Fairyland
The Rambles 				(5)
· Moving in day (October, 1897)
· Rooms feel recently abandoned
· Hobs Wood borders it for a few hundred yards
· Nice day, daughter drawn to the garden
· Will explore woods when adults distracted
· A clue reveals where she went once they realise (staff sighting/dropped object)
Hobs Wood
· Thick patch of Scots Pine trees
· 75 Acres
Thick foliage, gloomy and dark
· Pine needles dampens footfalls
· No animal or bird life - eerie silence
· Easy to lose bearings
Time flows differently 
· Exit after many hours, seemed like less
· Watches say 3pm upon exit but it’s clearly dark
Small balls of white light
· High off the ground
· Usually distant
Children’s laughter (sometimes Maeve)
· Mutable direction
First Entry into woods 			(5)
· Brief flash of light after a bit
· Sound of daughter’s laughter ahead
· Then shifts from L to R and back
· Daughter comes from around a tree and falls unconscious
· Specks of blood on dress – pricks on abdomen
· Dodecahedron (10 specks)
· Upon exiting, moon high in sky. Seems like an hour has passed
· Daughter excited and happy upon waking
· Chatters: fairies in the woods (can desc lights)
· My new friend Maeve told me
· Insists she’s well enough for school
Cullingstone 			(7)
· Rural surroundings, gentle hills: N, green fields, Hobbs wood to W. Bldgs ancient grey stone – looks dry but unnervingly slick to the touch
· 300 ppl: pub, village shop, primary school & church
· 16 families with changeling children. keep secret for love of kids and fear of not paying faries’ dues
· 1861: parents conspired, fairies brought storms and lightning. Death and intolerable grating noise
· Parents with daughters move till adolescence. Encourage newcomers, then welcome them into community of families with changelings.
· Disturbing status quo intolerable to the villagers
Cullingstone School
· 2 classrooms & small office. Grassy area outside with swings and a see-saw
· Classrooms: wooden chairs, desks, slates for 12 kids
· 11 kids now, from 5-11 years. Older kids: school outside village/working
· Office locked. Drawer: bottle of gin & old photo
· Mrs Alexander uses any excuse to split the class, giving older kids to the new teacher.
Irene Alexander (Mrs. Alexander)
· Past: widow, lived in Galashiels (next town E), husband died in mill accident, moved to Cullingstone for a fresh start
· Now: in Cullingstone 2 yrs. Increasingly unnerved, esp by Lizzie Erskine.
· Odd, distant manner, refuses to play
· When forced to, children would get hurt
· Made allowances due to exceptional academics
· Last Month: Found old picture fallen behind desk (school office)
· Lizzie Erskine, other kids. :Spring Term, 1875” - some of the kids now young adults
· Asked around, increasingly shut out. Heavy drinking. Fears and despises children, esp. Lizzie
· At School: eccentricity & drunkenness
· Insists on splitting class (takes youngsters)
· Refuses to enter new classroom/discuss students
· Obvious dislike of Lizzie
· Locks herself in office to drink at any opportunity
· Drunk: can be drawn out a bit: Oblique hints >>> suspicions (never mentions the picture)
· Picture: hidden in drawer with gin
Lizzie Erskine (8)
· Looks 8 years old. Replaced 21 yrs ago, kept at home till last year. Failed in studying other children as they fear her. Interested in learning about new teacher, esp if has a child.
· Sits in back of class, reads maths books. 
· Advanced maths is easy, can recite all school books word-for-word
· Watches other kids as a detached observer
· Harms kids while playing (accidental / make them leave her alone)
· Hurts daughter on 1st day. Dislocated shoulder. Arm bruising: like it was caught in a vice (child’s hand)

Playing the Changelings
· Emotionless. Reduce changes in voice pitch. Maintain eye contact.
· Oddly direct questions “Are you sad?” “Are you angry?” “Are you going to kill me?”
· When together and seemingly unobserved, communicate in odd buzzing tones
· False, waxy skin. Underneath: a glimpse of something black, insectoid, and thoroughly incomprehensible
· Will probably kill to keep this secret
The Village Shop (8)
· Run by Callum and Moira Erskine (Lizzie’s parents): both in their mid-50s. Live above shop with Lizzie.
· Callum: friendly, somewhat haunted aspect. 
· Moira: a bit reclusive. Terrified of Lizzie. Addicted to laudanum – to control fear. Often abed.
· Will persistently ask new doctor to prescribe more “medicine for her nerves”
· Often stares blankly out window to heart of Hob’s wood. Can’t say why.
· Her sister, Edith Cameron, lives in Shropshire. In letters, falsely describes Lizzie as a married world traveller. All of Edith’s letters in bedside cabinet.
The Doctor’s Surgery (9)
· Village centre. Small grey building. Consulting room, small office, living quarters (generally dusty, musty smell). Empty unless there’s an emergency
· Office: large records cabinet. Half a day to go thru. Pages torn out of notebooks, some records entirely missing
· Detective work + cross referencing >>> the missing records all pertain to young girls.
· Missing pages = family members.
· True for all records, they date back to 1850s
Doctor Malcolm Boswell
· Lives in cottage just outside the village
· Distracted, easily angered, secretive, surly. 40 years in the job, keeping the secret. Sleeps poorly
· Would have retired but feared dealing with a newcomer learning their role in keeping the secret
· Softens if dealing with new changeling. Happy to prescribe laudanum to distressed parents.
The New Doctor
Boswell won’t go to surgery or share patient details unless he absolutely has to
Has taken notes, locked them in a trunk in the garage


