
Gunn, Island #78

T
he island is designed for Tier 2 characters and

features a small island, with a sparse

population, and fertile resources. The island

features a small forest, a cliff in the center of

the island and natural beaches that wrap

around the island. It is extremely dangerous for

ships to sail up to the shore as it is ringed by

dark rocks that exist just below the waterline.

The Conflict
Gunn, home to a destroyed ship and its survivors, is currently

at a stalemate with its neighboring island, Coll. Coll has

several survivors from the wreck who have decided to commit

mutiny against the captain of the ship, Captain Iza Roksana, a

female human - though she is actually a Yuan-ti. The

inhabitants of Coll no longer want Captain Iza Roksana as

their captain due to poor working conditions and abusive

officers.

They have no idea that they were on board a Yuan-ti ship

and were headed to an island to be sacrificed, they just knew

they were on a merchants ship going to an island to trade

goods.

Captain Iza Roksana
Captain Iza Roksana passes herself off as a human, but is

actually a Yuan-ti Pureblood. Her goal is to take her ship, the

Repents, and the mostly human crew to another island to be

sacrficied to one of the Yuan-ti gods, see island #24. Captain

Iza Roksana has taken on a swashbuckler's persona and

wears flamboyant clothes to highlight her charming

personality. She is bold, energetic and quick to be charming.

She wears bright colored clothes that conceal snake scales, as

well as an eye-patch that covers her slitted snake eye, her

other eye is completely human.

Her goal is to repair the Repents and continue the journey

to the Yuan-ti island. She has several crew members loyal to

her who are also Yuan-ti purebloods themselves. She is a

Swashbuckler (Volo's Guide to Monsters, page 217) with

these changes:

Captain Iza Roksana is Neutral Evil.

She has these racial traits: She speaks Abyssal, Common

and Draconic. She has darkvision out to a range of 60 feet,

magic resistance, the Yuan-ti's Innate Spellcasting, and she

is immune to poison damage and the Poisoned condition.

She has a +6 Deception skill.

She is in possession of a sending stone.

The Officers
While not every crew member is a Yuan-ti, all the officers are

Yuan-ti Purebloods who take great care to conceal their true

nature. While several are extremely pleasant to talk too, they

all know that they are better than other humanoids and will

happily kill anyone who gets in their way.

First Mate, Iwo - Male, short-tempered, uses his strength to

push others around and doesn't know when to back down

from a fight. 

Bosun, Jaro - Male, concerned with his own comfort first and

repairs to the ship second. Dislikes the island's lack of

creature comforts. 

Quartermaster, Ilona - Female, can't stand lazy people and

always optimistic, in charge of the dwindling supplies and its

allocations. 

Surgeon, Sonia - Female, always thinking out loud and about

what is in it for them. More focused on how bodies work than

healing. 

Cook, Kazik - Male, conceited, brash, and is quick to get into

fist fights with anyone who disagrees with him over any topic.

The Crew
The vast majority of the crew are humans, half-elves and

halflings, with no idea that they were heading to a Yuan-ti

island to be sacrificed to one of the Yuan-ti gods. Many of

them like Captain Iza Roksana, as she has a very infectious

personality, though most dislike several members of her

officers. Of the 80 crew members, 12 of them are Yuan-ti

Purebloods, these can easily be spotted by the affect they

have on the other crew members. Many of the crew tend to

avoid them, not because they know they are Yuan-ti, but rather

that they are off putting and mean.

The crew is working hard to repair the ship, but Jaro, the

Bosun, is doing little in regards to directing them. They are

getting more and more concerned about their dwindling

supplies and have begun stripping the island of anything

edible. 30 Crew members left Gunn for Coll in search of

supplies and have not returned, instead claiming

independence from Captain Iza Roksana and insisting that a

new Captain and Officers are elected.

The Repents
This galley was badly damaged when it tried to get closer to

Gunn, as hidden under the waves are dark rocks that battered

and destroyed the hull of the ship, forcing the Captain to

abandon ship. Over the next several months, she has had her

crew use lengths of rope to haul it to shore and have begun

work on repairing it, while other members of her crew go out

and try to find a clear path through the rock hazards that

encircle the island.

If the crew of the Repents is left to repair the ship by

themselves, they may never get off this island thanks to the

Bosun's lack of drive, even with the Captain and other officers

pushing Jaro to work harder, it's just not in his nature.

If the party wishes to help repair the Repents, they must be

able to send over their own Bosun and at least 20 crew

members. Doing so, they can repair the ship in 4d4 days, and

the Bosun can make a DC 13 Carpenter's Tools check at the

start of every day to decrease the amount of time repairs will

take by a day.
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Wandering Monsters
This island is home to a wide variety of natural life with the

most dangerous being a small herd of wild boar that the crew

has slowly been hunting. The snakes on the island are drawn

to the Repents and the temporary settlement for the crew.

