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FEY ENCOUNTERS
Welcome to the previewof Fey Encounters!

Fey Encounters is a supplement designed to add
whimsy and danger to your campaign in the
FeyRealm.Whetheryour campaign is centered
on this plane or your party is onlymaking a
short visit, this supplement provides 60
encounters that scalewith every party.

In addition to guidance on scaling these
encounters to every tier of play, many of
these entries include advice on how the party
could resolve the encounter peacefully. Many
encounters offer developments that could
shape future adventures depending on how
the encounterwas resolved.
This supplement covers awide range of

encounters, including battleswith new
monsters, discovering uniquemagical items,
and surviving the unusual environment the
FeyRealm is known for. This sample includes
three encounters for your players to enjoy.
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FIREWALKS WITHTHEE
As the party travels through a forest, they can
hear distant roars and blasts. If they follow in
the direction of the sounds, the characters
come upon a patch of devastated and crushed
trees. Random small fires consume broken
branches in this roughly 20-foot-radius area.
A fewhundred feet further is a similar burnt
and destroyed patch, and a bit further,
another one. A characterwho succeeds on a
DC 13Wisdom (Perception or Survival) check
determines that these devastated patches are
the footprints of a Gargantuan creature.
After following these enormous tracks for a
fewminutes, the party can clearly hear the
steps of the creature crushing trees and brush
and they soon see a blistering colossus.
An ancient treant, the protector of the

nearbywoodlands, has been transformed
over time by the elemental flames of the Fey
Realm. Normally peaceful, the elemental
treant has been cursed by a devious fey. The
curse takes the form of barbedwirewrapped
around one of the legs of the elemental
treant. This cursedwiremakes it unbearably
painful for the elemental treant to stand in
one place,which has led to its current path of
destruction.
If the characters approach the elemental

treant, they immediately notice thewire
around its leg and gather that it is related to
the treant’s behavior. The elemental treant
briefly speaks to the characters about its
plight, but it can only stand still for up to a
minute to allow the party to try and help. The
curse can be broken by using greater restoration
or remove curse. Alternatively, a character can
remove thewire bymaking a successful DC
17 Strength check, Once thewire is removed,
the elemental treant is grateful and ends its
path of destruction. The treant attacks out of
frustration if a party is in itsway or fails to
help after offering to do so.

Development. If the characters break the
curse, the treant could become a powerful
ally in future adventures.

ELEMENTALTREANT
Huge Fey, Typically Chaotic Neutral

Armor Class 16 (natural armor)
Hit Points 138 (12d12 + 60)
Speed 30 ft.

DamageResistancesbludgeoning, piercing
Damage Immunitiesfire
Condition Immunities charmed
Senses passive Perception 13
LanguagesCommon, Druidic, Elvish, Sylvan
Challenge 11 (7,200 XP) ProficiencyBonus +4

Siege Monster. The elemental treant deals
double damage to objects and structures.

Actions
Multiattack. The elemental treantmakes two
slam attacks or uses its Spit Flame twice.
Slam. MeleeWeaponAttack: +10 to hit, reach 5 ft.,
one target.Hit: 16 (3d6 + 6) bludgeoning
damage plus 4 (1d6) fire damage.
Spit Flame. Ranged Spell Attack: +7 to hit, reach
120 ft., one target.Hit: 76 (5d6) fire damage.

STR DEX CON INT WIS CHA
23 (+6) 8 (-1) 21 (+5) 12 (+1) 16 (+3) 12 (+1)

Scaling the Encounter
Surviving a battle with the elemental treant is all
but impossible for tier 1 and tier 2 adventuring
groups. As GM, it is important to drop hints
about the possibility of resolving the conflict
without violence or even fleeing, if necessary.





FIELD OF BROKENTHINGS
The characters come across an emptyfield
litteredwith broken and discarded objects.
Any characterwith a passive Perception of 11
or greater notices these small, broken items
under their feet. As they travel, the characters
come upon a pile of broken thingswith a
boggart sitting on top. The boggart—who
answers only toMender—is busy digging
through the pile and does not notice the
characters as they approach. If the characters
stop towatchMender, they see him pulling
out broken objects such as spoons or
hairbrushes and fixing them byusing the
mending cantrip.
Mender greets the characterswarmlywhen

he notices them. He explains that he came
across this field of broken and discarded
items not long ago and felt compelled to fix
them. He could leave any time hewants but
finds the repairwork fulfilling.
If the characters show interest in hiswork,

he offers them a chance to look around for
anything theymightwant. Uponmaking a
successful DC 18 Investigation check, the
party can choose from the list below.
Otherwise, roll a d100 to determinewhat
they find among the broken and discarded
items. If a character offers to helpMender, he
gladly accepts their assistance. Once the
character has assistedwith the repairs,
Mender leads the party to themagical item
known as Chucklechime in thanks for their
help.

CHUCKLECHIME
Wondrous item, uncommon (requires attunement)
Chucklechime is a small brass bell that hangs
from a green leather strap. As an action, you
can ring the bell and cast hideous laughter (save
DC 13) on a creature you can see that can hear
you. Once used, this property can’t be used
again until dawn of the following day.

