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THE ABOMINATION AWAKENS

AN ADVENTURE FOR 4TH TO 6TH LEVEL CHARACTERS

HE ABOMINATION AWAKENS IS A FIFTH
Edition adventure for three to six
characters of 4th to 6th level, optimized
for a party of four 5th level characters.
The party heads to a well-known smuggler's
hideout on a coastal island only to find it
empty. A brief investigation will reveal that the smugglers
have been slaughtered by a crabfolk abomination which has
awoken from its slumber to reclaim its home. What horrors
will the party find at the hideout, and what treasures will
they decide to take for themselves? This adventure is set off
the coast of Rhemora in the Siothas campaign setting, but
can be placed in any coastal setting with ease.

BACKGROUND

The group of professional smugglers known as the Jade
Sharks has used the island Gorm's Skerry for years now

as a base of operations and inventory storage. Gorm's
Skerry is small and technically in international waters,
which allows the Jade Sharks to keep valuable goods there
to "cool down" so that they can illegally be brought into
port under the noses of the authorities. Its proximity to

the city-state of Dryessa and the caves beneath the skerry
provide ample storage space, allowing them to transport
goods quickly and efficiently. The caves, however, hold a
festering, violent secret that has just been revealed. Long
before the arrival of the Jade Sharks, Gorm's Skerry has
been the home of a solitary crabfolk abomination (see
page 8) known in legends as Yolurai. Yolurai is said to be as
old as the island itself, having lived through the rise and fall
of many civilizations in the waters surrounding the skerry.
Yolorai spends much of his time in hibernation, but every
500 years, the towering, bipedal crab creature awakens from
his slumber to feed on the unsuspecting creatures above. It
is not the rocks surrounding the island that have wreathed
it with old shipwrecks — those are the doing of the ancient
abomination that can slice through the hull of a ship with a
single strike of its menacing claws. The Jade Sharks recently
met their end at the claws of Yolurai. Though some tried to
flee in their boats, they were pursued by the abomination
and torn to shreds in the water. Their hideout is now home
to their zombified corpses. Yolurai is thought by many to be
just an old sailor's legend, but the adventurers will soon find
that the creature is all too real, just as the Jade Sharks did.

ADVENTURE HooOKS

There are numerous reasons the adventurers may be drawn
to Gorm's Skerry. A few of these reasons are outlined below.

An Important Retrieval. The characters have reason to believe
that the Jade Sharks are in possession of an item that they
need and have hidden it at Gorm's Skerry. This may be an
item that belongs to the party that the smugglers may have

stolen, or a local merchant or noble may have hired the
characters to recover an item that they expected to receive
much earlier.

Runaway Son. A concerned mother has learned that her
teenage son has run off from home to join the Jade Shark
smugglers. She thinks that he can be reasoned with and
pleads with the characters to travel to their hideout and
convince her son to return home.

Rival Criminals. A rival criminal organization has offered
the characters 300 gp if they can kill the leader of the Jade
Sharks, a man known as "Albatross,” and bring back his head
as proof of the deed. The rival gang doesn't care how many
other Jade Sharks the party has to kill in the process.

ON THE OPEN WATER

The adventure assumes that the characters can secure
passage to Gorm's Skerry from the port of Dryessa. Gorm's
Skerry is only a few miles north of the mainland; the party
could likely sail there using a rowboat if they had no access
to a sailing ship or similar vessel. The party may try to gather
a crew to help them investigate the skerry — while it might
be easy enough to pay for passage, it will be near impossible
to find a crew willing to directly confront the Jade Sharks

for fear of retribution. Therefore, the party will be likely to
explore the island on their own.

After about an hour at sea, the rocky, sparsely-vegetated
outcropping that is Gorm's Skerry appears on the horizon.
Moments later, the party spots an empty sailboat drifting
with the current. When the party comes close enough to the
boat to see it clearly, read aloud the following:

A small, battered and weather-beaten sailboat drifts with
the waves, a single oar lodged in its starboard rowlock
and its sail wet and tangled around its mast. Part of its
hull has been smashed apart, and a half-foot of water has
flooded its bottom. A dismembered arm is tangled in a
fishing net that hangs over the port side.

