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there was a little village called DEEI‘hOIIOLU

that was very much like any other little village.

It had a blacksmith and an inn and a bakery
that all the citizens were quite proud of.

Unlike other villages however,
Deerhollow was: ‘nestled at the heart of the

Wilo & Mlagical
Tanglewood.
SEESEEES deaadaate

Rumors abounded

on the source of th'cj_i'lringlewood’s magic...
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Others say that the b[ood of a
g?‘eat magical beast was spilled in the wood.

All that’s known for certain is that the Tanglewood
is extremely Dangerous to traverse,

and things that gnfer don’t always leave—

.and those that da don’t return unc/zanged.

The braver citizens of Deerhollow entered t};:ef
Tanglewood as needed to hunt and forage.

But not even the bravest of the villagers dared go near the
tower of the witch

dulcinea

For there is bravery and there is ﬁo[zs/zness
And as everyone knows, there is nothing more foolish than

entering the domain of a I tch : %
ﬁe?m@’. 283




‘Background §7050

' Sweet Revenge is an adventure for Perils & Princesses designed to take a party
of 2-4 Princesses from level I to level 4. It includes a mix of dungeon crawling,
social encounters and problem solving that players can tackle in any order to
break the curse at the adventure’s heart. :

? P
IBhat's Going On?
Afittle less than a year ago, the witch Dulcinea began luring children away from

Deerhollow and imprisoning them in her tower. She planned to harvest their
innocent souls to create powerful magical sugar for use in a ritual.

When children began to disappear, the town guard of Deerhollow sent a search
party into the woods to rescue them and slay Dulcinea. But before she died, she
laid a confectionary curse on the village to slowly turn each citizen into candy!
Most of the town has succumbed to the curse, which now infects the very forest
itself. :

The only way to break the curse is to find the tail of the fearsome Rat King, a
ring from the imperious Erlking and Dulcinea’s Soulcall Periapt. All three it
tossed into the town’s well will break the curse, but such an effort would not
* go unopposed; Dulcinea’s spirit has not passed on, and she hates the idea of
" her revenge being thwarted. She plots to remain in the land of the
m_eafis necessary.

Hooks

SWEET DREAMS: So

again after they bestow, sodmother is never

a person who needs

yoﬁr help, usually 1 includes the scent of gin-

gerbread and your

“Nothing, dear, is quite so sweet

auna have been spotted at

the edges of the Tangle ocolate moose and
is that... a marshmallow i st? Troublingly, the animals
seem to be spre. from oble has hired you to

investigate the cause of the co ore they infest their lands.

courier, one of the few people who

o break Duclinea’s curse. More information on the items and their

locations can be found 'on page 39.



Duleintea

Dulcinea is a deceptively charming witch with designs on cheating
death. Underneath her bright, sweet exterior is a twisted, ruthless cen-
ter that would never let a little thing like child murder stand in her way.

When the adventure begins, Dulcinea has been seemingly defeated by
the combined efforts of the Deerhollow villagers. Unfortunately, her

soul lives on in her tower, bound to a magical artifact and trapped in her

partially complete new body. If the
artifact is removed, Dulcinea’s
soul will attempt to inhabit
the closest empty vessel and,
failing that, attack the party
as a powerful wight.

oal of cheating death and living
od, hoping to learn its secrets and grow her

to her Dulcinea betrayed that trust by stealing her magical Honey Dipper - -
aving the pixie village vulnerable. This caused the pixies to shroud
in mist and become distrustful of largefolk.

e Dulcinea spent the next several years honing her craft in confectionary magic,
but she was not able to learn the secret of immortality through honey.

60 Years Ago

* Now an accomplished witch, Dulcinea turned her
attention to the immortal fae to learn the secret to
their longevity.

 She located the Eternal Ball and was stuck there
for several years. While there, she learned that fae

immortality is not replicable by humans. However, she
was able to trade her stolen Honey Dipper Wand for
another powerful magical item—the Soulcall
Periapt, used to ensure one’s soul returns to

one’s body after temporarily leaving it.

¢ Hook NOTE ¥ IF YOU ARE USING

THE SWEET DREAMS HOOK, PERHAPS YOUR
GODMOTHER MET DULCINEA AT THE ETERNAL ™
BALL ALL THOSE YEARS AGO. PERHAPS THEY EVEN
TRADED HER THE SOULCALL PERIAPT, NOT
REALIZING WHAT SHE WOULD USE IT FOR.



