APPENDIX E: PLAYER HANDOUTS

HaNDOUT 1: PLAYERS’ MAP OF CHULT
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HANDOUT 2: AZAKA STORMFANG

if you need a quide to get you through
+‘43Jur\3\e 0\“\/2 \ook r\z? ‘GA;,“ﬂer. | w25
‘)orn n the Juna‘e. | know s danaers
well and how best o avoid them. Should
Yyou c\ﬂoose me, you may rest O\SSured
ﬂnoﬁ Your Fo\r*\[ 1S In so\‘(\e \fw\nds.

| c‘ﬂarae S 30\4 coins pev 40\\{ and
reclu\re a 30—40\\/ \vaymer& up {ront.
For those adverturers who aid me n
a FerSonO\‘ 1ues+, | will wawe my fee
O\nd u\de Hﬂem to F\o\ces no one e‘se
has found. This 1ues+ will fake us to
Firefinger. The evil ﬁ’erﬂ‘(;“( that
voost a op F‘ore‘pmjer stole a Wooden
mask from me, and | want & \mck.

HanbpouT 3: EXU

While the lure of pillaging the artiquit
of Chult s a *em‘a‘ra{.cg\,‘? arrea‘ 1’3 ﬂ:alose
w‘mo ‘pmd ‘(I\A\‘(“\men* n do\n aduo\l jood
n the world. | seek o vid + eJung\e of
evil. There are many ruins and ancient
+em‘o|es that must be veclaimed, so Hhat
e S‘;\rﬂs of nature can veturn to thewr
Sacred P‘O\ces o\m{ \}Ve n Feace.

There are evil \mros"ors who seek to
\D"mci Yyou w'.ﬂq ‘;rom\ses o‘(\ oH, \)u“' W\“
onH 3u‘ode \four Hﬂrooﬁs to Rﬂe\r \o\ades‘.

My vates ave standard: S 3°H f‘ceces
a 40\\’, with a 30—40\\/ fa\lmen“’ up
‘(‘ron{ A SmO\“ forhon 3oes to ':»0\\[

o‘(‘\(\ the merchant prince Uo‘m\. The
vest | 3‘0Ve to char}‘r\l.
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HaNDOUT 4: FAROUL AND GONDOLO

W"I\I P ‘C‘.W one au'ode when you can have
TWo for the same Fr‘uce‘. We have the
Smar*s, ﬂfne oods, and our owWn *r'scera*oFS‘.
Treasure aeounds'. When were done
leadin you to all the ancient sites and
sacrezi) places tat we know of, youll be
SWimming n joH and m0\3‘|c. Al He other
ju\des W\‘ \eo\d \Iou n c'nrc\es O\hci mﬁke
you do all the work. Dont \Je ‘(Ao\ed!
When we return to Port Nyanzary,
you will have tales and fortunes
enoua\a Yo last a lfetime.
Our ‘pr}ce s 5 qold F‘.eces per
40\\’, with a 30— ay ﬁ\/men* up ‘(\ron*,
‘nu{’ were 3‘0\4 to rex
e1u0\\ shaves of any treasure found.

uce our Yﬂ+e or

HanNDpDoOUT 5: HEw HACKINSTONE

I've S+ood 0\*0‘; every mourtain wn Chult. | know
eVer\I 3or3e and crev'sce, eVer\l \odeo\u O\nd *ra‘t‘.
MYy memory 1S an ron *ra‘p. ( orge* nathing.
Teust a dward, | always say, because a dwarf will
never steer \{ou Wrong.

Fearless, | am. Theres no dro\jon, beast, or
undead L\orror “40\* scares me. Jou w0\n+ Qa
Du\de wl'no runs o\Wo\\I ot ﬂqe p.rd S\jn o‘(\
dan_jer? No! You want a 4war‘€ and m
the toughest dwar(\ around. Red Aro\gon
bt o my arm, \/e* heve | stand!

Takes more than a r‘ra:)on to S{’o‘; Hew
F‘O\ck\ns*one‘.

l c‘fw\rge 5 3°H cons a day and ex‘aed

a 30—«:‘0\\/ Fa\lmerd’ up front. Best coin

you'll ever sfend, | promise you!

