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FORWARD

Fairy tales are more than true, not because they tell us that dragons exist, but because they tell us that dragons can be beaten.
- Neil Gaiman

I'm not that interested in recreating reality. I'm interested in creating an emotional truth.
- Guillermo del Toro

I think that fairy story has its own mode of reflecting truth, different from allegory or satire or realism, and in some ways more
powerful.
- J.R.R. Tolkien

Well maybe it started that way, as a dream. But doesn't everything? Those buildings, these lights, this whole city. Somebody had to
dream about it first. And maybe that is what | did. | dreamed about coming here. And then I did it.
- Raold Dahl

Never question the truth of what you fail to understand, for the world is filled with wonders.
- L. Frank Baum

Coming back to where you started is not the same as never leaving.
Terry Pratchett

I suppose if we couldn't laugh at the things that don't make sense, we couldn't react to a lot of life.
- Bill Watterson

The true poet is a man who is happy anywhere in endless measure if he is allowed to look at leaves and grass or to see the sun rise
and set. The false poet travels abroad in strange countries and hopes to be uplifted by the mountains of Switzerland or the sky and
sea of Italy. He comes to them and is dissatisfied. He is not as happy as the man who stays at home and sees the apple trees flower
in spring and hears the small birds singing among the branches.
- Jacob Grimm

If you don't know where you are going, any road will take you there.
- Lewis Carroll

Are not you he that sometimes make the drink to bear no barm; mislead night-wanderers, laughing at their harm?
- William Shakespeare

God does not play dice with the universe. He plays an ineffable game of His own devising, which might be compared, from the
perspective of any of the other players (i.e. everybody), to being involved in an obscure and complex variant of poker in a pitch dark
room, with blank cards, for infinite stakes, with a dealer who won’t tell you the rules and who smiles all the time.

- Terry Pratchett

I suppose it will all make sense when we grow up.
- Bill Watterson
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How 10 UsE THis Book

Step 1
Ensure you have the following sourcebooks.

Sourcebook Publisher Abbreviation

Into Wonderland

(that's this book!) Will Rotor 1Y
Player's Handbook paizee ko PHB
Coast
Monster Manual s aifdie MM
Coast
Dungeon Master's Guide pazdenhe DMG
Coast
Elemental Evil Player's Wizards of the
- EE
Companion Coast
OUTCLASSED: The NPC Statblock Will Rotor NPC

Compendium

You can acquire the EE and NPC books for free online through
the links above.

The following sourcebooks are optional. They are
referenced, but are not required to run the adventure.

Sourcebook Publisher Abbreviation
Volo's Guide to Monsters Wizards of the VGM
Coast
Mordenkainen's Tome of Foes Wizards of the MTF
Coast
Xanathar's Guide to Wizards of the
. XGE
Everything Coast
Tasha's Cauldron of Wizards of the
A {iCE
Everything Coast

STEP 2

Read the introduction (IW 9) and decide if this book is right for
your group. Run a "Session Zero" with your group to set
expectations going forward.

STeEP 3

Give your players the Into Wonderland Player's Guide to help
them make characters. Its content is included in Part 2 of this
book (IW 66).

STEP 4

Read through Part 1: Adventure Background (IW 6) and the
Running the Adventure section (IW 98) in Part 3. Start the
adventure in The Shimmer (IW 101) in Part 3. Make clear the
following short and long term goals for the party.

Short Term Goals. Fulfill the basic needs of Endercoast: food,
water, shelter, community, and safety. Establish
relationships (positive or negative) with the archfey who
rule the nearby courts.

Long Term Goals. Return Endercoast to the Material Plane.
Leave the Feywild behind.

STEPS

Use plot hooks (IW 100) and faction and archfey events (IW 28-
21) to foreshadow future adventures. Let the players decide
which hooks appeal to them. Additionally, use Unfulfilled
Needs (IW 44) to show the cost on Endercoast of not meeting
its basic needs.

STEP 6

The following characters can help the party leave Endercoast
by explaining the rules for entering the Feywild (IW 52).

e Jilwocky Niftywoop (IW 35)
e Hermione Galanodel (IW 11, 34)

STep 7
Use the travel rules for entering the Feywild (IW 52).

STep 8

Incorporate random encounters into your party's travel (IW
173).

STEP 9

Use the quests of the fey courts (IW 107, 117, 125, 131, 138)
and location descriptions (IW 56-65) for options on how your
party might achieve their short and long term goals.

Step 10

Characters can't take a long rest in the Feywild. They must
return to Endercoast to take a long rest.

Return to Endercoast using the rules to leave the Feywild
(IW 52). Use the Fey Influence table (IW 43) to describe how
the Feywild has begun creeping into Endercoast, and use
Unfulfilled Needs (IW 44) if the party hasn't been able to
achieve a short term goal.

Step 11

Conduct downtime activities (IW 37) in Endercoast and use
the event tables for each faction and court (IW 14-21) to
further the story. Review plot hooks (IW 100).

STEP 12

Repeat from Step 7 until the party have achieved all of their
short term goals and at least one archfey quest (IW 107, 117,
125, 131, 138).

Step 13

Conclude the adventure with the Looking Glass quest (IW
162).

STEP 14

Your party returns home to the Material Plane. Wrap up each
character's personal journey with a short epilogue.


https://media.wizards.com/2015/downloads/dnd/EE_PlayersCompanion.pdf
https://www.dmsguild.com/product/302037/OUTCLASSED-The-NPC-Statblock-Compendium
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INTRODUCTION

THE RUNDOWN

Into Wonderland is a book detailing an adventure in the
Feywild, a setting for Dungeons and Dragons 5th Edition. This
book provides player options, encounters, variant rules, and a
campaign of expeditions into the unknown centred around
the city of Endercoast that has been spirited away from the
Material Plane. To survive, you'll need to balance the needs of
the displaced city with the mercurial whims of four powerful
archfey.

GROUP EXPERIENCE

This book is best suited for a group that is confident with the
rules and expectations of Dungeons and Dragons, led by an
experienced DM. A good rule of thumb is that players should
have played a DnD character up to 8th level before beginning
this adventure, even if they make a new character for it.

WHAT 1s THE FEYwILD?

The Feywild is a timeless, forgotten place: the past, present,
and future mix, and the old ways roll over to neverending
change. Man still hangs on to the ways of the old world. The
Feywild does as it pleases.

In more certain terms, the Feywild is a sister realm to the
Material Plane home to the mercurial fey -- pixies, sprites,
dryads, and the like. It's a realm of fairy tales, a realm of
wonder, and a realm of nameless horror.

Wy THE FEywiip?

The Feywild is a setting for those who enjoy fairy tales, who
like fairies and witches and mischief and magic, and who long
to feel once again the sense of wonder and discovery they felt
as children. It eschews dungeon crawling and tactical
encounters for difficult, meaningful decision-making that
balances the needs of many disparate and ineffable forces.
Most of all, the Feywild is a setting of the unknown. It's
about striding forth into a realm of dreams, emotion, feelings,
and wonder. All of this only works because of the
juxtaposition between the other main setting of this
adventure, the city of Endercoast, whose strict routines and
rituals contrast heavily with the dreamlike nature of the fey.

