The Enchanted Court
a Third Edition D&D module for 4-6 characters (Levels 8-10)

by Scott Metzger (scott_metz@yahoo.com)
Background:

Mathas, the younger brother of Lord Sarp of Wheloon, has been engaged to Sylandria, an elf-maiden from Semberholme.  An escort party led by the Purple Dragon knight Sir Harkon was dispatched nearly two months ago to bring her to Wheloon, but they have not returned or sent back any word.  Alusair and her advisors fear that harm may have befallen the elf-maiden after she was put in the custody of his knights—if so, this situation could spark a major diplomatic incident with the elves.

DM Plot Summary:

The escort party did reach Semberholme.  Hoping to secure Wheloon’s aid against the drow, the elves turned the reluctant Sylandria over to Sir Harkon’s party.  However, convincing Sylandria to submit to this fate strained relations so much that Harkon decided to exit the woods as directly as possible by going north to the Moonsea Ride.  This alternate path led the party accidentally through the transdimensional “veil” separating the physical world from the other-worldly Unseelie Realm founded by hundreds of years ago by sun elves who wanted to escape from humans but not leave Faerun.  Unprepared for the challenges of this strange place, Sir Harkon’s party was destroyed.  However, Sylandria was rescued by the sun-elf Prince Mithrades, heir to the throne of the Unseelie Court.  The sun elves, long dwindling in number, are the rulers of the Unseelie Realm.  There are no possible brides left in the realm for Mithrades, and he has taken Sylandria to his court to woo her.

Opponents:

To customize this module for your group of characters, adjust the actual HP of the creatures based on the overall strength of the party.  The average HP listed in the Monster Manual is good for a party with around 35 total character levels; give them ¾ their maximum HP against a party with 45 or more total levels, and give them full maximum HP against a party with 55 or more total levels.

Scene 1:  The Lord’s Commission
Aldarion and Alusair ask the heroes to go to Wheloon and help Lord Sarp solve the problem.  Sarp can provide the following information if asked the right questions:

· There were six men total in the escort party—the knights Sir Harkon, Sir Marcus, and Sir Alaric, each man bringing along one trusted squire.

· All were mounted, the knights on heavy horses and the squires on light.

· The knights wore breastplates and carried shield, lance, and sword; the squires wore scale mail and were armed with both swords and crossbows.

· Sir Harkon was both a loyal knight and a veteran paladin; Alusair chose him to lead the party because of his unquestioned virtue.  The other two knights were younger, both recently dubbed.  The squires were all teenagers.

· Sir Harkon can be recognized by the Hand of TORM on the chest plate of his breastplate, denoting him as a paladin.

· The party was to take the most direct route to Semberholme, meeting an elven escort just west of the lake.  They were to return with all due haste.

A crucial part of this introductory scene is meeting Mathas, Sarp’s brother and the intended groom for Lady Sylandria.  Mathas should casually burst in on the meeting after the duke has commissioned the heroes.  You may need to adjust his speech below according to your party’s make-up:

	Suddenly, a side door connecting to Lord Sarp’s private suites opens.  A very finely dressed young man strolls into the audience chamber without asking permission.  He looks very much like Sarp Redbeard, though more in mockery than in tribute.  He is shorter and less athletic, with a small paunch hanging over his belt.  His skin is pale and perfumed, showing little exposure to outdoor work.  His brown hair is curled and worn long, tied back with decorative silk ribbons.  He saunters over to stand by the duke, eyeing your party with contempt.

“My brother,” he sneers in a sharp, grating tenor voice, “is this the best you could find?  This…” he waves a hand at all of you, “…collection…of mercenaries hardly seems up to the job.  Look at them, some of them aren’t even human!  Do you honestly expect a dwarf to succeed where the mighty Sir Harkon failed?”

Lord Sarp frowns at the younger man but replies in a measured tone.  “We must trust these adventurers.  Regent Alusair sent them to us.  Besides, the decision is mine.”  Sarp then looks back to all of you and says, “This is my younger brother, Mathas.  He is the groom-to-be.”


