
MARITIME MISADVENTURES

BEFORE PLAY

The players, a part of a ship crew, are asked to
retrieve a shipment that is alarmingly late. The
shipment contains rations for the winter and
other important stuff for the local business, that
can be found only in the Snowport area. The
players must head out to find the shipment and
return it, but in the process they will run across
many difficult challenges.

Some Suggestions

1. As the story features a plot twist around the crew
members and captain Stanwood, it would be
better if the players were not already part of his
crew (or are new).

2. Each player, depending on his class could have
been hired for a different reason:

• Barbarian/Fighter, as a sailor, on the ropes
• Spell casters, as magic experts, cartographers

or healers on the voyage
• Rogues as diplomats, thieves, skilled with ropes

or even merchants

3. Suggested level for the adventure: 4th level, as
most of the encounters and battles will be around
that level. If you want to increase the difficulty,
drop it to 3rd level. If you want to make it easier,
make them level 5.

CHAPTER 1: THE MISSING

GOODS

The players find their way in Stanwood’s crew,
who needs them for a job. The players with
their new crew must retrieve a shipment, in
Snowport, which is alarmingly late and requires
to be brought back immediately.

RECRUTING EVENT

Before the adventure begins, Stanwood recruits
the players into his crew.

GM Tip: You can skip this step for playing

purposes but I highly suggest you play through
it as it increases the immersion.

GM Tip #2: To make it even more interesting,
you roleplay with each player their recruitment
process, as Stanwood finds them one by one
instead of all them together inside an Inn. (This
requires that the players are not already a party
of adventurers.)

If the players have already formed a party
read this:

As you rest inside the Inn, with the atmosphere
getting warmer and the smell of ale filling the air
around you, the door opens and a tall man dressed
in a blue cloak, wearing a blue captain’s hat enters
the Inn. ‘A round of ale for everyone inside the
Inn.’ he screams and everyone in the Inn claps and
cheers for him. The man walks slowly, inspecting
everyone inside main room, when his eyes lock
on you. He grabs a few glasses of Ale from the
bartender and approaches your table passing the
glasses around.

The man is Captain Stanwood, looking to
recruit a few more members for his crew. He
begins to explain how he has spent most of his
life in the high seas, killing monsters and doing
small-time jobs, ending up being a captain of
his own ship. Now, he needs a few more good
men to help him with a big job that is going to
happen tomorrow.

• Captain Stanwood is in fact, a pirate. A
Wisdom(Insight) check DC 15 will reveal that the
captain is withholding some information about
his past and his true intentions, but the job he
promises has nothing shady about it.

• Captain Stanwood offers 30 gold pieces to each
player who joins his crew. If he is satisfied with
their work, he leaves an open possibility of
rehiring the players for more gold pieces and
maybe a permanent spot in his crew and his
adventures.

When the deal is set, Stanwood leaves the Inn
and informs the players to wait him outside the
Inn tomorrow morning, as all of them are going
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to make a deal for the next day’s job.

MEETING WITH YOKRUM

Even if the players were recruited by Stanwood
or were already in his crew, the following event
happens: Stanwood takes the player with him,
in his meeting with Yokrum.

Players and Stanwood walk for a few minutes
inside Anchorspoint before reaching one of
Yokrum’s warehouses. When the players arrive
for the first time outside of the warehouse read
this:

An old warehouse, made entirely from wood and
planks nailed together. The planks, devastated
by time and rain emit a weird smell of mold. The
warehouse is a two-story building, with the second
floor hosting only a single room. A big awning
covers the front of the building, while dozens of
barrels lie under it, on the ground. The double door
leading to the inside of the warehouse seems as old
and damaged as the rest of the building. The only
thing that seems well-preserved is a big wooden
sign hanging from the awning, writing “Yokrum’s
Trading Post”.

Yokrum is waiting outside of his own
warehouse, looking idly the pedestrians walking
on the street.

• Yokrum is one of the top distributors in the area,
importing rations, alcoholic beverages and small
items, distributing them to most General Stores
and Inn in the city.

• Yokrum makes sure to mention his loss from
this late shipment, which increases every day the
shipment is getting late.

• Yokrum wants the shipment back as soon as
possible and is willing to pay the captain and the
whole crew 500 gold pieces if the shipment is
back and intact.

• Yokrum looks furious about his business, but in
fact, he is furious because there is another special
item inside the shipment, a treasure map that
will lead him to an immense amount of gold.

