Note: Material taken from D. Enyeart’s excellent webpage The Fairy Hoard at http://members.aol.com/blink62051/FairyMeat.html

Fairy Weapons 

	Weapon
	Def. Mod.
	Att. Mod.
	Attacks
	Cost
	Special

	Meat Talon
	-
	+1*
	1
	1
	Riot

	Shimmer Swd
	-
	*
	1
	6
	Sword

	Spider Net
	-
	-1
	1
	5
	-


Meat Talon
Another byproduct of human culture influencing the fairy world, the Meat Talon resembles a large (at least in terms of Fairy size) meat hook. Similar to Press-On Claws, Meat Talons are typically fashioned from sharp, curved claws of birds or lizards. Its main purpose is to hook it into a nice, juicy corpse, giving a Fairy a good grip on the food and making it difficult for someone else to come along and steal a meal. It is a favorite weapon of greedy (or at least very hungry) Fairies. * A Meat Talon gives one extra card only when playing Tug-Tug. The bonus also applies in the second round of Tug-Tug when attempting to RRRRIP! the corpse in two. 

Shimmer Sword--The exact material that Shimmer Swords are made from is a mystery. The common speculation is that they're carved from a unicorn's horn, a few others believe they're made from the bones of Glitter Fairies. Whatever the source of the strange bone-like material, the creators of these weapons aren't talking. All that is known is that a Fairy wielding one of these blades is able to channel some of her own magic into it. The more magic added, the brighter the blade glows and the sharper it becomes. The Fairy can spend Twinkle Points when attacking with the Shimmer Sword. Every Twinkle Point spent increases the attack modifier by +1. 

Spider Net--Spider Nets are made from gathered spider's webs that are collected only during a new moon. A skilled Fairy craftsman then weaves the webs into a fine mesh net producing an effective capturing weapon. If an attack with a Spider Net is successful, no damage is done. Instead the target is trapped in the net. Treat the target Fairy as if she were trapped in a spider web.



Ranged Fairy Weapons 

	Weapon
	Def. Mod.
	Range
	Strength
	Cost
	Special
	Attacks

	Glimmer Bow
	-
	24*
	2
	6
	-
	 

	Fae-Sniper
	-
	36*
	2
	11
	-
	 

	Sparkle Wand
	-
	Infinite
	2
	6
	-
	 

	ZZap! Stick
	-
	24
	1
	10
	Mangler
	 

	Wand of Fire
	-
	12
	*
	5
	-
	*

	Pebbles
	+1
	Special
	1
	1
	-
	 


Bows
Glimmer Bow--It's safe to assume that the parties responsible for Shimmer Swords are also the creators of Glimmer Bows as the two weapons share many of the same traits. These bows are crafted from the same mysterious bone-like material. Similarly, a Fairy using a Glimmer Bow is able to channel magic into the weapon as she uses it; causing it to glow brighter and shoot farther as more magic is put into it. The Fairy can spend Twinkle Points when attacking with the Glimmer Bow. Every Twinkle Point spent increases the range by +6". 

Fae Sniper--An exceptional quality bow made entirely from some sort of highly flexible metal. Its origins remain shrouded in mystery, and although primarily used by Fairies, it is doubtful that they are the ones who designed and crafted these weapons. When used, a Fairy taking careful aim can hit any target she can see no matter the distance. If a Fairy using a Fae-Sniper chooses not to move at all during her turn, the bow's range changes to 'Infinite'. 

Arrows--If a Fairy has a Bow, they may also purchase special arrows to use with it. A Fairy may only ever have one type of special arrows, and they do not count as having another weapon.

Hummingbird Arrows  Cost : 1
These are arrows made from the bones and feathers of a hummingbird. They are very light and fly very far. These arrows increase the range of attack for any bow they are used with by +12".

Pointy Arrows  Cost : 2
The pointy bit on these arrows are made from hornet stingers and are extra sharp. They give a -1 Defense Modifier to any bow they are used with.

Seeker Arrows  Cost : 3
The fletching of these arrows are owl feathers that have been magically enchanted to retain some of the bird's wisdom. When shot, the arrows will aid the attacker by attempting to seek out their targets. These arrows can be used with any bow and give +1 card to every individual attack made using them. In addition, the target does not get +1 defense card if they are in partial cover.

