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Apventure Hooks
Here are some hooks you can use to lure characters to
the Snout of Omgar:
- While traveling by ship around the Chultan peninsula,
the characters are caught in a storm and washed
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‘Spells and equipment mentioned in the adventure are
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TORTLE
Icaught abigfsh.
Now Isearch for a good riend
Toshare my unch with.
Tortle haiku

‘What many tortles consider a simple life, others might
ly

watches over them in darkness, and the sun is the
cqually vigian ye o day Torles el mosta eace
‘when one or both of these “eyes” are
them. They more.
ither b it fn e k. Torlen e i b et
uncomfortable underground, where neither the sun nor
the moon s visible to them.

Blessed are the days when both the sun and moon are
visible in the sky at the same time. Tortles often choose

and bey id

e e sl sty ey i
xperience its many wonders, put their
e

LiFe OF A TORTLE

expedition,
dangerous.

ADVENTURERS AT HEART
Tortles have a saying: “We wear our homes on our

the first few I

backs.” The shells they carry around provide all the
equire. Consequently. 5

parents, old and near death,

.
as a kind of moot,

have left tlling stories to their offspring. Within a year.
the young tortle becomes an orphan, though not beforc
itlearns to speak and to survive on its own.

e o ik o ki
ful information, and trade with strangers in
of greater numbers. Tortles don't regard o see.

Ayoung :
weapons, and gifts their parents lef behind. Each young
tortle is expected to fend for tself. It leaves the place of

e T
their needs.

which to hunt, catch fish, and get by. discover ways of doing things.
pei torte’s e,
At n
" Kisa
the world. place of
ries of its exploits and new skills through palm trees, to watch a frog croaking on a ily
lifespan, it pad. or to stand
s e
They marvel
theybuild other d can
pring. and
When

h pring.
Although they spend a considerable portion of their

the children are old enough to leave the compound, they
behind and set out on their own.
BELIEFS

form meaningful friendships. They have no inbred an-
imus toward people of other races. In fact, a tortle will
often seck out friendships with non-tortles to learn new
points of view.

but they
often worship the gods of other races. It’s not unusual
for a tortle to hear stories or legends related to a god and

TORTLE NAMES

tortles are especially fond of Eldath, Gond, Lathander,
iane, and Tymora.

. Jon-gender-s

itate toward Celestian, Fharlanghn, Pelor,
Pholtus, and St. Cuthbert

. A
tortle might change its name a dozen times in its life.

Host
in Eberron. Among the nonhuman deities, Moradin and
Yondalla relate to tortles most of al

Tortles believe that night and day watch over them
‘and other creatures. The moon is the eye of night that

Baka, Dama, Gar, Gura i,
Jaa ik Ko Lin Lop Nore ok Ok

‘Quee, Queg. Quott, Sunay, Tibor, Ubo, Uhok,
e et Xopecion



‘TORTLE TRAITS
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Size. Tortle adults stand 5 10 6 feet tall and average
450 pounds. Their shells account for roughly one-third

o b

insists on carrying it all herself.
Eeyalis 5 feet, 8 inches tall and weighs 420 pounds.

chooses her words carefully and doesn' take unneces-
sary risks. As she walks through the jungle, she uses

fully

1d4 og
odif o

‘aware that traps and snares come in many forms.
It

an unarmed strike.
Hold Breath. You can hold your breath for up to 1
hour at a ime. it but the

they also purchase a charter of exploration before leav-
ing Fort Beluarian. Eeyal expects to run into Flaming

can remain underwater for some time before nceding to
‘come up for air.
Natural Armor. Duc to your shell and the shape of

Fist patrol ahurry
if one doesn't carry the necessary paperwork.
Frightened of subterranean places, Eeyal won't vol-

e
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‘an action. Unil you emerge, you gain a-+4 bonus to AC,
‘and you have advantage on Strength and Constitution
‘saving throws. While in your shell, you are prone, your
speed is 0 and can't increase, you have disadvantage on

Dexterity saving throws, you can't take reactions, and
the only action you can take is a bonus action o emerge:
from your shell

When the characters meet Kwilgok, give them handout
B at the end of this supplement.
‘Three years ago, a trade ship visited the tortle fort of

He found work repairing docks and, within a year, had

the Survival
skill. Tortles have finely honed survival instincts.

fou can speak, read, and write Aquan
‘and Common.

‘TorTLE GUIDES

he won but caught the eye of the merchant prince Jobal,
who convinced him there was more profit i wilderness

exploration. Kwilgok the tortle (see “Tortles.” page

29 became a ide nd, ke all et guidenr

Port Nyanzaru, gives a slice of his earnings to Jobal

The g tortle NPCs can be
o ok e o bir il Onof o bt

‘named Deadly Treasure. The tortle rides in a howdah.

e
in Port Nyanzaru. The others, Eeyal and Mndgnw are

.10 o0t pole with saccelont st mc o AL

hoy, respectively.

Eevar
Tortle guide (Fort Beluarian)

oot i e e Rl
mznhk‘ymhzowmnzyKw:lgak:keaf&eppﬂdzy,
with payment for 30 days up

Ahbough ' s b e oo g, Kolgok o

at the end of this supplement.
“Tort

because of his casy-going demeanor and his willingness
f Chult. He has trav-

goggles that she crafted for herself to protect her eyes

eled up the River Soshenstar many times and knows



wel. He's though he's format "

life. L ay =
there. ‘ th B
Typhoon Palace.

‘ows there. The shadows nearly spelled his doom, but
The

a particular level. If the characters encounter hostile

10 defeat, give

shadows still haunt 0 d he b hid "
wish to face them again. certain death. You can also have other creatures arrive
that

and weighs 450 pounds. ‘make their escape. For example. if a character needs to
‘make a crucial abilty check or saving throw,

Mupcraw (see Tomb of Anniitation) might sppear, cast fuidance

Tortle druid guide (Ahoyhoy)

When the characters meet Mudgraw, give them handout  1ext turn.

Cat the end of this supplemeat.

Characters who visit the tortle fort of Ahoyhoy can
secure Mudgraw as a guide. Convinced that he is a nat-
ural leader, Mudgraw likes o bellow and be heard, and.
e e it Bing oo v i b doest

\ow what hes alking about. The tortle druid (se
e P os g i
‘and is willing to travel off the island. He has previously
led expeditions to Omu, Shilky, and the Heart of Ubtao.
I been five years since he last visited the Heart; conse-
‘quently, he knows nothing about its current inhabitants.

Mudgraw’s only visit to Omu, three years ago, ended
in disaster. He and a company of human treasure-hunt-
s from the city of Athkatla were ambushed by yuan-ti,

abandon his companons.
he god Ubtao,

was transfixed by the maze-like imagery on the walls,

SNOUT OF OMGAR ENCOUNTERS

shrine’s previous inhabitants. He believes that Ubtao
hels

bol around his neck. He regrets abandoning the expe-
dition and prefers not to speak of it. One of his favorite:

fudgraw is 44 years old, stands 6 feet tall, and
weighs 480 pounds. He charges 5 gp per day but will
waive his fee if he is given the chance to lead another
expedition to Omu. Mudgraw sees any such expedition
as an opportunity for atonement.

