist here and the trees grow close
and knotted together. They grow stange plants that spring to life
and scuttle away into the woods. They gather together for rituals
where they sacrifice lost souls they found wandering in the woods.
They feed blood to the trees and whisper old names to wake those
who have been slumbering.

About
The Cult of the Stag is a group of seven druids who worship a forest
god who appears in the form of a stag. The stag wants to spread the
wilderness back across the lands and destroy civilization. The last clan
of dryads in Woodfall have made an alliance with the cult and are
working together to expand the Darkwood. The cult's activities have
also attracted the attention of the faerie queen of the unseelie court.
She has bestowed a powerful amulet to the cult, which enables them
to control twenty of the queen's buggane warriors. The cult is
growing many bas pods (see pg 71) and releasing them into the
forest. Some unknown magic is preventing their buggane warriors
from leaving the forests (see Hermit Druid pg 43). g7y, g

The druids are totally self-sufficient and the A

only structure they use is a giant, hollow,
rotting tree for shelter. They keep no 8
treasure and wear only ragged robes. ¢



Cult of the Stag - Ongoing Operations

DVWONoOUNWN -~

Destroying local bridges

Covertly planting hostile magical vines around buildings
Casting growth spells to make the edges of the forest expand
Poisoning the wells of local towns

Planting malicious plants in crop fields

Introducing swarms of rats into local villages

Sending swarms of insects out to attack settlements
Awakening trees in settlements to become hostile

Attacking wagon groups travelling near the woods
Encouraging the owl wolf packs to attack settlements

Cult of the Stag - Future Operations
Burning Woodfall village down

Opening a tunnel portal to the unseelie
court in the centre of the woods
Crowing a dangerous bush maze around
this portal

Awakening walking trees and launching
attacks on local settlements

Creating new breeds of magical plant
warriors

The Unseelie Queen

The ruler of a dark magical
woodland realm. She has grand
ambitions to expand her kingdom
into the mortal realm through
Woodfall forest.

The Stag God

An evil spirit of the wood who can
only take physical form by
possessing stags. He has secret
plans to overthrow the unseelie
gueen and take over her realm. He
is incapable of passing abilities
onto his followers, because he is not
powerful enough. When the forest
expands, his power and influence
will grow.
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Soldier Camp
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Hex Location Y

After the re-occupation of Woodfall, the king ordered the creation of
a soldier encampment right beside the village. The camp is tasked
with monitoring the village and preparing tactical plans for the next
eviction. A manned checkpoint was set up to catch known convicts
coming to hide in the village, as well as catch young noblewomen
who are being "kidnapped" by the witches and brought into the
village. The soldiers are building up names and descriptions of every
resident of Woodfall, as well as reports on all the offences they are
guilty of. The soldiers are also to gauge any support that exists in the
surrounding countryside and towns. They discovered there is a large
amount of support, largely due to the healers and benefits to the
local economy. This information has made the king hesitant to
march soldiers in and massacre the heretics. Instead, he is offering
grants for residents of the local towns to come to the capital to train
as healers. Soldiers are going door to door, offering cash incentives to
the peasants of the countryside to win over a majority for the king.

The Checkpoint

All characters passing through the checkpoint will be searched and
asked what their reason for visiting Woodfall is. If they are carrying
any magical item it will be "confiscated." If they are carrying dissident
flyers or books or are a wanted convict they will be arrested in the
soldier camp and sent back to the capitol for trial. If suspicion is
raised, the soldiers will take them for questioning. Soldiers will nearly
always appear reasonable and friendly to extract as much information
as possible.



Captain Blake
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The king htas appointed Captain
Blake in charge of the soldier
encampment. Captain Blake is
totally obsessed with
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seeing
Woodfall Village destroyed and all
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to bursts of anger. Endlessly
frustrated with the king's slow
with Woodfall,
Captain Blake often takes matters
into his own hands, and develops
new laws and directives to punish
the residents of Woodfall.

movements

of a
series of pranks that have caused
him great public embarrassment,
even amongst his own soldiers.
Captain Blake is cunning and
works together with the king's
spy to try and thwart the efforts
of the residents of Woodfall.
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Monster Camp

<‘§$_} Hex Location

Ahead there is a clearing in the trees. A campfire illuminates a circle
of large monstrous figures, each one horrifying to behold in its own
unique way.

Several months ago, a group of monsters were evicted from their
dungeon home by the RCC. They fled north and set up a camp in the
mountains. These monsters are actually magical constructs, created
by the wizard who lived in Woodfall Tower long ago. They had to
move on with their lives after the wizard was defeated. They were
originally created as household workers but have since developed
their own individual personalities. Previously, in their dungeon, they
reared different small monsters for food and cultivated many types of
cave slimes. Now they are without a home and are divided on what
action to take next.

The monster group could join any faction or group in the swamp.
However, each of the five monsters needs to be convinced separately,
since they all have different motives and fears.

If this group is convinced to help with a battle or eviction resistance,
they will make a significant difference to the likelihood of success.

If attacked, they will argue amongst themselves and then flee.
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Alex

Is very anxious, and worries endlessly about how they
will survive outside their home. Alex is catastrophizing
about the future, and is always on edge for things that
will endanger the group's security further. They tend to
whisper most of the time, and then suddenly shout
their deepest fear out loud.

Harold

Is full of hope about the future. He thinks that getting
evicted from the dungeon gives the group new
opportunities to re-invent themselves and build a
better home. He has a slow, gravelly, deep voice.

Stephanie

Is full of sadness about being evicted and has slipped
into a deep depression. She hardly ever leaves the
campfire, and doesn't contribute much to conversation.
She has a low, monotone voice.

Ralph

Blames themself for the eviction, since they left the
front door to the dungeon unlocked, and is full of regret

4/

g»‘//about this. They have not talked about this with the
N Q‘ / other monsters yet, and they feel like it's eating them

from the inside out. They are in a constant state of
shame. Ralph's voice sounds like that of a human rather

f n{\ than a monster, and he speaks very fast and rambles.
Angus
;ﬁ ‘ Is terribly angry about being kicked out of the dungeon.
! \ '-I Angus wants revenge on the RCC and is always trying
A ¥ " to convince the others to march back home and
—’/J‘VJ'\\:T& reclaim their home by force. They get really mad when
7 J .f“/; the other monsters don't agree. They have a harsh, high
=

pitched voice. 64
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Deep in the murky waters of the swamp lives a strange people. They
have webbed hands and feet, green skin and where their face should
be, there is only a strange symbol, each one unique. They live in an
eerie village down where no light reaches. The houses are made of
coral rock with upturned sunken boats placed on top for roofs. Faint
purple and blue light emits from the dwellings. A heavy silence
permeates the place and any noises that are heard sound
prolonged, significant and distant.

The swamp people use an underwater cave system near their village
as their temple, where they worship the Silent One. However, recently
giant diving bell spiders have infested the place. The spider queen is
seen as the enemy of the Silent One and the swamp people are
terrified of the spiders. Characters can visit the swamp people by
using potions of water-breathing or other magical items. The swamp
people will use telepathic communication to tell characters who visit
them about their plight with the spiders and offer treasure to anyone
who will get rid of them. A rare magical glass tree (see pg 86) also
grows in the cave, which is one of the neccessary ingredients for
curing the mutant clan. The swamp people say the only way to drive
the spiders out is to find the queen and kill her.
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In the cave system, the players will stumble upon a member from the RCC
and the COTS battling each other. Both came here to try and retrieve the
magical portal building book from the tem