Wands
Sparkle Wand--This wand is carved from the root of an oak tree and soaked in dew under a starlit sky until it sparkles with its own light. When fired, a spiraling stream of glittering lights streak towards and engulf the target; draining some of the Twinkle from her. The lights then fly back to the wand, carrying the target's Twinkle with it. The attacking Fairy can use that stolen magic to restore some of her own spent Twinkle. Damage done by the Sparkle Wand affects Twinkle Points instead of Live and Kill Points. The attacking fairy can regenerate a number of spent Twinkle Points equal to the amount the target loses.

ZZAP! Stick--This wand is rather rare and is often feared by Fairies (especially Glitters). Thankfully, the secret of making these wands is virtually forgotten. It usually takes the form of a short twig with golden symbols carved into it. Whenever a Fairy picks up a ZZAP! Stick, she immediately feels a shock similar to static electricity. This doesn't harm the Fairy, but often serves to remind her of what she's holding. This wand is similar to the Sparkle Wand in that it affects Twinkle Points instead of Live and Kill Points, however the ZZAP! Stick violently rips the Twinkle Points out of the target fairy. These points are removed from the game in the same way as other Mangler weapons.

Wand of Fire--On the ends of these wands is a magically enchanted head of a fire ant. A Fairy wielding one of these uses her own Twinkle to power the wand; sending out a short ranged but deadly gout of flame. This can be used to cook a single target or to sweep across an area and have a nifty little barbecue. For every Twinkle point that a Fairy spends to power the Wand of Fire, the wand gains +1 Strength and +1 Attack. Remember that when making multiple attacks, the attacks all come from the same hand of cards. So a Fairy spending 3 Twinkle can make one Strength 3 attack, or one Strength 2 attack and one Strength 1, or three Strength 1 attacks. 

Other
Pebbles--These are just plain old, ordinary rocks. What's so special about them? Nothing, you goof. You just throw one and "plonk" a Fairy in the head. Range = 2 x available Kill Points in inches 



Miscellaneous Fairy Items 

Heart of Stone     Cost : 4
This is the petrified heart of an old Glitter Fairy, and it still holds a portion of the magic that its original owner once utilized. A Fairy holding one of these can draw on that magic and use it themselves. These objects are very rare because Fairy hearts are incredibly tasty, and it takes a great deal of self-control for a Fairy to keep from nibbling on it long enough for it to harden. This typically takes only a day or two to happen, but to a starving Fairy, that can seem like a lifetime.  nstead of attacking, a fairy can use a Heart of Stone and will immediately gain +1 bonus Twinkle Point that must be spent in the same round that it is gained. In the hands of a Glitter Fairy, the Stone can be used once every round; for any other fairies, the Stone can be used only one time and then becomes a useless rock. A fairy can also throw her Heart of Stone as if it were a single use Pebble. 

Pixie Powder     Cost : 3
Made from finely ground Pixie intestines, a Fairy sprinkles this powder onto herself before a fight and becomes very sneaky and hard to find. A Fairy with Pixie Powder starts the game Sneaking just like a Pixie. However, after a sneaking Fairy is spotted, she cannot go back into Sneak mode later. There's only enough powder for the one-time use. BTW, no a sneaking Fairy cannot backstab. Shame on you for thinking it. 

Oh I'm sorry, do you have a question?  What are Pixies?  What is this Sneaking thing that I'm talking about? Well, for legal reasons, I can't tell you. The rules for Pixies and for their ability to sneak can be found in Knight of the Dinner Table issue #47, and they are also rumored to appear in the upcoming supplement Gnomes : Clockwork Stomp. So if you don't have KoDT #47 and don't want to order your own copy of it from Kenzer Co., then you're just going to have to wait.

Twinkle, Twinkle Little Star Pendant     Cost: 5
This star shaped pendant is believed to be made from an actual shooting star. It grants the Fairy wearing it the ability to cast the same spell twice in the same turn, as long as she has enough Twinkle to cast it again. 