EXPLORING THE ISLAND

Arain forest covers the relatively flat northwest corner
bygr

Encounter Land ater
Almics) o005 —
A besks 06-10 =
Baboons. nas —
Blood hawks 1620 s
Cannibsls a2 oas
Chuings 2%-30
Dimetradans 3135 —
Dolphins = 16-30
Flilsnail s =
Flying snskes 3140
Geonids s1-s5 =
Giantlizards

665 4150
Jaculis —
= 5160
Plesiosaurus = s
Preranodons T
Reefsharks = 36-00
Stirges 76-30 =
Topis a8 —
Tortle 36-00 =
Anyiray

‘The characters spot an almiraj (sce Tomb of Annihila-

1o roughly 60 et away. Th slies ues rom any

creature that approaches within 30 feet of it Any char-

acter who successfully traps the almiraj can use an ac-

tion to make a DC 14 Wisdom (Animal Handling) check.
d

and mountains to the south. The tortl fort of Ahoyhoy
‘stands on the west coast, where the edge of the rain for-
est and the mountains meet.

RANDOM ENCOUNTERS

Roll 2d20 three times per day of game time, checking
for ncounters each moring. afesooon, and evening
roll

threatened oris harmed.

AxE Beaxs
Aflock of 146 + 3 axe beaks stampede toward the char-
acters, slashing at anyone they can reach.

BagooNs

.
or higher. Roll 4100 and check the Snowtof oﬂ.w

‘mountain caves but scurry down to the tree line in
The

After deter-



each of them a day’s supply of food. Otherwise, they at-
tack,

traveling. The snail wants to be lef alone and attacks.

Broop Hawks

FLYING SNAKES

the island.

sport. Blood and

down. A

tack It
rolled at night, treat it as no encounter.

DC 13 Wisdom

the container without causing it to attack or fly away.

CannipaLs
Human canibas from he mainland use canoes i Groxps
reach the islang
eal.Ti
hultan hu-
‘man tribal warriors) who fight (o the death. They wear  geonids (see “Geonid." page 22) disguised as small
faces and boulders.

teeth.

the en-

CrwiNGa
A chwinga (see Tomb of Annihilation) takes an interest

1|
s i Gl e
into the party’s camp and steal food.

G1anT Lizarps

&, but s noticed During the
1or day,
higher. The chwinga al they
nge: a pretty an uncut hi
gemstone (10 gp) ‘The Snout of Omgar is home to hundreds of giant
lizards. Tortles hunt them for the leather and meat,
DivETRODONS

1fthe characters are traveling near the shore, they see
144 dimetrodons (sec Tomb of Annihilation or Volo's
Guide to Monsters) wallowing in shallow pools of water.

and they use the lizards’ bones and teeth to make
crude jewelry.

GIANT SNAPPING TURTLE

harac- 2
e ight, d shore:
lone:
their path. giant snapping turtle (sec Tomb of Annihilation) and
can avoid it by keeping their distance.

Dorerins
The party cncounters 244 dolphias (sce Volo's Guide Jacuws

1 killer whale fe.If the char- G

acters use magic to speak with the creatures, they can

launch themselves at the party from trees or mountain

Esuis
I the characters are on the move when this encounter
occurs, they stumble across 144 +2 eblis (see Tomb

ledges apassive
jon) score of 14 o higher spots the jaculis beforethey,
prapeir it n e

MagrINE DECAPUS

ying “Decapus; page 21) preys
toeat trade information a canoe
treasure. treasure,
he ad the vessel
than
are outnumbered. They fee i half of them are killed or
PLESIOSAURUS

incapacitated.
Ifthis encounter occurs while the party is camped.

‘The characters blunder into the hunting ground of a

acter away.

FLAIL SNAIL

ngs
anything else it can wrap its jaws around.

PTERANODONS

Tomb
of Annibitation or Volo's Guide to Monsters). If they de-

flocks to fish along the island's shores. The characters

1DC 10
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REEF SHARKS

consult the Ahoyhoy Lore table to determine what infor-

of reef sharks that are drawn by the scent of blood in
the water. A swimmer with an open, bleeding wound is
accosted by 146 reef sharks if it spends more than 1
‘minute in the water.

AnovHoy Lore
& Lo
1 There are seversl shipurecks of the northern

e point o the iland. Most f the wrecks have been
The Snout of Omgar has plenty of caves, ruins, and phundered, but receding sand and water might
trees hide. By day. s
disturb ow tide. A two-
A
party’s camp. 2 Theres an old tail leadingfrom A

Dangueas, b the mountainside. Torles

opts A D

‘The characters are attacked by 1d4 +2 topis (see “Topi,
page 23)that escaped from the Typhoon Pala

TorTie
‘The characters encounter a tortle (see “Tortles.”

23). For suggested tortle names, see “Tortle Names,”
‘page 3. this encounter occurs near the coast, the.
tortle is a fisher with a fishing pole, a net, and a fish bas-
Kt he cncounter oocursnland,the trte s hunting
snakes, lizards, axe beaks, o ks,

“The torle e o be helpul. I he characersare
looking for a settlement where they can rest and trade,
the it pct thm it ircsionof Abogbon I
they'e looking for adventure, it points them in the

built the Typhoon Palace 3 century ago fo the
survivors of ashipwreck, but t's been abandoned
for years. Evil spnits now watch over the palace,
which i ssid o be fullof reasure. (f characte
press for more information, share the additional
bits of e in the “Dangwaru” section)

3 Awile back, while hunting fiing snakes n the
jungle 1 was attacked by shrunken zombies no
bigger than human children. | destroyed a few of

them, and the restfec. | haven'* seen them since

4 Atail leads from Ahoyhoy to some mud pits in
the heart of the jungle. fyou bathe in 3 mud pit
foratleast an hous, it will Fortify you

Typhoon Palace. If
theysec

dnrecu them toward High Horn If theyslooking e

secrets.

Fre ot Flonb
ISLAND LOCATIONS
The ollowing locations are keyed to map 1

AHOYHOY

ey g
The parents guard the eggs unil they hatch, then
share their ife experiences with the newborn
offspring. Not long sftr it learms to walk on two.
legs,  young tortle becomes an orphan ready to
make its mark on the world
7 Aship called the Sirge visits Ahoyhoy often Its
plain, Lacki buth

the northwest coast of the island. Tortles come here to
socaize, Ly eggs, and meet with traders. The place has

seful goods to trade. Afer lesving.
EmdeTE ey

e by e e s e
B ot o sy oo W acoenee
Atany given time, Ahoghoy is home to 446 adult
tien o “Tortles” page 23, 246 young s
. and

ver heard of
s e S
on Captain Laskifar and Jshska Anchorage, see
Tomb of Annihilation.)

g
sce “Torle Guides” page 4 fo satisics,see
Tortes: page 29 Four of the adultotes stand

Fthey like you, they will
give you gits

9.
Theremsidee icep o woven mats o by themchecs

sandy beach, Visitors are free to set up tents on the
=

e e ot dncsron o the ol
forth).

‘months, a ship will drop anchor a few hundred yards.

heads. sy

It

9.
from Ahoyhoy.

ihabitants, each
Rolla d8 and

Pits of Florrb.
Da




1. Souts Gate

2. NoTs GATE AND COURTYARD

d: read:
s study . its sturdy
The trail The tril
Two Tvo
They
ook like overgrown, bipedal turtles armed with cross- of the gate. They ook lke overgrown, bipedsl turties
bows.
wide-bottomed fishing bosts are tethered to piers.
‘The gate doors are identical to those found in area 1.
outward

signs of hostility.
‘The double door at the south gate s unlocked but

wall. Ladders in the courtyard provide casy access o
the ramparts.

open
the barred door requires a successful DC 27 Strength

which s covered with a tin ayr of sand. Short fights
riipered

open: it has AC 15, a damage threshold of 10, 120 hit

contains 144 boars and 14 mules in pens, plus 208

‘The door is 10 feet tall and 12 feet wide, setinto .

