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A 5E Compatible Adventure
Suitable for levelS 5-10

SIEGE OF STÜRMENBURG 
part I
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THE WORLD OF DOADEN
     elcome to DoaDen, the Dark fantasy settIng of taInteD lanDs anD twIsteD   
     monsters, where an ever-creepIng afflIctIon corroDes the very essence of 

exIstence. 

It Is a worlD of Decay anD DepravIty where once-rIghteous men anD heroes of 
glorIous purpose now struggle to survIve as cults anD Dark goDs vIe wIth one 

another to consume the last vestIges of humanIty. 

It Is a worlD of Death, trappeD In the faDIng Dusk of a fallen empIre.
the heroes that wanDer these lanDs are no granD aDventurers to be honoreD In 

songs of mInstrels. 
for the heavy DeeDs anD DecIsIons these wanDerers unDertake InvarIably leave 
them DIshearteneD, broken, nothIng more than soulless husks anD shaDows of 

theIr once-glorIous selves.

yet as Dark as DoaDen may be, humanIty clIngs to lIfe wIth a stubborn tenacIty, 
a last flIckerIng flame wIthIn the Dark. 

a last hurrah, a fInal war cry that shall echo In the black abyss of eternIty, 
a momentary vIctory before the enDless nIght.

W
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THE CYROX

“
Cyrox are huge, hideously malformed 

beasts with a single eye at the center of 
their forehead, leaving them with little to 
no peripheral vision. 

These dumb, almost brainless creatures 
are coralled into war and used as siege 
weapons by the beastmen armies who keep 
them under chains and leashes, provoking 
and inciting their rage. An enraged Cyrox 
makes little distinction in battle between 
friend or foe and will stomp its way over 
anything that crosses its path.

                                                                  .” 
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Compatibility. This adventure is intended 
for use in conjunction with the D&D 5e Player’s 
Handbook (PHB), Dungeon Master’s Guide 
(DMG), and Monster Manual (MM).

Civilization & Trade in Doaden have 
crumbled. Only gold, silver, and copper are 
circulated, and only at 1/10th the amount 
suggested in D&D manuals. Magical items are 
extraordinarily rare.

Statblocks for Bestiarum creatures are 
included in the scenario appendix. These 
creatures will be written in bold text.

- Dreyen Solius, Journal of the World’s Ending.

THERE IS LIGHT YET in Doaden, and 
though it may seldom come in the form of 
love or joy, it still shapes itself into a sem-
blance of honor, purpose, and redemption.

Narrative Scripts. Passages in this 
format are meant to be read aloud or 
paraphrased. They build atmosphere or 
reveal key information to the adventuring 
party.

Recurring Rules. These passages cover 
mechanics used to resolve situations in 
the scenario. The rule will be detailed in 
this format the first time it is used, but it 
may be referenced more than once.

Torment Mode. Adventurers in Doaden 
are designed for Normal Mode parties 
ranging from levels 5 - 7 and Torment 
Mode parties ranging from levels 8 
- 10. Torment Mode modifications to 
encounters are written in this format.

Foreword
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ightning rips apart the sky as thunderous 
booms drown out the clash of steel upon steel.  
The night rings loud with the roars of enraged 
warriors and the guttural moans dying men as 
their lifeblood soaks into the wet earth. The 
darkened sky cries, flooding the cobbled city with 
sheets of cold rain and sleet. Yet the night burns 
bright with the flames of war, as the Horn of Odr 
echoes into the black.

Unsheathe your sword, tighten your armor, and 
brace yourselves, adventurers. For the night will 
be drowned in death.

Sürmenburg is a war-torn fortress city 
protected by three powerful ringed walls. The 
great walls of Stürmenburg have stood for 
countless generations, its hardened human 
defenders clawing every day for survival against 
the relentless hordes of demons, men, and beasts, 
shielding the southern regions from invasion.

Yet something has changed. In response to 
a distressing letter sent by Stürmenburg’s city 
guard, the rangers have dispatched their most 
capable soldiers and allies to defend the city 
against a growing beastman swarm.

Scenario Structure
This scenario is an intense siege encounter. The 
story unravels as the party engages in several 
skirmishes against beastmen hordes. Between 
encounters, the adventurers will return to the 
Tempest Tavern, a small hub where they may 
resupply before heading to again.