Yeller     Cost : 2
Pixies just love to shout out strings of verbal nastiness; they were literally born to do it. In combat, their ranting obscenities function as an effective weapon, but have a rather short range. One minor solution that a few resourceful Pixies have come up with is what they call the Yeller. It's just a hollowed out wolf's tooth with an opening at both ends. It works just like a human megaphone, and serves to carry a Pixie's wicked tongue a bit further than normal. A Yeller increases a Pixie's Sharp Words attack by +6".



Mean Magic 

	Spell
	Cost
	Effect

	Taunt
	2
	When this spell is cast, the Twinkling Fairy speaks a few choice words or performs
graphic gestures and causes the target to become very angry with her. The target
fairy will only try to attack the caster; she will ignore any other targets. This includes
escaping from wrestling to go after the taunting fairy, unless of course she is wrestling
with the caster, in which case she cannot voluntarily escape. This spell will last until
the target fairy is injured, the target fairy injures the caster, or the caster dies.

	Web
	3
	Creates a ghostly spider that quickly leaps upon and wraps the target in a web of spider
silk. Target fairy is treated as if she was trapped in a spider web.




Fairies & Thralls 

Fairies
The Wild Ones 

Sapling Fairy     9 pts.
Kill 2
Live 2
Twinkle 1 

Fresh from a fairy-pod comes the Sapling Fairy. New to the world and naïve to the new way of life that her fellow fairies have adopted. She is unlearned in the ways of combat, but has been given her ultimatum: Eat or Be Eaten. Not a tough decision to make, even for a newborn fairy…  These are very young fairies, the same kind you use when playing the Breakfast! scenario from the Fairy Meat Rulebook. A Sapling Fairy always comes armed with a Fairy Knife (its cost is included in the cost of the fairy). She may be armed with any other fairy weapons for the additional cost, but will be subject to the Inexperienced rules below. 

Special Rules
Inexperienced : Sapling Fairies haven't really learned to skillfully use weapons yet. They do have their Fairy Knife because that's the most basic of Fairy weapons, and the one the Sapling is least likely to harm herself with as she's swinging it wildly at an opponent. Any other weapons prove to be a little more difficult to use properly. A Sapling Fairy wielding any weapon other than a Fairy Knife has a -1 card attack modifier with that weapon. 

Thralls
Flying Thralls 

Some Thralls have listed a type of movement called Flying. To keep things simple, Flying is identical to Bounding. It's just better to call it Flying because a bird doesn't jump around to get from one place to another.

Little Birdy     15 pts.
Kill 2
Live 2
Flying 36 

Big Bug     10 pts.
Kill 1
Live 2
Climbing 6 

Big Flying Bug     11 pts.
Kill 1
Live 2
Flying 12 



Scenarios 

Leader of the Pack (2 to 8 players) 

Civil war is brewing within the Circle. Many are unhappy with the current community leader(s), and a few Fairies are conceited enough to think that they could run things better. Together with their groups of loyal followers, they challenge the right to rule the Circle. Now all they have to do is remove all the competition.  This is a fight to determine the (possibly) new head honcho of the Circle. The sides have been chosen, and only one fairy will emerge triumphant to rule over the remaining Circle members.
The Fairies- Each player has a Fairy Force of 60 points.
Playing Area- The playing area should be 4' x 4', or larger. Scatter the landscape with terrain.
Setting Up- Each player designates one fairy from their warband as the warband's leader. This is typically the fairy of the highest points value, but does not necessarily need to be. The leaders should be pointed out to the other players before play starts. Players then set up on the board during Turn Zero. No fairy may start within 16 inches of enemy fairies.
The Battle- The game ends when only one player's warband leader is left alive. That player is the winner. 



King of the Mushroom (2 to 8 players) 

The rumors said that a very special type of fungus was found growing in a small clearing not far away. It was starting to seem like those rumors were purely fictional, until a warm glow was seen up ahead. Sure enough, in the center of a clearing was growing a large, glittering mushroom. But it seems that the rumors have spread as others have come in search of the prize as well…  This is a battle to gain and maintain control over an important objective. This scenario uses a magical mushroom as the objective, but any sort of important terrain piece can be used instead.
The Fairies- Each player has a Fairy Force of 80 points.
Playing Area- The playing area can be any size, but should be no larger than 36 square feet.
Setting Up- In the center of the playing area place a mushroom. Scatter the rest of the playing area with terrain, but no other piece of terrain can be placed within 12 inches of the mushroom. Each player, in an order determined by the Order Cards, selects an edge of the playing area and enters their fairies on their first turn.
The Battle- The game ends when one player has a fairy within 6 inches of the mushroom and no other enemies are within that same 6 inches for three consecutive Turns. That player is the winner. 