The boat belonged to a pair of Jade Shark members who
attempted to flee the skerry after they realized that the
gang was no match for the abomination that had begun to
slaughter them. They were quickly pursued by the monster
and were both dragged from the boat and killed in the
water just a few hundred feet away from the shore of the
island. Though the boat has taken on some water, it is not
yet in danger of sinking any time soon. A successful DC 15
Wisdom (Medicine) check of the dismembered arm suggests
that it was torn away from the shoulder, as if with a set of
sharp teeth or serrated blade. Time of death is difficult to
determine but likely within the past few days.



Treasure: Coin Cache. Lodged under the thwart of the boat is
a small wooden box containing 57 gp and an onyx gemstone
worth 25 gp. Characters outside the boat notice the box with
a successful DC 18 Wisdom (Perception) check.

SKERRY'S SHORES

When the characters approach the shores of the Skerry, read
aloud the following:

A small network of sagging docks reach outwards from
the skerry, and a half-dozen wooden cabins are nestled
closely together on the beach. Flotsam and jetsam carried
by the rhythmic waves lap against the rocks. A ramshackle
hut rests atop a tiny islet a few dozen feet from the shore.

Corpse Ashore. Characters with a passive Perception of 10

or higher notice a corpse missing its right arm lying on the
beach approximately 100 feet east from the cabins. This was
once the Jade Shark member who was dragged from the boat
the party encountered previously; the tide has washed him
ashore. A character who investigates the corpse easily notices
that its injury is consistent with the arm aboard the boat. It
looks to have be a human male in his mid-thirties dressed

in linen pants and shirt. Its chest has been torn open, and
several ribs and its heart are missing.

SKERRY CABINS

Each of the cabins was constructed by the Jade Sharks,
who operate a side business of fishing and smoking out
of the skerry. Unless otherwise stated, their features are
described as follows:

Ceilings, W alls, and Floors. The cabins are constructed from
cedar logs and beams with thatch roofs. Ceilings are 7 feet
high and walls are 1 foot thick.

Doors. Doors are made from cedar planks and swing
outwards on their hinges. Locked doors can be opened with
a successful DC 13 Dexterity check using thieves' tools or a
DC 16 Strength (Athletics) check.

Light. The cabins are unlit.

The following locations are keyed to the map of
Gorm's Skerry:

S1. STOREHOUSE

The front and back doors to this building are locked. When
the characters enter, read aloud the following:

This storehouse is well-stocked. Wooden shelves hold
rations, mundane supplies, and construction tools. Piles of
timber are stacked neatly against the north wall. A pile of
crates is organized in the southwest corner of the room.

This single-room storehouse holds nothing of particular
value. The crates in the corner of the room hold fishing

gear such as nets, fish, and supplies necessary for boat
maintenance.

S2. OUTHOUSES

These two wooden stalls contain holed benches that drop
directly into the water below. An interior wall in the left stall
is carved with the words "Tom was here."

S3. DAMAGED CABIN

The door to this cabin has been smashed in and lies on the
ground. A section of the doorframe has been torn away to
create a gaping hole in the west wall of the structure.

A table and chairs have been toppled over near the east
wall. A cooking stove, bed, and some shelving fill the rest
of the room. A corpse with its chest cavity ripped open
lies on the ground in a pool of dried blood.

The cabin contains little other than mundane cooking
supplies and spare clothing.

Corpse. The corpse belongs to a Jade Shark member that
attempted to hide from the crabfolk abomination as it
pursued the fleeing smugglers from the caves below the
shore. Like the body on the beach, this corpse is also
missing its heart.