WHAT's INCLUDED?

e Information on the city of Endercoast including great detail
about 14 key locations, 4 factions, a heap of downtime
activities, seasons, weather, holidays, and the influence of
the fey on the city.

e Information on the realm of the Feywild including a step-
by-step approach to creating an archfey, rules for using
emotional truths to travel, examples of dreamlike
descriptions, effects of the seasons and the weather, fairy
pranks, consequences for getting lost, and descriptions of
14 locations.

e New races and subraces, plus lists of races from official
books that would work well in the setting and specific
goals or ideals for each race.

e New subclasses, plus lists of subclasses from official books
that would work well in the setting.

e New backgrounds, including an Endercoast guard, a
courtier for an archfey, and a hag's servant, plus extra
material for other backgrounds that would work well in the
setting.

e New feats: Chaos Caster (wild magic surges) and Feywild
Navigator (easier to get around).

e New spells: babble, coin toss, despair, discord, euphoria,
extract dream, knight's hop, mouse, our little secret,
rainbow, reflect, return to earth, tormentor, and trick.

e Fantastical questlines taking a party through the courts of
the archfey and through journeys inspired by the fairy tales
of the Brothers Grimm.

e Random encounter tables and 40 random Feywild
encounters.

e Dozens of new monsters, including 8 ancient beasts, 3
dangerous plants, 4 extremely powerful archfey, a heap of
NPCs based on the new subclasses of the book, creepy
new fey like the darkwood stalker and the time vulture, a
powerful hag, and other such creatures in the Feywild.

e Ahandy guide for applying races quickly to NPC statblocks.

e A list of works that inspired the book.

e Otherinteresting tidbits and ideas sprinkled throughout!



QUIRKS OF THIS Book

e Battles are intended to be fought in theater of the mind.

e Non player characters in this book often use the "Friendly,
Indifferent, Hostile" system (DMG 244) for resolving social
interactions. To summarise, the players change the NPC's
attitude through roleplay before they make an ability
check to influence them.

e There's a lot of self-referential content, which means the
book includes a tonne of in-text references. Flip to a
random page and use the in-text references to guide your
way through various sections of the book, flitting to and
from wherever your heart takes you.

e Inparts 1, 3, and 4, the pronoun "you" refers to the DM. In
part 2, it refers to the player.

e The rules in the Feywild are intentionally "joojy". They
leave a lot up to the DM to adjudicate. Let your feelings
guide you.

e Included are adaptations of many fairy tales of the
Brothers Grimm (IW 108, 115, 118, 122, 126, 130, 132, 137,
143, 148, 152, 163). You can relegate them just to
inspiration, read them out to your players to set the tone
for a quest, or even use them as a framing device for the
campaign!

e Throughout are notes of advice from the reclusive
shopkeeper Matthew (IW 14, 19, 31, 32, 35, 37, 38, 46, 72,
79, 89, 100, 109, 118, 130, 143, 148, 152, 161, 163, 173, 185,
195, 197, 208, 219, 227, 235, 237), who supplies the party
with the equipment they need for adventure but can't join
them on their journey. These notes can be flavoured as
having been left hidden amidst the party's equipment only
to conveniently fall out when they're relevant.

e Most clerics are cut off from their gods as per the lore, but
it's expected that clerics are still able to draw power from
them. You can make a cleric character an exception to this
divine disconnect, or demonstrate the god's influence in
more subtle ways other than direct contact.

e Frequently, tasks the party must complete as part of a
quest are organised as "Skill Cascades". Skill cascades
contain instructions in their description. They are similar
to skill challenges found in 4th edition.

e Many of the key factions and fey courts are hinted to be
related to one another, but these relationships are not
explored in the text in detail.

e Each location includes flavourful descriptions of how to
get there, written from the perspective of someone
describing it to the party. This is meant to represent any
NPC that the party might come across for directions, but, if
you would like, every direction given to the players both in
Endercoast and the Feywild can be represented by the
following NPC instead.

Page References: IW 29-36, 56-65

Surric is an elf of indeterminate age and gender. They just
happen to show up whenever the party is in need of direction.
They seem to fitin fine in Endercoast, even despite their
eccentricities, and in the Feywild, they are as free as a bird.

Surric can be represented as an eladrin (IW 188) jester (NPC
52). If killed, they just reappear later as though nothing
happened, claiming to have no memory of the incident.

Appearance. They have big floppy rabbit ears instead of elf
ears, and their two front teeth are almost too big for their
jaw. They have a massive shield strapped to their back. The
shield is made of wood, but its face is covered in thick black
fabric. It almost resembles a turtle shell. The shield is an
odd piece of equipment for someone without weapons and
who is otherwise dressed in simple fabrics.

Voice. Casual, always delivered with a half smile and a roll of
the eyes.

Personality. Subtle digs and jabs at the party, and an overall
cynicism towards the world at large and the party's chances
of survival within it. Thinks it's all a bit amusing.

Ideal. Humour is how we cope with the absurdity of an
uncaring universe. (Chaotic Neutral)

Bond. Surric is secretly the archfey Cirrus in disguise. If the
disguise is revealed, Surric's skin sloughs off like snakeskin,
revealing a hideous mess of strings and pulleys within. The
shield's fabric burns away to reveal the large wooden mask
of Cirrus, the puppeteer. Even after the disguise is revealed,
Surric will reappear at a later time for the party as though
nothing has happened. It's still Cirrus.

Flaw. Surric offers nothing to the party but snarky directions.
They never ask for anything from the party, either, so
maybe it balances out.




DRAMATIS PERSONAE

Page References: IW 11, 14-18, 23, 27, 29-30, 41-42, 89, 98-99,
102-106, 148, 154-156, 158-160, 164, 170-171

Flustered and incompetent, Mayor Attercat struggles to
maintain control of the city of Endercoast after it is spirited to
the Feywild. His lack of competence has opened up
opportunities for several competing factions to vie for control,
all under his nose.

Mayor Attercat can be represented by a human king (NPC
298). He relies on his magic items, given to him as bribes
throughout his political career, to reassure him of his self-
image as an effective leader.

Appearance. Short, overweight, with a bright red nose from
his alcoholism. He's dressed in glorious purple robes.

Voice. He has a nasally voice and a sneering affectation. New
York accent.

Personality. Paranoid and mousey.

Ideal. One's financial standing is a measure of one's worth as
a person. The richer you are, the more deserving of those
riches you are. The poor oughtta pull themselves up by
their bootstraps. (Lawful Evil)

Bond. Indebted to the Union of Small Business Owners who
have bribed him with luxurious piles of magic items and
gold.

Flaw. Easily bribed, which means that his government really
has no identity distinct from its "investors". Whatever the
lobbyists say is what goes.

Page References: IW 11, 13-15, 29-31, 36, 38, 41, 88, 98-99, 105-
106, 155-158, 161, 164, 170-171, 175

Commissioner Lasick is a brutal, no-nonsense infrastructure
coordinator who has built his career in the engineering sector.
He has recently acquired the badge of commissioner and
intends to reform the slipshod Endercoast guards into a
fighting force to be reckoned with.

Commissioner Lasick can be represented by a stout halfling
trebucheter (269) and is never seen without his arcane turret
(NPC 268).

Appearance. A dark-skinned halfling with deep scars on his
face and calluses of a life working with his hands. He wears
drab, functional armor somewhat visible underneath his
commissioner's uniform.

Voice. Deep, gruff, and a bit snarly. Canadian accent.

Personality. No nonsense.