Ioft. These animals are not indigenous to the Snout of

15 feet b
‘Wooden stairs lead down to the beach. The torle

3. LiviNe Area
Tortles come

chaper 5 of th

‘mation on rowboats).

hang fish and meat to dry, cook food over smal fires,



4. FISHING SPACE AND STORAGE

Ifa char-
th

Adventuring Gear table, the Tools table, or the Trade

s here i crates of the Player's Handbook),
ind barrels ' et
ong, wooden o ftem to sell The
shal atached to butn
postin wsedtocatch and g
boatsin
 on the fort.

5. AMPHITHEATER
Ahoyhoy's tallest feature i  walled amphitheater where
tortles gather to discuss community matters and share
toies.Stoey i s anoccasonth wtles of Ao
e T el et v
their tales in as entertaining a way as possible. Visitors.

aticularcreature orlem,rolla 04 o determinehow
e e g

AnovHoy Goops

6. EGc HATCHERIES
Ahoyhoy has two large, sand-filled areas set aside as tor-
tle hatch

the tops of the walls, forming nets that prevent pterano-
dons and similar flying predators from stealing the cggs.

Cost  Goods
250 1l bushel of red blood hawk festhers
180 2b. 5

snskes or scorpions
260 2lb. basket of omamental shell or coral
3go 701b.barel containing 80 . of coconuts
Sgo 5. wooden cage holding an untrained ak-
mirs (see Tom of Anrihlation) or 3 baboon

g sk
1412 ot g g ar presca, 142 ey ot ok orfng snake
(e Tois” page 13 watchonrhen, Each 254 Dimerodon gy o peardon
05 e pck sl
i e
walk on two legs. 500gp 500 gp damond
PG o 500gp  251b.stackof il snail shell fragments
o 100055 100 gppears

5000gp 25006,

the fort.
‘postit’s attached to. The tortles of Ahoyhoy use a simple
setof gong signals:

- One bong indicates the arrival of visitors by land.

+ Two bongs indicates the arrival of visitors by ship.

E o gather

DANGWARU (THE TYPHOON PALACE)
‘The Typhoon Palace (see map 3) has stood for almosta

century. lower, they

8. Smrtay

ters. They might even need to retreat and regroup a few
times. Characters of 4th level or higher should be able to

crafting tools, shields, and weapons. It contains a stone.

Built by tortles, the palace is a sturdy, multilevel stone.

forge and equipment for metalworking, stone carving, edifice with terraces carved out of the mountainside.
and hide t s i meslalesm"mgnhnme
test in Aquan. the cleric for

9. MaRKET

The

‘whom the palace was bult, but the tortles of the island
know the following bits of lore about Dangwaru and its
original inhabitants:

ground is covered with sand, upon which rest woven
mats, wooden stalls, and display tables. A stone sundial
stands in the middle of the market, and stairs lead up to
wooden ramparts thatlne the southern wll

‘near High Horn. After pulling human survivors from.

[ ‘and the water, the tortles tried to make
the humans feel at home.
- The ship's captain was a charismatic woman whom

ok soriesabout terifingsea monstrs. gratship
e tortles

” Two
tortles (see “Tortles,” page 23) stand guard on the
ramparts, keeping an eye out for visitors o trouble ap-
proaching from the south.

h..mmryphmn Pt otk o e
athome on the island.



e ot e b oo e plecs e
restof m =

2. STATUE OF UnBERLEE
A

Sifty years
o ot s dopidet o e Yoy Bios

10 the east of the palace’s portico. The statue, described
in the read-aloud text for area 1, is harmless.

S feet until it

forms frighten them away.

that provides access to area 7. The crack s clealy visi-

Typhoon
storms, earthquakes, and the passage of time. Most of
the damage it has sustained is due to neglect, and the
dnmageln mosty sl

g wihinth plact e 15 e high aless
el s of plaster-covered
e it e piecs o dee i s’
oyster shells, starfish, and branches of coral. Doors are:
fashioned

3. OVERGROWN GARDEN

Wild ferns snd palms dorminste this overgrown garden.
Three statues, two depicting sharks and one depicting
an octopus, are mounted atop a three-foot high stone

Astone stae-

‘Umberlee.
the wreck of

the Bitch Queen (see “High Horn.” page 18).

1. RuiNeD PorTicO
©

Lot dml Ao
kes, and

Al
Dangwaru, read or paraphrase the following:

The trailclings to the mountsinside and winds slong the
sland's rocky cosst for miles before ending st 2 stone
palice buit thirty feet sbove ses levl. Waves crash
against the rocks just below the palace wlls.

smdus Sy
(see “Topi” page 23) lurk amid the plants and other
wildlife. They try to surprise any character who wanders.
into the garden. No treasure is hidden here

At night, seven topis

4. ANTECHAMBER AND PORTCULLIS
‘The palace doors open into an antechamber with a torch

e
vine-wrapped pillrs thit leads to  stone double door
carved with foamy waves that part in the middle. Sec.
tions

wallis a heavy iron portcullis that can be raised and
lowered using the winch in area 5. Although the port-
culls is too sturdy to be damaged by weapons, casting

haracter can
ful DC 25 Strength.

Scores. . Fihe

portico 35 3 den. Esst of the portico i 3 ten-foottal
statue choked with vines. It s the head and torso of
3 woman and 3 twisting wave of water where her legs

should be. Beyond the west side of the
rown garden terrace overlooks the thundering ses.

portica, an over-

between the portculis bars with a successful DC 20

Dexterity (Acrobatics) check.

5. FeasT HaLL

Arustyion chandelier hangs by a chain sbove 3 once-
grand dining table situsted in the middle of 3 large room.

d

the portico

day or night. Although the tiny lizards are harmless, a
hostile giant lizard lurks amid the plants in the south-
east corner of the portico. Characters who enter the por-
tico can spot the giant lizard with a successful DC 15

litered with broken dishes, bird droppings, and other
detritus. A wide staircase to the south cimbs fve et to
a aised gallery that surrounds the room. OId, framed

20 feet of it or the portcullis (sce area 4)is attacked. The

rusty, squealing ion hinges. I the characters have
found a holy symbol of Umberlee amid the wrecks of
High Horn (sce “High Horn.” page

pictures. Three
closed sets of doors lesd from the upper ares to ather
parts of the palace. A fourth doorway in the southesst

corner is slmost completely blocked by rubble.

the dou-

Char-
m

ble door closely match the symbol,

the
key hidden behind one of the framed pictures. The key.
‘which has a head shaped like an anchor, unlocks the
painted chest in area 18.



The to raise and porteul- Aglyph

I 4)is on the east wall in of i pedestal by a

the gallery. 5o meariog & hly aytibol of Ubester A characie
The debrisin 5 In-

partial collapse of the roof. It can be cleared by a single =

character in 4 hours, or in proportionately less time by
two or more characters working together. Once the de-
bris s cleared, the doorway leads to area 9.

6. ABANDONED QUARTERS
‘This room contains a number of beds, couches, and

other furnishings, all of which have seen better days.
Plaster has fallen from the ceiling and walls, adding to

i which s inserbed oa the trideot. When tiggered,
the glyph erupts w\ll\ g al o gy o a0 fock e

make aDC 15 Dem:nly saving throw, mk...g (508
thunder damage on a failed save, or half as much dam-
age on a successful one.

9. Cras PooL

A partial collapse of the roof has filled the western door-
way with rubble. Characters can't use the doorway until

the refuse and disarray. 2
narrow window looks out toward the sea

Asearch of the room yields nothing of interest or value.
The window is wide enough for a Small or Medi
character to crawl through.

