The Sowg of The Pevied

nce upon a time, a Wwoodcutter so poor havd to take hig children into
the woods and leabe them there to fend for themselbes. But the
chilvren guessged his scheme and laid a trail of pebbles.

Thep tneto the forest quite well and drew a map, noting the batious
landmarks during the walk. Soon, as thep started to go deeper into the
woods, thep felt a sudden weakness.

Notw thep habe to surbibe into the forest, to return to the hut, to un-
verstand why that illness is growing stronger, and finally to confront
their father. And mapbe during the return, to understand who thep trulp
are.

o The TWitch wants the power of the change~
lings. But gibing her this potwer cures the
children of their gickness and prebents
them from dping. She is a master of
curges and can pursue the children with
ber rabens and otwls.

The Master of the Hunt degires nothing
except tracking and hunting the childven.
Te lurks in the sabage parts of the
twoods but cannot enter anp house, eben
abandoned.

The TWHoovdcutter, alone in the Wwoods, had
chilvren with seberal FFaeries. e prom-
iged them to do Wwhat he did. THe knows
that promiges must be kept when someone
deals with anp FFaerie Court.

14 mﬂiﬂﬂ', our fal .
T , U Fathee Fiviry power
,_ ’;; o dble to scent from a long distance

o dble to hear from a long digtance

o dble to see through illugions anv detect
magic

o Incredibly lucky
o Can gee in the dark

Waitrg weabnedd

o Cannot crogs streams of water
o Cannot climb trees
o Jbabe to agree to anp kind of veal

- o Cannot enter a house Wwithout being inbited
by itg true owner

JFather did wbat he had to do. e is nebertheless ariebing
the loss of hig children. Ze is happilp surpriged to see us
coming back. dlas, it ig not so gimple.

o U@ho ig our mother?
o Qthat secret our father hag been biding?
o Ulhat ig the cause of our gickness?

Lhe TWoodcutter’s " -

Z But Ingive the voots of an old oak, there ig an

. almost forgotten well. The pure water heals the
@ changelings and eberpone is safe here.

The TWitch has fore~
geen the coming of the
children. She can offer

The lighthous to curse their father.
e lighthouse . ) -
keeper  grants Eg%it;;g:‘i&ls price

protection.

THotweber, he is
an hungryp ogre.
o Tthat can we
offer?

Right after the sign, we
began to hear some sinister
/I botwling. From a distance,
| e can gee seberal hounds
/| chasing us!

e JHoto can twe escape?

The houndg are firgt and
foremost chasing fairp
chatacters. It thep catch

up, thep will debour them.

Digqusting. ..
Thig is what
ig left of gome
poor amimal,

@ A sign and a skull
@ skull ig ﬁct on a
Crossroads . strange stick. 3t is a pectect place
ig gtill functional
and we can cloge it,

?tp + | 3U portent. d human
to stop for a tohile
A and rest. The door
protected from the

eaten by a wild animals.
prevator. Tle ¥

ghould be cau-~ -

tious: it can be . @ ‘.

a bear.

It ig said that the fairies dance on the top of the
stone. It ig algo said that the changelings, those
with faitp ancestrp, will make the stone glow
at night.

« inho among usg are changelingsg?

Chooge a fairy power, then a fairy weakness.
dlgo, pou tealize that pou cannot lie.
T R/
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Zﬂi!kie Lbegin out ;ournw all the wap from the bottom, where Wwe currently
are ("The Children”).

Each time Wwe adbance to a black dot, we toll on the “©n the toad, we
find” table. If it is daptime, toe voll 106; if it is nightime, toe roll 306.
Some dots add a modifping balue.

Tdbhen an entry is volled, we cross it; it is not abailable anpmore. If e
voll the same entrp, we take the subgequent abailable entrp ingtead.

3t twe adbance to a white dot, twe simply read what happens on that
spot.

' Jtitis a crosgroay, twe choose Which wap to go. Some ate shorter, but
 algo more dangerous.

gbban(mg to the next spot takes about one hour.

3n three houtrs, varkness will fall. The cold of the night will be upon us:
twe habe to find a safe spot to rest. And twe also need to eat something.

@w The voud, we Foad

1. a buntsman's hut where e can find torches, an old botw and some
arrotwg

2. an abandoned house with a hearth where we can still lit a fire and
twhere we can be protected from the Wild animals.

3. gome edible berries, enough to calm eberpone’'s hunger

4. a gtream where Wwe can wasgh, drink and rest a little

5. a bundle of twigs that e can burn

6. gome edible mushrooms, enough for eberpbodp but one of us

7. a rabbit has been successtully trapped; it can be eaten if cooked

8

. a deer eats peacefullp under an oak; it can be killed by bow and
arrows

9. a glade with fragant wildflowers

10. a tree can be easilp climbed and then offers protection
11. a serene pool of Wwater; a dead animal lies ingide

12. gome musghrooms, edible if cooked, poigonous othertvige

13. a boar ig digging the roots of a tree; if we ave erp silent, Wwe can pass
without problem

14. a cabe offers some protection; if toe habe torches, e could explore it
15. wolbes can be heard in the distance

16. a nearbp bear grotwls; we habe to climb trees to aboibd it or else it will
attack us!

17.. the TlHitch sends rabens and otwls to capture the changelings
18. the Mlaster of the ﬁ)unt leads the chase to capture the changelings

The Song of the Faeries by Khelren (https://www, tipeee.com/khelren)
and some graphlcal agsgistance of hig 6-pear-old daughter tor the “child
brammgs sznal rendeting. I!nSplrzh by the Irish mobie ”Song of the
Sea” (2014) and "Hangel and Gretel”.

Thig entrp for the ©ne Page Dungeon Contest 2017 ig released under
creatibe commong (https://creatibecommons. orq/licenses/bp-ga/3.0/)