Mathas already seems bored and will look for the soonest opportunity to leave.  If questioned by the heroes, he will provide no useful information and will instead issue another veiled insult.  The lord will continue to answer questions, apologizing for his brother’s rudeness after Mathas leaves the chamber.

If the heroes request supplies, Sarp will provide some from his pantry.  He will offer horses, fodder, water, and rations for up to ten days.

Scene 2:  A Strange Journey
The Route to Lake Sember
Taking the most direct route from Wheloon, east along the road to Arkendale and then north along the River Arkhen to Highmoon and the forest beyond, is a full 180 miles distance (40 of them on a foothills path).  The trip is mundane and without any special event until entering the south of the forest.

The Old Elf and the Woods

Shortly after entering the woods of Semberholme, the party will be confronted by an old moon-elf woodsman named Firanduil (CG Elf Ran-5/Wiz-5).

	The tall, thick woods of Semberholme are visible in the near distance, and you redouble your pace in anticipation of drawing closer to the supposed whereabouts of Sir Harkon’s party.  Within a few minutes you breach the tree line of the forest, finding yourself surrounded by majestic old growth.  Since you entered the woods so close to the town of Highmoon, you are able to find an adjoining trail running into the forest.

After only a few moments walking north along the forest path, you hear a gnarled by still somehow musical voice from behind.  “Hail travelers,” the voice says, “on what business do you enter Semberholme?”  You all spin around, stunned to be taken unawares so easily, and quickly spot an elderly elf woodsman with long gray hair and creased skin.  He is dressed not in armor but in simple forestry garb, and he carries a short bow in his hands and wears a dagger at his side.  Considering that he has confronted you from behind, he must be a skilled scout who has been following you since you arrived.


Firanduil is a retired royal ranger, a “venerable” elf nearly 400 years old.  He now lives a solitary life in the forest fringe.  Nearly two months ago, Firanduil met Harkon’s party as the men first arrived.  If the heroes ask about Harkon’s party or about how to reach Lake Sember, read the following response:

	“Yes, you are the second band of outsiders in as many months to seek Lake Sember.  Nearly two moons ago I intercepted a band of Cormyrian knights.”  The old elf then points to the west and continues, “I came upon them from that direction, and guided them to where Lady Sylandria and her party were waiting.”

“It was no easy encounter.  When faced with the reality of leaving Semberholme, Lady Sylandria grew fearful and begged not to go.  Eventually the knights convinced her family to turn her over to them, though the maiden was not happy.  So strained were the relations that the knights said they would leave Semberholme as directly as possible, by going north to the Moonsea Ride.  I gave them the same warning I will give you: there is a bad moon out this month, and the veil is very thin; you must not travel north of Lake Sember.  I returned to my folk at the lake, and I do not know whether or not they heeded my advice.”


Firanduil has little motivation to reveal anything more.  If the heroes press him for more information about the deep woods, the elf will say that only the strongest-willed woodsman can survive its challenges.  If the heroes demand more information on the “veil” Firanduil will reply, “I have already said too much.  The forest holds many secrets, and a wise man shares them not with outsiders.  I have told you all I can, you must learn anything more yourselves.”

Lake Sember
The elf-lord of the Lake Sember community is Yysrand.  He and his men will intercept the party before they can reach the lake, which is off-limits to non-elves.  He will answer their questions and can reveal that the Cormyrian knights camped in the woods for three days while he and his wife begged Sylandria to consign herself to the marriage in order to strengthen their realm.  Sylandria finally gave in and unhappily left with them, heading north.  He is most distressed to learn the party never reached Cormyr.  He claims to have no idea where the party could be, but admits that the depths of the forest are very mysterious and sometimes dangerous.  Ysrand will attempt to blame Harkon’s party for failing to deliver Sylandria, and he will urge the heroes that it is their duty to find her.  He offers no reward, instead warning that this incident threatens the elves’ friendship with Cormyr.  As the party leaves, they will notice that Ysrand is mustering scouts to go out in all directions to search for Sylandria.
The Route to the Unseelie Realm

	With some understandable trepidation, you make your way into the depths of the Semberholme apart from any known elf path.  The trees are tall, large, and clustered together in many places.  The going is fairly slow, and visibility rarely extends beyond the next fifty feet.  The woods are alive with the sounds of nature, although the creatures are so well-adapted to their environment that you rarely see any sign of them.  You continue on in this manner for many hours, stopping to camp for the night when necessary.  Kindling is plentiful for a small campfire, and your usually watch ensure that the night passes uneventfully.