The Police Station
· Police Constable Gareth Thorburn (daughter: Marie, wife: Sheila). Large, greying beard, cheerful
· The cheer is forced >>> sullen, fatalistic
· Reports to main cop shop in Galashiels, spends most time in Cullingstone area
· Misses Sheila, loves Marie. Terrified of what Marie might be capable of
· If missing child: keep people calm. Goal: stop outsiders from getting involved until a new child can appear. Attitude: treat new child as your own.
Sheila Thorburn
· Unable to cope with Marie’s change
· Went into forest to search, never returned (8 yrs)
Marie Thorburne
· Defective. Hasn’t left the house in 8 years.
· Wanders the house 24/7, doesn’t sleep/eat
· Very dead eyes, won’t speak except to ask for a story over and over.
The Old Wain House
· Ian Wain – Helen Wain >>> Maeve. Abandoned 7 years: empty, boarded up
· Inside: mildewed, musty, home to rats, pigeons. Living room has smaller structure built within it: rough wood construction, deranged geometry
· Enter: crawl thru one of holes in sides. Dark cramped maze of tight passageways
· Crawl for longer than explained by external size of structure
· Chinks of light seen in walls
· Later: dried pine needles on floor, smell of pine sap
· Comes out into corner of Wain’s shack, no entrance back into the maze
Cullingstone Kirk (10)
· Modest sized grey stone bldg.
· Fits 200 (church going village popn)
· Church of Scotland
Reverend Clow (vicar)
· Been there a while, suspects children have been replaced
· Providing comfort to families & community supersedes need to understand
· Rationalises children who never lose innocence as a divine gift
· Beneath it all, is terrified of what may happen if the changelings or fairies are angered.
· Investigators coming to him for help are asked to accept the child as their own, show it patience and, above all, not to anger it.
The Tatty Bogle (10)
· Reference: fairy, hides in potato fields and captures unsuspecting people
· Pub sign: old scarecrow, evil aspect
· Old stone bldg., small public bar. Coupla rooms upstairs
· Busy most evenings, shut Sunday
· Regulars: PC Thornburn, Dr. Boswell (corner table near fireplace). Callum Erskine drops in often.
· Subdued atmosphere. Many customers drinking to forget. Cool welcome for newcomers
· Silence in response to talk of the children, fairy legends, or previous tenants of the Brambles: a young curate (minister) and his wife who walked into the woods  after their daughter was abducted, never to return
· Hard to win trust of locals. Most likely to hear stories of boggarts, boggles, or Tom the Rhymer.
· Much persistence & alcohol: mention of children disappearing and returning changed
· Attempts to tie fairy legends with local events: laughter >>> change topic >>> angry silence (whole pub glaring)
Back to the woods (10)
· The daughter tries to slip into the woods over the next few days
· Does not return
· If investigators enter woods, Maeve is encountered, running and playing with ethereal lights.
· Difficult but not impossible to catch.
Maeve Wain
· 7 yrs old. Long brown hair, broad pale face. Bright red overcoat. 
· Spends time roaming the woods, laughing constantly
· Acts as a lure to other kids. Half-suspects this.
· Befriends little girls, shows them lights and fairy ring. Tells them to return when they can  to learn new games
· If investigators demand, she may take them to fairy ring and show them how to open the door to Fairyland.
Wain’s Shack
· Weird geometry; shouldn’t stand, yet has for many years
· Tattered figure skulking in a dark corner (Ian Wain). Has shotgun, points at investigators. 
· Divides attention between investigators and sthg hidden under an old blanket (Maeve’s bones).
· Whispers calming words towards the blanket.

