Faldorn recognising player. Ally with her against Trademeet? (Either march in and kill everyone, or poison the fountain. Faldorn should betray, perhaps... examine.) (As far as she herself goes, she should summon a dread wolf if you attack her, and in the duelling pit at higher difficulties.) Cor wants to kill her outside the pit.

NPC response to damaging grove:

<jcompton> Sim: For questionable cases like that, I think generally the best way to handle it is with an NPC-initiated, "Hey! You just fucked up, buddy!" giving the PC a chance to either explain, plead ignorance, beg forgiveness, or be a dick about the whole thing. Which usually makes it a little easier to decide on stay-or-go.

<SimDing0> I kinda think that Cernd should stay to repair the damage no questions asked.

<SimDing0> Although perhaps coming back later and grovelling would do some good.

<jcompton> Hmmm.

<jcompton> It's true that the grove was his primary mission, so yeah, I could see that being his main concern. Although we must balance that against the constant pressure to write Cernd out because he sucks.

<SimDing0> hehehe

<GrimSqueaker> Possibly have a Mazzy thing.  You know him wants to stay around for a certain amount of time to help the druids repair the damage

<GrimSqueaker> Then you get to try and convince him to come back

One thing, though. There are a number of important items, usually only available available in Trademeet market after helping Trademeet, which should either become available elsewhere or be found on the ground after the destruction of Trademeet.

I think this is Cloak of Displacement, Belt of Inertial Barrier, and a Robe of the Good Archmagi. Player should still be able to get them somehow. Maybe Faldorn’s guys pick them up. (The first two, at least.)

What should genies do if Faldorn’s druids overrun Trademeet while they’re there? 