You awake shortly after dawn, quickly striking your small campsite surrounded by a dense grove of trees.  You make your way through the deep forest as best you can in the direction you think is correct.  After only about ten minutes, your party suddenly finds itself in a large clearing filled with a fog or mist.  At first you do not pay it any mind as you hike through the clearing, but the fog becomes increasingly thick the further you go until you cannot see your own hands in front of your faces.


At this point, the heroes have slipped dimensions through the “veil” into the Unseelie Realm.  Let the players sweat it out for a bit, deciding what to do.  If any character can fly or scry, they might be able to see the valley in the near distance.  If the heroes merely try to stumble onwards or back out, they will automatically exit from the fog at site #1.  If they actively try to retrace their steps or use teleportation magic, have such efforts mysteriously fail.  They must reach site #1.

The Path of the Escort Party: nearly two months previously Sir Harkon and the others crossed into the Unseelie Valley.  They, too, arrived first at Site 1.  They ran past the chimeras in the valley pass, although one of the squires was killed and devoured by the animals.  Advancing toward the lake, they crossed through the wooded plain and fought off the satyrs (during the fight one of the squires maimed a satyr with a crossbow bolt).  The party then skirted the lakeshore east, avoiding the dark peak.  Eventually, they ended up in the foul fens and were attacked by the hag covey.  Sir Marcus managed to escape with Sylandria to the northside of the lake, although the other knights and squires were killed and their bodies given to the harpies on the dark peak.  The two survivors eventually met the dryad of the great oak, and she told them of the Unseelie Court.  However, Sir Marcus rudely ignored her warnings and was petrified (and devoured) by the basilisk of the forest pit.  Prince Mithrades appeared in enough time to save Sylandria from the basilisk.  She now lives with him in the Unseelie Court.

Site 1—Sign in the Grove

	You finally emerge from the dense fog, the misty cloud ending very suddenly.  Looking behind you, the thick fog blocks out vision more than five feet back along your previous route.  Looking ahead, you see that you are standing along the rim of a gentle slope leading down into a light grove of tall, majestic trees.

The trees are much less dense in this part of the forest, especially as the slope descends down into what appears to be a large valley.  Apparently, a high ridge circles around this entire valley, because you can still see its heights extending far to your left and right as you reach the valley floor.  The dense fog sits on top of the rim along its entire length.  The forest suddenly parts into two small groves, one to the left and one to the right.  Standing in between these small copses, beckoning you into the valley, is an old, broken stone sign.


Characters with the appropriate skills can discern that the stone and its carvings are very old.  Despite weathering, it looks as if it has been well cared-for until recently.  Fresh gashes have been slammed into the rock within the past year.  A character who has the Decipher Script skill or who reads Elven and has the Knowledge (Arcana) skill can identify the runes on the stone as a very ancient Elven dialect and can translate the text into Common:  “Know, traveler passing by, that you have entered the Unseelie Realm / the Hidden Valley That Should Not Be Found / Mortals be forewarned.”

Site 2—Pass through the Valley Rim

	The fog-covered ridge circles the entire valley (which seems to be several miles in length), coming to a near-close like two pinchers.  Moving on from the stone sign, you are forced to pass through the gap between the two arms of the valley ridge.  Judging by the sun’s position, you gauge you are at the south end of the valley heading north.  The pass narrows to a width of perhaps 30 feet at its narrowest, extending for perhaps a quarter-mile.  The arms of the valley ridge tower above you to the left and right, sheer cliff-facings perhaps 100 feet high.  A couple hundred feet in the distance you see that the defile widens again, opening up into the large valley.  The sharp-eyed among you point out a pair of sizable cave-openings in the cliff-facings, one on the left and one on the right roughly opposite each other.