Parts. This is the first of an epic two-part 
adventure. Part II will follow during a later 
release, picking up where this scenario ends.

STORY HOOK

The party will be rangers or allies of the rangers, 
assigned to aid Stürmenburg defenders against 
escalating attacks by beastmen hordes. They will 
partner with Arne, captain of the city guard, to 

stage the defense of the city.

CHAPTERS

Chapter 1: The party is ambushed by beastmen 
on the way to Stürmenburg. When they arrive at 
the city, they see its defenders suffering heavy 
losses as their morale wanes amidst the dark 
tidings and cryptic omens of their seer.

Chapter 2: The party must use explosives to 
free a river which the beastmen have dammed. 
Without the flowing river, the city will lose its 
access to fresh water. On the way out of the city, 
the party must defend the wall against waves of 
beastmen and a cyclopean giant.

Chapter 3: As the party returns from the wilds, 
the Horn of Odr is blown, echoing throughout 
the city. Flames and smoke rise from the farming 
districts. Peasants scream as a titanic monster 
breaches the walls, cracking the city open for the 
hordes to spill in.

In a desperate effort, the party must stall the 
beastmen and fight another giant to make their 
way back into the city and buy time for evacuees 
to retreat behind the inner walls of the city.

BALANCE

This scenario is balanced for 3-4 players, with 
Normal Mode levels 5-7, and Torment Mode 
levels 8-10.

Adventure Summary: Siege of 
Stürmenburg Pt. I

7
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his section provides background 
information about Stürmenburg and 
the people, culture, and history of the 
area. However, most information is not 
necessary to run the scenario.

To begin this adventure, turn to Chapter 1.

BACKGROUND
The following paragraphs discuss information 

that will be helpful to keep in mind while reading 
through and running this scenario.

THE NORTH

The North is a sparsely populated region 
historically inhabited by nomadic tribes. The 
people are animistic, believing in nature spirits 
that are contrary to the beliefs of the Church of 
Azerai. However, their warriors are fierce and the 
region is too craggy and cold to grow much crop 
or livestock.

A military campaign of the magnitude needed 
to conquer the north would be costly, arduous, 
and offer little return. For these reasons, the North 
maintains independence from the Empire, the 
Church finding little benefit in extending its reach 
into such inhospitable lands.

Gaurric Language
Gaurric is the dominant language in the north, 

predating the Empire. It is spoken by common 
folk of the area and by druids throughout the 
wilds. It uses a primitive writing system of runes 
that are easily carved into rock or leather. The 
Church of Azerai considers the language, as 
well as those who speak it, to be barbaric and 
uncivilized. Important NPCs in the area should 
be able to communicate in both Gaurric and 
Common, but other nonessential characters might 
only speak Gaurric.

A character that originates from the north or 
who has spent time in the wilds may have learned 
Gaurric. A Barbarian, Druid, or Ranger would be 

especially likely to know this language.

Northern Religion
Northerners do not prescribe to the beliefs 

of the Azerai church. Rather, they worship a 
pantheon of gods associated both as people and as 
natural elements.

The End Flame. Northerners revere the End 
Flame, a great fire which they believe birthed 
the world at the beginning of time and which 
will one day consume all at the end of time. The 
name itself is paradoxical and cannot be translated 
accurately, as the word for “end” and “beginning” 
in this context are the same, reflecting a cyclical 
belief in existence.

The Beastmen

Beastmen hail from the north. Historically, 
they warred with the barbarian tribes, but often 
spilled into the south to pillage and raid. Though 
the wars of old quieted down to small skirmishes 
and opportunistic raids for many generations, 
they have recently become militaristic once again. 
More information about the Beastmen is included 
in Appx. A: Bestiary.

PERSISTENT RULES

The following persistent rules apply 
throughout this scenario.

Wave Combat Encounters
Use the following rules when running wave-

based encounters.