S4. AccounTANTS CABIN

A partition wall divides this cabin into two rooms. A pair
of tables, chairs, a cooking stove, wardrobe, and two beds
fill the interior. The tables are covered with notebooks,
loose documents, and writing materials.
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SKERRY CAVERNS

This cabin is where the Jade Shark accountants did most of
their work. A character who investigates the documents on
the tables finds that they are inventory and shipping records
for the gang. A character who makes a successful DC 13
Intelligence (Investigation) check realizes that the amount
of inventory being recorded on the skerry should easily
exceed what could reasonably be kept within the cabins, and
therefore another storage location must exist.

Treasure: Strongbox. Tucked under one of the desks is an
iron strongbox. The box is locked, requiring a successful DC
15 Dexterity check using thieves' tools, a DC 22 Strength
(Athletics) check, or the key found on one of the bodies in
area C5 to open. Inside the strongbox is 157 gp.

Accountant's Journal. Among the more mathematic
documentation on the tables in this cabin is a leather-bound
journal fitted with a bronze clasp. A character who takes a
few minutes to read through the journal finds it to be a near-
daily diary of an accountant working for the smugglers. The
journal includes the following relevant information that may
help the party determine what happened at the Skerry:

« The smugglers had begun to hear an infrequent, low
rumbling that sounded like it was coming from "below".
Most dismissed it as harmless volcanic activity.

+ Some of the men began to spread rumors and joke
about a monstrous creature that lurked below the island.

The author of the diary felt increasingly nervous and
uncomfortable as the occasional rumbling increased in
frequency.

« The last entry describes that the captain has ordered a
meeting in the usual spot. The author of the diary wonders
what it could be about.

Ss. SMOKEHOUSE

Wooden racks laden with fish are suspended over stone
hearths in the north wall of this cabin. Buckets of stinking
fish as well as shelves of fishing gear fill the south end of
the room. A bare wooden table is flanked by two chairs.

The Jade Sharks use this cabin for smoking fish and other
small game. It has little of value inside.

S6. CAPTAIN'S CABIN

The organized interior of this cabin suggests a homeliness
that is betrayed by the body that lies facedown in the
middle of the room between the table, hearth, and
cooking area. The corpse wears a shirt of fine silk, and
atricorn hat lies on the ground a few feet away from its
head. A thick streak of blood leads from the corpse, past a
partition wall and beyond the bed, and through a doorway
into a smaller storage area.




Encounter: The Corpse of Albatross. The corpse in this cabin
is what remains of the leader of the Jade Sharks, Albatross.
The inside of the tricorn hat is embroidered with the word
“Albatross.” When the smugglers' meeting was interrupted
in the caves below by the abomination, Cletus was mortally
wounded by the creature in the opening seconds of the
attack. Albatross attempted to flee back up to shore through
the entrance in this cabin but succumbed to his wounds
shortly after he ascended the ladder. He is now a ghast who
springs to life and attacks the first creature to come within 5
feet, fighting until he is destroyed.

Treasure: Albatross. Tucked into one of the captain's pockets
is a stone of good luck. It was not enough to save his life.

Open Trapdoor. Inside of the cabin's smaller storage room

is an open trapdoor. A ladder descends six feet into an unlit
cavern below (C1).

S7. DockMASTER'S HuT

cabin. On top of the desk is a leather-bound book.

A simple desk and a bulletin board occupy this small |

The Jade Shark dockmaster worked out of this cabin, keeping
track of their small fleet of ships and coordinating passage for
the gang when necessary. The book on the desk contains the
details of this work.

S8. DESTROYED CABIN

This cabin has been torn apart and remains barely
standing. Scraps of wood litter the ground and its interior
has been torn to shreds. Blood spatters the area.

A Jade Shark member who attempted to hide in this cabin
was slaughtered by the abomination and tossed into the
water after his heart was removed.

Islet Pool. The pool of water on this islet extends downwards
to the caves below the shoreline (C3). The abomination
pursued the Jade Sharks using this access point.