Stampede! (2 to 6 players) 

The battle was about to commence. The warbands had gathered and every fairy present could feel the air vibrate from all the tension. But it wasn't the air that was vibrating, it was the ground and it swiftly turned into a rumbling roar as the battle-ready fairies notice a swarm of frightened animals stampeding through the forest with the battlefield directly in their path…  The battle that was about to take place is suddenly interrupted by a stampede of wild animals (possibly running from a forest fire or some other serious threat). The fairies present are starving and don't want to go home hungry, so the battle must continue. Only now they must do so without getting trampled in the process.  Note: This scenario requires a number of animal/Thrall models (1 or 2 per player is good, but there should be a minimum of 4 total). If you don't have that many available to you, you may want to choose a different scenario to play.
The Fairies- Each player has a Fairy Force of 60 points. No Thralls!
The Animals- This scenario involves a swarm of animals that stampede across the battlefield. These animals may be of any type, but the easiest kinds to use are ones that match the Fairy-Thralls listed in the rulebook. If other kinds of animals are used, appropriate values for Movement, Kill and Live Points must be agreed upon.
Playing Area- The playing area should be 4' x 4', or larger. Scatter the landscape with terrain.
Setting Up- Choose one side of the board as the side that the stampede will begin at. Along this side place the animal models. The opposite side is where the stampede is headed. The players set up on the board during Turn Zero. No fairy may start within twelve inches of an animal or an enemy fairy.
The Battle- At the beginning of each player's turn, that player draws one card from the Fairy Deck. The card drawn determines the number of animals that they must move.

	Card Drawn
	Number of Animal Models Moved

	Numbered
	2

	Trump
	3

	Joker
	4


The animal must be moved as far as it can. Animal movement does not need to be in a straight line, but it must head in the general direction of the stampede ending side of the board. When the player has moved the number of animals that need to be moved, then that player's fairies can take their turns. If an animal is killed or reaches the opposite side of the board, place it back at the beginning side.  If an animal comes into contact with a Fairy treat is as a Rush. The animal is always considered to have moved at least 6" regardless of how far it actually moved this turn since it's running as fast as it can. If the rush is successful, the fairy and the animal do not begin wrestling (as mentioned in the rulebook, that sort of thing just isn't natural). Instead, only the fairy is knocked to the ground and she also takes one point of damage. If the animal has any movement remaining after this, it will continue on past the trampled fairy. Animals may be attacked, but only after they have been moved from the starting side and onto the battlefield.  The game ends when only one player remains on the field; that player is the winner. 



To the Victor Go the Spoils (2 to 8 players) 

Days? Weeks? How long has it been since the Circle has had a decent meal? Every day the hunting warband goes out in search of food, and every night they come back empty handed. But today that all changes. The sound of fighting and the smell of blood lure the warband deep into the woods. By the time they reach area, the fighting is over. For some reason, the dead fairies were left behind uneaten. Who cares why, the point is that the Circle can finally feed. But the warband is not alone in its discovery…  A source of food has been found ready for the taking. It's only a matter of getting it back home. But rival fairies have also discovered the banquet and they want their share.
The Fairies- Each player has a Fairy Force of 75 points.
Playing Area- The playing area should be 4' x 4', or larger with plenty of terrain.
Setting Up- Pick one player to create an additional 75 point fairy warband. Scatter this warband in the center of the playing area. These fairies are not controlled by anyone because they all start off dead so place them all on their sides along with the appropriate number of meat counters. Each player, in an order determined by the Order Cards, selects an edge of the playing area and enters their fairies on their first turn.
The Battle- The goal of the battle is to get as much meat home as possible. A fairy can do so by carrying the meat to her starting edge of the board. Once there, she can safely hide the food and recover it after the battle is over. The game ends after eight rounds, or when only one player's fairies remain on the field. The player that has the most points at the game's finish is the winner. Points are awarded at the end of the game, as follows:
Each Fairy a player kills: 4
Each point of Meat a player's fairies carry to their edge of the field: 2