Ideal. A single competent person can make all the difference
in the world. (Lawful Neutral)

Bond. His six chiefs and their immediate underlings are his
"untouchables" -- they cannot be bought.

Flaw. His failures as an engineer follow him. He sees his
mistakes in Endercoast's infrastructure everywhere he goes.

Page References: IW 11, 16, 21, 34, 83, 98-99, 105-106, 151,
155, 158-160, 165, 171

Hermione Galanodel is a devotee and spokeswoman of the
Sentinels of Equity whose goals are to return Endercoast to a
state of nature. She believes that by presenting her arguments
reasonably, people will be turned to her point of view. Anyone
who isn't convinced is therefore unreasonable and should be
eliminated.

Hermione can be represented by a wood elf court debater
(NPC 49).

Appearance. Tall, thin, covered entirely in white robes. Her
long black hair trails out from her hood.

Voice. Oozes like honey. Upper class non-rhotic Southern
American.

Personality. Affable, insistent, and self-assured. Prides herself
in her stoic affectation.

Ideal. All shall be made equal. (Chaotic Neutral)

Bond. Joined the sentinels after her high elven village elder
betrayed her people to become a lich.

Flaw. Cannot suppress her emotions as well as she thinks.

Page References: IW 11, 17, 21, 36, 41, 98-99, 105-106, 154-156,
159-161, 165, 171, 185

Turph Musheen is a retired adventurer and small business
owner. He owns a flower shop. He's also on the board of the
Union of Small Business Owners and has gained massive
support from the other union members for his rejection of the
Feywild's influence over Endercoast. The city should be self-
sufficient. It should not give in to the magic of the Fey.

Turph is represented by a half-orc commander (NPC 290).

Appearance. Well-dressed grey-skinned man with tusks.
Braided through his hair are four flowers: a white rose, two
daffodils, and a chrysanthemum.

Voice. Rough and working class, hiding a sharp intelligence.
Heavy cockney accent.

Personality. Everything's a negotiation to him. He likes to beat
around the bush before getting to the point.

Ideal. If we don't stand up for ourselves, nobody's gonna do it
for us. (Neutral)

Bond. His son was killed in the Endercoast salt mines ten
years ago. He vowed never to let anything like that happen
again, no matter the cost. His wife and two daughters now
live a respectable lifestyle in a nice part of town. The four
flowers in his hair symbolise his family. Flowers need a
gardener.

Flaw. Not above using dirty tricks and intimidation to get what
he wants, and he doesn't see the hypocrisy in his actions.
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Page References: IW 12, 16, 18, 43, 59, 63, 80-81, 87, 98-99,
108-116, 119, 127, 133, 165, 167-168, 171, 179, 182, 190-192,
216,228

Lord Cals of the Litter and the Peat is an ancient archfey,
perhaps older than the Feywild itself. He is as patient as the
winds that flatten a mountain. He is as determined as a root
that grows in a crack in a stone. He waits, sometimes for
millennia, as eventually all problems will fade away.

Lord Cals is represented by the Lord Cals statblock (IW 190).
He primarily uses time vultures (IW 216) and stone golems
(MM 170) as minions.

Appearance. He appears to mortals as a black-cloaked
skeletal specter, his head the skull of a goat, wearing a rope
necklace adorned with a beautiful red rose.

Voice. Deep, slow, cracked, and sonorous.

Personality. Patient. His wrath is unearthed only after careful
deliberation.

Ideal. 1t doesn't matter who you are. Your time will end
eventually. (Neutral Evil)

Bond. The red rose pinned to his rope necklace is a symbol of
a long-lost faerie queen whose advances he spurned. When
she gathered her forces to destroy him, he slew them all
and locked her forever away in his rose.

Flaw. He does not sweat small failures, knowing that in the
end he will be victorious. But for mortals with short lives,
this means he can be defeated. At least for a while.

Page References: IW 10, 12, 19, 29, 43, 46, 59, 81, 87, 98-99,
109, 118-124, 127, 133, 159, 165, 168, 171, 179, 193-195, 229
Cirrus the Jester is a trickster spirit. They tell jokes to
soothe their addled, sickened mind. But nothing suffices.
Cirrus is represented by the Cirrus statblock (IW 193). They
primarily use eladrin jokers (NPC 297), jesters (NPC 52), and
clowns (NPC 281) as minions.

Appearance. They generally appear to mortals as a clown with
a formless, indistinct body, wearing a wooden mask that
betrays no emotion. They can shapeshift at will into any
mortal that has ever laughed at their jokes.

Voice. Modulating wildly between masculine and feminine,
deep and high, joking and serious. They have an unsettling,
mirthless, megalomaniacal laugh.

Personality. Desperately clownish, often mean-spirited.

Ideal. Humour is how we cope with the absurdity of an
uncaring universe. (Chaotic Neutral)

Bond. As a mortal, Cirrus was a genderfluid eladrin circus
clown, blessed by Corellon with shapeshifting powers. They
fell in love with a beautiful acrobat, a woman who glowed
with the joy of life itself. The acrobat asked for Cirrus' hand
in marriage, and on the night of their wedding, she revealed
that her true form was that of Lliira, Goddess of Joy.
Overwhelmed, Cirrus descended into madness.

Flaw. Cirrus would like nothing more than to return to Lliira
and join her in Elysium. But they know they are too far gone
for her to ever want them back. So much has gone wrong.
So much is lost.

Page References: IW 12, 20, 59, 61, 64-65, 70, 82, 87, 98-99,
102-106, 109, 119, 126-130, 133, 151, 165-166, 168-169, 171,
179-183, 196-197, 203, 218, 230

Dailili was once a dryad whose many children in the
material realm were cut down by a woodsman. She slew him
but was banished to the Feywild for the crime of murder. In
the Feywild, she now sits on her rooted throne, plotting her
revenge. A tree has sprouted from her fey court, an extension
of her very will, that is fated to consume all of existence.

Dailili is represented by the Wild Guardian (NPC 160)
statblock (her dryad form) and her true Dailili (IW 196) form.
She primarily uses dryads (MM 121) and either wood woads
(VGM 198) or primeval guardians (NPC 171) as minions, plus
other plant monsters such as blights (MM 32) and treants (MM
289), each of which are an extension of herself.

Appearance. She appears to mortals as an ordinary (if
toweringly tall) dryad. Only her sheer size and her glowing
magenta-tinted eyes give away her true identity as an
archfey. Her true form is the entire forest around her court,
where every tree shares the same root system linking with
the Tree of Infinity at the center.

Voice. Soft, bitter, and rumbling.

Personality. Brimming with rage, spite, and hatred for all
things except the plants and creatures she has birthed.

Ideal. Mortals have no respect for nature. She will make them
respect her. (Chaotic Evil)

Bond. She was banished from the Material Plane, her birth
plane, for the crime of murder. Perhaps there is a chance
that she can be pardoned for her crimes. But what then of
her court in the Feywild?

Flaw. Dailili does not value the lives of creatures other than
herself. They are so small, and she is so big.

Page References: IW 12, 21, 31-32, 59, 72, 80, 83, 87, 99, 109,
119, 132-137, 146, 165-167, 171, 179, 198-199, 231

The Princess of Dewdrops brings rain, fog, and chill in her
endless dance, wreaking havoc across the Feywild as she
revels in the melancholy of distant thunder.