T
Introduction

Spawning: spawn enemies at the beginning of 
their noted round, according to any rules which 
may be specified.
Initiative: if a creature spawns at the beginning 
of the first round of combat, roll its initiative as 
normal.
Delayed Initiative. If a creature joins the fight in 
any round after the first, it is added to the end of 
the initiative order.
Fast Initiative. If a creature has a Dexterity 
modifier of +4 or higher, it is placed at the 
beginning of the initiative order.
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This month’s adventure takes place in the following marked location of the region known as the Holy 
Western Empire, also referred to as the Western Reaches.

Regional Map
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he fortress city of Stürmenburg is 
located along the northern frontier of 
the Empire, thus it suffers the constant 
barbarian and beastmen attack from 

the north. Though the defenders share much 
history and culture with the northmen, they 
have remained loyal to the Empire after being 
conquered during its expansionary years.

As a fortress city subjected to constant war, 
most townsfolk have received extensive military 
training. The city has a large supply of well-
trained militia in addition to its city guard, which 
acts as a standing army.

NOTABLE CHARACTERS
Several non-player characters command the 

city and its defense. The players will interact with 
these characters as the scenario progresses.

Lord Arminius

Arminius is the warden and commander of 
Stürmenburg. He was born as Harvunn, son of 
Sigvald, of barbaric blood, but was inducted into 
the Imperial Auxilia as a youth and received the 
Latrian name Arminius. During his training as an 
imperial soldier, he excelled at martial combat, 
battlefield tactics, and logistical planning, quickly 
rising through the ranks to become a respected 
commander.

The Empire charged Arminius with the 
command of Stürmenburg, hoping that his 
military talents would ensure the survival of the 
city’s defenses, and that his barbaric heritage 
would ensure the people remain compliant to the 
Empire. For the last several years, Arminius has 
indeed held the line admirably against ceaseless 
northern invasions, shielding the south from 
danger. His people look up to him as a fearless 
warrior and skilled general.

Captain Arne
Arne is the leader of the city guard. He is 

known for his bravery, skill in combat, and 

sincere compassion for his fellow townsfolk. 
Born in the North, he speaks both Common and 
Gaurric. He is mistrustful of the Empire and the 
Church, believing that Stürmenburg suffers by 
having to pay great tithes to the Empire, receiving 
little to no aid in return.

Arne holds a deep hatred toward the Beastmen 
after witnessing the death of his father, a previous 
commander of the guard, during his youth. 
With a high sense of value and justice, he is a 
well-beloved leader among the troops, seen as 
courageous and as a true hero for putting himself 
in harm’s way for the sake of others.

Gorm the Seer
Gorm is caretaker of the local Temple of 

the End Flame. He leads the common people 
in worship and acts as spiritual advisor to Lord 
Arminius. The people of Stürmenburg rely on his 
dark and disquieting visions, distilling from them 
information about their enemies and the future. 
Defenders of Stürmenburg frequently seek out 
Gorm, asking for guidance and wisdom so that 
they may prepare themselves spiritually for the 
grim fates they know they must all face one day.

Hamarhelm the Ox
Hamarhelm is an elite warrior and member of 

Lord Arminius’ honor guard, the Blitzvakt. He 
is the strongest of the elite guard, large as a bear, 
and carries a massive black iron hammer that 
would take several ordinary men to move.

Guard Bauer
Bauer is a member of the city guard. He will 

act as escort for the party at the beginning of the 
adventure. He is distressed as his sister has gone 
missing after taking part in a scouting mission 
earlier that day.

Administrator Varus
Varus is an imperial agent who ensures the 

imperial tithe is collected from the people of 
Stürmenburg. Additionally, he ensures that the 

History of Stürmenburg

T
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people remain compliant to the Empire and that 
Lord Arminius acts within his authority. He is 
disliked by all of the locals.

THE GREAT WALLS
Stürmenburg’s most distinctive features are 

its three massive walls that form rings around the 
city, towering some 15 to 20 meters into the air. 
They grow progressively taller, rising from the 
outermost wall to the innermost one. The walls 
were constructed thousands of years ago from 
monolithic slabs of stone carved from the nearby 
mountains. It is unclear how the massive stones 
were cut or transported.

The walls, from outer to inner, are named Wall 
Träz, Wall Sten, and Wall Stahl, so named in 
Gaurric for wood, stone, and steel, respectively. 
These names represent the most important 
materials used to construct the city’s defenses, 
which the people have relied on for countless 
generations.