Many of the non-Yuan-ti crew dislike the snakes and many

have taken to eating them. The Yuan-ti crew have no problem

with eating snakes, though they find it humorous how the

snakes can make others uneasy.

The Rocks
Surrounding Gunn are dark rocks just below the surface of

the water. A skilled captain, who has a map of where the rocks

are, can make a DC 15 Intelligence (Water Vehicles) check in

order to bring the ship through the deadly rocks. If a captain

has no map of the underwater rocks, they must succeed on

three DC 20 Intelligence (Water Vehicles) checks to navigate

their way through the rocks, on each failed check the hull of

the ship takes 8d10 bludgeoning damage and they make no

progress through the rocks.

Rowboats are not in danger of hitting the rocks.

Arrival at the Island
Upon the party's ship being spotted on the horizon, and

depending on their direction, the islands of Gunn & Coll will

each send out a rowboat to quickly meet the party's ship

outside of the dark rocks that surround the islands. Each will

attempt to convince the party to help them over the other.

Gunn will send the First Mate, Iwo, along with some of the

other crew to row the boat. Coll will send their elected leader,

Navin, along with two 'guards' that will act to protect Navin

from any threats of Gunn while on the party's ship.

Iwo will attempt to persuade the party to help the island of

Gunn as it is home to Captain Iza Roksana and, legally, the

inhabitants of Coll are mutineers and deserters. Navin will

argue that they can't be mutineers when they are no longer on

the ship, and thus not under the Captain's authority. Iwo has a

very short temper and will let this overcome his reasoning,

this may lead to him threatening or attempting to bully the

party or outright attacking Navin.

Exploring The Island
All location descriptions for this island are keyed to Map

#78/79. Characters can bring their ship up to the island, but

must succeed on three DC 20 Intelligence (Water Vehicles)

checks to navigate through the underwater rocks that encircle

the island. See The Rocks for more information.

1. The Repents
This galley has been dragged up on to sandy shores of Gunn

and is slowly being worked on. During the day, most of the

crew can be spotted crawling over it like ants, and they are

attempting to repair it. Unfortunately, most know very little

about repairing ships and their supervisor Jaro, the bosun of

the ship, is doing very little in directing their efforts as he is

more focused on being comfortable.

The inside of the ship can still be accessed and the Cook,

Kazik, and Quartermaster, Ilona, are in here all day preparing

food and keeping track of their dwindling supplies. Ilona is

also in charge of sending out hunting parties to supplement

their food stores, but she is growing concerned by the

dwindling number of wild boar on the island.

If a map is needed for the Repents, use the galley map

found in Ghosts of Saltmarsh.

2. Temporary Settlement
This temporary settlement is largely constructed on tents built

from scraps of fabric and trees on the island. The Captain has

forbidden anyone from using the sails of the ship as tent

material, stopping many of the crew from ripping it off the

ship's mast. The settlement is populated by a large number of

1 or 2 person makeshit tents, with a large tent at the back for

the Captain and Officers, and a small impromptu wooden

barricade erected around the tents to act as a barrier between

the ship's crew and any wildlife. More recently, its been

fortified in fear that the occupants of Coll will make an attack

and attempt to steal the damaged ship.

The Interior
Wandering through the island, the party may stumble upon

small, haphazardly erected ritual sites where small animals

have been sacrificed to some unknown creature. If any among

the party are able to speak Abyssal and Draconic, they realize

that small rocks have old runes carved into them, and with a

successful DC 15 Intelligence (Religion) check can determine

that these runes are supposed to be offerings to a serpent god.

The Islands’s Fate
The fate of the Repents and its crew is largely up to the party.

If they choose to help, they may discover that not all is as it

seems on the island, and discover that the officers and

Captain may have ulterior motives for the surviving crew

members. If the party decides to side with the island of Coll,

they may end up having to fight the Captain and her officers,

as well as many of the non-Yuan-ti crew who side with the

Captain. By revealing the secrets of the Captain, they may be

able to incite a mutiny against the Captain and her officers.

If the party does nothing, eventually the ship will be

repaired, though many of the crew will lose their lives. The

remaining crew will leave the island, and all the inhabitants of

Coll will be left behind, and the Captain will bring them to

their final destination. To be sacrifices and slaves to the Yuan-

ti gods. For more information, see island #24.

Island Resources
Captain Iza Roksana is not likely to allow the party to take the

remaining food off the island, though may be willing to trade

the last of the food if the party deals with the situation on Coll.

