Appendix E: Player Handouts
Handout 1: Players’ Map of Chult
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If you need a guide to get you through
the jungle alive, look no further. I was
born in the jungle. I know its dangers
well and how best to avoid them. Should
you choose me, you may rest assured
that your party is in safe hands.
I charge 5 gold coins per day and
require a 30-day payment up front.
For those adventurers who aid me in
a personal quest, I will waive my fee
and guide them to places no one else
has found. This quest will take us to
Firef inger. The evil pterafolk that
roost atop Firef inger stole a wooden
mask from me, and I want it back.

Handout 3: Eku
While the lure of pillaging the antiquity
of Chult is a temptation, I appeal to those
who f ind fulf illment in doing actual good
in the world. I seek to rid the jungle of
evil. There are many ruins and ancient
temples that must be reclaimed, so that
the spirits of nature can return to their
sacred places and live in peace.
There are evil impostors who seek to
blind you with promises of gold, but will
only guide your throats to their blades!
My rates are standard: 5 gold pieces
a day, with a 30-day payment up
front. A small portion goes to pay
off the merchant prince Jobal. The
rest I give to charity.
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Handout 2: Azaka Stormfang

Handout 4: Faroul and Gondolo
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Why pay for one guide when you can have
TWO for the same price! We have the
smarts, the goods, and our own triceratops!
Treasure abounds! When we’re done
leading you to all the ancient sites and
sacred places that we know of, you’ll be
swimming in gold and magic. All the other
guides will lead you in circles and make
you do all the work. Don’ t be fooled!
When we return to Port Nyanzaru,
you will have tales and fortunes
enough to last a lifetime.
Our price is 5 gold pieces per
day, with a 30-day payment up front,
but we’re glad to reduce our rate for
equal shares of any treasure found.

Handout 5: Hew Hackinstone
I’ve stood atop every mountain in Chult. I know
every gorge and crevice, every plateau and trail.
My memory is an iron trap. I forget nothing.
Trust a dwarf, I always say, because a dwarf will
never steer you wrong.
Fearless, I am. There’s no dragon, beast, or
undead horror that scares me. You want a
guide who runs away at the f irst sign of
danger? No! You want a dwarf, and I’m
the toughest dwarf around. Red dragon
bit off my arm, yet here I stand!
Takes more than a dragon to stop Hew
Hackinstone!
I charge 5 gold coins a day and expect
a 30-day payment up front. Best coin
you’ll ever spend, I promise you!
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The jungle is my home. I know it well. I can
guide you anywhere in Chult for a fee of 5 gold
pieces a day.
If adventure is what you seek, join my quest
to reclaim Hrakhamar, my clan’s ancestral
forge. A volcanic eruption forced us to
abandon it many years ago. The f irenewts
that have since taken over must be driven
out or destroyed. At the very least, we
must sneak in and recover a relic known
as Moradin’s Gauntlet. The f irenewts
must not be allowed to keep it!
If you love dwarvenkind, then hear
my plea and join me in returning
Hrakhamar to its rightful owners. I
will waive my fee for your promise
of assistance.

Handout 7: Qawasha and Kupalué
I, Qawasha, am a druid and a member
of the Emerald Enclave. I seek to rid
Chult, my homeland, of the undead
menace that threatens to eradicate all
life. My vegepygmy companion is wellversed in the local f lora and fauna.
Chult is our home, and we can
guide you as no others can.
Our fee is 5 gold pieces
per day, but that amount is
negotiable if you are willing
to help us destroy any undead
we might encounter. Perhaps
together we can receive
the blessing of the chwinga
spirits that watch over this
sacred land.
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Handout 6: Musharib

Handout 8: River Mist and Flask of Wine
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Beware Jobal and his no-good f lunkies! That
merchant prince is as trustworthy as a sack
of snakes, as are most of his “guides.” If you
choose us, we will never lead you astray.
“River and Flask are up to the task!” That’s
our motto! Chult is our playground. We’re
fast, reliable, and know what we’re doing.
Five gold pieces per day and a 30day advance is what Jobal’s f lunkies
demand. We’re happy to serve as guides
for only 4 gold pieces a day with no
payment up front. Even better, we’ll
waive the fee entirely for equal shares
of whatever treasures we help f ind.