7. RUINED BATH

Characters can enter this room through the door on the
west wall or the 5-footwide crack in the north wall.

A'sunken bath choked with plant life dominates this
room, the plastered walls of which are set with colorful
oral branches and shells. More plants erupt through

(see area 5 for details).

of this dark
ture and set with colorful stones, starfish, shells, and
coral branches. Extruding from the cast wallis 2 stone
sculpture of a giant crab, its pincered arms hugging a
ten-foot-wide stone basin. A trickle of water flows from
the crab's mouth into the basin. Holes in the basin's
tim serve as drains to keep the pool from overflowing.
Through a narrow window in the south wall comes the
crash of tidal sea water flowing in and ot of a cave.

m. rles built a cistern on the roof

gaps between the L creating a
in here. A bat flutters about, alerted by your presence.

In addition to the harmless bat, the ruined bath is home
to several harmless lizards, snails, and spiders.
2

s pﬂnl Ifa creature bzlhes in the pool, a am..mb.

clean the bather. The process takes 10 minutes. The
crabs are harmless and can be killed normally.
A detect magic spell reveals an aura of transmutation

3-foot-deep from the pool. The pool has the follow-
ken bath and DCI13 p  ingpowers, which spell rtai
tion) check finds a holy symbol of Umberlee (25  gp) in « Acreature that speaks a prayer to Umberlee while
handout D for an il tossing 10 gp or more worth of treasure into the pool
e e gains the magical ability to breathe water for 24 hours

Astone pedestal stands atop a circular dais in the mid-
dle of this room. Atop the pedestal, facing the double
door to the east,is a ten-inch-tall wooden statuette of

2 woman holding a trident, with a shark's tail instead

of legs. Four iron torch brackets are bolted to the damp.
walls, which are covered with peeling plaster and set with
colorful coral branches and starfish. A narrow window.
across from the double door looks out toward the sea

The window is wide enough for a Small or Medium
character to crawl through.

T Relic. The statuette on the pedestal rep-
resents Umberlee. A tortle carved it out of driftwood,
painted it, and gave it o the palace’s Umberlee worship-
ersas a gift. It was placed here so that visitors could
prostrate themselves before the sea goddess.

while retaining its normal mode of respiration. The
eeasure aniahes g the leaing i confesred
that

aDC 15 Constitution saving e o b st

into a crab for 24 hours. The effect is otherwise

identical to that of the polymorph spell.

Window. The window in the south wall is wide
enough for a Small or Medium character to crawl
through. It looks out into a flooded sea cave (area 12)
and is 25 feet above the water level.

10 CRUMBLING WALKWAY
water's edge
:nllaps:d into the churning sea, leaving wide gaps.

y To
cross the damaged area safely on foot, a creature must
succeed on a DC 15 Strength (Athletics) check. If the
check fails, the creature falls 30 feet down a rocky slope,
taking 10 (36) bludgeoning damage from the fall and
landing in 10-foot-deep water.




Characters who ascend the walkway from the north
can circumvent the damaged section by crawling
through the window into area 6, moving through the
palace, and exiting through the window in the west wall
of area 8, from where they can continue to the south.

Seaside At the south end of the walkway is
a stone double door. The doors are carved with foaming
‘waves that part in the middle, and they swing into area
11 on rusty iron hinges.

11. THrRONE RoOM

During the day, sunlight slips through cracks in the ceil-
ing and a window in the west wall, dimly illuminating
the area. On clear nights, moonlight does the same. The
‘sound of crashing waves is constant, day and night.

Pecling murals adorn the plastered walls of this throne
room, depicting tentacled sea monsters dragging storm-
tossed ships to their doom. Set into the plaster are white
coral branches and mosaics i the form of sharks made

of decorative stones and shells. Pillars carved to look like

domed ceiling. Two pairs of wooden statues of turtle-like
humanoids stand on opposite sides of the room. Be-
tween the southern pair Ad

into a sea gull (use the raven statistics without the
= ”

octopus.
to that of a spell, except the duration is 8
hours and the creature can end the effect on itself at
any time (no action required).

12. SEA CAVE

Sea water rushes in and out of this damp cave, crashing
against the walls and filling the cave with a cold spray.
Clinging to the wall beyond the door is a semicircular
stone balcony. Near the back of the cave hangs a sagging
bridge made of frayed ropes and wooden planks, Be-
tween them, carved into the north wall midway between
the balcony and the bridge, is a narrow open window.

The water here is 20 feet deep and tumultuous. Any
i the water
ona DC 10 Strength saving throw or be dashed against
the walls, taking 2d6 bludgeoning damage, and dragged
1d6 x 5 feet westward or eastward by the current as the
‘water rushes into the cave or recedes.
Balcony. The stone balcony is 30 feet above the water

against the east wall supports a granite throne carved
to resemble an octopus. Behind the throne s 2 double
door, next to which stands a tallclay urn. Set into the
wall opposite the throne is a nine-foot.tll, arched win-
dow that looks out over the sea

Four shadows lurk here. These undead remnants of
long-dead Umberlee worshipers do their utmost to sur-
prise and kill intruders. They have arms that look like
tentacles, and their Strength Drain attacks have a reach
of 10 feet instead of 5 feet. Otherwise, their statistics are
unchanged. The shadows can't go outside, nor can they
communicate. They fight until turned or destroyed.

‘The room also contains a mimie, disguised as the clay
urn on the east wall. The mimic preys on creatures dis-
tracted by the shadows or waits to attack someone who
inspects the eastern doors. If the mimic is reduced to
half its hit points or fewer, it attempts to withdraw. The

hadows and the mimic ignore each other.

Statues. The four wooden statues are carved and
painted to look like tortles. They stand 6 feet tall and
‘weigh 200 pounds each.

The granite throne weighs 3,000 pounds and
radiates a strong aura of transmutation magic under the
scrutiny of a detect magic spell or a similar effect. An
identify spell reveals its magical properties:

+ Ahumanoid that sits in the throne can use it to cast
the control weather spell without needing compo-
nents. As long as the creature remains seated in the
throne, it doesn't need to concentrate to maintain the
spell. Leaving the throne ends the effect, whereupon
the weather gradually returns to normal.

and cons
double door.
idge. The bridge hangs 30 feet above the water and

connects areas 22 and 24. Many ofits planks are miss-
ing, and those that remain are rotted and unsafe. When
a character uses the bridge, roll ad6. Onaroll of 1, 2.
plank snaps underfoot, forcing the character to succeed
on a DC 10 Dexterity saving throw or fall into the water
below. Roll only once per character per crossing. Each
time the bridge loses a plank, increase the DC of future
saving throws by 1.

Window. The window in the north wall is wide:
enough for a Small or Medium character to crawl
through. The opening is 25 feet above the water level.

d to the throne room (area 11) by a stone:

13. RUINED GUARD Room
Characters can enter this room through an open door-
‘way in the west wall or the stone double door o the east.

The outside door of this room has fallen in, and veg-
etation has crept inside. Vines and plants grow amid

. and tropical
i niches. Stairs to the west curl down to a vast, multi-

level garden terrace.

The furnishings fall apart if disturbed. A search of the
room yields nothing of value.

14. TERRACE GARDEN

During the day, six blood hawks circle the garden at a
height of 60 feet. These aggressive, red-feathered birds.
prey on lizards and other small animals, and they gang.
up on a character who explores the terraced garden
alone. The blood hawks aren't present at night.