20 Years Ago

* After escaping the Eternal Ball with her prize, Dulcinea began work on her
new plan: creating a perfect copy of her youthful body that her soul could enter.
She started creating candy constructs as practice.

* She learned to unstick her soul from her body so she could move it into a
constructed body, once she gained the skill to make one.

5 Years Ago

* Before starting work on her own candy body, Dulcinea created a Dark
Chocolate Knight as her final test. Satisfied with the results, she moved on to

creating her own vessel.

1Year Ago

* Dulcinea completed work on her new vessel, but she needed one last
ingredient to ensure a smooth transfer—sugar made from the sweet, innocent
souls of seven children. She lured the children into her tower and trapped
them, readying them for her ritual.

* The villagers of Deerhollow formed a search party and rescued the children,

killing Dulcinea in the process. 4 %
" ¢ With her last breath, Dulcinea cursed the villagers of Deerhollow totutn into

Tangletwo00...

candy constructs.

soul remaind trapped in the unfinished bodys

; By ¢ As her body died, Dulcinea’s soul was recalled togfié'Soulcall
/f &: f Periapt. However, because the last ingredient was never obtained, her

'+ Dulcinea’s loyal knight construct continged,searching the

woods for children to complete the ritual.

* Selene, the captainjof the Deérhollowytown guard, used

the Malefi@Mirror, a‘cursed artifact, to obtain instructions

on héw to break the curselIn the praocess, she was cursed to
roam the Tanglewood ‘as awesewolf, unbeknownst to

o R SR . k the restf®f the town, whobelieves her to be dead.

o ) Y 1 ] NN
e *More and more villagers'succumbed to Dulcinea’s - N ; : w > : W N K
\ | ¢urse and beéame human confections. The woods- v \l P ACRTHRE ) = (¢=@ 1“)\0 |- N2 D) f' = 9
.. * themselyéS became twisted by Dulcinea’s magic. ) . } : “ : ( f’ “ : : “ : C
: ) 2 . g @
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2, Starting the
g@ anentzglre

Throughout this book, suggested passages to read aloud are in italics.

You have spent several days making the trek to the village of Deerbollow. Though you
bave so far traveled through the Tanglewood undisturbed, sticking to the path that-
leads to the village, you've been baunted by the foreboding feeling of the calm Before
the storm. You’ve beard stories of the §irange things that lurk in these woods, and your

intuition tells you that they 're only going to get stranger.

Ask the players to introduce their Princesses and what kind of rapport they've
established with each other as they traverse the last leg of their journey to Deer-
hollow. After an hour of travel, the air starts to smell overwhelmingly sweet, and
the Princesses hear a young boy crying for help somewhere off the path.




STEALTHILY.

" Once the bear is defeated, scared off or otherwise dealt with, Rory come
" from the tree and introduces himself to the party. If the players fai

2 Hook NOTE >* IF YOU USED THE STRANGE SIGHTINGS HOOK,
PLAYERS MAY WISH TO LEAVE THE PATH EARLY TO SEARCH FOR CANDY
ANIMALS. IF SO, THEY CAN ATTEMPT TO TRACK THE GUMMY BEAR _ :
AND HAVE ADVANTAGE TO AMBUSH IT IF THEY DO SO SKILLFULLY AND a2 Fighting

When confronti ure, the party may try to

Sti Cky Sitll ati on with water. Use the guide below for
Following the sounds, they find a young, redheaded boy (Rory Foster) halfway up
a tree just out of reach of a Gummy Bear swiping its claws at him. The Gummy
Bear appears grotesquely mid-transformation from brown bear to candy
creature. Gumdrops erupt from its shoulders like lesions. Like most candy
creatures, it will confer a Candy Curse to anyone it Wounds (s_e_e_p_agg_3_5)

Gummy Bear
HP 8 SAVE 10 Armor | _
Attacks twice: Bite (d6) and Claws (d4)

Thrashing and teéring, rampaging and scaring...

If Wounded by a Gummy Bear, suffer the Candy Curse.
Susceptible to melting; heat- or water-based attacks ignore Armor.

The Boy in the Tree

the bear or ignore the cries for help, the bear escapes with Rory, %
“rescued” by the Dark Chocolate Knight. He can thereafter ¢
the keep of Dulcinea’s tower

Rory excitedly leads the party back to Deerhollow and'z
the best of his knowledge.

the children Dulci i i He i§ currently turning into a

gingerbread boy e is in the Tanglewood

looking for his los

14
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e party is up close to the crowd, it’s clear that everyon in it is suffering

from Dulcinea’s curse and at least partially turned to some kind of confection.