Ian Wain
· Carpenter + builder. Did work for everyone
· Was friendly, outgoing, humorous, professional
· 8 yrs ago, Maeve disappeared from home and returned changed. He refused to accept her and tried to drive her out
· His wife, Helen, wouldn’t let him, and he ceaselessly searched the woods for the real Maeve
· Eventually found Maeve’s rotted husk, head opened. Took it home to show Helen – shotgunned herself that night
· Ian went mad, and left to live in the woods. Believing Maeve’s spirit still lived there.
· Foraged to survive. 1 year has passed for him (vs 8)
· Changed by woods, has insane insights into nature of reality
· May have eaten some of Maeve’s remains
· Sees fairies in the woods. Sometimes Maeve is playing with them.
· Built shack to protect himself and Maeve
· No stable geometry. Enter corner, keep going. Turn corner, then is starting position. Shit like that.
· Maeve’s bones under blanket on old wooden table. Some mummified flesh, poss gnaw marks from Ian. Tattered red overcoat.
· Top of head surgically removed, impossible precision, plane of incision smooth as glass.
· Both the changeling and dead girl are Maeve to Ian. When lucid, knows something’s wrong, can’t articulate it.
· Rambling speech, fairies are real, refers to legends: Thomas the Rhymer, Tam Lin, Childe Rowland. Tells investigators not to worry about daughter, she’ll come home, love her as own.
· Motivation: protect Maeve. Can be extended to daughter. Persuade to lead to fairy ring.
Finding the Daughter (11)
· Changeling: near fairy ring, walking in circles and looking confused / emerges from forest at night if investigators are elsewhere.
· Very cold, pale, film of oil on skin. Can’t be warmed. Doesn’t say she feels cold
· Body: sitting up against a tree; still, cold
· If touched, top of head slides off onto ground, revealing empty cavity. Impossibly precise surgery, smooth edges, etc.






A Storm in the Woods (11)
The unwelcoming nature of the woods normally deters intruders. If unsuccessful, the Mi-Go will build a storm.
1) Charged atmosphere: ozone smell, static, hairs rise. Occasional crack of discharges. Gets darker and wind picks up, stirring pine needles, leaves
2) Wind increases, trees shake, ground rumbles, strange buzzing. Branches start to break. Debris fills the air. Strange, dark shapes flying through the dust
Incr speed of delivery, ask for actions then desc more (info overload), focus: PC sensations. Convey panic
From outside, the woods are perfectly calm and quiet
The Fairy Ring (12)
· Deep in forest, unnaturally thick trees. Clearing is a perfect circle. Unnaturally still & silent
· Ring of large fleshy mushrooms in centre. Not of this earth. Colours under caps not of nat spectrum. Luminescent purple crystal under each.
· Walk widdershins 3 times. Each time, ground trembles, wind incr, reality starts to blur
· The secret of entering Fairyland is known to all changelings, Ian Wain, and in fact any villager can tell investigators about it.
Fairyland (13)
· Exists in multiple dimensions, beyond mortal ken.
· See a riot of light, colours and shifting shapes. Little girls’ voices in distance: laughing/crying/calling for mothers. Dark shapes move within shifting colours. Misshapen, many crooked limbs
· Follow voices: rows of metal cylinders. Voices come from dark metal grates on lids.
· The Daughter: knows she’s trapped and wants parents to free her
· Creatures initially observe. Start approaching as jars examined. Intervene if jars touched/taken: Shock w/lightning, then vivisect
· Victim suspended in air on back and top of head removed with sthg shiny and unfamiliar. Brain removed and placed in cylinder. PCs voice joins the others
Wrapping it all up
· The game could end in any number of ways. Look for a suitable ending and end it on a dramatic or emotional note.
· If it feels right, have the players narrate codas for any surviving investigators.

Hobbs Wood NOTES
· Dorward frequently shift the scene between PC’s, ending on something creepy
· Creeping Horrors
· Forest
· Position of sun
· Day/night
· Red flash of Maeve’s coat
· Direction – seeing a tree that was to the L now immediately in front of you
Fairy Legends
Red Caps: wrinkled, bearded old men. Boggarts: household spirits; steal things, hurt animals, spoil food. Bogles: tricksters >> ghosts >> children-snatching beasts
Tomas the Rhymer: local tale. Met the queen of Elfland and was taken to her realm for 7 years. Was eventually returned and given the gift of a tongue that couldn’t lie. Became a prophet, but an unhappy one. Couldn’t quite fit in with human society again. Eventually returned to Elfland of his own accord and never heard from again.
Tam Lin: forest of Caterhaugh, 10m north. Tam Lin would seduce any maidens he encountered. Got one, Janet, pregnant. She goes to forest for herbs to abort, sees Tam Lin. He says he was mortal, saved by Elf queen after riding accident, and taken away. Fairies pay a tithe to hell every 7 yrs, he may be next. Janet will interrupt a fairy procession and snatch him away. The queen then turns Tam into a series of repulsive forms, final one is burning coal that Janet drops down a well. Tam Lin emerges and granted freedom.
Childe Rowland: girl: Burd Ellen playing w/brothers walks widdershins around church and pulled into Fairyland. Brothers go to search and disappear 1 by 1. Childe Rowland, the youngest, goes to Merlin who enchants his sword. Instructions: decapitate everyone, eat/drink nothing in Elfland. Enters, decapitates a lot, finds Burd Ellen, refuses offer of food. King enters, is defeated. Finally decapitates Burd, freeing her, and takes her home.
Laudanum
Roll to reduce insight. Insight need not be 5.
Use as a license to describe increasingly weird things to the investigator: fairy lights particularly entrancing, dead daughter is beautiful, in Fairyland, fairies comforting and welcoming