Handout 9: Salida
I’ve led many expeditions through the wilds of
Chult. I know secret trails that appear on no
map. Hire others at your own peril.
Azaka and Eku have led expeditions into
the jungle that never returned. Faroul and
Gondolo are charlatans, plain and simple. Old
Hew suffers from mad monkey fever, I’m
sure of it. Musharib is an albino dwarf, and
they’re not to be trusted. And I hear tell that
River Mist and Flask of Wine owe money to
the Zhentarim.
Five gold pieces per day is a cheap price to
pay for your lives. Spend your gold wisely.
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Ask any member of the Flaming Fist:
I’m the best there is! Pay no heed to
the guides in Port Nyanzaru. They’re sof t
and weak. I’ll get you to wherever you
need to go. Firef inger, Kir Sabal, the
Peaks of Flame—it doesn’ t matter. Chult
is full of wonders, and Shago knows the
way! I’m not afraid of dinosaurs, bugs,
or hard work. I can paddle a canoe,
start a f ire, forage, whatever you need.
The jungle is overrun with ghouls and
zombies, but I have a strong arm and
the heart of a tyrannosaurus. Together,
we will conquer this land!
Five gold pieces a day and a 30-day
advance. For that you get the best guide.
For that, you get the mighty Shago!

Handout 11: Puzzle Cubes
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I’jin

Kubazan

Moa

Nangnang

Obo’laka

Papazotl

Shagambi

Unkh

Wongo
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Handout 10: Shago

Handout 12: Players’ Map of Omu
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Handout 14: I’jin’s Puzzle Floor
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Handout 13: Lord Brixton’s Letter

Handout 15: Papazotl’s Riddle
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Handout 16: Papazotl’s Puzzle Key
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Handout 18: Acererak’s Second Warning
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Handout 17: Acererak’s First Warning

Handout 19: Acererak’s Third Warning
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Handout 20: Acererak’s Fourth Warning
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Handout 22: Withers’s Journal Excerpt
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Handout 21: Devlin’s Journal Excerpt

Handout 23: Hieroglyphic Floor
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Handout 24: Control Panel
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I’jin

Kubazan

Moa

(pronounced EYE-jin)

(pronounced KOO-bah-zahn)

(pronounced MOH-ah)

,ôMLQWKH$OPLUDMLVśFNOHDQG
XQSUHGLFWDEOH

.XED]DQWKH)URJKHPRWK
LVZLOGDQGVSLULWHG

0RDWKH-DFXOLLVWUXWKIXO
DQGNLQG

Flaw

Flaw

Flaw

:KLOHLQKDELWHGE\,ôMLQ\RXJDLQWKH
IROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,QHYHUVWLFNWRDSODQ÷

:KLOHLQKDELWHGE\.XED]DQ\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,DPIHDUOHVVDQGQRW
DIUDLGWRWDNHJUHDWULVNV÷

:KLOHLQKDELWHGE\0RD\RXJDLQWKH
IROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,PXVWDOZD\VVSHDN
WKHWUXWK÷

Power

Power

:KLOH.XED]DQLQKDELWV\RX\RXU
6WUHQJWKVFRUHEHFRPHVXQOHVVLWLV
DOUHDG\KLJKHU

:KLOHLQKDELWHGE\0RD\RXFDQXVHDQ
DFWLRQWRWXUQLQYLVLEOH$Q\WKLQJ\RXDUH
ZHDULQJRUFDUU\LQJLVLQYLVLEOHDVORQJ
DVLWLVRQ\RXUSHUVRQ7KHHŚHFWHQGV
LI\RXDWWDFNFDVWDVSHOOIRUFHDVDYLQJ
WKURZRUGHDOGDPDJH

Nangnang

Obo’laka

Papazotl

(pronounced NANG-nang)

(pronounced oh-boh-LAH-kah)

(pronounced pah-pah-ZAH-tul)

