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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 or 
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 content does not embody the 
Product Identity and is an enhancement over the 
prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and 
means any work covered by this License, including 
translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) 
“Product Identity” means product and product 
line names, logos and identifying marks including 
trade dress; artifacts, creatures, characters, stories, 
storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, 
themes and graphic, 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 Contribute: If You 
are contributing original material as Open Game 
Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, 
the copyright date, and the copyright holder’s name 
to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any 
Product Identity, including 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 compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except 
as expressly 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 

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 will terminate 
automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall 
survive the termination of this License.
14. Reformation: If any provision of this License is 
held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it 
enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a  © 2000, Wizards of the 
Coast, Inc.

Into the Feyweald (5E) © 2016, Legendary Games; 
Author Paris Crenshaw, revised by Matt Kimmel.  
System Reference Document. © 2000, Wizards of 
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on material by E. Gary Gygax 
and Dave Arneson.
System Reference Document 5.0 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based  on 
original material by E. Gary Gygax and Dave Arneson.
The Hypertext d20 SRD. © 2004, Jans W Carton.
Advanced Bestiary © 2014. Green Ronin Publishing, 
LLC. Author: Jeffrey Hersh. Developer: Owen K.C. 
Stephens.

Pathfinder Roleplaying Game Bestiary. © 2009, 
Paizo Publishing, LLC; Author: Jason Bulmahn, Brian 
Cortijo, Adam Daigle, Mike Ferguson, Joshua J. Frost, 
James Jacobs, Rob McCreary, Erik Mona, Sean K 
Reynolds, F. Wesley Schneider, Lisa Stevens, James L. 
Sutter, and Greg A. Vaughan. 
Pathfinder Roleplaying Game Bestiary 2. © 2010, 
Paizo Publishing, LLC; Author: Wolfgang Baur, Jason 
Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, 
Joshua J. Frost, Tim Hitchcock, Brandon Hodge, 
James Jacobs, Steve Kenson, Hal Maclean, Martin 
Mason, Rob McCreary, Erik Mona, Jason Nelson, 
Patrick Renie, Sean K Reynolds, F. Wesley Schneider, 
Owen K.C. Stephens, James L. Sutter, Russ Taylor, and 
Greg A. Vaughan. 
Pathfinder Roleplaying Game Bestiary 3. © 2011, 
Paizo Publishing, LLC; Author: Jason Bulmahn, Jesse 
Benner, Adam Daigle, James Jacobs, Michael Kenway, 
Rob McCreary, Patrick Renie, Chris Sims, F. Wesley 
Schneider, James L. Sutter, and Russ Taylor.
Pathfinder Roleplaying Game Core Rulebook. © 
2009, Paizo Publishing, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, 
and Skip Williams.
Clubnek from the Tome of Horrors Complete, 
Copyright 2011, Necromancer Games, Inc., published 
and distributed by Frog God Games.

Crystalline earth elemental from Tome of Horrors 
4, copyright 2013, Frog God Games; Authors: Scott 
Greene, with Erica Balsley, Casey Christofferson, 
Jim Collura, Lance Hawvermale, Patrick Lawringer, 
Phillip Larwood, Bill Webb; Based on original content 
from TSR.
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Welcome to 
Legendary Beginnings

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 opportunities to work as a team whether you’re 
straight-up fighting the bad guys or finding more 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 groups, scout troops, 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 sidesteps the more mature subject matter sometimes found in 
roleplaying products but without sacrificing the fun and excitement. Anytime you sit 
down with one of these adventures, you and your group are sure to have a Legendary 
Beginning! 

Special Electronic Features
We’ve hyperlinked this product internally from the Table of Contents and externally with 
references to the official System Reference Document (SRD) and 5eSRD. If it is in the core 
5E rules, we generally 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, especially those from newer books or that you may not have memorized.

About Legendary Games
Legendary 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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What You Will Find Inside 
Into the Feyweald

Into the Feyweald takes your heroes into a world of adventure in the realms of faerie! 
Guests at the fairiy queen Pryozha’s celebration feast, the festivities are interrupted by 
the creepy, crawly spider-riders serving the wicked witches of the woods! You must take 
up the quest to find the hidden grove where Yaldira the witch works her dark magic, 
turning the forest sickly and rotten, battling her evil minions that menace the creatures 
of the wood. There, in the dark pits of her lair, you must stop her from awakening 
her cruel queen from her crystal tomb and save the woodland realm! This 1st-level 
adventure, suitable for a standard Pathfinder game or one using the boxed set for 
beginners. 

The Legendary Beginnings series from Legendary Games is designed to creating 
exciting adventures suitable for all ages, but specially designed for those new to 
roleplaying and those on the younger side. The Legendary Games tradition is to 
combine rich story and background, innovative layout, beautiful aesthetics, and 
excellence in design that is second to none, allowing you to enliven and enrich your 
campaign in amazing and exciting ways. This product is the latest in that tradition, and 
we hope you enjoy using it as much as we enjoyed making it. Game on! 

- Jason Nelson
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Into the Feyweald
Into the Feyweald is an adventure designed for 
newer players and Game Masters compatible 
with the 5th 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.

Into the Feyweald is intended to be a kid-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 the 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. You can still use the full 5E Rules 
with this adventure, as well, if you and your 
players are ready for more complexity in 
your game.

This adventure was originally featured as 
part of 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 
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 slowly changing. 
A sickness grows at its heart, cause by dark 
energy flowing from a world in another 
plane of existence from Aeva. Although the 
Feyweald’s queen doesn’t know its source, 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 of Threll since before the founding of 
the kingdom. Now, the nymph Queen Pryozha 
needs Threll’s help dealing with this terrible 
threat. Since mortals 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.
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