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1. South Gate

stone walls adorned with large tortoise shells. The trail 

leading to the fort ends at a wooden double door. Two 

guards stand watch atop the wall east of the gate. They 

-

bows. Outside the gate is a beach where a couple of 

The double door at the south gate is unlocked but 

can be barred shut if the need arises. Forcing open 

(Athletics) check. The barred door can also be smashed 

Wooden stairs lead down to the beach. The tortle 

Dungeon Master’s Guide for more infor-

mation on rowboats).

2. North Gate and Courtyard

stone walls adorned with large tortoise shells. The trail 

leading to the fort ends at a wooden double door. Two 

guards are posted, one on each of the ramparts to each 

armed with crossbows. 

The gate doors are identical to those found in area 1. 

Two tortles

the ramparts.

contains 1d4 boars and 1d4 mules
chickens in coops. Food for the animals is stored in a 

loft. These animals are not indigenous to the Snout of 

Omgar; the tortles procured them from visiting traders.

3. Living Area

The ground here is covered with sand. Tortles come 

Map 2: AhoyhoyM A
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and drink from a central basin that collects rainwater. 

4. Fishing Space and Storage

Fishing gear and other supplies are stored here in crates 

and barrels. Extending out from the walls are several 

shallows. A polished metal star attached to a wooden 

the western waters of an attack on the fort.

5. Amphitheater

6. Egg Hatcheries

-

tle hatcheries. Ropes are strung across these areas from 

the tops of the walls, forming nets that prevent pterano-

tortles 

-

walk on two legs.

7. Gong

stands in the middle of the fort. A mallet hangs from the 

set of gong signals:

• 

• 

• Three bongs is a call to gather in the amphitheater.

• Four bongs indicates that an attack is imminent.

8. Smithy

The tortles use the easternmost area of the fort for 

forge and equipment for metalworking, stone carving, 

9. Market

This walled area contains the trappings of a market. The 

mats, wooden stalls, and display tables. A stone sundial 

stands in the middle of the market, and stairs lead up to 

wooden ramparts that line the southern wall. 

tortles
-

proaching from the south.

-

Adventuring Gear table, the Tools table, or the Trade 

Player’s Handbook), 

item to sell, or to trade for something of equal value. The 

and items that can be procured in the tortle settlement. 

particular creature or item, roll a d4 to determine how 

Ahoyhoy Goods

Cost Goods

2 sp 1 lb. bushel of red blood hawk feathers

1 gp poisonous 
snakes or scorpions

2 gp 2 lb. basket of ornamental shells or coral

3 gp 70 lb. barrel containing 80 lb. of coconuts

5 gp 5 lb. wooden cage holding an untrained al-
miraj (see Tomb of Annihilation) or a baboon

10 gp 5 lb. wooden cage holding a trained blood 
hawk or 

25 gp Dimetrodon egg or pteranodon egg

50 gp Domesticated  (pack animal)

50 gp Hooded, untrained axe beak on a rope leash

500 gp 500 gp diamond

500 gp

1,000 gp Pouch containing ten 100 gp pearls

5,000 gp

Dangwaru (The Typhoon Palace)

will need to rest and recuperate between palace encoun-

times. Characters of 4th level or higher should be able to 

in Aquan. No one remembers the name of the cleric for 

whom the palace was built, but the tortles of the island 

know the following bits of lore about Dangwaru and its 

original inhabitants:

• 

near High Horn. After pulling human survivors from 

the wreckage and the water, the tortles tried to make 

the humans feel at home.

• The ship’s captain was a charismatic woman whom 

the tortles admired. She worshiped a sea goddess and 

at home on the island.
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• The captain and her crew lived in the palace for the 

rest of their lives. The last of them perished more than 

• The palace is dilapidated and haunted. Young tortles 

storms, earthquakes, and the passage of time. Most of 

the damage it has sustained is due to neglect, and the 

otherwise noted. The walls are made of plaster-covered 

stone. Embedded in the plaster are decorative stones, 

fashioned from thick wood and have no locks.

-

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

1. Ruined Portico

Dangwaru, read or paraphrase the following:

The trail clings to the mountainside and winds along the 

against the rocks just below the palace walls. 

-

Scores of harmless lizards use the shaded areas of the 

portico as a den. East of the portico is a ten-foot-tall 

-

Slanting beams of sunlight or moonlight shine through 

the holes in the portico roof, depending on the time of 

hostile giant lizard lurks amid the plants in the south-

east corner of the portico. Characters who enter the por-

 The double door is unlocked and pushes open on 

High Horn (see “High Horn,” page 18) or elsewhere, 

-

2. Statue of Umberlee

to the east of the palace’s portico. The statue, described 

in the read-aloud text for area 1, is harmless.

-

3. Overgrown Garden

Three statues, two depicting sharks and one depicting 

an octopus, are mounted atop a three-foot-high stone 

-

case climbs ten feet to a crumbling stone balcony that 

stretches southward as it hugs the palace wall. 

spiders, but nothing dangerous. At night, seven topis 

into the garden. No treasure is hidden here.

4. Antechamber and Portcullis

The palace doors open into an antechamber with a torch 

bracket mounted on the west wall. Set into the south 

-

a knock spell on the portcullis raises it. A character can 

5. Feast Hall

grand dining table situated in the middle of a large room. 

Light dapples the table through holes in the roof, and a 

littered with broken dishes, bird droppings, and other 

a raised gallery that surrounds the room. Old, framed 

pictures of sailing ships hang on the gallery walls. Three 

closed sets of doors lead from the upper area to other 

parts of the palace. A fourth doorway in the southeast 

corner is almost completely blocked by rubble. 