Tettlebug Moonflower is represented by the Tettlebug
statblock (IW 198). She primarily uses stormcloud mephits (IW
216), sprites (MM 283), and pixies (MM 253) as minions.

Appearance. Tettlebug appears to mortals as an ordinary
pixie. Her status as an archfey is revealed by the intricate
patterns on her wings that glow with barely-contained
thunderous energy, and by the fact that every beat of her
wings lets loose a minor thunderclap.

Voice. She has a tiny voice that booms.

Personality. She is a reveller, a singer, and a destroyer, and
she hardly knows the destruction she has wrought.

Ideal. There is nothing more comforting than the sound of
rain pattering against the leaves and the boom of thunder in
the distance in the night time. (Chaotic Neutral)

Bond. She has a family of pixies that are very worried about
her. They do not know the immense power that she has
gained since she went missing. She is just their lost sister.

Flaw. She is unaware of the true extent of her power.



Page References: IW 13, 59-63, 65, 98, 108-114, 139-141, 150-
151, 166-168, 171, 179-180, 232-236

The hag in the woods can grant you your wildest dreams,
but if you cross her, those dreams will become a nightmare.
And you'll never wake up.

Dearest Gran has her own statblock in this book (IW 232).

Appearance. A crooked old woman in simple clothes, wielding
a disarmingly kind smile like a carving knife.

Voice. Her voice is like that of a traditional fairy-tale witch, all
scratchy and cackly and manic, though her words are
always sober and dangerous.

Personality. Dearest Gran has no issues whatsoever with
enslaving others to her will, and she will often lazily use her
servants for simple tasks. She dotters around like a
harmless old woman most of the time, but if she is crossed,
her wrath is absolute.

Ideal. Dearest Gran despises a cheater. (Neutral)

Bond. Her most powerful magic comes from a coven between
her and her two sisters, night hags (MM 178) that have
retreated to the Nine Hells and mostly ignore her. She
resents her sisters but dares not confront them for fear of
losing her powers.

Flaw. While she cannot explicitly be said to be evil, Dearest
Gran is typical of the immorality of hags, having no issues
with stealing children, enslaving people against their will,
and sending people hurtling into horrors worse than death.

Page References: IW 13, 35, 52, 151

Despite his diminutive size, Jilwocky is a dangerous force to
be reckoned with. He is in tune with the chaos of the Feywild
due to his druidic connection with Silvanus, God of Wild
Nature, while also being a shark in the political game. It was
his savvy that allowed the Sylvan Gardens to remain as large
and impressive as they are in the middle of an otherwise
industrial city.

Jilwocky can help the party enter the Feywild. On a full
moon, he will take the form of a wolf and ask the party to
reveal to him a deep, powerful truth about themselves. Only
then can they pass through the Shimmer.

Jilwocky can be represented by an archdruid (VGM 210) or
by an archdruid coven leader (NPC 83).

Appearance. Diminutive, yet self-assured and powerfully
built.

Voice. Gnomes have high voices, and he has a deep voice for a
gnome, meaning he just has a relatively unassuming voice
that hides a deep wisdom.

Personality. He always knows more than he lets on.

Ideal. The wilds can't be dismissed as mindless chaos. There
is a rhythm to them. An understanding you must reach if
you are to survive. (Neutral)

Bond. Jilwocky lives in a hill in the Sylvan Gardens with his
wife and six kids. He cooks dinner every evening.

Flaw. Jilwocky is extremely reluctant to use his power. He is
afraid that he will be overtaken by the wilds and forced into
direct service to Silvanus. He likes the pocket of lawfulness
he has achieved for himself in Endercoast.

Page References: IW 13, 17, 24, 32, 36, 38-39, 41

Matthew is the owner of a large adventuring shop in
Endercoast where he sells all gear that any adventurer could
conceivably want. He is secretly a powerful fighter/cleric,
though he does not like to advertise this fact. A terrible curse
prevents him from ever leaving his shop. Matthew has placed
notes in the margins throughout this book, an effort for him to
reach out to others in the few ways he still can.

Matthew is represented by the indefatigable (NPC 99)
statblock with the quick features of a forge priest (NPC 68).

Appearance. A barrel-chested man in his mid-to-late fifties, a
thin layer of fat over a thick layer of muscle. His curly black
hair and beard is neatly trimmed in a Greek style.

Voice. Sonorous, with always a hint of amusement and
interest in others' stories.

Personality. He doesn't get a lot of human connection locked
up in his shop, so he tries to make conversation with his
regulars wherever possible. He's lived a long, hard life with
many twists and turns and loves to swap stories.

Ideal. He is a cleric of Hephaestus and values independence
and freedom. He feels he lacks these things in his own life.
(Neutral Good)

Bond. If he can break his curse, he may be able to return to
the Plane of Fire to be with his one true love, a fiery
salamander.

Flaw. He has little patience for those who rely too much on
others. An adventurer should be effective even on their
own. Specialisation is for insects.

Page References: IW 13, 19, 40-41, 154-161

No record of the Saltine Herald exists from before
Endercoast came to the Feywild. No one can say that they
have ever seen its editor in person, Rita Barnacky. In actual
fact, she is a formless fey spirit that was trapped in Endercoast
when it was teleported to the Feywild.

Rita Barnacky can be represented by a banshee (MM 23) if
she is ever summoned.

Appearance. Rita will take on the form of a winter eladrin
banshee if somehow summoned.

Voice. Rita is voiceless, only able to communicate through her
newspaper. If fought in banshee form, she screams random
headlines in a shrill, high-pitched middle-aged woman's
voice.

Personality. Rita is extremely conservative and theocratic, an
unusual trait for a fey. This is likely why she immediately
became attached to Endercoast when it arrived.

Ideal. Rita is nothing without her new identity as a newspaper
editor, and if the city falls, she will go back to being a
formless spirit. She only cares for others to the extent that
they would make a good story in her paper. (Neutral Evil)

Bond. Of the four factions in the city, she often flip-flops in her
biases, but generally likes the government and the
Sentinels of Equity and hates the union and commissioner.

Flaw. Rita is inflammatory to a fault and can't resist
publishing attack pieces of even those who should be on
her side.
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FACTIONS

ENDERCOAST FACTIONS

ENDERCOAST GOVERNMENT

LEADER
Hitchen Attercat is the mayor of Endercoast. See Dramatis
Personae for details.

GoALs
The government of Endercoast pursues the following goals
over the course of the story.

Return to the Material Plane. The Feywild is a scary place that
can't be tamed. The longer the city spends here, the more it
will fall into anarchy.

Protect the Interests of the Mayor. The mayor takes bribes
from the Union of Small Business Owners, and his daughter
has her own fashion store in the city square that he wants to
ensure the success of. He acts to support these businesses if
they don't interfere with his other goals.

Preserve the Mayor's Secret. The mayor is rumoured to have
a secret lover. If his unfaithfulness to his wife were ever
confirmed, it would seriously undermine his chances at
reelection.

INFLUENCE

Finances. The government has effectively unlimited funds for
this adventure. As long as the people of Endercoast
collectively agree to continue to use the gold piece standard
while in the Feywild, the government can secure its
hegemony over the city through financial means.

Leverage. After taking so many bribes, the government and its
politicians have an uneasy alliance with many criminal
organisations in Endercoast due to mutually-assured
destruction. They both have world-shattering revelations to
share, if only the other would strike first.

