Roll 2d10

Forest Encounters

2

2d4 aggressive, howling wolves - HD 2+2 (9HP), AC 7, Move 180’ (60’), SV Fighter 1, Morale
8 (6 if ≥50% pack slain), Attack 1x Bite 1d6, Treasure Nil.

3

Loud baying of a great wolf pack fills the chill air of the forest.

4

1d4 greater buzzards circle overhead, and attack if any player appears weak or ill. HD 2
(7HP), AC 6, Move 180’ (60’) Fly, SV Fighter 1, Morale 8, Attack 1x Bite 1d4, Treasure Nil.

5

Ghostly voices wail on the wind, hissing threats - or warnings - that trespassing in the forest
will ensure a restless fate in the prison of the spirit elm.

6

A terribly wounded deer wanders briefly into view, dragging its entrails into the woods.

7

The birds begin to shriek and take to the sky en masse.

8

A high-pitched shriek pierces the stillness behind the party. When they look, the trees are still
swaying, though nothing is obviously amiss and no trail can be found.

9

Ravens caw a staccato laugh in the branches of nearby trees.

10

The forest remembers - a fading, ghostly echo of the forest before it was abandoned, a
scene of life here in the times of plague, in the times of peace, in the times of war.

11

The sound of wood being split in the distance echoes briefly.

12

The breeze becomes cool, far too cool. Unnaturally cool, exposing the party’s breath, for just
a few moments.

13

The eyes of the forest are upon the party. An intense sensation of being watched settles
upon them.

14

A group of 1d4 terrified pilgrims (as commoner or peasant) who, in their panic, are stumbling
through the forest, trying to leave in a hurry.

15

The birds grow silent - eerily silent.

16

A restless spirit floats lazily towards (or from) location #8: The Lost Cemetery. It laments the
spirit elm’s torment, asking why its sons and daughters do not tend its grave.

17

The croaking of frogs and toads takes on a sinister bent, and begins to sound like words Run! Leave! Dead! Meat!

18

1d8 giant rats are driven out from the underbrush. HD 1/2 (3HP), AC 7, Move 120’ (40’), SV
Fighter 1, Morale 8, Attack 1x Bite 1d4, Treasure Nil.

19

Ghastly shrieks in the distance, and ravening sounds of wild beasts.

20

Owlbear! The owlbear which resides in #2: The Sett. Use your discretion - roaming owlbears
may be part of a family, or you can elect to have one owlbear only, regardless of location.
See stats under location #2 The Sett.