Mender’s Pile
d100 Repaired Items
01–09 A set of wooden teeth
10–20 A story book, The Fable ofMable
20–29 A purple fishmounted on a plaque
30–39 A hairbrush carved frombone
40–49 A bag of 100 rainbow-colored ball

bearings
50–59 A small toy rocking horse
60–69 A seashell that emits the sound of a cow

mooingwhen held to the ear
70–79 A giant soup spoon
80–89 Ceramic salt and pepper shakers in the

shape of a goblin couple
90–99 A key that fits any lock. Turning the key

does not unlock anything, but it emits
the sound of a kazoo

100 Chucklechime

Scaling the Encounter
This encounter scales for all party levels as
written.



FEYMIRE SERPENT
The characters approachmarshlands covered
with thick, gnarled roots. The roots become
so numerous the terrain is difficult and the
characters’ travel speed is cut in half.
Characterswho have a passive Perception of
12 or higher notice subtle shifting beneath
their feet. Before the party can react, a
serpent-like creature hiding among the roots
attacks. The tail of the feymire serpent is
made of roots, which the creature detaches
from the ground in order to attack the
characters.

FEYMIRE SERPENT
Huge Plant,Unaligned

Armor Class 12
Hit Points 60 (8d12 + 8)
Speed 30 ft., swim 30 ft.

SkillsPerception +2
DamageResistancesbludgeoning, piercing
Senses blindsight 10 ft., passive Perception 12
Languages—
Challenge 2 (450 XP) ProficiencyBonus +2

False Appearance.When the feymire serpent
remainsmotionless, it is indistinguishable from
normal tree roots.
Knotty Disposition. The ground in a 10-foot-
radius around the serpent is root-covered
difficult terrain. Each creature that starts its turn
in that areamust succeedonaDC10Strength
saving throwor have its speed reduced to 0 until
the start of its next turn.

Actions
Multiattack. The feymire serpentmakes one bite
attack and one constrict attack.
Bite. MeleeWeaponAttack: +6 to hit, reach 10 ft.,
one target.Hit: 11 (2d6 + 4) piercing damage.
Spit Flame. MeleeWeaponAttack: +6 to hit, reach
120 ft., one target.Hit: 13 (2d8 +4) bludgeoning
damage, and the target is grappled (escapeDC
16). Until this grapple ends, the creature is
restrained, and the serpent can’t constrict
another target.

STR DEX CON INT WIS CHA
19 (+4) 14 (+2) 12 (+1) 1 (-5) 10 (0) 3 (-4)

Scaling the Encounter
You can scale this encounter to a higher tier by
increasing the number of feymire serpents. Use
two serpents for a tier two party and seven
serpents for a tier three party. For a tier four
party, add 50 hp to each of the seven serpents.



OPENGAME LICENSEVersion 1.0a
The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark ownerswho have contributed Open Game
Content; (b)"DerivativeMaterial" means copyrighted
material including derivativeworks and translations
(including into other computer languages), potation,
modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in
which an existingworkmay be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game
mechanic and includes themethods, procedures, processes
and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game
Content by the Contributor, andmeans anywork covered by
this License, including translations and derivativeworks
under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product
line names, logos and identifyingmarks including trade
dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and
descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark
or registered trademark clearly identified as Product identity
by the owner of the Product Identity, andwhich specifically
excludes the Open Game Content; (f) "Trademark" means the
logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and
otherwise create DerivativeMaterial of Open Game Content.
(h) "You"or "Your" means the licensee in terms of this
agreement.

2. The License: This License applies to anyOpen Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this
License. Youmust affix such a notice to anyOpen Game
Content that you Use. No termsmay be added to or
subtracted from this License except as described by the
License itself. No other terms or conditionsmay be applied to
anyOpen Game Content distributed using this License.

3. Offer and Acceptance: ByUsing the Open Game Content
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, nonexclusive licensewith the exact
terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed
by this License.

6. Notice of License Copyright: Youmust update the
COPYRIGHTNOTICE portion of this License to include the
exact text of the COPYRIGHTNOTICE of anyOpen Game
Content You are copying, modifying or distributing, andYou
must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHTNOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent
Agreementwith the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-
adaptabilitywith anyTrademark or Registered Trademark in
conjunctionwith awork containing Open Game Content
except as expressly licensed in another, independent
Agreementwith the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and
interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicatewhich portions of thework that you are
distributing are Open Game Content.

9. Updating the License:Wizards or its designated Agents
maypublish updated versions of this License. Youmayuse
any authorized version of this License to copy, modify and
distribute anyOpen Game Content originally distributed
under anyversion of this License.

10. Copy of this License: YouMUST include a copy of this
Licensewith every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: Youmaynotmarket or
advertise the Open Game Content using the name of any
Contributor unless You havewritten permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this Licensewith respect to some or
all of the Open Game Content due to statute, judicial order,
or governmental regulation thenYoumaynot Use anyOpen
GameMaterial so affected.

13. Termination: This Licensewill terminate automatically if
You fail to complywith all terms herein and fail to cure such
breachwithin 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary tomake it enforceable.

15. COPYRIGHTNOTICE
Open Game License v 1.0a Copyright 2000,Wizards of the
Coast, LLC. SystemReference Document 5.1 Copyright
2016,Wizards of the Coast, Inc.; AuthorsMikeMearls,
JeremyCrawford, Chris Perkins, RodneyThompson, Peter
Lee, JamesWyatt, Robert J. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material by E.
GaryGygax and Dave Arneson.
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