Gerald wants to take Rory home to make sure he’s OK, so Mayor Theo Everson,
who is also a part of the search party, can step in to explain the situation and
answer any questions the Princesses might have.

Gerald Foster (38): Lively. Creative. Generous.

Gerald is a large, stocky man who was always sprinkled with a dusting of sugar
and flour even before he began turning into a gingerbread man. He is Deerhol-
low’s baker and has fallen into a bit of a depression as the town has understand-
ably lost its taste for sweets. He is Rory’s father and dismayed that the town is
under threat by Dulcinea again so quickly after she kidnapped his son.

Theo Everson (62): Nervous. Harried. Cautious.

Theo is a tall man, stretched thin by the demands of governing a town whose
citizens are turning to sweets. He's the mayor of Deerhollow, which is a tough
enough job on a normal day. He feels responsible for the fate of the town, and
especially for letting Selene use the Malefic Mirror. His hair and beard have
turned to wispy cotton candy.

17



Explanation

The mayor takes the Princesses to the Mayoral Manse and gives them a broad
overview of the situation, focusing on the following points:

¢ Dulcinea has long lived in the Tanglewood, but mostly kept to herself until
one year ago. '

e When Dulcinea started stealing children, a rescue party led by Selene
Clearwater was able to rescue the kids and kill Dulcinea.

* Before she died, she warned that the citizens would never escape her
because her curse would be upon them.

* Soon after her death, the curse set in, slowly turning everyone to

confections.

* Selene persuaded Theo to let her use an artifact in his possession (the
Malefic Mirror) to ask for a way to break the curse.

e The mirror gave its answer, then cracked, and Selene immediately disinte-
grated into a black dust. The Mayor cannot forget the mirror’s riddle:

18

ngerous. Any efforts to

ark Chocolate Knight.
aths with the Dark Chocolate Knight
tell of hi fendi ing eyes and devastating attacks. One
guard me arrowly defeat the knight, but the

ly, as always.

esidents of his town and is able to direct Princesses to the best person to
obut most matters. ) '

¢ Hook NoTE »¥ IF YOU USED
THE STRANGE SIGHTINGS HOOK,
PLAYERS MAY INSTEAD BE
PURSUING A REWARD FROM THE
NOBLE WHO SENT THEM ON THE
QUEST, WHICH WILL BE

PROVIDED ONCE THEY FIND OUT
WHAT’S CAUSING THE CANDY
CREATURES AND STOP THEM FROM
SPREADING FURTHER.
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29 Key Locations

Hayoral Hlanse
~ This well-appointed, two-story brick building is situated
.. Deerbollow, overlooking the town.

Quest: The mayor has been trying to think g
nothing he’s tried so far has worked. If t
a good idea, he rewards them with a silvé
anything, but it is worth I
resonate magically at t

Theo is still in poss
Princesses to use a
trank with a false bott

er his bed, a;
recharged. :

20

int Deerhollow

t's cracked and unusable until

- faithful advice/ But no

The Malefic Mirror is a hand mirror,
engraved with the words, “I guarante

without a price. ” If ask
it answers truthfdlly, but c
asker. The bigg

0 would love to gnaw on a person-sized cookie.

Balthazar “Baz” Hartly (38): Cranky. Competent. Organized. _

Baz is a member of the town guard and the de facto leader with Selene missing.
He would much prefer to be out on patrols than to organize them. Among the *
guards, he has the most know-how and the least fear of hungry animals, as he is
turning to sour lemon candy they hate to nibble on.

e Baz was in the party that attacked the witch and worked closely with
Selene. :

+ He knows that pixies tend to hang around the misty area of the forest, and
that they can be mischievous and fierce for their size.

e Hehas fot;ght the Dark Chocolate Knight and can describe its appearance
and methods of attack (see page 47).

Quest: Keeping ‘thel mice away from the village hall is Baz’s full-time job! If the
party can devise a better method of pest control, he’ll offer them a Spearmint
Spear looted from one of the witch’s candy constructs.

Spearmint Spear (2): (d8 damage)
Can be wielded on a charging horse to do 2d8 damage. Smells minty-fresh.
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