THE GREAT GATES
Cut into each of Stürmenburg’s ringed walls 

are several great fortified gates. Each gate is built 
like a small fortress; shielded by layers of thick 
doors and iron gates, riddled with murder holes 
and machicolations, and garrisoned by small 
armies of guardsmen.

Each gate draws its name from a warrior of 
local lore. However, the way locals recount the 
grand deeds of these heroes, it is never clear 
whether their stories are historical accounts or 
fantastical and wildly embellished legends.

Gates Bjärn and Ulf
Along the outer wall, Träz, is the northern 

Gate Bjärn and southern Gate Ulf, named after 
two warriors, Bear and Wolf, who died fighting 
against the invading imperial army during the 
Empire’s expansion predating the Golden Age.

It is said that the two fought back-to-back for 
seven days, holding the line against thousands 
of soldiers, each killing several 
hundred before succumbing to their 
wounds. The tales tell of Ulf, who could 
slay ten men with a single arrow, and 

Bjärn who, even after losing an arm and both eyes 
in combat, managed to slay another twenty men 
before he was finally put down.

It is said that in life, the two loved the same 
woman, Brynhild, but this affair is largely ignored 
in the tales, or the retellings vary so wildly that no 
one can determine the origins of the story.

 Gates Sif, Sigrid, and Tora
Along the middle wall, Sten, are three gates, 

known as the Sisters. To the north is Gate Sif, the 
east is Gate Sigrid, and the south is Gate Tora. 
Each gate is named after a triad of legendary 
warrior sisters who united the early tribes of the 
area and conquered the surrounding lands, making 
it safe for the people to grow communities and 
turn towards agriculture and trade rather than war.

Gate Odr
Along the innermost wall, Stahl, is a single 

gate, Gate Odr, named after the first king of the 
people, who was said to be a descendant of giants. 
After his wife, Tora died, Odr became king and 
brought the people of the land into their most 
prosperous age, many hundreds of years before 
the imperial expansion.



15

Map A: StÜrmenburg
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Chapter 1:
Dark Omens

F

To begin the scenario, read this script:

or this adventure, the party will be 
working on the behalf of the ranger, 
Vozruk the Storm Crow. Their mission is 
to aid Stürmenburg in response to a letter 
sent by the captain of the city guard, 

Arne. A copy of the Letter from Captain Arne 
is included in Appx. B: Gameplay Resources.

To begin the adventure, give the party a 
copy of the letter. Each party member should be a 
ranger or have ties to the rangers so that they may 
have been sent in response to the letter.

STARTING THE ADVENTURE

The party starts the adventure on the final leg 
of the journey to Stürmenburg as the sun sets. 
They have been traveling through the Black 
Forest, a dense area that is difficult to navigate, 
full of thick oak and pine trees, and choked in 
underbrush.

 
As you mull over the words of Arne’s 

letter, you glimpse a small fire ahead. You 
pull on the reins of your horse, bringing it 
to a halt. Ahead, down a short hill on the 
side of the road, you spy a weak campfire. A 
man clad in armor sits in front of the dying 
flame, his back to you, propped up against 
a thick log.

Above, ominous clouds have begun to 
roil, blanketing out the dying afternoon sun 
and leaving the forest in shadow.

This script will bring the party straight into 
their first encounter with the beastmen, an 
ambush by a small group
of raiders.

For the past several days, you have been 
riding north through the Black Forest, 
pressing on through the thick clusters 
of pine and oak as you follow the worn 
cobblestone road. You have been straining 
your horses, pushing them onto the 
fortress city of Stürmenburg. Considering 
your pace, you should be within an hour of 
Stürmenburg’s outer wall. 

You must reach the city quickly 
to aid its defenders. You have 
been dispatched by the ranger 
Vozruk the Storm Crow after he 
received a letter from the captain of the 
guard, Arne. Arne’s letter was disturbing, 
detailing the escalating assaults of 
beastmen hordes on the city, and the 
portents of much darker tidings to come.
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BLACK FOREST AMBUSH
This encounter is represented by Map B: 

Black Forest Ambush. The beastmen have 
killed a Penitent Crusade soldier who was 
delivering a letter to Administrator Varus. The 
beastmen have set up an ambush using the corpse 
as bait. They have tied his body upright to a log 
to make it look as if he is resting by the fire. 
However, the beastmen have overlooked many 
clues that should make a traveler wary.