Psycho-Fairies / Critter Fairies 

Psycho-Fairy     12 pts.
Kill 3
Live 3
Twinkle 1 

We all know that though they have no effect on humans, mushrooms can cause some rather interesting effects on fairies. And a wise person also knows that fairies enjoy nibbling on mushrooms to see what effects the fungus will produce. Nevertheless, some fairies just don't know when to stop. They will nibble, and nibble, and nibble on a variety of mushrooms to create even more profound effects. Typically this will produce long intervals of hallucinations and vomiting, but taken to an extreme it can cause mushroom poisoning. While normally a lethal outcome of feasting on too many mushrooms, in some cases it can instead cause insanity. 

Once afflicted, these crazy fairies are normally banished from their now-former society and left to nature's whim. But occasionally the Psycho-Fairy is kept around, locked away in a secluded space until a battle is imminent. It is a favorite fairy tactic to throw these insane fairies out ahead of the rest of the warband to "soften up the enemy". In actuality, it's more of a suicide mission. This tactic is known to backfire, however, when the confusion of battle causes the Psycho-Fairy to turn on her fellows. 

Special Rules 

Rare (Thankfully) : Only a small number of Fairies are able to withstand the brain-twisting effects of mushroom poisoning. A player may employ only a single Psycho-Fairy in their force. 

'Special' Meat : A Psycho-Fairy's mind is not the only thing to have been effected by the mushroom poisoning. Her body has undergone wild changes as well. When another Fairy eats a piece of meat from a Psycho-Fairy, draw a card from the Fairy Deck and follow the rules for eating mushrooms. The only difference is if the card drawn is not a trump or an Ace, the meat is treated as being a normal piece of meat. 

A Little Loopy : The mind of a Psycho-Fairy is unstable and unpredictable (i.e. loopy). Many times even the Fairy herself doesn't know what she'll do next. To represent this, draw one card from the Fairy Deck at the beginning of that player's Turn. The card drawn determines what the Psycho-Fairy will do.

· If the player draws a trump of Diamonds, the Psycho-Fairy stares out into space mumbling something about all the pretty colors. This turn the Psycho-Fairy can do nothing at all.

· If the player draws a trump of Hearts, the Psycho-Fairy becomes enraged and charges as quickly as possible towards the nearest enemy. If she reaches her foe, she will attack in Hand-to-Hand with a +2 attack modifier. 

· If the player draws a trump of Clubs, the Psycho-Fairy begins to think that everyone's out to get her, including her friends! She must try to get at least 12" away from all other models, friend and foe. If she does so, she will then attack the closest model, again friend or foe, with ranged weapons. 

· If the player draws a trump of Spades, the Psycho-Fairy lives up to her name. Her mind goes wild sending her into an unpredictable flurry. The Fairy follows the same rules as if she had eaten a mushroom and drew a trump of Spades. 

· If the player draws a non-trump card, the player has complete control over the Psycho-Fairy… for now. 

· If the player draws a Joker, the Psycho-Fairy's fragile mind has become too warped for her to handle. She immediately falls to the ground and may take no further part in the battle. 

Optional Rule 

An optional rule you can add to your normal games of Fairy Meat. When a Fairy nibbles on a mushroom and draws the Ace of Spades, ignore the permanent effects listed in the rulebook. Instead the Fairy becomes a Psycho-Fairy, following the rules listed above but keeping her current number of Live, Kill, and Twinkle points. 

Critter Fairy 

Thrall-Tamer Fairy     15 pts.
Kill 2
Live 3
Twinkle 2 


Thrall-Master Fairy     25 pts.
Kill 4
Live 5
Twinkle 4 

Most fairies gather together with other fairies forming Circles or small warbands. But there are a few solitary fairies that shun such organization. They distrust others of their kind, preferring to instead live amongst nature's other creations. They become feral; living and hunting with animals that act as their only companions. Eventually the lone fairy develops a mysterious bond with these animals. These savage fairies have been dubbed Critter Fairies. 