Y

APPENDIX E | PLAYER HANDOUTS

245



24.6

HANDOUT 6: MUSHARIB

TheJur\S‘e 1S my home. | know it well. | can
jude you an\/w‘qere wn Chult for a fee of S 3°H
preces a day.

i adverture 1s what you seek, J'o'm my quest
to reclaim Hrakhama, my clan's Ances*ro\‘l
'erje. A volcanic eru‘ﬁ\on {ovced us to
akm\don A { many years 0\30. The ‘pnrenew*s
that have since taken over must \ae dviven
out or destroyed. At the very least, we
must Shemk n O\nd recover a re\\c knoWn
as Moradins Gaurtlet. The {ivenewts
must nat be allowed *o keef H

l‘(‘ You love dwarVenk'md, then hear
m\/ f\eo\ O\nd [oin me n re*urn'mj
Hrakhamar fo its vightful owners. |
will wawe my {ee \(9
o‘(‘ O\SS\S*ance.

g \/our From'ose

HANDOUT 7: QAWASHA AND KUPALUE

|, Gawasha, am a druid and a member
of the Emevald Enclave. | seek to vid
C‘ﬂUH, my ‘ﬂome\mnd, o‘(\‘“ﬂe ur\:{eo\d
m‘(?nace that threatens Yo eradicate all
\fe. My vegepyamy companion 1s well—
Verse:{ Y'm t eﬂl‘zcm\{ ‘(\orx O\r\d ‘G)\uno\.
Chult s our home, and we can
3u\de zﬂou QAS no o“ﬂers can.
Our tee 15 9 30H f\eces
per day, but ot amount s
negoho\ \e 'r(‘ \lou QAre w"“‘m
to tne\r us deﬁroy any unceaad
we m\g\'ﬁ encounter. Per"w\';s
+03eﬂﬂer we can recewe
the \:\ess\n o‘pﬂﬂe c‘nw'mjo\
sf'.r'&s ﬂmp watch over this

sacred land.
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HANDOUT 8: RIVER MIST AND FLASK OF WINE

Beware Uo\m\ and his no— ood ‘(\unk‘oes‘, That
mevrchant ‘prlmce s as tru WOrﬂﬂ\[ as a sack
o‘(\ Snakes, As are most o‘(‘ his bu\des.“ I‘p Yyou
choose us, we will never lead You astray.
"Rwver and Flask are up to the task!" That's
our matta! Chult is our P\O\\f vound. We're
‘GJ\S*, re‘\a\:\e, O\nd know who\:?

Five qold f'.eces per 40\\] and a 30—
day aa[?/o\nce s what Jobal's flunkies
demand. We're ‘no\np\/ to serve as 3“"435
for on\\[ 4 joH r\eces a 40\\] with no
fa\/men* up {ront. Even ‘JeH'er, we'll
wawe the fee en*‘nre\\l {or e1u0\| shares
o‘(\ w"w\*e\/er treasures we he‘r ‘pmd.

S

I've led many exrer{d‘oons ﬂnroua\n the wilds of
Chult. | know secret trails Hhat appear on no
map. Hire others at your own Per‘f.

Azo\ko\ 0\nd Eku lqo\\/e \ed ex';ec{rhons nto
the Junj\e tat never returned. Favoul and
Gondolo are charlatans, ‘p\o\\n and S'smf\e. o\d
Hew Su‘(‘\(;rs ‘Grom mad monke\l ‘GeVer, '
sure of & Musharb is an albine dwo\r'(,‘ and
Hﬂe\,'re not o \De *rus*ed. And | \neo\r “'e“ “ﬂoﬂ'
River Mist and Flask of Wine owe money to
the Zhentarim.

Five qold pieces per day is a cheap price to
fa\f ‘C;? \Iourr \'Nes.f’ SFenI Your 30|drwt:5e‘\l.

wevre downg.

HanDpouUuT 9: SALIDA
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HanbpouT 10: SHAGO

Ask any mem\:er o‘p*he F‘am\r\j Fist:
'm the best there is! Pay no heed to
the gu\des wn Port Nyanzaru. T\ne\l're soft
O\nd weak. I'll qet You to wherever You
need Yo qo. Firefinger, Kir Sabal, the
Peaks of Flame—#t doesnt matter. Chult
s ‘GA“ o‘(‘ WOmierS, O\nd S‘ﬂﬁjo knoWS “ﬂe
wa\l‘, (m not a‘(\\ra\d o‘p dinosaurs, \JUSS,
or hom{ work. | can fo\cu‘e A caAnoe,
start a ‘pnre, ‘Qwo\ae, w\fwﬁ'eVer You r\eed.
The 'un3|e s overrun with Dt’lou‘s O\r\d
iomdtes, \ou* | \no\\/e Qa S*rong arm mnd
the heart o‘(‘()\ i\franr\osaurus. Toge“ﬂer,
we will conquer this land!

Five SOH ‘;\eces a dO\\I and a 30—40\\1
advance. For that you 3e* the \:es* ?u\de.
For that, you 3e1’ the m\a‘rﬁ\/ S"Iﬂjo,

R

I'yiN . r— KuBAzAN

HanNbpouT 11: PuzzLE CUBES

NANGNANG
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HAaNDOUT 12: PLAYERS' MAP OF OMU

4N TR ._,__” : .r

©2017 Wizards of the Coast LLC. Permission is granted to copy and distribute this page for home game use.
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HAaNDOUT 13: LORD BRIXTON’S LETTER

e

haln Lo il il fiz’c:J .M.z

Wl s o R 5/,/“’
.....f.dﬂ.‘aﬁ&ﬂud.i.ﬂ.. e 2l seseat 4

J....y.:'.&.. - ..f.......