Waves crash against a racky promontory, built stop.
which is a spectacular, multilevel garden, ts terraces

overgrown with vegetation and hemmed in by stone walls
with statues of sharks at their

The eastern door off the cleric’s bedcham-
ber opens into a tiled bathroom. The bathtub is a long,
rectangular stone basin set in the floor. Pipes connect
the basin to a rain-catching cistern on the roof. Next to
the basin is a stone plug that can be used to keep the

nect the lower terraces with the higher ones.

Built atop the highest terrace is an omate, vine-draped
‘gazebo flanked by palm trees. Cracked steps east of the
‘gazebo rise to a landing in front of a set of doors carved
to resemble a giant wave that parts in the middle

Elevation markers on map 3 indicate the heights of the
various terraces above sea level

In the gazebo lurks a hungry decapus (see “Decapus,”
page 21) that attacks the first creature that comes
within reach. The decapus has advantage on Dexterity

ude to hide under the

Treasure. The floor of the gazebo is littered with the
remains of past meals, including lizard bones, blood
hawk feathers, and two tortle shells. Amid the refuse is
a ring made of lapis lazuli (25 gp). The ring has a mag-
ical quirk that causes its wearer to experience a recur-
ring nightmare after sleeping for more than 1 hour with
the ring on. The nightmare is vivid: the wearer is en-
gulfed by a sperm whale while clinging to a floating bar-
rel on a stormy sea. After being swallowed whole in the
nightmare, the ring wearer awakens, no worse for wear.

15. CLERIC'S CHAMBERS
The Typhoon Palace’s resident cleric of Umberlee

water from draining out through the hole in the bottom
of the ba

Vestibule. The western door off the cleric’s bedcham-
ber opens into a vestibule where the cleric of Umberlee
kept her personal belongings. Stone shelves stand
against the bare stone walls, and two wooden chests
rest in the middle of the floor.

‘The shelve: "

sea creatures given to the cleric of Umberlee by tortle
admirers, as well as four moldy books that are the logs
from her days as captain of the Bitch Queen. These old
logbooks chronicle the ship's voyages and are worth 25
gp each to an interested buyer in any port city.

The chests are locked, and their keys can be found.
in area 24. Picking a lock requires thieves' tools and a
sl DOty it Ooe chestiaiog

hn

{emale. The atber cthA holds priestly vestments befit-
ting a cleric of Umberlee and eight iron keys of differ-
ent shapes and sizes. The keys open eight of the nine
chests in area 18. (The ninth key was taken and hidden
inarea5)

16. KITCHEN AND STORAGE

This kitchen has not been disturbed in years, and its con-

claimed th for herself. The double door to this
suite has a glyph of warding spell inscribed above it that
triggers when a creature passes between the opened
doors. Only a creature wearing a holy symbol of Umber-
lee does not trigger the glyph and can pass through the
doors safely. A character who studies the door frame

d

bwebs. A stone oven
wall, and

rooms and pantries.

[Ciscocisas who sesch the sooms cat Earage ool
terial kits. Any food t

ds ona DC 15
check spots the nearly invisible glyph. When triggered,
the glyph erupts with magical energy in a 20-foot-radius
sphere centered on it. Each creature in the area must
make a DC 15 Dexterity saving throw, taking 22 (5d8)
cold damage on a failed save, or half as much damage
on a successful one.

When the characters first lay eyes on the cleric’s bed-
chamber, read:

This palatial bedchamber i eerily quiet and still. Cracks
have formed in the blue plaster walls, setinto which are
colorful coral branches and seashells. Pillars carved to
resemble tentacles support the vaulted ceiling, which
features a large dome painted to look like the night sky.
Beneath the dome and between the pillars, a large bed
stands atop a wide, circular dais. The bed's wooden
frame is carved to resemble surging waves. Set into the

once stored here has long since perished.

17. HALLWAY

This arched hallway is reinforced with stone buttresses,
between which are painted murals depicting gloomy un-

and a flickering orb is embedded in the wallat the east
end of the hall. Along the halls length are two more sets
of double doors, a single door, and two clay urns covered
with dust and cobwebs.

The orb at the east end of the hall is made of crystal and
radiates an aura of conjuration magic under the scrutiny
of a detect magic spell or similar effect. The orb, which
is 1 foot in diameter, sheds bright light in a 30-foot ra-
e el D S

The bedchamber contains nothing of value. The doors to
the north lead to smaller rooms described below.

the orb, roll a d6. On a roll of 2 or

AT e e

TSR e g
line as wide as




DC15

ic spel Whe

y saving
throw, taking 14 ailed
save, or half as much damage 1 one. The

per
ng Umberlee
fiin 10 feet of the £

creating a S-foot-diameter opening that allows access

bt remae o s wall e n has AC 10,
1 hit point, and immunity to
Destroying th RS the

. The opening is lined with

pieces nonmagical.

‘The doors along the north wall open into the rooms
beyond. The doors to the west and south have hinges on
this side and open into the hallway.

2 similar to those of a giant shark,
ik they ard aemane e i ot o
minute but can be reopened from either side.

Treasure. This room contains booty ransacked from
shipwrecks, held in two sealed barrels, nine locked

‘The clay urns are pr
ing of value.

18. TREASURY
When characters peer into this area from area 17, read:

Beyond the double door is a twenty-foot-wide, twenty-
footlong hallway leading to a dark, pilared chamber
strewn with chests, crates, and other containers. Every-
thing is covered with dust, but not enough to conceal the
broken bones and weapons lying on the hallway floor.

‘The remains on the floor belong to a pair of long-dead.
thieves. Characters who brush away the dust also find
bloodstains and deep scratches on the floor. These clues
suggest the presence of a trap.
Trap. The 20-foot-square area south of the
double door contains a mechanical trap with a mag-
ical sensor. When a creature enters this area, giant
spring-loaded gears hidden in the walls cause blocks of
stone on either side of the hall to slam together. Only a
creature wearing a holy symbol of Umberlee can move
through the area without triggering the trap. A char-
acter standing north or south of the trapped area can
discern, by looking at the scratches on the floor, that the
‘walls are movable blocks of stone, but there’s no way to
identify the trap’s trigger or the method of bypassing it
the use of d
A creature between the colliding blocks of stone must
make a DC 13 Dexterity saving throw. On a success,
the creature leaps out of the way in whichever direction
it prefers, north or south. On a failed save, the crea-
ture takes 44 (8d10) bludgeoning damage. A creature
reduced to 0 hit points by this damage is crushed toa
pulp. After they slam shut, the blocks take 1 minute to
retract into the walls, whereupon the trap resets.
ted Visage. A wide alcove in the east wall is not

visible from the northern entrance. When characters see
the alcove for the first time, read:

Atthe back of a recess in the east wallis a giant stone
visage rendered in bas-relief. The face is that of a ivinely

p for har, ey 3
and  vaguely menacing half.smile.

‘The face, which is 12 feet tall and 10 feet wide, rep-
resents the sea goddess Umberlee. It radiates an aura
of transmutation magic under the scrutiny of a detect

, and four
The Treasury Containers table describes each container
and its contents. Keys that unlock chests 1 through 8
can be found in area 15; the key that unlocks chest 9 is
hidden in area 5. A character using thieves’ tools can
unlock a chest with a successful DC 15 Dexterity check.

