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“You want to go where?!”

Players are an unpredictable lot. You spend hours planning the perfect 
adventures, then they ignore your carefully staged clues to head off  in 
a direction you had not prepared. Savage Lairs is here to help.

This book presents a range of  encounters all tailored to fit within a 
typical fantasy forest. Each page presents a new scene that offers a 
way to occupy the players while you try to figure out how to adapt 
your masterwork to their unexpected actions. Some could lead to a 
side quest or an unrelated adventure, but this is not necessary. These 
encounters help you to occupy the heroes for a bit, while you hurriedly 
readjust your main focus.
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introduCtion

Savage Lairs is a tool for the Game Mas-
ter who needs a new scene in a hurry. Each 
page of  the book presents a different encoun-
ter, all set within a typical Fantasy Forest. 
When the game calls for a new encounter and 
the planned ones do not fit, then one can be 
quickly selected from the book as needed. 

Each scene provides a quick introduction 
for linking it to the party’s journey. Many also 
offer additional hooks that can be used to fol-
low up on the encounter, though these do re-
main optional. All of  the scenes are contained 
within a single page and include the necessary 
game statistics for the NPCs and foes. 

The Game Master could take the time to 
completely read this book before using it, 
but that is not the intent. Rather, because 
each scene is brief, the GM can quickly read 
through each scene while running it. The 
scenes are intended to be self-explanatory 
and largely self-contained. However, ideas 
are included in many of  the encounters for 
linking them into a broader campaign. This 
can be particularly useful for the GM who 
wants to give the impression that this scene 
was planned out in advance as part of  the ad-
venture’s main story.

The different encounters are broken down 
into the book by the types of  creatures that 
provide the central focus. If  the Game Mas-
ter needs an encounter in a hurry, one way to 
select it is to roll on the following charts. In 
campaigns focused upon a specific type of  
foe, it may be appropriate to skip the catego-
ry table roll, instead just rolling on the table 
to select the specific encounter within the ap-
propriate category.

enCounter Category
d6 Category
1 Mundane
2 Human
3 Inhuman
4 Nature Spirit
5 The Unliving
6 Magical Creature

mundane
d10 Opponent
1 Bear
2 Bees
3 Bobcat
4 Dog 
5 Eagle
6 Fire Ants
7 Goat
8 Snake
9 Wasps
10 Wolves

human
d10 Opponent
1 Alchemist
2 Bandits
3 Cartographer
4 Engineers
5 Fugitive
6 Herald 
7 Merchants
8 Performers
9 Smugglers
10 Trader

inhuman
d10 Opponent
1 Beastfolk
2 Centaurs
3 Faun
4 Frog-Men
5 Kobolds
6 Ogre
7 Orcs
8 Ratlings
9 Tigerman
10 Troll

nature spirit
d10 Opponent
1 Corrupted Spirit
2 Dryad
3 Elemental
4 Naiad
5 Nixie 
6 Nymph
7 Pixies
8 Redcap
9 Spirit of  Hope
10 Verdire

the unLiving
d10 Opponent
1 Battlefield
2 Burial Mound
3 Burning 

Skeleton
4 Ghost Duel 
5 Hungering One
6 Oakmother
7 Revenant
8 Ruined 

Graveyard
9 Skeletons
10 Wight

magiCaL Creature
d10 Opponent
1 Basilisk
2 Brownie
3 Cockatrice
4 Djarobark
5 Fungus People
6 Giant Leeches
7 Giant Spider
8 Manticore
9 Shambler
10 Unicorn
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Bear

From just beyond the trees ahead, you hear the pained 
cry of a wounded animal, its voice strained as if from 
prolonged use. Cautiously drawing closer, you see a bear 
cub with its bleeding leg caught in a steel-toothed trap.