This ruined feast hall contains nothing of value. Char-

which has a head shaped like an anchor, unlocks the 

painted chest in area 18.
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Map 3: Dangwaru
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 The winch mechanism to raise and lower the portcul-

lis (area 4) is on the east wall in the northwest section of 

 The debris in the southeast corner is the result of a 

two or more characters working together. Once the de-

6. Abandoned Quarters

This room contains a number of beds, couches, and 

Plaster has fallen from the ceiling and walls, adding to 

the refuse and disarray. Across from the double door, a 

narrow window looks out toward the sea. 

The window is wide enough for a Small or Medium 

character to crawl through.

7. Ruined Bath

Characters can enter this room through the door on the 

A sunken bath choked with plant life dominates this 

room, the plastered walls of which are set with colorful 

coral branches and shells. More plants erupt through 

Treasure. A character who searches the 3-foot-deep 

-

the undergrowth; see handout D for an illustration.

8. Shrine

A stone 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 

of legs. Four iron torch brackets are bolted to the damp 

across from the double door looks out toward the sea. 

The window is wide enough for a Small or Medium 

character to crawl through.

Trapped Relic. The statuette on the pedestal rep-

-

prostrate themselves before the sea goddess.

 A glyph of warding

-

sphere centered on it. Each creature in the area must 

thunder damage on a failed save, or half as much dam-

age on a successful one.

9. Crab Pool

-

The plastered walls of this dark room are slick with mois-

coral branches. Extruding from the east wall is a stone 

sculpture of a giant crab, its pincered arms hugging a 

Through a narrow window in the south wall comes the 

The tortles built a cistern on the roof that catches rain-

water and channels it through the crab sculpture into 

crabs 

scuttle out of holes in the giant stone crab sculpture to 

 A detect magic spell reveals an aura of transmutation 

magic emanating from the pool. The pool has the follow-

ing powers, which an identify spell can ascertain:

• 

while retaining its normal mode of respiration. The 

treasure vanishes as the blessing is conferred.

• 

into a crab
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 

10. Crumbling Walkway

collapsed into the churning sea, leaving wide gaps. 
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palace, and exiting through the window in the west wall 

Seaside Entrance.

a stone double door. The doors are carved with foaming 

11. Throne Room

-

the area. On clear nights, moonlight does the same. The 

Peeling 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 in the form of sharks made 

thick strands of kelp support the cracked, thirty-foot-high 

domed ceiling. Two pairs of wooden statues of turtle-like 

humanoids stand on opposite sides of the room. Be-

tween the southern pair extends a dark hallway. A dais 

to resemble an octopus. Behind the throne is a double 

door, next to which stands a tall clay urn. Set into the 

wall opposite the throne is a nine-foot-tall, arched win-

Four shadows lurk here. These undead remnants of 

-

tentacles, and their Strength Drain attacks have a reach 

The room also contains a mimic
-

half its hit points or fewer, it attempts to withdraw. The 

shadows and the mimic ignore each other.

 Statues. The four wooden statues are carved and 

 Throne.

radiates a strong aura of transmutation magic under the 

detect magic

identify spell reveals its magical properties:

• A humanoid 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 

• A humanoid that sits in the throne can transform itself 

into a sea gull (use the raven statistics without the 

octopus
to that of a polymorph spell, except the duration is 8 

12. Sea Cave

Clinging to the wall beyond the door is a semicircular 

bridge made of frayed ropes and wooden planks, Be-

the balcony and the bridge, is a narrow open window. 

creature that starts its turn in the water must succeed 

×
water rushes into the cave or recedes.

 Balcony.

double door.

 Bridge.

-

ing, and those that remain are rotted and unsafe. When 

plank snaps underfoot, forcing the character to succeed 

time the bridge loses a plank, increase the DC of future 

 Window. The window in the north wall is wide 

enough for a Small or Medium character to crawl 

13. Ruined Guard Room

Characters can enter this room through an open door-

-

etation has crept inside. Vines and plants grow amid 

-

The furnishings fall apart if disturbed. A search of the 

14. Terrace Garden

blood hawks circle the garden at a 

up on a character who explores the terraced garden 

alone. The blood hawks aren’t present at night.
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with statues of sharks at their corners. Stone steps con-

nect the lower terraces with the higher ones. 

Elevation markers on map 3 indicate the heights of the 

various terraces above sea level.

decapus (see “Decapus,” 

 Treasure.

hawk feathers, and two tortle shells. Amid the refuse is 

-

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-

-

nightmare, the ring wearer awakens, no worse for wear.

15. Cleric’s Chambers

claimed these rooms 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 

-

sphere centered on it. Each creature in the area must 

cold damage on a failed save, or half as much damage 

on a successful one.

-

chamber, read:

This palatial bedchamber is eerily quiet and still. Cracks 

features a large dome painted to look like the night sky. 

Beneath the dome and between the pillars, a large bed 

The bedchamber contains nothing of value. The doors to 

the north lead to smaller rooms described below.

 Bathroom. -

ber opens into a tiled bathroom. The bathtub is a long, 

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 

water from draining out through the hole in the bottom 

of the basin.

 Vestibule. -

kept her personal belongings. Stone shelves stand 

against the bare stone walls, and two wooden chests 

 The shelves contain worthless wooden statuettes of 

Bitch Queen. These old 

-

-

16. Kitchen and Storage

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

is built into one wall, and narrow doors open into store-

rooms and pantries. 

Characters who search the room can salvage enough 

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-

derwater scenes. A large double door stands to the west, 

with dust and cobwebs. 

of a detect magic

-

roll of 1, the orb malfunctions and emits lightning in a 

Sa
m

pl
e 

file