TREASURY CONTAINERS

Container Contents

Barrel 1 40 gallons of common wine

Barrel 2 80 pounds of salt

Chest1 150 gp of Maztican mintage

Chest2 (scorched  Three blank spellbooks (50 gp

by fire) ach) and 2 small wooden case:
containing twenty candles

Chest 3 (covered Aneatly folded wedding gown and

with claw marks) veil 25 gp)

Chest4 Aset of alchemist's supplies and
four flasks of alchemist’s fire

Chest 5 (rotted) Asuit of scale mail (50 gp) and 2
steel helm with an electrum fish
mounted atop it (50 gp)

Chest 6 (stained Adiplomat’s pack (see the *Equip-

with blood) ment Packs" sidebar in chapter 5

of the Player’s Handbook)
A'spyglass inlaid with mother-
of-pearl (1,000 gp), resting on a

Chest 7 (stamped
with the crest of

Baldur's Gate) purple velvet pilow

Chest8 Fifty vials of Zakharan perfume (5
gp each)

Chest 9 (painted A Qunalk feather token (anchor)

with an image of an  buried under 200 gp

anchored shig)

Crate1 Agriffon saddle (60 gp)

Crate2 (stamped A disassembled 300-pound

wooden sled (20 gp), with assem-

Waterdeep) bly instructions in Common
te3 Alute (35 gp), a lyre (30 gp), and
viol (30 gp) packed in straw
Crates Five heavy crossbows and 100
crossbow bolts packed in straw
Clayurn1 Empty
Clayurn2 Empty

Clayurn 3 (painted
with pegasi images)
Clay urn 4 (painted
with squid images)

Ten 50-foot Jong coils of hempen
rope (1 gp each)
10 gallons of dark purple ink



19. Grass STaTUE

This dark,

21. Lounce

nd

for arms emerging from dark ocean waves. Three dusty
rugs lie st the statue’s base

Clanc impection evcals that thesatue bl ol

garden terace. The furnishings here have deteriorated
with age. The plastered walls are pecling, 3nd tropical
birds have made nests in the cracked celing A stircase
fanked by marble pilrs cimbs to 3 aised stone plat.

0. 108t

dt

form of a water the command of the
one who released it. The clemental understands Aquan
only and does not heed commands it can't understand. It
disappears 1 hour after being set frce.

20. HAUNTED CaGE

Six topis (sce “Topi” page 23 hide n the clay urns,
two per urn. Al six emerge and attack if any urn isdis-
turbed orif the double door to the westis opened.

22. Caves or Worssrp
‘This area consists of three natural caves connected by
tunnel d the

the noise.

it and

out before it Other furnishings include bare sheves and
painted clay urns, all covered in dust and cobwebs.

The largest rg s ru of mothering. I attacks the

Afew smashed barrels and crates are seattered abou.

lma n Trran I the characers do't quicly feedthe
st 50 gp worth of gems or coins, it a
i

skulls and

The cageyas sahvaged from the Bich s
* page 18). where i was usd for decp-

23. BLow HoLes

by the captain to torture and drown prisoners. If  living.

four holes in the floor of this 80-footong tunnel and

rializes inside it. The ghostis all that remains of Sibur-
rath, a male merfolk who was captured and tortured

rathis ghost can'tleave the cage unless it possesses
i

tunnel along with it. Roll a d6 at the end of any turn in.

ing all Medium or smaller creatures in
pC by

‘The ghost tries to possess the first character to come
within 5 feet of it, with the intent of using the host to

Any creature that fil the save i fushed into area 12,
taking 5 204) ludgeoning damage as i phunges down

‘someone, i tries to persuade the characters (in Aquan
‘or Common) o help it find peace. The ghost can sense

that i orrer i acar bt ot disoorn the exact o
cation. If

rope, itis swept away only as far as the rope allows but
stil takes damage. A character flushed into area 12 can
‘make a DC 15 Dexterity check to ride a wave back up.
through one of the blow holes. On a successful check,
the

i prmtd ghost in comba.
Treasure. When the ghost s laid to rest it leaves

‘behind a pearlescent conch shell that weighs 2 pounds.

‘The conch radiates an aura of evocation magic under

24. SHRINE OF UMBERLEE

dark

An iden

ity
magic item with b following property: a creature can
use an action to blow the conch like a horn, creating an
effect identical with that of a Leomund's tiny hut spell.
The

grotesque,
ghstening eyes and tentacles. A raised stone basin, s
base carved to resemble 2 surging wave, stands nearby.

two clay urns,

leaves the

spell's area.



‘The statue depicts a kraken—one of Umberlee's many
forms. Characters who approach the statue see a crea-

GEeONID CAVES

G et indie ‘The mountains are riddled with natural caves that have

ey been taken over and expanded by geonids. Each lairis a
ited by “Geonid” page 22).

fromits head. nids’ 1, and lizards, mostly). There.

is:a 30 percent chance that the geonids share their lair
either with a flal snail (see Tomb of Annihilation or

‘whom the Typhoon Palace was buik. The sea goddess
transformed the cleric as a punishment for some un-
known offense. The giant slug has no recollection of ts
B e s s e

with the following changes:
+ The giant slug has 66 hit points.
- 10 feet.

intruders or a gluttonous xorn that demands gemstones.
for safe passage.

Treasue

Geonids hide their treasure at the back of their lairs. A

thorough search of the deepest cave uncovers 2410 gp

worth of stone jewelry and art objects (carved figurines,
tal

It can climb difficult surfaces, including upside down.
k.

d the like), as well as
woﬂ.h 10 gp each. Each time the characters find sucha
he

per day, requiring no components: guiding bolt, sanc-

trove includ: .

Wisdom (spell save DC 11; +3 to hit with spell attacks).
+ When the slug takes damage in this cave, it can use its

s, and its return
completes a quest (see “Shrine of angs page 20).

reaction to animate one o the tentacles of the kraken Hicu HORN
statue and cause it to make a melee weapon attack (+3
0 hit) against one creature within 20 feet of the statue.
P
bludgeoning damage on a hit. o

B e b = G et
s auuu.ge rating of 3 (700 XP).

Also present are two sl similar to those found
in area 1. They emerge from behind the kraken statue
and attack if the giant sug is harmed. If the slug s
reduced to 11 hit points or fewer, it casts sanctuary on.
itself and cowers behind the kraken statue,

by

of 3 turte-like humanoid with  large stone horn held up
toits mouth. Below the monument s 3 stretch of sandy
beach covered with shells. Black, moss-covered rocks jut
from the water like testh worn down by time. Just beyond
these “teeth” are several barnacle-covered shipurecks.

‘The statue depicts a long-dead tortle named Gumdarr,
e

5000
th

to get a better look.

Stimy mildew. L

(25 gp) that has a minor magical quirk: when carried or
Umber!

toget
vivors of the shipwreck.

tudi

e ol aboloncs belomged i the o Umber.

berlee and her crew to the island. At high tide, three
Bi the C: d the

lee, but she has.
R o ket ot sy iy

he cleric of Umberlee used this basin
as a serying pool. Pipes built into its base il the basin
with seawater unil it overflows. At the bottom of the.
basin, under 10 gallons of seawater, are two rusty iron
keys. The keys unlock the chests in area 15,

Treasure. T

‘Sea Mare) are submerged, while the others (the Dawn
Avenger, the Dirty Dastard, and the Virago) are at least
partially visible above the waterline. At low tide, all six
wrecks are visible to some extent. Each shipwreck is
described below.

Atwo-headed plesiosaurus prowls the water around
= high

lay urns, and

‘unlocked and contains 120 sp and 70 cpin a moldy sack
flask

tide goes out.
tics of a plesiosaurus, with these changes:

S 100 hit poiats.

e e hailued drifiglobe, and 5
coral crown (250 gp). and on saving throws agaiast being blinded.