The bear cub has been caught in the trap for 
some time and has lost a fair bit of  blood. It is inca-
pable of  freeing itself. If  the heroes approach, the 
cub is clearly fearful and panicked, trying to back 
away from them (which is, of  course, impossible). 
The heroes can free the cub from the trap with a 
Lockpicking or Strength check. The cub, although 
still frightened, recognizes help, and warms to 
the character who frees it. The cub is still badly in-
jured however. Without a Healing check, it dies of  
blood loss or infection within days. 

Naturally, the heroes’ timing could not be 
worse. Soon after they arrive, the mother bear 
appears. If  the heroes decide to ignore the help-
less cub, the mother enters as they try to leave, 
blocking their path and approaching with a 
threatening roar. If  the heroes attempt to free 
the cub, the mother arrives after an attempt 
or two, whether successful or not. She sees the 
heroes as the source of  her cub’s anguish. At-
tempts to calm the enraged bear using Persua-
sion suffer a –2 penalty, and attempts to drive 
it away using Intimidation suffer a –4. If  
the heroes behave in a threatening manner 
toward the bear (including a failed Intim-
idation check), move any closer to its cub, 
or do not immediately back away from the 
cub if  already close to it, the mother bear 
attacks, targeting whoever is closest to its 
cub first.

Once the heroes deal with the mother 
bear, or perhaps during the fight with it, if  
things are going poorly, the hunter who set 
the trap arrives. The hunter views both bears 
as his quarry and lays claim to the pelts. If  ei-
ther animal is still alive, the hunter attacks it 
(targeting the mother first) before trying to speak 
with the heroes, whether or not it poses a threat.

The hunter is not a murderer or brigand. He 
argues with the heroes if  they attempt to take 
either bear’s pelt or stop him from killing the 
beasts, but he does not attack the heroes unless 
in self-defense. The hunter is not above threat-

ening the adventurers if  he thinks it might work, 
but he is not foolish enough to try this if  the he-
roes outnumber him or are clearly dangerous.

BroWn Bear
Attributes: Agility d6, Smarts d6 (A), Spirit d8, 
Strength d12+4, Vigor d12
Skills: Fighting d8, Notice d8, Swimming d6
Pace: 8 Parry: 6 Toughness: 10
Special Abilities
Bear Hug: Bears don’t actually “hug” their 
victims, but they do use their weight to pin their 
prey and rend it with their claws and teeth. A 
brown bear that hits with a raise has pinned her 
foe. The opponent can only attempt to escape 
the “hug” on his action, which requires a raise 
on an opposed Strength roll.
Claws: Str+d6
Motherly Instincts: The brown bear adds +2 
to attack rolls against characters she perceives 
as a threat to her cub.
Size+2: An adult brown bear can weigh over 
1,000 pounds and can stand up to 10 feet tall.
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Bees

The forest seems calm and quiet, when a single 
bee begins irritatingly buzzing around you. 
Shooing it only intensifies the angry buzzing, 
and soon another bee appears, and then another. 
In short order, the air around you is filled with 
dozens, maybe hundreds, of angry, flitting bees, 
and the buzzing noise is now a deafening roar.

The heroes have passed beneath the hive of  a 
particularly large and particularly angry variety 
of  bee. Known as demon bees not because of  any 
supernatural origin, but merely for their temper-
ament and excruciatingly painful stings. Simply 
coming within a few yards of  the hive is enough 
to provoke the entire nest of  bees to spring to its 
defense. If  an appropriate Extra is with the party, 
that character could even do something foolish 
or careless to anger the bees, such as poking at 
the hive looking for honey.

While there is nothing magical or unnatural 
about the insects, these bees are larger (more 
than two inches long) and much more aggressive 
than other species. They perceive any animals 
that come near their hive as a threat and pursue 
them for a considerable distance. To make things 
worse, their sting is excruciatingly painful. The 
sting of  a single demon bee can render a person 
insensible from the pain, and the heroes are deal-
ing with hundreds of  them, stinging constantly. 
Unlike some varieties, these bees retain their 
stingers after use and so can sting repeatedly.