MAP B: AREAS

The following paragraphs detail important 
areas of Map B: Black Forest Ambush. The 
party starts near the sword in area B3.

B1) The Bait Trap
In this area, the Beastmen have set up bait to 

lure in travelers and ambush them.

The Dying Campfire. Down a ditch on the 
side of the road is a weak campfire. Its embers 
give off a meek glow with little light. It seems the 
fire has not been fed in quite some time.

The Penitent Crusader. The body of an 
armored man is seated by the fire, his back 
against a log and facing away from the road. The 
weak light does not illuminate him well, so it is 
difficult to make him out.

Perception. From a distance, one may notice 
the man is dead by passing a DC 13 Wisdom 
(Perception) check. If they succeed, they notice 
his unnatural pose, an oddly angled droop of his 
head, his body being held upright by ropes, and 
blood spilled all over the log and ground.

This information is also obvious when 
standing next to him.

The Blood-Stained Scroll. A scroll lies 
on the ground next to the crusader. It is sealed 
with the wax stamp of the emperor and stained 
with drops of blood. The scroll contains the 
Letter from Lord Lucious, a copy of which is 
included in Appx. B: Gameplay Resources.

Perception. The scroll is obvious, but the 
blood is not. From a distance, a creature may be 

Torment. Add: 1x Capra Hunter

able to see the blood by passing a DC 15 Wisdom 
(Perception) check. When standing near the scroll, 
the blood is obvious.

B2) Chopped Tree
A tree has been recently chopped down and 

sections of its trunk are missing. A section of the 
tree was used to prop up the crusader. A trail of 
large bovine hoofprints travels back and forth 
between areas B1 and B3.

Perception. A creature may see the prints by 
passing a DC 10 Wisdom (Perception) check.

B3) Broken Sword
A well-made sword lies on the ground, but it 

has been shattered, its blade is covered in blood.
Investigation. A creature may deduce from 

the make of the weapon that it belonged to the 
dead crusader, by passing a DC 10 Intelligence 
(Investigation) check.

B4) Thicket
In this thicket of trees and shrubs hides a group 

of beastmen. They have set the trap and will 
attack when the party approaches the crusader or 
tries to leave the area, attempting to surprise the 
party.

The following enemies are present here.
2x Capra Scout
1x Aurox Reaver
 



18

Map B: Black Forest Ambush
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ARRIVAL AT STÜRMENBURG
Read the following script after the party 

decides to continue towards Stürmenburg. They 
will arrive at the southern Great Gate, Ulf.

PASSAGE THROUGH THE GATE ULF

The party will arrive at Gate Ulf, the southern 
entrance to the city. Read the following script.

Conversation with Hamarhelm
The man is Hamarhelm the Ox, a member of 

the Lord Arminius’ honor guard, the Blitzvakt. In 
conversation, keep in mind the following topics.

Letter from Lord Lucious. Hamarhelm is not 
interested in the letter. He cares little for politics 
and prefers problems he can solve with his 

The sun has set and the roiling black sky 
pours sheets of cold rain and sleet, turning 
the ground to slick mud. You push onward, 
your horses’ hoofs squelching in the sodden 
dirt until, drenched and shivering, you finally 
approach the massive walls of Stürmenburg.

The outer wall, named Träz, is constructed 
from enormous monolithic stones as large as 
houses. The wall rises far overhead, towering 
into the darkness. Atop the ramparts you 
see large bonfires dispersed every hundred 
yards, illuminating powerful battlements and 
garrisons of patrolling soldiers.

A horn sounds as you approach the great 
Ulf Gate and its thick double doors open, 
revealing a cavernous archway protected by 
layers of metal portcullis. A giant of a man 
stands within, clad in hardened leathers 
interspersed with steel plates. He towers 
above you, hefting a wrought iron hammer 
the size of a blacksmith’s anvil. He cracks his 
neck as he speaks to you, his voice echoing 
like a drum.