. Killing the giant slug lays the spirt of charmed. deafened, frightened. stunned, or kaocked
Siburrath (see area 20) to rest. unconscious.



« Itcan use its action to make two bite attacks, one with
cach head.
« Ithas a challenge rating of 4 (1,100 XP).

Brrcs Queen

DiTy DasTARD

‘This pirate ship sank nine years ago. I sits upside down

ona rock bed, its masts and upper deck sheared off, its
lly crusied with barnacles and snails. At low

tide, the hullis fully above the water. A gash on its star-

Umberlee.

the rocks during a storm almost a century ago, many
“The tortl

s high tid
Plundered by tortles shortly after it sank the Dirty.

h "

v
. who painted

boar's

ten by the
Umberl

dark int ©

Eager (o pease the captain and her deity, the torles
them

uninvited.
half-eaten raw fish, seaweed, and broken shells. Hidden

the mountainside overlooking the sea.
Of the Bitch Qu

obey the hag's commands.
Treasure. The

‘and wooden figurehead, the likeness

withhe 20 old,unlocked

chestlies

‘and waves breaking around her. Part of the ship's aft

leas 15 minute earcing the hag's e et

tid it and hall e,

tion)check.

i, aft castle.

Tre:
stll ttached to the bowsprit s a tarnished silver holy

ng
of the Player’s Handbook), 200 cp, a comb made out of
"

symbol
‘underwater to find it, but it glitters in the light and is o s

easily spotted. 3

holy symbol. sl DC 16 Widom Perception) cecks it conaio 2
CARCERIUS e

‘The caravel Carcerius was transporting slaves around
Chult when it was caughtin a storm seventy-five years
leaving the slaves

SEA Maze
‘The Sea Mare was a merchant ship that fel prey to pi-

ago. The.

' they tried to set the ship
d but
The wreckis oo
completely ‘high tide High Horn, the Sea Mare is
the wreck 5

DawN AVENGER
‘The captain of the Dawn Avenger was an aasimar cleric
of Lathander. A litle over a year ago, she came to the

igh tide. , only the

battered remains of the crow’s nest can be seen above.

the water.
Tortles have tried numerous times to plunder the

wreck, 0 no avail. With her dying breath, the ship's cap-

instead ran her ship aground. Thick clouds of smoke
. which

iy, were o blame. Seven survivors including the captain

on the mainland, and disappeared into the wilds of
Chult. No tortle on the island met the survivors, s0 1o
e s i bl

tain pledged
2 wight thatlurks in the ship's hold. Though she carries
0 weapons, she guards what's left of the cargo (see
“Treasure” below).

e Rodd hck, s st peed R
by fish, the characters can find an airtight stone
cophagus carved in the likeness of a demon with folded

i i po et

hal
drmzd out 1o sea by the current, s i o

‘cophagus requires a knock spell or a successful DC 28

‘broken mast pointing south. The wreckage is entirely
nd

corpse of an archmage who perished after failing to be-
come a lich. The corpse is wrapped in a black shroud. A

‘merged at high tide. The tortles have picked it clean,
leaving nothing of value.

caff
fashioned from a single branch of pale white wood (see.
“Treasure” below) lies beside it



claim your prize! The secrets of lichdom remain yours,

from the sky.

the Abyss.
Tromseme. The tp of the arhumegc's s s shogd

portals to the Elemental Plane of Earth and that a spe-
cial “gate key” is needed to unlock them from this side.

utit radi-

der i
‘magic on the staff remaves the false aura. The staffis
worth 25 gp and can be used

mud, ire and air in the flame)
Wheneveranopen ane s buring witin 10 et ol
bt

Vizaco
The

h'germndmlonﬂgﬂznmnzll’l jane of Earth. At
times, any creature that fully submerges itselfin one pit

chased around the Chultan peninsula. The Virago would
have escaped had it not sailed into a pyroclastic ash
cloud and caught fire. The burning ship drifted for days.
before the current bore it to High Horn. There it sank.

h
of Earth to ts corresponding mud pit on the island.

Mup Prr ErrecT
Any creature that bathes in a mud pit for at least 1 hour

the ship visible at high tide; at low tide, the scorched top.
dec of the Virago is above water; the rotted-out lower
deck and keel are buried decp in the sand below. Noth-

gains.
pitloses this property.

SHRINE OF FANGS

Mub P1Ts oF FLORRB

shrine dedicated to Merrshaulk. Yuan-ti sbominations.

heated by geothermal vents. Each pool is within sight

of the other two and is 5 feet deep, 50 et wide, and

roughly circular. (The pools shown on map 1 are not to
i

once offered sacrifices here, hoping to wake their slum-
i

Neaethe base of the mourtain i  gant caing of 2
snske's hesd,

ton magi around cach poo
the

wenty ook bighstoe ramp.Sone fangs descend s

mud pools or hours at a time, singing and bellowing 0
passthe time. A winding foo trail connects the mud pits
o the tote fot o Abcgber
The “lord” of the mud pits is Florrb, a mud. mznlm
with

opy over a dark,ten-foot wide tunnel leading into the

mountin

2

00 feet

share a common g (Aquan). Thmnlh rizad)
== e mud and

ending before an unlit oval chamber. Characters who
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The tunnel ends st 2 domed oval oo thirty feet deep,

‘waiting for something to happen. Florrb doesn't want

carved with frescoes depicting swarms of snskes. At the

cause ofits anxiety only if magically compelled to do so.

FLORRE'S PROBLEM
P Florrb

2 cracked, .t
feettall and sixfeet in diameter, caked with dried blood.
Setinto the base of the bow i 3n empty niche, and

and two.

from the Elemental Plane of Earth. The other two.
mephits found a way to get back to their home plane,

but Florrb was left behind ‘home but 5
he I
en they Inth d leav-
since, bathing. ing behind empt
DC 15 Cha- The victims'

and the yuar




in the blood while calling Merrshaulk's name, hoping to
rouse the god from his slumber.

TALKING SNAKES
Lurking behind the altar are two awakened poisonous.
‘snakes named Ssura and Y leth (pronounced SOO-rah
and EEZ-eth). They sither out of hiding 1 confront
anyone who approaches within 5 feet ofthe aar. Each
awakened snake is unaligaed, has an Intelligence score
of 10, and speaks Common. The snakes claim to have
usel information to share i the characters are willing
tocomplte a quest o

‘Six months ago, a creature with a boulder ike shell
(o geonid) cotered e shrineand s an fcon of Merr

The icon is a serpent gurine carved from obsid-

‘opposed to other yuan-ti eities. In particular, they seek.
10 thwart the machinations of yuan-ti that are devoted.
to Dendar the Night Serpent. f the characters complet
the quest, Ssura and Y'zleth reveal the following infor-
‘mation as their reward:

+ Alocked gate beneath the Peaks of Flame leads to
e =i o bt g e s o
Nigh Serpet I Night Serpent emerge, she wil

lowers are searching

e i oo she Opal Crown, which is said
10 have the power (0 open the gate to Dendar’s realm.

+ For ages, a mysterious god named Ubtao stood watch

use half of it tentacles to support its weight upright,
leaving five tentacles with which it can attack and de-
fend itself.

ers from finding and releasing her. Ubtao has since

Decarus

iigred

L leaving
against Dendar’s release.