WP s LdD 5t 4l snine s Sk £l o ..uﬁ' e Ml Lok

o W n‘““,r“-‘“"?"fﬁ’r
j&ﬂmm

HanpouTt 14: I'jIN’S PuzzLE FLOOR
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HanbpouTt 15: PAPAZOTL'S RIDDLE * \‘

i
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HANDOUT 17: ACERERAK’S FIRST WARNING

\R-LHENIGH T W H H
S MANTLE ANDTE I | CEAS DR
i T i FARKSTH | I | o |

OF THE LIVING TH@SHWHO.D -.-..:j ENTER
' 'HE ENEMIES OPPOSE ™o

ONESTANDS. BEIMWEEN THEM.
IN'DARKNESSTT HIDES
DON THEMASK OR BE SEEN. /
SPEARKSNO TRU l'l}['H.fl 'HE DOOMED CHILD./

THE KEYS TURN ON THE INSIDE ONLY

HANDOUT 18: ACERERAK'S SECOND WARNING

THE | RINGHSA PATH TO ANOTHER TOMB,
B TiE DEAD ABHOR SUNLIGHT,
ONLYA JEWEL CAN TAME THE FROG.

.. BOW ASTHE DEAD GOD INTONED.
INTO DARKNESS DESCEND.
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HANDOUT 19: ACERERAK'S THIRD WARNING

WALK THROUGH WATER
WITH WEAPON IN HAND.
SLAKE YOUR SHADOW AT THE FONT.
THE VULTURE IS THE FIRST STEP.
RIGHT THE GODS.
THE WALLS OF HISTORY TELL ALL.
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HANDOUT 20: ACERERAK’S FOURTH WARNING

Adod 03 pajuesd si u

DEATH 10 FIRE, DINE OR DROWN,
PRECIOUS AIR@AIND FALLING SAND.
SHEARMY SLEEPS IN SILENCE.
IHE MIRROR HOLDS TWELVE.
EIND THE IRON SCEPTER'S TWIN.
THE MAZE HOLDS THE KEY.

asn sawed awoy Joy a3ed siy3 ainqusip pue
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HANDOUT 21: DEVLIN’S JOURNAL EXCERPT /
“Te thase vobo find this— ot I

Know that 1, Devfin B, am de fat surviving member of the Company of e tellow Bamner
- he orfond Ras v strigped s of our sovapons and threw ws in Bere o onders of Fls master,
M:mn@@w%ﬂﬂh&ﬂﬂhﬁ.;ﬁahmu&&m

Our comparty wis separnid after e incident wich ehe four-armed irgoyle, e tomf guardians

tore Seward to pieces, and with bim, we lost the Starfallen. Our quest was o failiure: even if we'ld
ﬁmf.ﬁ'yﬁﬁ:rgﬁmmﬁmujﬁﬁhéwﬂu?ﬁmrmﬁ%ﬁﬁwﬁdrw "'I
(opeeiatly wih a doppelamgerin o midit, s Sep spete, f sowrs, 1 boptmy staff ¥msure
Brixton would've seen some bumer in that. WA

Gontle rende, et ying man off you ove pice of adbice. Acerertd b  richstr who desre
wotfing fut your soul. ¥iis riddles may bely you, But in the o
yeur dogen. :at' 4

TNE

HANDOUT 22: WITHERS'S JOURNAL EXCERPT

-*.’Ifll‘_ia- masTer r-a‘!'uhl'; wﬂ'{ﬂ a Hﬂ'l"u'&[:nl:ﬁ j:'ﬁ ta eagt -'"H! ereafion "'Fﬁ"ﬂ '“"1'5: ‘1‘”“‘]

o ifs existence, ana -l';’lﬂ'(m':' erer
..-_.Hiuil'uﬂ'i lun!fs Tﬂ&'f it fjvwe-aflrv'n ] .'ﬂ‘le. masTer ['l-r-Tr:-s To raise the ereatireto
hra-.i:e.r Iuat tE,[u’H'iI'l? itoi souls: The mastor has bro u?H‘H‘ne Seun isters nere
b e nurse it and T;["ﬂ[? build tha daiics: nasanato 'FMJ if: ?A\s Lor me, T am r.r-[}
¥ coddened thed My etidies chall ene ins come fsanend. T we the master much for
~ ? 1I1mfim- he has -H,‘wen we! Tran unlin, Mot ity in ﬂ'm. iftle ime Thet remains for
i wetld

L
.
;

l:lhni 3.&1’ H-ut -TLE ﬁ[i-cpuin? 5 Lli!‘l

©2017 Wizards of the Coast LLC. Permission is granted to copy and distribute this page for home game use.