 “State your business, strangers.”

Hamarhelm’s booming voice calls out 
and the metal portcullis gates rise clamoring 
as they clear the way to the city. The giant 
man calls a guardsman, ordering the guard 
to escort you to Captain Arne at the Tempest 
Tavern.

 The guardsman nods, marching 
ahead of you. You follow him into the city, 
venturing behind the titanic walls and 
witness the sheer extension of the city’s first 
ring. Houses sprawl as far as the eye can 
see, the streets are filled with busy peasants 
and marching soldiers. Entire sections 
of the city are devoted to merchants and 
craftsmen, and a river runs through the 
district, surrounded by farms, orchards, 
fisheries, and cattle barns.

Young children spar with each other 
in training yards, striking each other 
ferociously with blunted metal weapons, 
covered in bruises and blood. But underneath 
their bravado, you feel an uneasiness. In 
the eyes of children and the militia, and the 
peasants that hurry back and forth ferrying 
supplies and weapons, there is an unspoken 
fear that permeates the night air.

hammer. However, he will direct the party to give 
the letter to Arne, who he knows requested aid 
from the Empire.

Beastman Threat. The beasts have indeed 
been growing in number. However, Hamarhelm 
welcomes the challenge as he enjoys pulverizing 
capra goatmen with his hammer.

Ranger Mission. Hamarhelm knows Captain 
Arne is expecting a group of rangers. If the party 
mentions they are with the rangers, he will give 
the order to raise the portcullis and call a guard to 
escort the party to Arne at the Tempest Tavern.

THE CORPSE CART

To Continue. When the party finishes 
speaking with Hamarhelm, read the following 
script.
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You hear a man yell and the clang of a 
small bell. People quickly clear the middle 
of the road as a wagon laden with corpses 
trundles by; carrying men and women, 
torn apart and still clutching their swords 
and spears, their limbs held together only 
by threads of viscera. It heads further into 
the city, toward the second great wall, Wall 
Sten, which rises even higher than the first.

 Your escort beckons you to follow.

“Come, our path lies the same way.”

Conversation with Guard Bauer

The guard escort is named Bauer. As he 
continues to lead the party to the Tempest Tavern, 
they may ask him questions about the city. Bauer 
might discuss the following topics.

Beastman Threat. The beasts have been 
attacking much more frequently and in 
astonishing numbers. They have seemingly 
grown more intelligent overnight, laying traps 
and executing devious maneuvers that have 
thrown off the guards. The city’s casualties have 
skyrocketed, and worst of all, the city seer, Gorm 
speaks of darker omens on the horizon.

Gorm’s Visions. Stürmenburg’s seer, Gorm, 
has been afflicted by terrible visions lately, of 
death and destruction. He sees a great flame beset 
by darkness, enormous shadows lumbering in 
the blackness, and he hears only the unrelenting 
screams of men in the night. He speaks the future 
in riddles, but what he sees always comes to pass. 
The party may seek Gorm out at the Temple of the 
End Flame if they wish to speak with him.

The Corpse Cart. The cart that passed by was 
laden with dead warriors from the last scouting 
party. During these times, several such carts are 
seen each day. The cart takes the bodies to a 
ritual pyre to be burned outside of Temple of the 
End Flame within the second wall.

Bauer’s Sister. Bauer’s sister was among the 
scouts that left today, and she did not check in 
with the survivors. He is worried about her, but he 
will prefer not to discuss what bothers him at this 
time.

Captain Arne. Arne is well respected among 
the townsfolk. He is smart, compassionate, and 
an effective leader. However, Arne has been 

suffering lately, seeing so many of his 
soldiers slaughtered each day. Their 

strength, numbers, and supplies 
are wearing thinner each day.
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apra are generally regarded as the 
physically weaker
 cousins to their Aurox counterpart.

 Yet, what these devious creatures lack 
in strength, 
they gain in overwhelming numbers, nimbleness, 
and moral depravity. 

Their tribal societies constantly bicker and war 
with each other, vying for power and control over 
the hordes. 
The Capra’s negative tendencies were once kept 
in check by dominant Aurox chieftains who were 
able to control their ranks through their strength 
and natural wisdom gained through their long 
lifespans.

