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LEGAL

Open Content: Subject to designation as Product
Identity (see below), the only portion of this Legendary
Games product designated as Open Game Content is
the rules content (creature stat blocks and names of
skills, etc., taken from the SRD) as defined in the Open
Game License version 1.0a Section 1(d). The front and
back cover, back matter, introduction and Credits
page, as well all other parts of this product including
all text not specifically designated as Open Game
Content is not Open Game Content. No portion
of this work other than the material designated as
Open Game Content may be reproduced in any form
without written permission.

Product Identity: The following items are hereby
identified as Product Identity, as defined in the Open
Game License 1.0a, Section 1(e), and are not Open
Content: Legendary Games, Legendary Planet, the
Legendary Games Logo, Adventure Path Plug-In, Into
the Feyweald (5E), as well as all trademarks, registered
trademarks, proper names (including the names of
each character, location, item or monster unique to this
product), dialogue, plots, storylines, locations, characters,
artworks, and trade dress, but excluding any content that
is Product Identity of Wizards of the Coast. (Elements
that have previously been designated as Open Game
Content are not included in this declaration.)

Reference in non-Open Game Content (thus not
covered by the Open Game License) in this work to
content owned by others is not a challenge to their
ownership and is used under Fair Use.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright
and/or trademark owners who have contributed
Open Game Content; (b) “Derivative Material” means
copyrighted material including derivative works

and translations (including into other computer
languages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in which

an existing work may be recast, transformed.ox
adapted; (c) “Distribute” means to reproduce,

license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)“Open Game
Content” means the game mechanic and includes
the methods, procedures, processes and routines

to the extent **such contentidoes not embody.the
Product Identity and.i§ an enhaneement over the
prior art and any additional contentlearly identified
as Open Game Content by thé Contributor, and
means.any work covered by this License, including
franslations and derivative works under copyright
law, but specifically excludes Product Identity. (e)
“Product Identity’ means produetand product

line namesjlogos andidentifying marks including
tradeddress; artifacts, eréatures, characters, stories,
storylines, plots, thematic elements, dialogue,
incidents, language artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts,
themes and grdphic, photographic and other visual
or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places,
locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other
trademark or registered trademark clearly identified

as Product identity by the owner of the Product
Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by

a Contributor to identify itself or its products or

the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative
Material of Open Game Content. (h)“You” or “Your”
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms

of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to

or subtracted from this License except as described by the
License itself No other terms or conditions may be applied
to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors

grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License
to Use, the Open Game Content.

5. Representation of Authority to Conftribute:If You
are contributing original material 4 Open Game
Content, You represent that Your Contributiohs are
Your original création and/or You have sufficient
rights to grant the rights eonveyed by this License.

6. Notice of License Copyright: You must tipdate the
COPYRIGHT NOTICE pertiomof this License to
include the exact text of the COPYRIGHT NOTICE
of any OpendGame Content You'are copying,
modifying or distributing;and You'mustadd the title,
the copyright date, and the copyright helder’s name
to the EOPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identitypincludifig as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each
element of that Product Identity. You agree not to
indicate ecompatibility or eo-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
asexpressly licensed in another, independent
Agreement with the owner of such Trademark

or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute
a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest
in and to that Product Identity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions of’
the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License
to copy, modify and distribute any Open Game
Content originally distributed under any version of’
this License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the
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name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental
regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License willtérminate »
automatically if You fail to complywith all terms
herein and fail to cure such breach withingo days of
becoming aware of the breach. All subli¢enses shall® \I
survive the termination of this Licerise.

14. Reformation: Ifany provision of this License i
heldfto be unenforceable, such provision shall'be
reformed only to the extent necessary to make it
enforceablé.
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Nelcome o
Joegendary Jdedinnings

This supplement is the first adventure in a series of family-friendly supplements from
Legendary Games for 5th Edition! These can be played with'the standard 5E rules or
with the simplified rules in the starter set. The themes and style of these adventures are
suitable for all ages, though they've been crafted with a particular eye toward younger
gamers and those who are relatively new to tabletop roleplaying. Each“one is packed
with action, adventure, and danger, with opportunifiestowork as a team whether you're
straight-up fighting the bad guys or finding mdre creative solutions to the challenges
those villains put in your path.