The caves are home to a pride (3) of chimeras, who lay in wait inside to ambush those who dare to enter or leave the valley.  Because of their scent ability the heroes cannot surprise them, and they will use their hide skill to try to surprise the characters as they pass.  One is five feet inside the right cave, the other two five feet inside the wider left cave.  The defile is 30 feet wide between the caves.  The left cave holds their hoard (hidden inside a small crevice, Search DC 10): 800 gp, an amethyst worth 100 gp, a black pearl worth 400 gp, a silver chalice worth 400 gp, and a small string of pink pearls worth 4,000 gp.  The right cave contains the devoured skeletons of one of the squires and his light warhorse.

Site 3—Lakeside Thickets

	A sizable lake occupies the central lowlands of this valley.  This large body of water appears to have no source water, although it might come from an underground aquifer considering the large stretch of dense thickets covering the southwestern region of the valley.  Well-watered, the soil here is covered with a wide variety of tall, thick plant life—thickets, ferns, briar bushes, and the like.  Some of the wispy “pussy willows” reach up to a human’s waist!  The ground is rather mushy, and the landscape continues on like this for over a mile to the southern lakeshore.  You are within shouting distance of the lake’s edge, perhaps a hundred yards away, when you begin to hear a strange symphony of chirping like very large crickets.


The chirping is coming from a tribe of grigs (sprites) that lives throughout the field of thickets.  There are no more than twenty in this stretch, and only two per character in the party will get involved in this scene.  They are all currently invisible and will only reveal themselves as a last resort.  They want to scare off the intruders, and will try to trick them: they can use pyrotechnics to start fires or ventriloquism to make voices appear in all directions (“You should leave while you have the chance” in Elven, etc.).  Their tribe chief (Limmeras) carries a fiddle and will cast its dance spell if the characters continue onward.  If the heroes can resist the magic, grigs will scamper off and let the heroes pass.

Site 4—Wooded Plain

	A sizable lake occupies the central lowlands of this valley.  This large body of water appears to have no source water, although it might come from an underground aquifer considering the number of well-watered trees that dot the flat plain occupying the southeastern region of the valley.  The plain goes on for well over a mile, extending to the southern lakeshore in the center of the valley and to a tall rocky peak buttressing the east side of the valley rim.


This stretch of land is home to the satyrs of the Unseelie Realm.  A troop (two for every character in the party) of satyrs will confront the heroes if they openly traverse their plain, half charging with their horns while the other half attack from afar with shortbows.  They will use Hide and Move Silently to sneak up on the party behind trees and then attack with surprise.  On the first round of attack one will shout in Sylvan, “The outsiders return!  Avenge Mirilix!” and then try to cast sleep with his pipes (he will try fear the next round).

If the heroes can hold their own for three full rounds, the satyr attack will abate.  They will pull back and negotiate from afar if the party is not overly brutal to them.  They speak Sylvan, Elven, and very limited Common.  Their leader, Manilix, will explain that Harkon’s party came through here last month, and one of the squires maimed his mate Mirilix with his crossbow.  If the party is willing to “pay restitution” (something worth at least 100 gp), the satyrs will let them pass.

Site 5—The Lakeshore

	You reach the southern shore of large lake occupying the middle of the valley.  It is roughly ovular, several miles long east-to-west and about half as wide north-to-south.  The western fringe of the shoreline is covered by the dense thickets which dominate the southwestern corner of the valley; the west side of the lake runs very close to the western rim of the valley.  The eastern fringe meets up with the forested plain covering the southeastern corner; the east side of the lake runs right into a large expanse of fens.  Midway along the southern lakeshore, where the thickets and wooded plain meet, you spot what looks to be like fallen trees.  A tall rocky peak buttressing the east side of the valley rim is visible in the distance to the east, and another expanse of forest can be made out along the opposite lakeshore.  The lake is calm and barren, except for a small island in the middle of the lake lengthwise, a few hundred feet away from the northern shore; on the tiny island you can barely make out a small cave of some sort.