However, in recent years, the Aurox numbers 
have waned, and many Capra shamans and 
warlords have usurped power once beyond their 
grasp. 

Lately, the goat-like creatures have increased 
the pressure over the Stürmenburg siege, 
coming up with devious ploys and 
unexpected strategies, far outside 
their normal capacity for 
intelligence. 

Additional reports detail the uncontrollable 
swelling of their ranks and hint at horrendous
 monstrosities that have joined the
Capra in arms, under the banner of new, 
mysterious leadership.

Appendix A: bestiary

C
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Capra Scouts roam the northern wilderness 
of Doaden, scampering about through the trees, 
underbrush, and rocky slopes. Chances are that when 
one travels in the northern tundra, they are free from 

the constant surveillance by these devious fiends.
Trained since birth, Capra Scouts are sent to 

scavenge, observe, and report back to the tribe 
so that their hunters can pursue their prey. 

In times of war, they are corralled 
onto the front lines as they are 

considered disposable until 
they prove their worth. 

Unfortunately, if they 
do prove themselves 

in battle, their reward 
is usually a heavier 
weapon and even 
more front-line 
assignments.

SWARMS (CR 2)
CAPRA SCOUTS
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CAPRA SCOUT

Medium monstrosity

Armor Class: 12
Hit Points: 27
Speed: 30 ft.

STR  DEX   CON   INT   WIS   CHA

  11         12         12        7           11          7       
  (0)   (+1)    (+1)    (-2)     (0)     (-2)

 
Senses: Darkvision 60 ft., 
Passive Perception 10
Languages:  Beastspeak
Challenge:   2 (450 XP)

Nimble Escape. This creature can take the 
Disengage or Hide action as a bonus action 
on each of its turns.

ACTIONS:     
 
      
Multiattack (2). This creature makes two 
attacks with the Handaxe.

Handaxe. Melee Weapon Attack: +3 to hit, 
reach 5 ft., one target. Hit: 7 (1d10 + 2) 
slashing damage.

Spear. Ranged Weapon Attack: +4 to hit, 
range 30/60 ft., one target. Hit: 7 
(1d10 + 2) piercing damage.
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Aurox Reavers are individuals who 
have allied themselves with Capra 
leaders, hoping to gain from their 

opportunistic relationship. When once 
the Capra respected the Aurox, they 

now outnumber them a hundred to one, 
using their newfound powers to force 

the Aurox to work as slaves, work beasts, 
and disposable warriors.

Occasionally, Aurox will serve in 
commanding positions amongst the 

Capra hordes, but 
when they do, they 

tend to show the 
same devious and 

Machiavellian traits 
of the goatmen they 

live with and 
once despised.

AUROX  REAVERS
ELITES (CR5)
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AUROX REAVER
Large monstrosity

Armor Class: 15
Hit Points: 95
Speed: 30 ft.

STR  DEX   CON   INT   WIS   CHA

  18        14         18         14         16        12      
  (+4)   (+2)    (+4)    (+2)     (+3)     (+1)

Saving Throws: STR +7, CON +4
Senses: Darkvision 60 ft., 
Passive Perception 10
Languages:  Beastspeak
Challenge:   5 (1,800 XP)

Charge. If this creature moves at least 
10 ft. straight toward a target and then 
hits it with an attack on the same 
turn, the target takes an extra 
13 (3d8) damage of the same 
type. If the target is a creature, 
it must succeed on a DC 14 
Strength saving throw or be 
knocked prone.

Berserker. When 
lower than half health 
(42 Hit Points), this 
creature gains 
advantage on all attacks.

ACTIONS:
     
Multiattack (2). This creature makes two 
attacks.

Greataxe. Melee Weapon Attack: +7 to hit, 
reach 5 ft., one target. Hit: 23 (3d12 + 4) 
slashing damage.
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Appendix B: 
Gameplay resources

etters, texts, and other writings can be found throughout Doaden. This adventure contains 
the following writings.

LETTER FROM CAPTAIN ARNE
Provided to the party before the start of the adventure.

L
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LETTER FROM LORD LUCIOUS
Found on the dead Penitent Crusade messenger in Map B: Black Forest Ambush.
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