Politics. The government is able to achieve its political goals
because of the support of its people and because of its
careful bureaucracy that exists to prop itself up. With a
bureaucracy in place, any reasonably intelligent politician
can absolve themselves totally of responsibility for anything
bad that happens.

EVENTS

You can roll randomly for the following faction events, or
choose an event appropriate to your session.

dé

Event

The mayor plans a ball to celebrate his daughter's
3oth birthday. Worried that nobody will attend, he
puts in place an 8 o'clock curfew and makes his ball
an exception to the curfew.

The mayor starts following through on his campaign
promises to "clean up the streets" of both trash and
crime. Suspiciously, the mayor has never fulfilled a
campaign promise before, leading many to believe
that he's been replaced by a doppelmayor.

To celebrate the party's recent victory, he invites
them to a public ceremony to grant them the key to
the city. He changes his mind last minute and gives it
to Huck Lasick instead, despite the fact that Lasick
absolutely does not want the key to the city.

The mayor takes some time off at his mansion by the
docks, ostensibly by himself. Without him, a lot of
work is getting done by the council, but he's been
gone a while and some people are getting worried.

The mayor bans all travel in or out of the city. The
guards are unlikely to follow his demands, especially
considering that some people have seen the mayor
sneaking someone in and out anyway.

The mayor's daughter uses her father's political clout
to advertise her fashion store.

FAcTioN BONUSES

By completing sidequests, the group can increase or
decrease their faction relationship.

Relationship Bonus (or Detriment)

NPCs allied with the government have
advantage on Intelligence (Investigation)

! and Wisdom (Insight) checks made against

LIS the party, and they are supported by 1d4
inquisitors (NPC 183) each.
i~ No effect.
Citizens
When a party member takes the Help
] action to assist an ally with an Intelligence
ST (Investigation) or Wisdom (Insight) check,

Lobbyists

the recipient can additionally add 1d4 to
their result.

The party receives the above benefitand
2 can put into place one reasonable city law.
The party can't put into place any further
laws than this.



ENDERCOAST GUARD
LEADER

Huck Lasick is the commissioner of the Endercoast Guard. See
Dramatis Personae for details.

FIGHTERS

The guards in the Endercoast Guard are all fighters. The guard
is made up of six precincts (refer to NPC 75 for the rundown
on fighter squads) with 5d100 guards (MM 347) in each
precinct (roughly 250 per precinct and roughly 1500 total).
The precincts are respectively led by a veteran (MM 350), a
master-at-arms (NPC 103), a rally guard (NPC 103), a
commander (NPC 290), a brute (NPC 106), and a banneret
(NPC 102) as their chiefs.

GoALS

The Endercoast Guard pursues the following goals over the
course of the story.

Crack Down on Enormities. Endercoast is a city of sinners.
The commissioner knows that a few broken windows is all it
takes for criminals to think they can get away with it, so his
strategy is one of zero quarter.

Replace Shoddy Engineering. A lot of Endercoast's
engineering work was done shoddily, in a rush, to keep up
with a velocitous population growth. Now that the
population has levelled off (especially because everyone is
trapped here), now's the time to push for some
infrastructure work that desperately needs to get done.

Ally with the Cult. Huck Lasick isn't a religious man, but he
knows the power of church on ensuring the obedience of
the masses. He thinks the Sentinels of Equity are a bunch of
crackpots, but if they can help him maintain order, maybe a
bunch of crackpots is what this city needs. He doesn't quite
understand the true purpose the cult, unfortunately.

INFLUENCE

Leadership. The guards command respect from their citizens,
who go along with what they say unless they have a good
reason to disobey (and are willing to potentially put their
life on the line to do so). The commissioner commands the
guards, and time and time again he proves his capabilities
as a leader.

Persistence. Commissioner Huck Lasick does not rest until he
has his man. He does not sleep until he has a solution to his
problems. He does not give up, not now, and not ever. He is
relentless. He is inevitable. And his guards must follow suit.

Violence. In concept, as an organisation a city guard has
widespread societal permission -- and in fact, expectation --
to inflict violence on those who would go against the
interests of the city. They employ mercenaries and train
recruits to become lethal fighters. They are the largest
combative force in the adventure, moreso even than any
individual archfey's forces.

EVENTS

You can roll randomly for the following faction events, or
choose an event appropriate to your session.

dé

Event

The commissioner arrests thirty anti-Feywild
protesters off the street, causing the protests to
worsen as more people take up the cause.

One of the commissioner's top-ranking chiefs is
assassinated, prompting a swift and violent
investigation into the perpetrators.

The commissioner makes a publicapology for the
recent collapse of a small stone bridge that he
oversaw the construction of ten years prior. The
bridge wounded a young child when it collapsed.

The commissioner sends several dozen guards out
into the streets with soap, buckets of water, and fresh
paintin order to clean up the rampant graffiti. They
accidentally paint over a beautiful mural that Mayor
Attercat had commissioned for his daughter.

A councillor accuses the commissioner of refusing to
investigate the bribes that the Union of Small
Business Owners pays to the mayor. In response, the
commissioner asks the party to investigate the
councillor for any wrongdoing on his part.

A crime boss (NPC177) puts out a hit on the
commissioner. 1,000 gp for the halfling's head. 1dé
discount assassins (NPC 181) take to the streets.

FAcTioN BONUSES

By

completing sidequests, the group can increase or

decrease their faction relationship.

Relationship

Informants

Consultants

Bonus (or Detriment)

The streets are filled with bandits (MM
343), dirty fighters (NPC 293), thugs (MM
350), and the occasional outlaw (NPC 303).

-1 .
Sometimes, there are much worse threats,

FeipE like an arcane thief (NPC180) or a master
thief (VCM 216). It's not safe to walk around
after dark.

9 No effect.
Civvies

The party is accompanied by a mercenary

(NPC 301) from Lasick's "untouchables" --
1 not a chief but an experienced sergeant.
Lasick's guard forces as a whole become
mercenaries (NPC 301) instead of guards
(MM 347).

The party receives the above benefitand is
pardoned for a serious wrongdoing, if
2 applicable. The party can't be pardoned for
further wrongdoings, and crimes
committed with knowledge of a potential
future pardon cannot be pardoned.
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SENTINELS OF EQuITY

LEADER

The Sentinels of Equity have no official leader, but Hermione
Galanodel is their spokeswoman. See Dramatis Personae for
details.

ReLiGcious DETAILS

Chaotic Neutral. The Sentinels of Equity do not worship a
specific god, but moreso the abstract concept of a "truly equal
society". Perhaps there is a god that grants them their powers,
though such a god has yet to reveal itself. Now that the city
has been cut off from the Material Plane, their power has
remained steady while other churches of Endercoast, aside
from those of Lliira and Silvanus, have waned.

Cultists of the sentinels of equity dress in identical white
robes and often speak together as many voices merging into
one. Once a day, each cultist can replace any result of a die
roll with 10 (before adding modifiers).

GoALs

The Sentinels of Equity pursue the following goals over the
course of the story.

Absolute Fairness in All Matters. The cult believes that the
government and the city guard are incapable of objectively
doling out justice. Only the Sentinels of Equity are capable
of viewing criminal acts from an unclouded perspective and
should therefore be the adjudicator in all cases.