SKERRY CAVERNS

The natural caverns below the skerry provided the Jade
Sharks with the perfect place to store their smuggled goods.
Unbeknownst to them, the caverns were also the home of
the hibernating crabfolk abomination. Some portions of the
caverns are dry, while others are completely flooded with
water. Though wall-mounted sconces in parts of the cavern
hold torches, the torches are not currently lit.

Drowned Smugglers. The zombified remains of the Jade
Sharks lurk in the caverns. They use ghast statistics, though
their swim speed is 30 feet. Their chest cavities have been
torn opened and their hearts have been removed.

The following locations are keyed to the map of the
Skerry Caverns:

Ci1. ENTRANCE TUNNEL

A ladder at the southern end of this tunnel ascends to the
captain's cabin above. The tunnel itself is five feet wide, and
travels for approximately 45 feet before opening into a larger
cavern beyond.

C2. ExcAVATION SITE

Crates, barrels, and digging supplies are stacked against
the walls of this natural cavern. Tools lie scattered near
the west portion of the wall, and rubble suggests that
the cavern s in the process of being expanded. A ladder
descends down a hole near the east wall. A passageway
extends to the north.

Ladder. The ladder in this cavern descends into the second
level of the caverns (area C4).

C3.NATURAL TUNNEL

A subsurface cavern under the shoreline connects to a
natural tunnel that leads to the second level of the caverns
(area C7). The crabfolk abomination used this tunnel to

exit the caverns and pursue the members of the Jade Sharks
to the shore. The tunnel's walls are rough but slippery,
descending 10 feet into the waters below. A successful DC 14
Strength (Athletics) is required to climb down the tunnel and
drop into the water below, the level of which is 1 foot lower
than the exit of the tunnel in the cavern ceiling. Hitting the
water from a higher distance creates a splash loud enough to
alert the crabfolk abomination (see page 8) in area C9.

C4. LowWER LEVEL ACCESS

A ladder in the middle of this chamber provides access to the
upper levels of the cave system. Passageways extend to the
east and west.



Cs. PRISONER'S CAVERN

Decayed and skeletal corpses are chained to the north
wall of this chamber. Small fish bones are scattered about.
Two more freshly slain corpses with open chest cavities
lie on the ground in pools of dried blood.

Those who wronged the Jade Sharks were kept as prisoners
in this room who eventually starved to death after the gang
stopped feeding them discarded fish parts.

Encounter: Drowned Smugglers. The two corpses in this
room are drowned smugglers that spring to life when a
creature enters the chamber. The smugglers fight until they
are destroyed.

Treasure: Strongbox Key. One of the corpses holds a key to
the stronbox in area S1.

C6. MAIN STORAGE

A rope ladder descends down the north ledge of this
chamber to connect it to the raised passageway to the
north. Blood-spattered crates, barrels, sacks, and pallets
fill the chamber. The ceiling is also spattered with blood.

Here, the Jade Sharks store their contraband and other
important items before they can be smuggled into port.
Multiple smugglers attempted to flee through this room
from the meeting area but were quickly caught and
slaughtered by the abomination.

Treasure: Smuggled Goods. The majority of the containers in
this chamber hold contraband items that are valuable, but
only to certain buyers in hard-to-transport quantities, such
as spices, mundane but illegal weaponry, certain fabrics,
alcohol, and tobacco. However, there are a few smaller items
of value that the characters will find if they take time to
search through the containers, including:

» A jade statue of a shark worth 50 gp.
« Two potions of greater healing.
« Two potions of water breathing.

C7.CraAB TRrAPS

Scattered around the floor of this flooded chamber are
wooden crap traps, half of which contain crabs. Several
bloated and decaying bodies float in the water against
the chamber's ceiling. Passageways extend to the

west and south.

There are eight bodies total in this chamber, though none
of them are zombified. The smugglers used this chamber for
crab fishing, as numerous small connecting tunnels to the
beach beyond make the crabs abundant.