Though they are leery of other fairies, they are still born with the craving for fairy meat. This sometimes forces them to make short-lived alliances with their more "socialized" kindred. Many fairies tell stories of being in the midst of a battle only to look up and see a group of thralls charging into the combat with a wild looking fairy shouting out animal calls while riding atop one of the beasts. 

Special Rules 

Lone Wolf : Critter Fairies are not comfortable in normal fae-society. They prefer the wilderness and the companionship of animals. A player may employ only a single Critter Fairy in their force. 

Animal Bond : Critter Fairies spend their lives associating with animals, and they gradually develop a close bond with the beasts. They are able to control the animals by giving verbal commands as well as mental ones. This bond allows them to control multiple thralls with less concentration required. While typical Fairies are limited to only having a single thrall, Critter Fairies may have a number of thralls up to their total number of Twinkle points (up to 2 thralls for Thrall-Tamers and up to 4 thralls for Thrall-Masters). Every one of her thralls may act during the Critter Fairy's turn, and unlike typical Fairies, the Critter Fairy herself may attack and Twinkle as well without having to release control of her thrall(s). If the Critter Fairy dies, her thralls follow the same rules for liberated thralls in the rulebook. 

Thrall Magic : Critter Fairies don't choose between Mean and Sweet magics, instead their close relationship with animals have enabled them to develop their own unique variety of spells. 

	Spell
	Cost
	Effect

	Possess Thrall
	1+
	Allows the Critter Fairy to possess the mind of a cute little forest animal and turn
it into a dreaded Fairy-Thrall. This is done in the same way as a normal combat
with the Fairy getting 1 card for each Twinkle spent and the animal getting 1 card
for every Kill Point it currently has. If the Fairy wins, the animal is now it's Thrall. 

If a Joker is played, ignore the normal rules for playing a Joker when Twinkling.
Instead, the animal realizes what the Fairy tried to do and becomes enraged. For
the remainder of the battle, every other player besides this one gets to act with
the animal, but can only use it to try to kill the casting Fairy. If successful, the
animal will then run away.

	Lend Health
	2
	This spell allows a Critter Fairy and one of her Thralls to transfer wounds to one
another. The Fairy moves one point of meat (her choice) from the Fairy half of
her card to the Meat half, and the targeted thrall then regains one lost Kill point.
The effect can go the other way as well (thrall loses a Kill point to have the fairy
regain one lost point of meat). Damage from Mangling weapons may not be
restored.

	Shapeshift
	3
	The Critter Fairy can transform her body into that of an animal. Once cast,
replace the Fairy miniature with that of a thrall type chosen by the player.
While transformed, the fairy has all the abilities (including movement) of the
animal she has changed into. She keeps her current Live, Kill, & Twinkle
points however. She must spend 1 Twinkle every turn that she wishes to
remain in this form. This extra Twinkle expenditure does not count as casting
a spell that turn.

	Call of the Wild
	4
	The Fairy bellows out an eerie howling noise that has a bizarre effect on herself
and her Thralls. For this turn, the Critter Fairy and all of her thralls gain 3" extra
movement (and altitude) as well as a +1 attack modifier.


Animal Mount : A Critter Fairy that is adjacent to one of her thralls may choose to climb atop and ride it instead of attacking that turn. Once she is mounted, she may move herself and the thrall with the thrall's normal movement. Critter Fairies on a mounted thrall gain one extra defense card versus non-missle attacks. They may attack as normal, but may not use Riot weapons as the reach of such weapons is too short. Successfully engaging a fairy mounted on a thrall in wrestling knocks her off the animal. 

Credit for the rules for mounting thralls is given to Santiago. The original idea came from a FM scenario located on his site. 
Hunting Spear : Critter Fairies come armed with a hunting spear (already included in their cost). They may be armed with other weapons for the additional cost. 

	Def. Mod.
	Att. Mod.
	Attacks
	Special

	-1
	0*
	1
	-


Hunting spears give +2 attack modifier when used by a Critter Fairy mounted on a thrall.

