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My name is Derek Ruiz and this is part of
my monthly releases on Patreon. You can e

visit my website www.elventower.com to )

see more of my work.

The intent with this material is to create
ideas and extra material for the illustra-
tions I create. You're free to use this infor- e
mation or change it in any way to adapt it §
to your own game and players.
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Please keep this supplement for personal use.
It cannot be used commercially.

Credit must be given to (Derek Ruiz, or Cartography by

Derek Ruiz) as the author, and a link to www.elventow-
er.com must be included if it is shared or redistributed.
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Shrimp Harbor

This game supplement describes the small village
known simply as Shrimp Harbor. The description
includes general information about the village and
some ideas to translate directly into adventures.
Many loose ends are included for adventurer
parties to tackle on. My intention with this village
in particular is to serve as a “starting town” for a
game. As such, the challenges and adventure ideas
are aimed towards low level parties (1-3)

Region: Western shores
Size: Village

Demonym: Harborers
Population: 164 (90% humans, 5% elves, 5% mixed)
Religion: Worship to Lassandra, goddess of the sea.

Main exports: Fish, fine pottery, fish oil and salt.
Government type: Duchy loyal to a lord in the
capital.

Ruler: Duke Marin Barmont.

| hrimp Harbor was originally
| settled by the Barmont family
| over 4 or 5 generations ago.
| Darley Barmont was a lowly
2] fisherman and merchant who
.| noticed how shrimp thrived
d a few miles from the shore in
the region. Apparently the presence of a particular
variety of coral attracted shrimp to the area
and feed them. The population of shrimp was
unnaturally big there. Darley’s enterprising mind
started to work and soon enough he secured a loan
from the neighboring city’s lord. With the gold he
bought two fishing cogs and had a third bigger
one built. Shrimp was so abundant it felt more like
harvesting than fishing. Over the years the Barmont
family grew wealthier, other fishermen moved to
the harbor and a small village started to grow.

While the fishing, not only of shrimp was plentiful;
fishing was still a low paying job. The inhabitants
of Shrimp Harbor do well, but they are not rich.

Except the Barmont family who had a fortified
manor built on top of a hill overlooking the harbor.
Three generations later, with the village growing

in size and importance, it was necessary to certify
the harbor and neighboring lands as a duchy of its
own and to appoint a duke. The Barmont family
were the only and better choice. The current ruler,
Duke Marin Barmont is the third duke yet, after his
father and grandfather. When he visits the court

in the capital he and his family are regarded lowly
amongst the other highborn families, since they

are only a three-generation nobility. Duke Marin
Barmont is referred to as “Duke Shrimp” behind his
back.

Duke Marin Barmont is the third generation in
nobility in the Barmont family. He was born with
the “highborn” state. His father was already a man
when grandfather was appointed duke. His father
grew up working in the docks and in the sea, just
like the rest of the family. Not so much with Marin,
he grew up giving orders and supervising other
people, basking in the shade while others worked
hard. His father knew the value of work and tried
to teach Marin the real merit of Barmont family,
which was built on hard work and quick wits. He
failed and passed away two years ago, leaving
Shrimp Harbor in hands of a man who is less of a
“working man” and more a diplomat, and a bad
one at that.

There is a big building right at the village’s central
square. A sign by the door is scribed in golden
letters: “The Shrimp Bucket”. The place was built
by Lodgen, a dwarf who saw and opportunity
when the village began to grow almost 50 years
ago. He has been the innkeeper and tavern bouncer
since then and his face and manners are known to
all in Shrimp Harbor. He was friends with the past
Barmonts, they were all hard working men like
himself; he has a difficult relationship with Duke
Marin Barmont because they do not share the same
views about what is the best thing for the village.
Although Duke Marin is the appointed ruler, since
the village is so small and everybody knows each
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other, decisions almost always ought to be popular
consensus. Lodgen has more support than Marin
does. Mainly because dwarves are long lived and
everybody’s parents and grand parents were clients
of Lodgen. His tavern serves as the only distraction
place in the village and the rooms for rent are
always useful for traveling merchants who come

in passing, buy wares and then leave the morning
after.

Shrimp Harbor is still growing in size with people
having children and more people moving in in
search of honest work. However its size is getting
to the point where it is attracting attention from
unwanted parties, criminals, brigands and thieves
are starting to make sporadic appearances. The
village does not have a guard or any kind of armed
force, save for the Barmont’s personal guards in
their manor.

Map 112 - Shrimp Harbor

Q uest Ideas

. An ex-adventurer named Froyn owns now a

farm. He is looking for a company of adventur-
ers to find out who killed to fishermen last week.
The dead fishermen were his friends.

. Duke Marin Barmont is hiring sellswords to

go explore the eastern reaches of the duchy in
search of brigands and thieves. Reports from
travelers seem to indicate there might be a hide-
out hidden somewhere.

. Amerchant named Merly seeks a company of

adventurers to investigate bizarre monsters
which wander the Southern Forest. Merly stays
in the Shrimp Bucket. The quest is a trap de-
signed to ambush any adventurers, the objective
is to kill or imprison them so the village has less
fighting men.

. Turromg is an orc chieftain, his scouts have in-

formed him of a well provisioned fishing village.
He plans to attack during the night. They expect
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no resistance.

5. Lodgen’s ale storage is full but the wine is now
low. He is sending a trusted employee, Diggus,
to the city to buy more. He knows the roads are
dangerous and is looking for some able fighters
to escort the wagons there and back.

6. Two fishing boats did not come back from their
work high at sea. The weather is calm, a capsize
is not considered. Duke Marin Barmont pre-
sumes this is the work of pirates. He is sending
his bigger cog and 6 guards to investigate, he
is also paying a handsome reward to any sells-
words who go and investigate. He offers an even
better reward if the pirates are dealt with and
the fishing boats recovered.

7. Damien works at the docks unloading what the
fishermen bring to shore. As a simple laborer,
no one suspects him to be the one that opens the
storage house at night for brigands to smuggle
goods out of the village. He apprenticed as a
locksmith when he lived in the city, he carries
copies of keys to the storage houses and one
that opens the Barmont manor house. He is not
supposed to own any of those keys.

8. While the party rests at the Shrimp Bucket or
their own house, if that is the case. An alarm
horn sounds once. The horn blower is killed
before letting out a second warning. A tribe of
Sahuagin just emerged from the sea and plan to
sack the town and kill the people there for their
own tribal ceremonies. Fishermen close to shore
will stand no chance. Only would-be adventur-
ers will be able to save the day. Lodgen will do
his best to send villagers up hill to the manor
house for protection. The only question that
remains is: will Duke Marin Barmont open his
gates to garrison the fleeing villagers?
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