The swarm of  bees immediately surrounds 
the heroes and attacks. The swarm pursues per-
ceived threats up to a hundred yards away from 
the hive before returning to it. If  the heroes go 
in different directions, the swarm of  bees splits 
in two to pursue. If  they go in more than two di-
rections, randomly determine which heroes the 
bees chase. Generous Game Masters may choose 
to place a pond or similar body of  water nearby 
to grant fleeing characters sanctuary. 

If  any of  the heroes has an appropriate knowl-
edge skill or succeeds at a Common Knowledge 
check, he remembers that demon bees, in addi-
tion to their irritability and dangerous stings, 
are known for their particularly delicious—and 

valuable—honey, which is highly prized by trad-
ers and nobles. Of  course, some people claim the 
honey is valued not truly for its taste, but merely 
because of  its rarity and the difficulties involved 
in obtaining it. In any case, if  one of  the charac-
ters can manage to ascend the tree, requiring a 
Climbing test, and safely retrieve the hive, the 
honey within is worth $400. This is impossible 
if  the angry swarm of  bees is still defending the 
hive, as a character attempting to climb leaves 
himself  completely vulnerable to the stings. 
If  the hive falls or is otherwise damaged, the 
amount of  honey the heroes can salvage is worth 
$200. An incautious hero handling the hive 
might suffer additional stings, with the same ef-
fects as if  in combat with the swarm. 

sWarm of very angry Bees
Attributes: Agility d10, Smarts d4 (A), Spirit 
d12, Strength d6, Vigor d10 
Skills: Fighting d4, Notice d8 
Pace: 10 Parry: 6 Toughness: 7 
Special Abilities
Agonizing Sting: The rampaging bees inflict 
multiple stings each round, hitting automat-
ically and causing 1d6 damage to everyone in 
the template. Damage is applied to the least 
armored location. Due to the excruciating pain 
of  even a single sting, a character who takes 
damage must succeed at a Vigor check or suffer 
Fatigue. A character Incapacitated in this way 
continues to take damage from the swarm.
Split: The bees divide into two swarms if  their 
targets split up. The toughness of  each swarm is 
reduced by 2 (to 5), but they are otherwise both 
identical to the original swarm for game pur-
poses. The Swarm may only split once.
Swarm: Parry +2; The swarm covers an area 
equivalent to a Medium Burst Template and 
attacks everyone within each round. Because the 
swarm consists of  hundreds of  bees, cutting and 
piercing weapons inflict no damage. Area-effect 
weapons work normally, and a character can 
stomp or swat to inflict his damage in Strength 
each round. The bees do not pursue a character 
completely submerged in water.

Sa
m

pl
e 

file


	TABLE OF CONTENTS
	Introduction
	MUNDANE
	Bear
	Bees
	Bobcat
	Dog 
	Eagle
	Fire Ants
	Goat
	Snake
	Wasps
	Wolves

	HUMAN
	Alchemist
	Bandits
	Cartographer
	Engineers
	Fugitive
	Herald 
	Merchants
	Performers
	Smugglers
	Trader

	INHUMAN
	Beastfolk
	Centaurs
	Faun
	Frog-Men
	Kobolds
	Ogre
	Orcs
	Ratlings
	Tigerman
	Troll

	NATURE SPIRITS
	Corrupted Spirit
	Dryad
	Elemental
	Naiad
	Nixie 
	Nymph
	Pixies
	Redcap
	Spirit of Hope
	Verdire

	THE UNLIVING
	Battlefield
	Burial Mound
	Burning Skeleton
	Ghost Duel 
	Hungering One
	Oakmother
	Revenant
	Ruined Graveyard
	Skeletons
	Wight

	MAGICAL CREATURES
	Basilisk
	Brownie
	Cockatrice
	Djarobark
	Fungus People
	Giant Leeches
	Giant Spider
	Manticore
	Shambler
	Unicorn


