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Forest Cabin

About this Resource

This resource features the general description of
forest cabin in the middle of the forest. An old man
and his young daughter live there, both of them are
werewolves. It includes adventure ideas that are
appropriate for low-level (Levels 1 to 5) adventuring
parties. Challenge Rating (CR) is calculated using a
party of four as the model.

The DM is free to change or modify any or all
the information found here. NPC names and settle-
ment names are the first the DM should consider
changing to accommodate any homebrew world
lore. To modify the challenge rating of the adven-
ture, the DM must first consider the power level of
the party. Considering the PCs’ individual levels
and the number of players is crucial to presenting a
good challenge. Not all parties are the same, differ-
ent playing styles and command of the system in the
party can increase or decrease their effectiveness
in encounters. The DM may adjust the encounters
slightly by adding or subtracting monsters. Alterna-
tively, controlling monsters with more intelligence
and strategy is often the easiest way to raise the
difficulty of an encounter.

When monsters are referenced, book name and
page numbers are noted in parenthesis. Be aware
that page numbers may vary depending on the book

It all changed one day when Donnard and two
other loggers were attacked in the woods one after-
noon. Three horrid wolves came from the bushes
growling. The beasts were larger than normal and
too aggressive. Wolves are feared predators, but
they do not attack groups of humans unless they se-
verely outnumber them. But these wolves were dif-
ferent. The three loggers raised their axes to defend
themselves. The wolves hesitated for no more than
a second and attacked. The loggers received them
with their weapons only to realize that the wolves’
hides couldn’t be slashed open. They were unnat-
urally tough and even when damaged, the wound
would close before their eyes in mere seconds.

It was a bloodbath. Two of the loggers perished
that day. Donnard managed to run back to town
wounded.

Weeks later, Donnard felt great again. The deep
wounds healed faster than anyone expected. He had
more energy and his senses became overly delicate
and sensitive. These facts he confided only to Yarra,
who was pregnant with their first child at the time.
Donnard was not naive enough to ignore his situ-
ation. He knew he was one of them, a werewolf. It
was only a matter of time before he transformed
into a foul monster. Yarra consoled him. She did
not want to part ways with him so she offered to
move away from town with him. They decided to go
deep into the forest and settle there. Donnard built
a cabin in the woods for them to live.
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print. If the DM can’t find a monster where noted, it
means it is a different book print. Page differences
. tend to be small so whatever is missing will be rea-

Donnard’s transformations came every few
weeks. He could not control himself at first. The
wolf inside him was bloodthirsty and cruel. Yarra
eventually became a werewolf too by trying to con-
o S trol her afflicted husband. Other werewolves tried

e to get them tojoin their pack a few months later

BaCkQ,rOllnd Lore but they refused. Since then the other lycanthropes

avoid them.

‘__-«"'sonably close to the pages noted in the adventure.

Yarra died giving birth to a beautiful girl later
on. The little girl was born afflicted with lycanthropy
too, to her father’s chagrin. Years later, Donnard
and his daughter still live in the woods. They cannot
move back to a settlement because even after years,
Donnard cannot fully control himself when the wolf
form overcomes him. Although he has learned to
let the wolf form happen at will. His daughter is five
years old. Since she was born afflicted, she is learn-

onnard used to live in a nearby log-
ging town with his wife Yarra a few
years ago. They married unceremo-
niously and moved together. Don-
nard worked hard in with the other
loggers and carpenters while Yarra
stayed at home sewing clothes to sell in town. It was
a small town with nothing of interest, and they were
common folk with nothing of value.
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Adventure Design

Donnard is a werewolf (MM. page 211), he can

assume wolf or hybrid form voluntarily at any time.

But he still has difficulty reverting back to human
form at will. Sometimes he needs to wait a few
hours for it to go back naturally. His daughter is
too young to present a challenge in battle. She can
assume wolf, human, or hybrid-form at will but
lacks any attack actions and only has 1 HP.

Adventure Ideas

If the adventurers are traveling through a deep
forest, they encounter Donnard’s cabin at a lucky
time close to camp time. Donnard offers food and
shelter to the party if they agree to be on their
way next morning.

He does nothing to

raise suspicions. It is

unfortunate, however,

that there is a full

moon that night. Both

Donnard and his

daughter become

wolves over dinner.

If left unchallenged,

both of them flee to

the woods.

The adventurers are
hired to get rid of

. werewolves in the

forest. The townsfolk
have reported several
instances of cattle
disappearing in the
last few weeks. It
was not Donnard or
his daughter but the
other werewolves

in the forest. The
adventurers find
Donnard’s cabin in
the woods where
Donnard confesses to
his condition. He also

' explains that it was

not him that attacked
the nearby town but

other werewolves in the forest: He offers his help
finding their lair.

The adventurers come across Donnard’s cabin by
coincidence. Donnard offers food and shelter if they
agree to hear his story. Donnard confesses to his
and his daughter’s condition. He explains that the
townsfolk in the nearby town found his hiding place
a few days ago and he is expecting them to come
with torches and pitchforks any day soon. He has a
bag of gold that he offers in exchange for help. He
does not want to harm any townsfolk that come,
wants to parley and strike a deal with the town. His
main priority is to protect his daughter.