The fallen trees are actually four flat-bottomed rafts tied to a post.  Living nearby in the depths of the water is a tribe of nixies, numbering over 40.  However, only a small band (one for each character in the party) of males and females is guarding the rafts.  The nixies will attempt to Hide.  Those of the gender opposite of the heroes will attempt to surprise them, using charm person on those in the party who appear strongest.  The nixies are not malicious, and they can be convinced to let the party borrow a raft—but only after doing a necessary task.  The nixies want the heroes to go to the ledge (Site 6) along the valley’s western rim and kill the pride of griffons that preys upon sprites.  They will attempt to get their way through charm person first and negotiation second.  The can be convinced to use their water breathing power on the party to take them to their underwater village, where the characters can rest or ask questions about the Unseelie Realm.  There is nothing of significant financial value in the nixie village.

Site 6—The Ledge

	Following the western fringe of the southern lakeshore, you tromp through a couple miles of thickets, willows, and weeds on your way to the valley’s western rim.  As you draw closer, you all spot an enormous rocky ledge jutting out of the rim cliff-side; the top of the ledge must be nearly 100 feet up from the valley floor.  You currently stand among high willows at least 500 feet away from the cliff-side.  Even from that distance, you notice some winged shapes circling above the ledge; considering your distance, the flying creatures must be quite large.


Resting on top of the ledge is a big nest made of trees and long weeds.  It is the home of the valley’s resident pride of griffons—four plus one for each character in the party.  Half (round down) will already be airborne when the heroes arrive, the other half (round up) are resting unawares in the nest.  The airborne griffons will likely spot the heroes unless they are extremely stealthy as they approach; as soon as the characters are spotted, the griffons will dive to attack (using their pounce and rake skills).  The griffons in the nest will only attack if the characters manage to make it to the top of the ledge.  All the griffons will try to remain airborne, pouncing and raking repeatedly.  There are 4 griffon eggs in the nest.

Site 7—The Lake Grotto

It is assumed that the heroes will help the nixies and receive one of their rafts that way.  However, it may be possible to reach the small island in the lake by other means.  If the heroes try to cross the lake by any means but the raft, have a pair of sea lions attack them; the beasts will not fight to the death, only until hurt.  The text block below assumes the heroes reach the island:

	You finally reach the small island on the far side of the lake; it is well over a mile from the southern short but only around 400 feet from the northern shore.  The island itself is circular and certainly less than 100 feet in diameter.  It is covered by lush vegetation, including tropical plants and trees which you have seen nowhere else in the valley.  The most notable feature, however, is a small grotto in the center of this tiny islet, no more than ten feet high and twenty feet wide.


The islet is home to Keltana, nymph of the valley; she lives on this islet guarding the Mystic Grotto, which contains the Moon Pool.  At first Keltana will use Hide and hope the heroes leave.  If the heroes Spot her or try to enter the grotto, she will reveal herself and use stunning glance on the heroes.  Only if the heroes attack her will she resort to blinding beauty and casting druid spells.  If the heroes are peaceful, she can be won over (by a human, elf, or half-elf with 14+ Charisma).  She will apologize for trying to blind the party (but can’t cure blindness); she will also let the heroes enter the Mystic Grotto and gaze into the Moon Pool:  “The Moon Pool is more ancient than anything else in the Unseelie Realm.  If you look into it, it can grant you knowledge, or power, or both.  But you only get from the pool that which you bring with you.”

	You enter the small cave through its only entrance, a crevice along the western side perhaps five feet wide.  Inside, sitting in the center of the grotto, is a calm, clear, still pool.  Although there is no natural light inside the grotto, somehow the pool shimmers with moonlight all on its own.  As soon as you are close enough to gaze into the pool, you are struck by a flash of light and feel…transported.


Although the characters may enter the grotto and gave at the pool inside together, they all experience the psychic vision separately.  Read the following scene to each player one at a time, having the others leave the room:

“You suddenly find yourself standing outside a tall white tower, burning with wild flames.  An army of masked warriors is assaulting the tower, burning and looting.  One warrior pauses before you.  He removes his helmet, revealing his face to be yours!  You hear your own voice from this person say, “Join us!  This tower is ours for the taking.  You can keep anything you can carry off.”  He then puts his helmet back on and charges onward, disappearing in the smoke.  It is then that you notice the people at your feet, bleeding to death.  “Help us!” they moan, begging for aid or at least water.  Nearby, you see two small peasant children, visibly starving.  “Please,” they call to you, “go into the tower and steal food for us so that we may live.”  As you look at the tower, you hear a scream from near the gateway; a terrified young woman is being assaulted and ravaged by a band of brutal soldiers.  Her voice is then drowned out by the shouts of the old lord of the tower, who stands next to a well behind you.  “Help me fight the flames and save my tower!” he bellows to you.  But then you hear the sound of hoof-beats rumbling behind you.  A fierce warrior in black armor riding a black steed halts near you.  “I am the conqueror!  Is there no defender here brave enough to fight me?”  All at once the looters call out their invitation for you to join them, the black conqueror repeats his challenge, and the dying people, the starving children, the assaulted woman, and the lord of the tower issue their pleas for your aid once more.  In your heart you know that you have enough time to attempt only one course of action.  What do you do?”

Upon making their decisions, each hero will return from the grotto.  Each will receive a Moon Stone (Ioun Stone) based on their moral choice.  Keltana will interpret for them:

Aiding the dying will earn an incandescent blue sphere (“Compassion is your guiding virtue; it is the mark of great wisdom.”)

Stealing food for the children will earn a dark blue rhomboid (“Justice is your guiding virtue; suffering and wickedness shall never escape your vigilance.”)

Rescuing the woman will earn a pink-green sphere (“Honor is your guiding virtue; it is the mark of a true leader.”)

Helping the lord will earn a pink rhomboid (“Loyalty is your guiding virtue; it shall never fail to preserve you as you face any hardship.”)

Fighting the conqueror will earn a pale blue rhomboid (“Valor is your guiding virtue; for good or for ill it is the mark of strength, so may righteousness always be your ally.”)

Joining the looting will earn a dull gray stone (“Avarice guides your heart.  Contemplate the value of what you have received, and may you learn what in life has true worth.”)

Helping no one will earn nothing (“Nothing will come from nothing; may you profit from this lesson.”)

Keltana has no other treasures on this island.  She can also tell the heroes about the Unseelie Court, although she is unlikely to betray much information.

Site 8—The Dark Peak

	Midway into the valley, buttressing the eastside of the surrounding rim, is a tall, rocky peak well over one hundred feet high.  The peak is dark and gloomy, with a surprisingly flat top.  Even from this distance you can make out a huge, twisted tree growing on top of the peak.  You think you see some movement from the tree, but you can’t be sure from so far away.  The south-side of the peak has a number of jutting rocks and looks climbable, but the west-side of the peak appears to be a flat, precipitous drop from the peak top.


The peak is 150 feet high, and climbing it is somewhat challenging (DC 15).  A huge rotten tree sits on top of the peak, with four bodies hanging upside down from its limbs—Sir Harkon, Sir Alaric, and their two squires.  The men are all dead, their flesh stripped to the bone, but they are still in their armor (Harkon wears a Breastplate of Command).  Alaric and the squires’ gear is not magical.

Guarding the peak is a pair of harpies.  They are not visible until the heroes reach the top of the peak (or a similar level), and they will not attack until the heroes try to reach the peak top.  Their favorite trick is to take to the air, use their captivating song, and lure the intruders off the west side of the peak top (an uninterrupted drop to the valley floor 150 feet below).  They are very malicious and will torment the heroes until they are slain.  Their treasure is packed into a hole at the base of the tree (Search DC 5): 600 gp and four 100 gp onyx gems.

Site 9—The Foul Fens

	The northeastern corner of the valley, north of the dark peak beyond the eastern fringe of the lake, is covered by a vast, foul bog.  These fens are soggy and overgrown with the ugliest of marsh plants and trees.  Off in the distance, about in the middle of this swampland, you notice a strange copse of enormous weeping willow trees, the tops bent together as if forming some strange cave.


If the heroes enter the fens from the south, make Spot checks (DC 10)—they can find the devoured carcasses of the five horses of Harkon’s party that made it past the chimera lair.  The flesh has clearly been carved off by crude knives.  As the heroes move deeper into the fens, they may notice (DC 10) three crows circling them and then flying off toward the willow trees.  Harder to spot are the three raccoons (DC 18) following the party from behind.  The crows are actually polymorphed ogres in the service of the hag covey, and the raccoons are actually polymorphed hill giants and each carries a hag eye.