Roleplaying is a fantastic hobby, and whether the people sitting down at your table are
your own kids, neighbors, youth gfoups,iscouttroeps, or just friends who've never sat
down to roll the dice before. This product line gives you the material to create a fun-
filled experience that sidestepSythe more mature subject matter sometimes found in
roleplaying products but without sacrificing the fun and excitement. Anytime you sit
down with one of theseqadyentures,iyou afnd your group are sure to have a Legendary
Beginning!

BpecialyElectionic Featares

We've hyperlinked this product internally from the Table of Contents and externally with
referehcestoithe official System Reference Document (SRD) and 5eSRD. If it is in the core
5E nules, welgenerally didn't link to it unless the rule is an obscure one. The point is not
to supersede the game books, but rather to help support you, the player, in accessing the
rules, egpecially those from newer books or that you may not have memorized.

Aboat Jeegendary Games

Isegendary Games is an all star team of authors and designers, founded by Clark
Peterson of Necromancer Games, Inc. and managed by Jason Nelson, Legendary Games
uses a cooperative, team-based approach to bring you, the Paizo fan, the best expansion
material for your game. We are gamers and storytellers first, and we believe that passion
shows in our products. So check us out, and Make Your Game Legendary!

Visit us on Facebook, follow us on Twitter, and check out our website at www.
makeyourgamelegendary.com.
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$nto the Feyweald

Into the Feyweald is an adventure designed for
newer players and Game Masters compatible
with the sth Edition. It is written for a party
of four to six 1st-level characters. By the end
of the adventure, the PCs will gain enough
experience points and treasure to advance to
2nd level.

Intothe Feywealdisintended tobeakid-friendly
adventure that features a straight-forward plot
and basic themes of “fighting the bad guys”
and “doing good.” While the rules do provide
lots of options for combat, the adventure also
presents encounters that require social and
thinking skills. Additionally, the adventure
avoids “adult themes” and story elements that
are too scary or gruesome. Ultimately, it’s up
to the grown-ups in a younger player’s life to
determine what parts of a story are too much,
but Into the Feyweald should be safe for most
kids who are old enough to understand the
rules of 5th Edition.

Additionally, the adventure is'written with
a simplified version of th€ rules in mind:
Stat blocks are slightly modified to present
only the most important information and
different options.are presented for some of
the rules. Yousan still use the full sE Rules
with this adventure) as well,df you and your
pldyersare ready for more complexity in
your game,

Thisgddventure, was originally featured as
partof a Dad-n-Daughter RPG Day event for
Sunny Trails¢Girl Scout Troop 6376 in Chula
Vista, ‘California. Into the Feyweald is set in
the kingdom of Threll in Paris Crenshaw’s
Terrallien campaign setting. All setting material
in this adventure is used with permission.

ADVENTURE BACKGROUND

Something terrible is happening in the (e

Feyweald. The forest nestled on the finger
of land between Northrunner Sound and
Pegasus Bay was once a place where the spirits
of nature could live apart from Threllish
civilization. But the forest is sléwly changing,
A sickness grows at its heart, catse by ‘dark
energy flowing from 4 world in another
plane of existence ffom AegahAlthoughythe
Feyweald’s queen deesn’tdknowitsisource;she
realizes this evil influence is corrupting both
the land and her people.

The creatures of the Fey Realms have
jealously guarded the Feyweald from the
mortals 6f Threll since before the founding of
the kingdom.Now, the nymph Queen Pryozha
needs Thréll’s help/dealing with this terrible
threabt, Since fortals are not yet affected by
the corrupting force, Pryozha turned to King
Ambrose I of Threll, offering an alliance in
return for his aid.

King Ambrose, however, is unsure of
what danger faces the Feyweald. He doesn'’t
completely trust Queen Pryozha’s suggestion
of an alliance, so he decides to send new
members of the Zekerian Order, the elite
group of heroes loyal to the people of Threll,
to determine what is going on and help the
queen, if they can. If the heroes can stop
the problem, he could form an alliance
with Queen Pryozha and perhaps convince
the druids of the Great Northern Wood to
accept Threllish settlers in their lands. If
the Zekerians fail, then he might have the
opportunity to send stronger forces to finish
the job. Unfortunately, the king doesn’t know
he is taking a dangerous bet. The danger
facing the Feyweald is very real and could be
much greater than the king suspects.