@

254 APPENDIX E | PLAYER HANDOUTS



HanbpoutT 24: CONTROL PANEL
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' SHAGAMBI
i (pronounced shah-GOM-bee)

. FLaw

' POWER
1
1 While P’jin inhabits you, your Dexter-

i While inhabited by Nangnang, you gain

i While inhabited by Shagambi, you can

' KUBAZAN
(pronounced KOO-bah-zahn)

I’JIN
i (pronounced EYE-jin) H-

Kubazan, the Froghemoth, L=
is wild and spirited.

I'jin, the Almiraj, is fickle and

I
1
1
1
1
1
unpredictable. v
i
1

APPENDIX F: TRICKSTER GODS OF OMU

MoaA

(pronounced MOH-ah)

Moa, the Jaculi, is truthful
and kind.

. FLaw

i While inhabited by I'jin, you gain the ' i While inhabited by Kubazan, you gain
foIIowmg flaw, which overrides any ' i the following flaw, which overrides any

l afraid to take great risks.”
I

i PowEer

. FLaw

' i While inhabited by Moa, you gain the
followmg flaw, which overrides any

- opposing flaw: “I must always speak
the truth.”

: PoweRr

ity score becomes 23 unless it is al-
ready higher.

' 1 While Kubazan inhabits you, your
- Strength score becomes 23 unless it is
i already higher.

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

1

opposmg flaw: “I never stick to a plan.” ' - opposing flaw: “I am fearless and not

1

1

1

1

1

1

1

1

1

1

1

1

] 1
1
1
1
1
1
1

OBO’LAKA
(pronounced oh-boh-LAH-kah)

NANGNANG
(pronounced NANG-nang)

Obo’laka, the Zorbo, is
nervous and obsessive.

Nangnang, the Grung, is
selfish and cruel.

FLaw

' i While inhabited by Moa, you can use an
- action to turn invisible. Anything you are
l wearing or carrying is invisible as long

: as it is on your person. The effect ends

1 if you attack, cast a spell, force a saving
! throw, or deal damage.

i PAPAZOTL
1 (pronounced pah-pah-ZAH-tul)

Papazotl, the Eblis, is shrewd

1

1

1

1 1

- f

1

1 and conniving. }

: i
1

. FLaw

: While inhabited by Obo’laka, you gain
the following flaw, which overrides ' i the following flaw, which overrides any

W|th others.” : slave to routine.”
i
1

i POWER PoweRr

. FLaw

: While inhabited by Papazotl, you gain
' i the following flaw, which overrides any
. opposing flaw: “I bow before no one

l and expect others to do as | command.”
I

: PoweRr

1
: While Obo’laka inhabits you, you can
- attune to one additional magic item.

- When Obo’laka leaves you, all magic
: items to which you are attuned are no
! longer attuned to you.

While inhabited by Nangnang, you can
1 move up, down, and across vertical sur-
faces and upside down along ceilings,

i while leaving your hands free. You also
gain a climbing speed equal to your
walking speed.

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
any opposing flaw: “l won’t share ' - opposing flaw: “I am risk-averse and a
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

' UNKH

(pronounced UNK) -

Unkh, the Flail Snail, is self-
absorbed and indecisive.

Shagambi, the Kamadan, is

1
1
1
1
1
1
. . 1
wise and virtuous. 0
1
1

FLaw : FLaw

: While inhabited by Papazotl, you can’t
- be surprised, you gain advantage on
- all Wisdom checks, and you never take

: damage from falling.

'WONGO

1 (pronounced WONG-go)
1
1
i Wongo, the Su-Monster, is

1 violent and deranged.

i FLaw

While inhabited by Shagambi, you gain : While inhabited by Unkh, you gain
the following flaw, which overrides any - the following flaw, which overrides

eV||doers i making decisions.”

PoweRr PoweRr

: While inhabited by Wongo, you gain

. the following flaw, which overrides any
. opposing flaw: “I act without concern
for the well-being of others.”

: POWER

i While Unkh inhabits you, your Consti-
| tution score becomes 23 unless it is

make one extra attack when taking the
i already higher.

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
opposmg flaw: “I never show mercy to ' - any opposing flaw: “I am incapable of
1
1
1
1
1
1
1
1
1
1
; 1
Attack action on your turn. 0
1
1
1
1
1
1

Read full version of Tomb of Annihilation

' i While inhabited by Wongo, you can use
- your action to unleash a psionic assault
- on a creature you can see within 60

: feet of you. The target must succeed

1 ona DC 16 Wisdom saving throw or be
! stunned until the end of its next turn.


hp
Typewriter

hp
Typewriter

hp
Textbox
Read full version of Tomb of Annihilation

https://amzn.to/2OGASOE