1DQJQDQJWKH*UXQJLV
VHOśVKDQGFUXHO

2ERôODNDWKH=RUERLV
QHUYRXVDQGREVHVVLYH

3DSD]RWOWKH(EOLVLVVKUHZG
DQGFRQQLYLQJ

Flaw

Flaw

Flaw

:KLOHLQKDELWHGE\1DQJQDQJ\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHV
DQ\RSSRVLQJŜDZö,ZRQôWVKDUH
ZLWKRWKHUV÷

:KLOHLQKDELWHGE\2ERôODND\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,DPULVNDYHUVHDQGD
VODYHWRURXWLQH÷

:KLOHLQKDELWHGE\3DSD]RWO\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,ERZEHIRUHQRRQH
DQGH[SHFWRWKHUVWRGRDV,FRPPDQG÷

Power

Power

Power

:KLOHLQKDELWHGE\1DQJQDQJ\RXFDQ
PRYHXSGRZQDQGDFURVVYHUWLFDOVXUIDFHVDQGXSVLGHGRZQDORQJFHLOLQJV
ZKLOHOHDYLQJ\RXUKDQGVIUHH<RXDOVR
JDLQDFOLPELQJVSHHGHTXDOWR\RXU
ZDONLQJVSHHG

:KLOH2ERôODNDLQKDELWV\RX\RXFDQ
DWWXQHWRRQHDGGLWLRQDOPDJLFLWHP
:KHQ2ERôODNDOHDYHV\RXDOOPDJLF
LWHPVWRZKLFK\RXDUHDWWXQHGDUHQR
ORQJHUDWWXQHGWR\RX

:KLOHLQKDELWHGE\3DSD]RWO\RXFDQôW
EHVXUSULVHG\RXJDLQDGYDQWDJHRQ
DOO:LVGRPFKHFNVDQG\RXQHYHUWDNH
GDPDJHIURPIDOOLQJ

Shagambi

Unkh

Wongo

(pronounced shah-GOM-bee)

(pronounced UNK)

(pronounced WONG-go)

6KDJDPELWKH.DPDGDQLV
ZLVHDQGYLUWXRXV

8QNKWKH)ODLO6QDLOLVVHOI
DEVRUEHGDQGLQGHFLVLYH

:RQJRWKH6X0RQVWHULV
YLROHQWDQGGHUDQJHG

Flaw

Flaw

Flaw

:KLOHLQKDELWHGE\6KDJDPEL\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,QHYHUVKRZPHUF\WR
HYLOGRHUV÷

:KLOHLQKDELWHGE\8QNK\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHV
DQ\RSSRVLQJŜDZö,DPLQFDSDEOHRI
PDNLQJGHFLVLRQV÷

:KLOHLQKDELWHGE\:RQJR\RXJDLQ
WKHIROORZLQJŜDZZKLFKRYHUULGHVDQ\
RSSRVLQJŜDZö,DFWZLWKRXWFRQFHUQ
IRUWKHZHOOEHLQJRIRWKHUV÷

Power

Power

Power

:KLOHLQKDELWHGE\6KDJDPEL\RXFDQ
PDNHRQHH[WUDDWWDFNZKHQWDNLQJWKH
$WWDFNDFWLRQRQ\RXUWXUQ

:KLOH8QNKLQKDELWV\RX\RXU&RQVWLWXWLRQVFRUHEHFRPHVXQOHVVLWLV
DOUHDG\KLJKHU

:KLOHLQKDELWHGE\:RQJR\RXFDQXVH
\RXUDFWLRQWRXQOHDVKDSVLRQLFDVVDXOW
RQDFUHDWXUH\RXFDQVHHZLWKLQ
IHHWRI\RX7KHWDUJHWPXVWVXFFHHG
RQD'&:LVGRPVDYLQJWKURZRUEH
VWXQQHGXQWLOWKHHQGRILWVQH[WWXUQ

Power
:KLOH,ôMLQLQKDELWV\RX\RXU'H[WHULW\VFRUHEHFRPHVXQOHVVLWLVDOUHDG\KLJKHU
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Appendix F: Trickster Gods of Omu