« Ras Nsi, one of Ubtao's fallen champions, has joined

fores withthe yuan-i andbecome oo of them. Ras

d

Class 14 natursl)
Hit Points 75 (10410 + 20)
Speed 15 f. climb 30 1.

o city of Omu, west of the Peaks of Flame.
- One of Ras Nsi's greatést encmies is a naga named
‘Saja N'baz:

BE) WE) UE) 4 060 72

Yzleth knows how

to get there.
‘Ssura and Y'zleth learned everything they know from
tors to the shrine. They might know other
Tacts as well, at your discretion. The awakened snakes
‘won'tleave the shrine willingly. and they attack anyone
wha tries to capture or kill them.

NEW MONSTERS

rception +2, St
semes darkvision 60 o pasive Perception 12

Fo-mapru
Actions

Multiattack The decapus makes two attacks: one with its bite
and one with ts tentacles.

Bite. Melee Weapon Attack: +4 10 hit reach 5 . one creature
it

Among
following creatures.
Weapon Attac:+4 o hi, reach 10 . ane
DEcarus targe. ik 24 (504 + 3)budgeoning damage, o 14 (44
2) bindgeoniog daerage e decaps s goppling  creatrs

through 10-ootlong.

ntackes 1y P
to climb walls and ceilings. et rsiaied




min, Geonids like:

GeonD .
Also known asrocklings and rock hermits, gonids are
n

scare them away.

‘Stone Tell. Geonids can attune to stone in a way that
lesthem discern wha hr reaureshave been e
area recently. Geonids use this ability t track prey and

Elemental Plane of Earth. A geonid's arms and legs
‘come out of a small opening in the bottom of its shell.

A ioid s b b it bl o e
opening Wi

in their territory. The information gleaned is imprecise
ind doesa't include the specific dentities of such crea-
tures or the precise times when they passed nearby.

i s lber bt
ts tremorsense to detect other creatures nearby.
Dark Lairs. [

OPI
‘Smallundead, chacsic sl

They feed primarily on lizards, rats, shugs, and other ver-

GEONID

Sl clemenal,neuiral

Armor Class 17 (natursl)
Hit Points 26 (406 + 12)
Speed 30 f

Armor Class 13 (natursl)
Hit Points 13 (306 +
Speed 30 .

SR DEX CON INT WIS CHA
1) B5E) RE) () 1060 S03)

‘Damage Resistances bludgeoning

SR DEX CON INT WS CHA
2EY) 1060 6E) SE) MED M0

Condition Immunites poisaned
Semsas duktion 60 ., pessve Prcepion 10

Sl Percpton 14, St 2
s davison 6 . emarsense 0.
= Pem!pl\
gt G321

‘Boulder Guise. Whilefully withdeawn into s shell,the geonid
can't see and i indistinguishsble from 3 small boulder

Actions

(Club. Melee Weapon Astack: +3 to hit, reach 5 . one target.

Hit:3 (164 + 1) bludgeoning damage.

Stone Tl The gond touchs ston bec o srace and
0 feetofthat

speak
Challenge 1/2 (100X)

The topi has sdvantage on saving throws
e

Undead Fortitude. If armage reduces the top 100 hit poits,
it must make 2 Constitution saving throw with 3 DC of .+ the
damage taken, unless the damage s radiant or from 2 critcal
hit.On a success, the topi drops to 1 it poit instead.

AcTions

Venomus Claws. Melee Weapon Attack: +4 1o hit, reach 5 ft..
one target. Hit: 4 (144 + 2 siashing dsmage plus 2 (144) por-
e T c

e o o o b e

next turn.




Tor1
Topis are similar to zombies. Before a topi is animated,
2

Although their claws are quite sharp, tortles prefer o
defend themselves and hunt using weapons they manu-

feet tall, and its
oot it cu s o with  ether b tht co-
tains a live pois snake requires neither

T mmu,mmm the topi's
claws venomous. When a topi dies, the snake inside it
dies too.

ons and crossbows.

CREDITS
o

e

bies, and their spongy

bludgeoning.
Undead Traits. A topi doesn't require air,food.
drink, or sleep.

Cartographer: Wil Doyle
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TorTLES DUNCEONS & DRACONS. D&D, Wizards of the Coas, Forgotien Realms, the dragon.
their
bod all and
weighs betuween 450 and 500 povnds. Males and f- it sl
They
e hing other . P
carrying tools and supplies.

TorTLE DRUID
ol

a tortle can't do much other than hide.

TORTLE
Medium humancd (ore) lnefl good

e
o 22 e
Speed 30t

o Class 17 (nsturs)
o33 (86

Speed 30

SR DEX CON INT  wis CHA
UED 060 2E) NE0) 6] 2E)

st

s Arimal Handling +4, Nature +2, Survival 4
2

CON INT WS cHA
WE) 1060 26) NE0) BE) 126D
e

s
ity

ingusges Aquan, Common

Chalenge’ (15039)

Hold Breath. The tortle can hold ts bresth for | hour.
e

ing abiityis Wisdom (spellsave DC 12, +4 to it with s
attacks). It has the following druid spells preparec:

Hold Breath. 1 hou. rods
sl s nmmnl[mndsmp et
AcTions imals, thunderwas
Claws. Melee Weapon Attack: +4to it reach 5 . one target. i
Hit 4 (104 + 2) slashing damage. AcTions

aff: Mece hsh

target. Hi: 5 (146 + 2) bludgeoning damage, or 6 148+ )
bludgeoning damage when used with two h

4 305320

Claws. Meee . reach 5 one target.
Hit 4 (104 + 2) lashing damage.

off Mol Voo Aack: 4t i rexch 31, e

Quarterst
target. it S 6082

. one target.
‘Shell Defense. The tortle withdraws into its shll. Until it

‘Shell Defense. The torte withdraws into its shell. Urtil it

torte s prone, it ithasd

the
tortl ‘tincrease,ithas disad-
vantage on

vantage on




HANDOUT A: EEYAL

Eeyal's the name. 've traveled from the
Swout of Omgar to Fort Beluarian and
kenow the hazards of Chult well. U've seen
many astounding sights and visited
wondrous places in mey travels. ( carry my
oww gear; have all the wecessary tools for
survival, and Leave nothing to chamee. |
dow't believe im taRing unmecessary risks.
My fee is 5 gold pleces per day. | will
also aecept an up-front, non-refundable
payment of 40 gold pieces for a tenday.
Ustrongly recommend that you purchase
@ charter of exploration at Fort Beluarian.
before heading into the jungle. Fifty gold
pieces is @ sweall price to pay to Reep the
Flaning Fist off your backs.

1 page for home gameuse,

HAaNDOUT B: KWILGOK

Well wet, strangers! tm Kwilgok—onee
a dimosaur racer, now the best guide
in Port Nyanzarw. ('ve traveled up the
River Soshenstar to the Aldani Basin
awd back. 1ve visited so many cormers
of Chult and cam tell You: there's no
Land meore beautiful and dangerous.
This is my ankylosawrus, Deadly
Treasure. Quite a prize, iswt she?
Follows nee everywhere. We cost & gold
pleces a day, with payment for 30 days
up front. Very expensive, yes, but worth
it, (promise you. May the sum and the
woon always watch over You

:
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HanNpouT C: MUDGRAW

Great Ubtao has Led You to me, 1 see. | ane
Mudgraw, a Legend in these parts. what |
Lack in Youth, | make wp for with experience.
1've Led many expeditions into the evil heart
of Chult and seew things that would make
You quiver in Your shell.

A deadly waze awaits us, brave ones.
with Ubtao’s blessing, t shall guide you
safely through it. That's what 1 do best! |
travel Light and wear wy home on my back.

1 charge 5 gold pieces a day, but there are
circumstances under which | might waive
my fee. Sometines the journey through
life's maze is reward enought

HanpouT D: HoLy SYMBOL OF UMBERLEE
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