The copse of willow trees is the haven of a hag covey—two annis hags and one green hag.  Thanks to the hag eyes, the hags cannot be surprised and will know the heroes are approaching.  They will cast control weather as the party approaches to hit them with a sleet storm blowing against them (forcing Concentration checks to cast spells and giving a –4 penalty to missile attacks).  Once the party gets within 200 feet of the copse of trees, they will cast polymorph others (as an automatic surprise action) on the crows, turning them back into ogres.  On the first round of combat, they will cast it again on the raccoons who are right behind the party, turning them back into hill giants.  They will use their one remaining polymorph others on the party as well as their forcecage spells to strike the party from afar, but once forced into melee combat they will fight with their claws, bites, and special attacks.

Inside the willow copse, they will find a crude stone altar with a wounded unicorn tied down, its horn severed; it is intended to be used as an ingredient in a hag ritual (they have a boiling cauldron next to the altar).  The unicorn is the friend of the dryad of the great oak, and will gratefully run off to her if he is freed.  The hags’ treasure is buried in a hidden pit behind the altar (Search DC 10):  900 gp, a 50 gp bloodstone, a 100 jasper gem, a 1,500 gp emerald, a 400 gp black pearl, a 2,000 gp gold music box, and a 1,500 gp gem-encrusted eyepatch.

The hags are a fairly recent addition to the valley, arriving after the King and Queen thinned the “veil” between their realm and the material world in hopes of attracting outside elves would might come live in the court.  However, this evil band and their servants also found the hidden valley, settling in the fens.  The Unseelie Court no longer has the power to eject the hag intruders.  When the escort party came through the fens over a month ago, the hags used very similar tactics as they will use against the heroes to defeat Harkon and his men.  They tried to pursue Marcus and Sylandria, but they could not find them by the time they reached the dryad of the great oak.

Site 10—The Great Oak

	An expansive light forest covers much of the valley beyond the northern shore of the great lake.  However, one oak tree is much larger than all the others.  It is on the southern fringe of the woods, not far from the edge of the lake and well within visual range of the lake’s tiny island.


This tree is home to the Dryad of the Great Oak (the only name by which she calls herself).  She is cautious but generally friendly if the heroes are peaceful.  She speaks both Sylvan and Elven.  However, her unicorn companion has been missing for many days now and she is very worried about him—she will try to charm a hero to get him to search for the lost unicorn (the dryad herself will not stray far from her tree).  If the heroes can recover the unicorn, she promises to tell them what she knows of the Unseelie Court and the lost party.  The dryad has long been a subject of the Unseelie Court, and she knows the royal family; she can tell the party how to reach the Unseelie Court (“in a vast clearing through the dense wood to the north, reachable only through the hidden path; you will find the path at the edge of the dense wood by a large pit, but beware of the pit guardian for it spares only the rulers of the Unseelie Court.”).

Sir Marcus and Sylandria were met by the dryad over a month ago after fleeing from the hags.  She told the refugees how to reach the Unseelie Court, but Sylandria could not adequately translate the dryad’s warnings about the guardian of the pit to Sir Marcus.  They knight rushed off to the pit to meet his doom…

Site 11—The Light Forest of the North

	Much of the northern part of the valley is covered by a light, pleasant forest.  It stretches for miles left, right, and beyond the tall great oak.


This forest is home to a tribe of pixies—they are the protectors of the dryad of the great oak.  The tribe numbers nearly 80, but only a band (two for each character in the party) will confront the heroes as they pass through the woods.  The invisible sprites will harass the characters, cutting away their coin purses, stealing pieces of jewelry, and taking items from belts or backpacks.  They will use detect thoughts to blather on about what the heroes are thinking; they can also use confusion and entangle to slow the party’s movement.  If the heroes get aggressive, the angry sprites will fight back with their damaging and sleep arrows.  If the heroes don’t harm the pixies, but instead outwit them or show good humor, the pixies will make themselves visible and offer to trade.  They will pick one favorite gem or jewelry from each character, offering to sprinkle each character with “enchanted pixie dust” in exchange.  The dust will cover one weapon, shield, or armor and give it a +1 enhancement bonus for the rest of the day (permanent for masterwork items).