Food 1 Ton [Crew of the Repents has eaten most of it]

Trade Goods 2 Tons [Wood]

Treasure None

Weapons/Equipment None
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The Rocks
There are dark rocks hidden below the waters that surround

both islands and connects between them. By guiding a ship to

the islands or between them, you must be a skilled captain

and must succeed on three DC 20 Intelligence (Water

Vehicles) checks or your hull will take 8d10 bludgeoning

damage. If you have a map or somehow map the rocks first,

the check is reduced to a single DC 15 Intelligence (Water

Vehicles) check, on a failed check you take 8d10 bludgeoing

damage and make no progress.
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Sailing into the Rocks
When Captain Iza Roksana first sailed up to Gunn, her

intention was to restock her food stores and then continue on

her journey to the Yuan-ti island. Unfortunately she was

unaware of the rocks that ring these islands and completely

destroyed the hull of her ship. She hopes to have her hull fixed

soon, and has tasked the crew to be mapping the rocks

around the island.

If asked about her destination, she can tell the party where

the Yuan-ti island known as Maja is located, but she will not

tell them about the Yuan-ti, merely that is a prosperous

trading outpost where they can resupply and make a lot of

money. See island #24 for more information.

To determine where Maja is located, roll on the Island

Coordinate Chart on the Check 19+ column or choose it's

location for yourself.

These hidden rocks are part of Gunn & Coll, and unite the two

islands. Luckily, a rowboat is able to easily navigate between

the two islands with no risk of crashing into the rocks and

when the party's ship is for spotted, rowboats from Gunn &

Coll will quickly meet the party with parties on board both

rowboats yelling at the party to not come closer. The party will

be forced to make anchor at a reasonable distance from both

islands. Gunn & Coll's representatives will be happy to ferry

them to their respective islands if the party does not have their

own rowboat, or don't wish to put their rowboat at risk.
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Coll, Island #79

T
he island is designed for Tier 2 characters and

features a small island, with a sparse

population, and lush resources. The island

features a forest, a small lake that provides

fresh water and natural beaches that wrap

around the island. It is extremely dangerous for

ships to sail up to the shore as it is ringed by

dark rocks that exist just below the waterline.

The Conflict
Coll is home to several survivors from a wreck who have

decided to commit mutiny against the captain of the ship,

Captain Iza Roksana. While many do not have ill-will towards

the Captain herself, they dislike her officers and don't think

she has any authority over them while they are not on her

ship.

They originally came over to this island in search of fresh

water, of which Gunn has very little on its island, and have

found a small lake that is more than enough to supply their

needs. While exploring this island for anything else that might

help them, the 30 crew members decided that they didn't need

to keep following Captain Iza Roksana's orders anymore and

they set up their own small settlement, claiming

independence from the Captain and her influence.

Navin
Navin is a male, human and was elected leader of the people

of Coll. He is has been leading expeditions into their island,

helping to build up a small town in the hopes that they will do

more than just survive on Coll, but thrive. He is never one to

back down from a challenge, and many of the inhabitants

respect his leadership.

His goal is to grow the colony, attract the rest of the crew to

his side and eventually repair the Repents. He hopes that Coll

can become a trading outpost, and wants to eventually grow

the settlement into a proper city. He is a Bandit Captain

(Monster Manual, page 344) with these changes:

Navin is Neutral Good.

He has a +4 Persuasion skill instead of the Deception skill.

Despite his requests to not have any, there are always two

guards with Navin as the people of Coll fear that the Captain

will attempt to kill him. Use the Bandit (Monster Manual,

page 343) stats to represent the guards.

Inhabitants of Coll
When they were first sent to Coll in search of supplies, only 5

of them came over in a small rowboat. Once they arrived, they

realized that they could be free of the Captain and her officers

and start a new life here, and they very quickly elected Navin

to lead them.

As time went on, more and more of the crew have started

coming over to this island, and most of them have an

optimistic view of their future on Coll. The occupants are a

mix of human, half-elf and halfling, though there is a Yuan-ti

Pureblood in their midst, sent by Captain Iza Roksana to sow

dissent.

More would have journeyed to this island, but the Captain of

the Repents has forbidden anyone from traveling to Coll, and

has even killed a few to make her point. She sees anyone who

has journeyed to Coll as mutineers and their only punishment

is death. In retaliation, they have begun building stronger

walls as protection against the Captain, and many have begun

planning how they can build up their forces to stop the

Captain.

Zula
Zula is a Yuan-ti Pureblood sent by Captain Iza Roksana to

spy on Navin and his followers, and attempt to sow dissent

and potentially kill Navin if Zula gets the chance.

Unfortunately for Zula, the followers of Navin are very

protective of him and have set up guards outside of his home

to watch over him, fearing that the Captain, or one of her

officers, wishes to kill him.

Zula is a new arrival to Coll, only arriving two weeks ago

after putting on a show of swimming from Gunn to Coll under

the cover of night. He thinks very little of non-Yuan-ti, though

makes pains to hide it. Quick witted and sharp tongued, Zula

has several 'friends' among the inhabitants of Coll and is

slowly worming his way into Navin's circle of trust. If Zula

thinks the party will side with Captain Iza Roksana, he may

reveal himself to the party in a bid to help him kill the

mutineer, Navin.