Return to a State of Nature. Endercoast is a city encroaching
on the natural order of the world. Being transported to the
Feywild is a sign that the city has strayed too far from its
roots and must tear itself apart to coalesce into the soil
once more.

Eliminate the Opposition. Any who disagree with the
Sentinels of Equity are acting unreasonably, and there is no
room in this world for unreasonable people. The cult must
eliminate anyone who crosses them.

INFLUENCE

Divine Magic. The sentinels command divine power in a place
that is otherwise largely cut off from the gods. Most major
religious institutions find their clerics powerless. Not so for
the sentinels. They heal the sick, banish undead, and bring
light to the masses.

Luck. The sentinels have made a pact with Lord Cals, who
supplies Hermione Galanodel and other influential
members of the cult with a warlock's magic. Lord Cals
provides them the boon of patience -- the dice will be in
their favour if they are willing to wait.

Manipulation. The sentinels have their claws in most
influential organisations in Endercoast. They've bribed the
government, they've installed secret members on the board
of the Union of Small Business Owners, and they've
convinced the Endercoast guard that their presence in the
city helps maintain order.

EVENTS

You can roll randomly for the following faction events, or
choose an event appropriate to your session.

dé Event

Cultists burst into an active criminal court case and
demand that the defendant be executed
immediately for the crime he is so clearly guilty of
perpetrating.

The cultists summon the spectral visage of an
2 archfey, casting it high into the clouds so thatall of
Endercoast can listen to its demands.

The cultists set off an explosive rune in the sewers to
3 demonstrate to the common folk their over-reliance
on proper sanitation. The city stinks.

The cultists make an assassination attempt against
4 Mayor Attercat. His incompetency only serves to
hinder their goals.
The cultists send cultists of the archfey (NPC 220)
disguised as church hands to "support” a guard raid
on suppliers of ellicit substances. Secretly they wish
to obtain these substances for themselves.

Hermione meets a party member at a formal event
6 and attempts to convince them tojoin her cult. She
becomes vengeful if denied.

FAcTiION BONUSES

By completing sidequests, the group can increase or
decrease their faction relationship.

Relationship Bonus (or Detriment)

The party cannot add their proficiency

-1 ;
bonus to saving throws due to a curse from

Heretics the cult.
° No effect.
Fools
Once per day, a party member can replace
an ally's d2o roll for an ability check, attack
] roll, or saving throw with 10 (before
Useful Fools modifiers). After doing so, the original
party member's next ability check, attack
roll, or saving throw also becomes 10
(before modifiers).
) The party receives the above benefitand
. also receives the maximum healing
Cultists

possible from all hit dice rolled.



UNION OF SMALL BUSINESS OWNERS

LEADER

Turph Musheen is the most influential member on the board
of the Union of Small Business Owners. See Dramatis
Personae for details.

FEATURES

The union uses thugs (MM 350) for intimidation purposes.
Thugs have access to Pack Tactics, which is a powerful feature
that grants advantage when ganging up against a target. You
can grant other NPCs the Pack Tactics feature if they work for
the union.

As an alternative to Pack Tactics, you can grant NPCs the
ability to use the variant flanking rules (DMG 251), which is
also what player characters gain access to as a result of allying
with this faction. If you're running this adventure with theatre
of the mind, you can adapt the flanking rules as follows:

Theatre of the Mind Flanking. When a creature and its
ally are both within 5 feet of a target, a creature can spend

10 feet of movement to position itself in such a way that
the target becomes flanked. The flanking bonus lasts until
the creature, its ally, or the target moves, or the creature or
its ally become incapacitated.

GoALs

The Union of Small Business Owners pursues the following
goals over the course of the story.

Protect Our Own. Members of the union are granted special
protections and must be allowed to call upon the resources
of the union to support them. All for one and one for all.

Absorb Competitors. Almost every other guild in Endercoast
has been incorporated into the union, and they won't stop
until everyone is a part of their organisation whether they
like it or not.

Return to the Material Plane. The Feywild isn't good for
business. Law is preferable to chaos.

INFLUENCE

Arcane Magic. When the court wizards joined with the union,
Mayor Attercat knew that attempting to circumvent the
union would be hopeless. The wizards possess scrying and
illusion magic that make it impossible to pull a fast one on
them. Or so they think, for their overconfidence breeds
complacency.

Intimidation. The union wields the power to shut the city
down at any moment. Endercoast can't function without
the businesses that supply its people with essential services
like food, clothing, water, and medicine. If the union is
crossed, they will strike, and the city will suffer.

Law. The union's team of expert lawyers can worm their way
in and out of the legal labyrinth, always ensuring that the
union comes out on top in a negotiation.

e — == e

EVENTS

You can roll randomly for the following faction events, or
choose an event appropriate to your session.

dé Event

Matthew the blacksmith calls upon the union to
provide him with extra tools to detect and disable
magic after his shop is burgled by an arcane thief
(NPC180).

The board funnels money into a public works project
that would necessitate tearing down and relocating a

2 rival weaver's guild's headquarters. They hope that
this will pressure the guild into joining with the
union to survive.

Union thugs beat an auditor in the streets for daring
to give one of their members an unfavourable report.
The auditor, a young woman named Hacinth, refuses
to press charges out of fear.

Two board members make a pact to veto all of Turph
Musheen's proposals, worried that he is letting his

4 power go to his head. He manages to gather enough
votes to kick them from the board, so they try to start
their own competing union.

A courier for the union is caught transporting a bribe
to mayor Attercat. The union denies all responsibility.
The party is asked to sit in to the court hearing, where
the mayor absolves the union of all wrongdoing.

A previously-successful mining company, Tracer Coal,
refuses to pay its workers their salaries given that the
mine is no longer accessible while they're in the

6 Feywild (even though the miners are still completing
jobs for the company). Union thugs face off against
mercenaries (NPC 301) hired by Tracer Coal to press
the workers into complacency.

FAcTioN BONUSES

By completing sidequests, the group can increase or
decrease their faction relationship.

Relationship  Bonus (or Detriment)

-1 The party magically loses 25 gp per week
Boycotters  due to a curse from the union.

° No effect.
Customers

1 The party gains access to flanking rules

Stakeholders (DMG 251).

The party receives the above benefit as
well as a dividend of 50 gp per week from
the union.

2
Investors

0/
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ARCHFEY COURTS
THE LITTER AND THE PEAT

Lord Cals rules the court of the Litter and the Peat, a place
frozen in time after a calamity struck the ancient race that
once lived here, more ancient even than the gods. The
architecture of the old race is alien, non-euclidean, beautiful
in its own way, and the moment of the destruction of their
most sacred buildings has been forever preserved.

LEADER

For information on Lord Cals, see Dramatis Personae (IW 12)
and his statblock (IW 190).

GoALs
Lord Cals pursues the following goals.

Inevitability. Anyone who wishes to cheat death must be
shown the error of their ways.

Purification. Lord Cals intends to remove Endercoast from the
Feywild. An advanced society threatens the purity of his
court.

INFLUENCE

Patience. Lord Cals is used to waiting. His time vultures (IW
205) take advantage of an enemy's impatience, and his
stone golems (MM 170) force enemies to slow down. The
magic of his court rewards those who take their time and
punishes those who strike ahead.

Reservation. Lord Cals possesses nigh-limitless power, but he
is careful about how the power is used. He refuses to
employ more of his power than is necessary, so the most
successful of his enemies are those who are as patient and
insidious as he is, never revealing their full strength until it
is too late.