C8. FLOODED PASSAGEWAY

This 5-foot-wide passageway is completely flooded.

Hazard: Stingweed. A tendrilled, poisonous plant known

as "stingweed" grows on the walls of this chamber. The
stingweed is dense and unavoidable, and creatures who
attempt to swim through the chamber must make a DC 13
Constitution saving throw, taking 16 (4d8) poison damage
on a failed save, or half that amount on a successful one. A
creature who fails this save by 5 or more becomes paralyzed
for one minute.

C9. MEETING AREA

This large cavern is partially flooded with water at its
southern end. A raised lip in the stone creates a natural
stage in the middle of the room, atop which is a simple
wooden podium. Crates, barrels, and wooden planks are
arranged into improvised seating in front of the podium,
though much of this seating is askew or knocked over.
Bloodstains and spatter paint the floors, walls, and ceiling
of the cavern. A flooded passageway leads to the south.

Encounter: Crabfolk Abomination. The crabfolk
abomination (see page 8) that slaughtered the Jade
Smugglers lurks in the southern pool of this chamber.
Shortly after a creature enters the room, the abomination
emerges from the water and attacks relentlessly, pursuing
any fleeing creatures onto the shore of the beach if necessary.
After one round of combat, two drowned smugglers crawl
out of the same pool and join the fray, attacking until they
are destroyed.

AFTERMATH

If the characters successfully slay the crabfolk abomination
and clear the skerry of any remaining drowned smugglers,
the island may eventually be reoccupied by a similar group
or pirate gang. If the characters wish to take all of the Jade
Sharks' smuggled goods with them, they'll need to find
appropriate buyers in port — any random merchant will
be extremely hesitant to purchase the contraband. At GM
discretion, the party may be able to search for information
to locate a Jade Shark contact in port that will facilitate their
sale of the smuggled goods. Conversely, if the characters
flee the island and the abomination remains alive, it is only
a matter of time before it begins to expand its territory and
attack nearby ships. The surrounding waters may soon
become too dangerous to traverse and ships must take
alternate routes to avoid the monster. Bounties will be put
on its head, and other adventuring groups will venture out
into the waters in the hopes of slaying the beast.



CRABFOLK ABOMINATION

Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 157 (15d12 + 60)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
23(+6) 14(+2) 18(+4) 8(-1) 12(+1)  7(+-2)

Skills Athletics +9, Perception +4

Senses blindsight 30 ft., passive Perception 14
Languages -

Challenge 7 (2,900 XP)

Amphibious. The abomination can breathe air and water.

ACTIONS
Multiattack. The abomination makes two claw attacks.

Claw. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: (3d10 + 6) bludgeoning damage, and the target
is grappled (escape DC 14). The abomination has two claws,
each of which can grapple only one target.

Caustic Spit. Ranged Weapon Attack: +9 to hit, reach 50/100 ft.,
one target. Hit: (7d6 + 6) acid damage.




Open Gaming License

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved. 1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted;(c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual

or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) "Trademark” means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use",
"Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement. 2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 3.Offer and Acceptance: By
Using the Open Game Content You indicate Your acceptance of the terms of this License. 4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty---free, non---exclusive license with the exact terms
of this License to Use, the Open Game Content. 5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License. 6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 7.
Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-
--adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity
in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are
Open Game Content. 9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this
License. 10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 11.
Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so. 12. Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use
any Open Game Material so affected. 13. Termination: This License will terminate automatically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 14.
Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable. 15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System Reference
Document 5.1Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter
Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and
Dave Arneson. The Abomination Awakens. Copyright 2020, TavernTales, Tom Cartos. Author: Alexander LeFort END OF LICENSE
END OF LICENSE

CREDITS

Written by: Alexander LeFort of TavernTales
Map by: Tom Cartos

Crabfolk Art: Fat Goblin Games

Art: Shutterstock

InDesign Base Template: Nathaniel Roux