The pixies speak Sylvan, Elven, and some Common.  They are very familiar with the Unseelie Court, but will reveal nothing about it except that it rules the valley.  They know of Sir Marcus and Sylandria, since they let them pass the other month.  They also know that the dryad’s missing unicorn was last seen on the eastern edge of this wood.

Site 12—The Dense Wood and the Pit

	The far northern stretch of the valley, close to the northside of the surrounding rim, is filled with an extremely dense forest that seems to be virtually impassable to creatures larger than a sprite.  The wall of trees stretches on for miles and miles.  Finally, you spot a five-foot-wide opening in the dense trees, right by a sizable pit in the ground.  Oddly, the pit is not blocking the obscured path into the dense woods—it is several feet off to the side.


The pit contains one very big (Large, 12 HD +48, AC 16, STR 23, CON 19, Bite +10 melee, Damage 2d6+6) basilisk, the “guardian” of the pit.  Those of the Unseelie Court know a special whistle that compels the beast to crawl back into its hole—for anything else, however, it emerges and attacks.  As the heroes approach the pit, a successful Spot check (DC 10) will detect lots of stone fragments on the ground.  If they stop to Search (DC 5), they will find some that are clearly stone body fragments (feet, hands, fingers, etc.); someone can find the stone head of Sir Marcus.

Site 13—The Unseelie Court

	The narrow hidden path through the dense woods twists and turns for perhaps half-a-mile, making it difficult to follow.  However, the thick, densely packed trees make it impossible for creatures of any serious size to stray from the path.  The wood appears to be totally silent except for the occasionally beating of tiny wings, although you do not ever see anything.  Finally, the path ends at a huge clearing deep inside this dense forest.  The clearing contains only one structure, a huge palace beautifully crafted from oak wood.  There are no defenses, no guards, and the entrances are wide open.


As soon as the heroes enter the palace, they will be confronted by bow-wielding pixies (visible).  They will demand the heroes identify themselves and state their business.  If the pixies let the heroes out of the entry foyer, they will pass into the enormous Royal Hall, filled with banquet tables and chairs and two thrones.  A number of private compartments behind drapes are built into the walls.  The hall is mostly barren, holding less than a dozen elves.

These elves are the few remaining “wood elves”. King Miltades (Wizard-14) and Queen Anthara (Druid-14) are both “venerable” elves.  Their heir is Prince Mithrades (Ranger-7). The only women in the court are his sisters, the princesses Eriyes and Marlena (both 5th level Druids).  There are six other male elves, who are 3rd level Rangers.  The King and Queen thinned the “veil” separating their realm from the material world about six months ago, hoping to lure in elves from Semberholme who could help replenish the dying bloodline of the wood elves.  Sylandria is the first elf to have arrived since then, but unfortunately the thinned veil let in the hags and their servants.  Prince Mithrades saved Sylandria from the basilisk (it was too late for Sir Marcus).  He and Sylandria are now very much in love, and he has convinced her to stay in the Unseelie Realm and become his bride, thereby ensuring royal continuity.

The royal court is generally friendly.  They are apologetic for the hardships every faced in the valley, and they explain that they have been virtual prisoners in their palace since the arrival of the hags.  If the heroes have defeated the hags, the royals will be most grateful.  They will use their magic (notably Stone to Flesh and Heal) to cure the party of their injuries.  They will also grant the party a special blessing that will permit them to walk through the “veil” and leave the valley.  

However, Sylandria remains a problem—she refuses to leave with the party, and the royals are also insistent that she remain.  The party will likely be defeated in they resort to combat, but perhaps there are some stealthy or magical means by which they might kidnap a sad Sylandria from her true love.

Homecoming

Back in Cormyr, Sarp will be most displeased if the heroes return without Sylandria; he will angrily send them back to Alusair.  Only if the heroes return with the breastplate of Sir Harkon (which can be given to his family) will Alusair reward the heroes if they fail to bring back Sylandria.  Mathas will not care about Sylandria’s fate; if anything he is glad he does not have to get married now.