MINIONS
Any minions with the "(any race)" tag are eladrin (IW 188).
They're marked with an asterisk (*) here.

e Cultists of the Archfey* (NPC 220)
e Dream Guardians* (NPC 87)

e Gargoyles (MM 140)

e Liminal Druids* (NPC 91)

e Nagpas (MTF 215)

¢ Nothics (MM 236)

e Onis (MM 239)

e Scarecrows (MM 268)

e Stone Golems (MM 170)

e Time Vultures (IW 205)

e Twilight Priests* (NPC 80)

e Warlocks of Lord Cals* (IW 228)

EVENTS

You can roll randomly for the following court events, or
choose an event appropriate to your session.

dé Event

Lord Cals replaces half of the statues in Endercoast

' witha gargoyle (MM 140) to keep watch over the city.

Lord Cals asks a trusted dream guardian (NPC 87) to
2 torture the party members or an enemy faction
through their dreams.

Using onis (MM 239), Lord Cals kidnaps vulnerable
3 people from Endercoast in the hopes of converting
them into his cultists.

Lord Cals sends 52 (5d20) time vultures (IW 216) to
circle Endercoast from above, watching and waiting.

Lord Cals signs a deal with Mayor Attercat. The mayor
adds the quick features of a warlock of the archfey
(NPC 220) to his existing statblock (king/queen, NPC
298).

Lord Cals curses the city of Endercoast with a "slow
day" where every citizen of the city must succeed on a
DC 20 Constitution saving throw or fall under the
effects of slowuntil twilight.

PATRON BONUSES

By completing sidequests, the group can increase or
decrease their court relationship.

Relationship Bonus (or Detriment)

-1 The party has disadvantage on initiative
Hustlers rolls due to a curse from Lord Cals.
o
. No effect.
Mayflies
The party draws from the same pool of
available spells. Spells unavailable to one
party member also become unavailable to
the rest. Their shared spell save DCiis 8 +
] proficiency bonus. The party can cast the
Observers following spells innately.
1/day each: comprehend languages, dispel
magic, hold person, protection from evil
and good, sanctuary, slow, tongues, zone of
truth
) The party receives the above benefit as
Wanderers well as the following magicitem: loun

Stone, Reserve (DMG 176).



THE COURT OF JEST

The Court of Jest is the threshold of theatre. Meet an actor
backstage after the show, and behind the stage is an identical
theatre, only this time you are the actor and the actors are the
audience. Impress them and the court will accept you into
their ranks of performers and acrobats and clowns.

LEADER

For information on Cirrus the Jester, see Dramatis Personae
(Iw 12).

GoALs

All the World's a Stage. Expose the artifice of society. It's all a
performance. It's all an act. Endercoast's unwillingness to
fully embrace the chaos of the Feywild is foolishness. And
wouldn't Cirrus know about being a fool.

Hide the Pain. Anything to keep the painful thoughts at bay.
Any distraction at all.

INFLUENCE

Entertainment. They say the only thing holding society
together is bread and circuses. Cirrus understands that the
latter is a double-edged sword: society needs
entertainment, and yet entertainment has the power to
collapse society.

Mockery. Cirrus knows exactly how to bring pompous people
back down to earth. He knows their deepest flaws and
knows just the right words to say to bring them to their
knees. No amount of protestation or denial will suffice.
Cirrus' mockery is truth.

MINIONS
Any minions with the "(any race)" tag are eladrin (IW 188).
They're marked with an asterisk (*) here.

e Banshees (MM 23)

e Bards* (VGM 211)

e Clowns* (NPC 281)

e Cultists of the Archfey* (NPC 220)
e Doppelgangers (MM 82)

o Effects Masters* (NPC 282)
e Fashionistas* (NPC 283)

e Glamour Bards* (NPC 51)

e Harpies (MM 181)

e Jesters* (NPC 52)

e Jokers* (NPC 297)

e Satyrs (MM 267)

e Warlocks of Cirrus* (IW 229)

EVENTS

You can roll randomly for the following court events, or
choose an event appropriate to your session.

dé Event

Cirrus puts on a circus performance. Everyone in

1 Sr .
Endercoast finds an invitation in their pocket.

Cirrus sends his minions to crash a court debate,
2 mocking both sides for not seeing the obvious
solution to their dispute.

Cirrus replaces one key faction leader with a
doppelganger and puts on endless performances to
3 entertain the real person. Cirrus tells them that they
will be set free when they agree that the
performance was the best they have ever seen.

Cirrus disguises themselves as a member of the
4 nobility and wanders around Endercoast, seeing life
from the eyes of a mortal. They're disgusted.

Cirrus kidnaps Rita Barnacky of the Saltine Herald
(IW 24) and disguises themselves as her. The Saltine

> Heraldinsults key faction leaders, getting right to the
roots of their deepest insecurities.
Cirrus tries to secretly attend a show in the Church of
Her Inimitable Joyousness but can't stop themselves
6 from openly weeping and causing a scene. They

summon clowns (NPC 281) to cause chaos and then
attempt to cast modify memoryon anyone who
might have recognised them.

PATRON BONUSES

By completing sidequests, the group can increase or
decrease their court relationship.

Relationship Bonus (or Detriment)

Due to a curse from Cirrus, each time a
party member is knocked prone, they must

-1 : i
succeed on a DC15 Wisdom saving throw

Critics or fall under the spell of Tasha'’s hideous
laughter.
o
Audience  No effect.
Members
All party members gain proficiency in
Performance while performing together as
1 a group. If a party member already has
Fans proficiency in Performance, they can add +1
to their Performance checks (whether with
their party or elsewhere).
5 The party receives the above benefit as
well as the following magic item: Hat of
Performers

Disguise (DMG 173).
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THE TREE OF INFINITY

All the trees in the woods share the same root structure.
Those roots lead back to the tree at the center of the forest,
visible from all angles, towering impossibly high into the
clouds. The very plants under one's feet are the veins and
nerves of Dailili, for her court and her being are coterminous.

LEADER

For information on Dailili, see Dramatis Personae (IW 12).

GoOALS

Growth. Dailili will not stop until she has overgrown the entire
Feywild, and from there, the rest of existence. She
consumes, and she grows, and she will never, ever cease.

Revenge. Dailili has vowed to subsume the fools who
banished her from the Material Plane. They took her
children, and they took her home, and soon she will take
their lives. From their lives she will grow new life, her life,
stronger than before.

INFLUENCE

Plants. Dailili's will extends through all plants in her court, for
they are as much a part of her as the fingers of a human.

Rage. Dailili's burning, festering rage manifests in the world as
forest fires that occasionally clear huge swathes of her own
growth, the only thing that is keeping her from expanding
outward even more quickly. From the fires grow new trees,
with thicker bark, hardier limbs, longer lives.