Zula communicates with the Captain via a sending stone,

though he is forced to retreat into the woods far away from

camp so that he isn't caught.

Wandering Monsters
This island is home to a wide variety of natural life with the

most dangerous being the same wild boar that roam Gunn,

also roam on Coll. Unlike on Gunn, the inhabitants of Coll are

taking great pains to not over hunt the boars, and many are

attempting to start domesticating them. The island is filled

with exotic birds, and some claim of the inhabitants claim that

the birds will talk back!

The Rocks
Surrounding Coll are dark rocks just below the surface of the

water. A skilled captain, who has a map of where the rocks

are, can make a DC 15 Intelligence (Water Vehicles) check in

order to bring the ship through the deadly rocks. If a captain

has no map of the underwater rocks, they must succeed on

three DC 20 Intelligence (Water Vehicles) checks to navigate

their way through the rocks, on each failed check the hull of

the ship takes 8d10 bludgeoning damage and they make no

progress through the rocks.

Rowboats are not in danger of hitting the rocks.
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Arrival at the Island
Upon the party's ship being spotted on the horizon, and

depending on their direction, the islands of Gunn & Coll will

each send out a rowboat to quickly meet the party's ship

outside of the dark rocks that surround the islands. Each will

attempt to convince the party to help them over the other.

Gunn will send the First Mate, Iwo, along with some of the

other crew to row the boat. Coll will send their elected leader,

Navin, along with two 'guards' that will act to protect Navin

from any threats of Gunn while on the party's ship.

Iwo will attempt to persuade the party to help the island of

Gunn as it is home to Captain Iza Roksana and, legally, the

inhabitants of Coll are mutineers and deserters. Navin will

argue that they can't be mutineers when they are no longer on

the ship, and thus not under the Captain's authority. Iwo has a

very short temper and will let this overcome his reasoning,

this may lead to him threatening or attempting to bully the

party or outright attacking Navin.

Exploring The Island
All location descriptions for this island are keyed to Map

#78/79. Characters can bring their ship up to the island, but

must succeed on three DC 20 Intelligence (Water Vehicles)

checks to navigate through the underwater rocks that encircle

the island. See The Rocks for more information.

3. The Settlement
This settlement is in stark contrast to Gunn's temporary

settlement. Many wooden buildings have been erected, using

the plentiful trees on the island as lumber. While they lack any

metal, they have made due with using strips of bark to lash the

wooden buildings together. Despite not having many

luxurious, the inhabitants of Coll have scoured the island and

are making do with bundles of leaves and moss to make soft

beds.

There are several wooden buildings surrounded by a strong

wooden wall that was erected as a defense against any assault

that the Captain of the Repents might lead. Each wooden

building can hold 15 people, though a smaller building has

been set aside for Navin and his two guards.

The Interior
Wandering through the island, the party may stumble upon

exotic birds of all types, and some birds may even talk back to

the party, though it is just them mimicing words back. If the

party takes an interest with talking to the birds, one of them

can succeed on a DC 12 Wisdom (Animal Handling) check

and more of the birds will gather around them and quite

excitedly 'talk' to the party by mimicing past words they've

heard from the other occupants of Coll, favorite sounds of the

birds include foul language, whistling short songs, and one

bird in particular repeats the phrase "kill Navin".

The bird that repeats the phrase "kill Navin" has overheard

the conversations between Zula and the Captain talking over

their sending stones. If a spell, like speak with animals is cast,

the bird can describe that a human was talking into a tan rock

and said that phrase repeatedly. It can not point out Zula

specifically, but can roughly describe the person.

The Islands’s Fate
The fate of the Coll inhabitants is largely up to the party. If

they choose to help, they may discover the plot on Navin's life,

or discover that the officers and Captain of the Repents are

not who they seem. If the party decides to side with the island

of Gunn, they may end up having to fight many of the

inhabitants of Coll including Navin and his guards. If the party

help Coll, they may have a new port to call home in the future,

and if they can secure the Repents for Coll, Navin hopes to

send it out on trade missions to better supply their island.

If the party does nothing, eventually the Repents will be

repaired and the inhabitants of Coll left behind. They may

prosper on the island, but as none know of their location they

will remain exiled from the world until they can build their

own ship or another ship stumbles onto them.

Island Resources
The inhabitants are willing to trade with the party in exchange

for useful equipment to help them survive on Coll, as well as

to help them build stronger buildings and weapons to defend

themselves.

Food 3 Tons

Trade Goods 2 Tons [Wood]

Treasure 1/2 Ton [100 Talking Birds]

Weapons/Equipment None