MINIONS

Any minions with the "(any race)" tag are dryads (IW 188).
They're marked with an asterisk (*) here.

e Awakened Shrubs (MM 317)
e Awakened Trees (MM 317)

e Corpse Flowers (MTF 127)

e Druids* (MM 346)

e Dryads (MM 121)

e Eco-Terrorists* (NPC 295)

¢ Flamefighters* (NPC 88)

e Green Hags (MM 177)

e Grungs (VGM 156)

¢ Needle Blights (MM 32)

¢ Primeval Guardians* (NPC 171)
e Shambling Mounds (MM 270)
e Swarms of Insects (MM 338)
e Thornies (VGM 197)

e Treants (MM 289)

e Trolls (MM 291)

e Twig Blights (MM 32)

e Vegepygmies (VGM 196)

¢ Vine Blights (MM 32)

o Warlocks of Dailili* (IW 230)
e Witch Doctors* (NPC 309)

e Wood Woads (VGM 198)

EVENTS

You can roll randomly for the following court events, or
choose an event appropriate to your session.

dé Event

Creeping vines cover up windows and doors, trapping

1 ; i :
people in their homes in Endercoast.

Twig Blights (MM 32) grow out of cracks in the

2 . - )
pavement in Endercoast, terrorising pedestrians.
Anyone who eats fruits and vegetables becomes

. terribly sick, becoming poisoned until twilight. The

only thing that makes them feel better is sunlight
and meat.

Plants grow all through the North Ward, then
4  spontaneously combust, causing widespread fires
through the city.

Trolls (MM 291) are spotted in the sewers planting
5 mysterious seeds. If left unchecked, the seeds will
become shambling mounds (MM 270).

More and more people in Endercoast seek out witch
6  doctors (NPC309) instead of medical experts or
priests.

PATRON BONUSES

By completing sidequests, the group can increase or
decrease their court relationship.

Relationship Bonus (or Detriment)

-1 All natural terrain is difficult terrain for the
Parasites  party due to a curse from Dailili.
o)
No effect.
Food Sacks

The party draws from the same pool of
available spells. Spells unavailable to one
party member also become unavailable to
the rest. Their shared spell save DC is 8 +

1 proficiency bonus. The party can cast the

Planters following spells innately.
1/day each: barkskin, entangle, grasping
vine, hail of thorns, plant growth, speak
with plants, spike growth
5 The party receives the above benefit as
Wardens well as the following magic item: Bag of

Beans (DMG 152).



DEewDROPS

Surrounding the endlessly-singing Tettlebug Moonflower are a
court of devoted fae creatures, the Dewdrops, that attend to
her every whim. In the joyful wake of the court are terrible
storms.

LEADER

For information on Tettlebug Moonflower, see Dramatis
Personae (IW 12).

GoOALS

Good Cheer. Tettlebug Moonflower spreads joy and happiness
wherever she goes. She refuses to believe otherwise. She
never returns to places she has visited. After all, she's
already spread joy to that place. No need to see if the joy
has lasted. She knows that it has.

Music. Tettlebug is not a great singer, but music isn't about
becoming an expert, it's about expressing oneself, about
releasing oneself from inhibitions, about creativity. Her
wingbeats are pounding drums and her voice tinkles like
chimes.

INFLUENCE

Devotees. Tettlebug is surrounded by sycophants. They
compliment her constantly. And they are perfectly willing to
put their lives on the line if it means that she remains
unaware of the destruction she wreaks across the Feywild.
In their eyes, it is worth the deaths of millions for Tettlebug
to remain in blissful ignorance. Her laughter trumps all.

MINIONS
Any minions with the "(any race)" tag are faeries (IW 189).
They're marked with an asterisk (*) here.

e Autumn Eladrin (MTF 195)

e Bards* (VGM 211)

e Bullywugs (MM 35)

e Cultists of the Archfey* (NPC 220)
e Faerie Dragons (MM 133)

e Feysworn* (NPC 146)

e Fey Wanderers* (NPC 164)

e Glamour Bards* (NPC 51)

e Goblins (MM 166)

e Kuo-Toas (MM 199)

e Pixies (MM 253)

e Quicklings (VGM 187)

e Satyrs (MM 267)

e Spring Eladrin (MTF 196)

e Sprites (MM 283)

e Summer Eladrin (MTF 196)

e Unicorns (MM 294)

e Warlocks of Tettlebug Moonflower* (IW 231)
e Winter Eladrin (MTF 197)

EVENTS

You can roll randomly for the following court events, or
choose an event appropriate to your session.

dé Event
1 Endercoast suffers rainy weather for 14 solid weeks.

Lightning incinerates a high-levelled member of one
of the four factions (not one of the faction leaders),

z causing that faction to scramble to recruit someone
to replace them.
Warlocks of Tettlebug Moonflower (IW 231) arrive in
town, accompanied by subservient goblins (MM 166)
3 and kuo-toas (MM 199), to sell six paintings of

Tettlebug Moonflower. They ask for unusual
payments (IW 61). They refuse to leave Endercoast
until all are sold.

A faerie dragon (MM 133) entices Turph Musheen with
promises of beautiful flowers to add to his shop if he

4 follows it. When he returns, he has a new flower in
his hair, a tulip that glistens with a sprinkling of
dewdrops and fairy dust.

Lightning strikes collapse all of the bridges in
5 Endercoast, cutting off the east side of the city from
the west until they can be repaired.
A unicorn (MM 294) weeps at the feet of the petrified
dragon turtle (IW17). It touches its horn to the stone
skin of the monster, but there is no effect, and the
unicorn leaves, distraught.

PATRON BONUSES

By completing sidequests, the group can increase or
decrease their court relationship.

Relationship Bonus (or Detriment)

The party is magically deafened every day

-1 o
from dawn until twilight due to a curse

ARG from Tettlebug.
° No effect.
Boors
Each party member succeeds on all
. nonmagical weather-related saving throws
Friends and isimmune to nonmagical weather-
related damage as long as they are within
30 feet of another party member.
The party receives the above benefit as
well as the following magic item:
Instrument of the Bards, Anstruth Harp
(DMG 205). A party member can spend 4
2 weeks of downtime learning to play the
Best harp from Greta in the Church of Her
Friends! Inimitable Joyousness (IW 13) or Hermione

Galanodel in the Sentinels of Equity
Headquarters (IW 18); they become fully
proficient after 4 weeks as the Anstruth
Harp magically enhances their learning.
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ENDERCOAST

ndercoast is a dense city of about 20,000 inhabitants founded on the edge of the Bay of Driving Winds. It proved to
be a valuable investment for its founders when they discovered the city was built over a region ideal for mining
salt deposits, which were valuable in a time where food was scarce and preservation through winter was difficult.
Economic prosperity quickly brought about debaucherous holidays and street festivals, which in turn broughtin a
thriving middle class of merchants, artists, and vacationers.
One fateful twilight, the entire city was spirited away through powerful magic. A city that used prosperity to sow
chaos, now Endercoast is trapped as an unwitting bastion of civilisation in an unfamiliar and dangerous new
realm. Can the city hold together, or will it fall to the chaos/of the Feywild?
Endercoast is a place of stability and rest for the party, at least in comparison to the world beyond the Shimmer. Since long rests
are not permitted in the Feywild, characters must frequently return to Endercoast or risk succumbing to exhaustion. \ NS
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ENDERCOAST REFERENCE

Moop (IW 42)
d2o Mood

Riotous. The general population boils over with
frustration from being locked away in the Feywild.

1 Inashow ofviolent protest, a small group of rioters
burns down buildings, smashes windows, loots
storefronts, and brawls with guards.

2-  Discontented. The general population goes about
14 theirlivesina grumbling but accepting mood.

Nostalgic. Throughout the night, songs of the old

15-

17 Bonfires roar, revellers tell stories of the families

and friends they've left behind, and pubs run until
dawn.
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