• After the deal is done, Stanwood asks from the
players to go and tell the sailors that they will be
sailing in a few hours. As the players move away
Yokrum reaches Stanwood and whispers in his

ear ‘I want the black barrels intact, and there will
be another 500 gold pieces for you.’

• After a while, Stanwood joins with the players.
If the players ask Stanwood about his last
interaction with Yokrum he will be evasive and
will try to deceive the players.

Stanwood and the players proceed to
begin their journey by readying up the ship.
Stanwood informs each players about his
duties, based on his strengths and weaknesses.
He will prefer to use high intelligence players for
his chartography team while the players with
the most Strength will join his main crew, being
responsible for the sails and ropes. The player
with the highest Wisdom and Strength will be
the one responsible for piloting the ship when
Stanwood would be unavailable.

After two days of travel, the ship arrives at
Snowport. As the party approaches they will
see rugged fishing communities, largely human,
along the shore. To the south there are Druidic
communities and a few scattered hill dwarf
tribes, the so called "frost dwarves", though
they are no different from common hill dwarves
besides their adaption to living on a colder
landscape. The town of snowport is a market
town centered on the fisheries there. Life is
hard, but community is strong. Salt of the earth
people work long days and celebrate in cozy
taverns by night
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ARRIVING AT SNOWPORT

Upon their arrival at the Snowport harbor, the
crew is greeted by the local merchant of the
area, Timothy Blanc, the owner of the only
distribution center at Snowport. Timothy
explains the situation to Stanwood and the
players while the rest of the sailors dock the
ship and make the final adjustments.

• Timothy mentions that the shipment Yokrum
requires was supposed to come from a city on the
west.

• The caravan bringing the shipment never showed
up to the meeting.

• Timothy sent many men to talk with the caravan
but none of them has returned.

• The city is a days travel towards the west.

After the talk with Timothy, Stanwood
commands the players to go out and find
out what happened with the shipment. Their
instructions are clear. ‘Make sure it is safe for
my sailors to go and retrieve it while they will be
preparing the ship for the departure.’

Note to DM:
• The shipment is actually located 4 hours

away from Snowport walking west.
• The caravan was attacked by a Yeti living in

the area, leaving no one behind.
• The men Timothy sent were also killed by the

Yeti.

ROAD TO THE SHIPMENT

As the players begin their journey towards the
east, read this:

You begin your journey from the city of Snowport
as the first snowflakes start to fall from the white
sky. The path, leading west, is made from ice,
leading you inside a frozen forest of evergreen trees.
The ground crunches below your feet with each
step you take towards your destination. Beyond the
city of Snowport, everything seems silent and no
signs of life can be detected for miles.

The area is cold and wet, if your party is
underdressed or traveling at night they may
encounter some kinds of weather setbacks.

Weather Setbacks

If the players are traveling during the night hours,
ask for a Constitution Saving Throw DC 10 for
every hour they spent in the road. On a failed save,
they gain a point of exhaustion

The trip can be broken down into three parts:
• 1 hour in the icy road
• 1,5 hours in the forest
• 1,5 hours in the snow desert

Inside the forest a Wisdom(Survival) check
DC 10 will reveal large footsteps on the ground.
They obviously don’t belong to a human, but
something more like a giant, a large beast
lurking in the forest.

Inside the forest there many corpses of the
people Timothy sent. A Wisdom(Perception) DC
13 check may reveal to the players the presence
and the exact location of the bodies. When the
players find the first bodies read this:

You follow a few giant footsteps outside of the
path, inside the dense forest. A few seconds later
you notice the blood colored snow on the ground
where a mutilated man lies down motionless. His
right foot is missing and his is lying inside a pool of
his own blood

The party will likely want to investigate the
body. We mention the option of including a
Medicine check when looking at the bodies but
you can probably even forego the roll anyone
who looks at the body will know what claw
marks look like, maybe make the bite marks
slightly more difficult to determine.

• A Wisdom(Medicine) check will reveal that the
body was bitten off and that there are large claw
marks on his back.

• The players can find many bodies inside the
forest and the desert, each and everyone with
a limb bitten off and claw marks all over them.
Some of them are heavily damaged, to the point
of no recognition.

• If the players try to follow the giant footsteps
they will lead them nowhere as most of them are
covered by the snow.
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When the players exit the forest for the first
time read this:

As you exit the cold forest, before you stands a vast
frozen desert. No signs of life to the point your
eyes meet the horizon. The desert seems trapped
between the sea of the north and the snow hills of
the south. A faint path , that was created from
the people walking on it on regular basis leads you
deeper into the desert and presumably into your
destination. The atmosphere feels cold and your
bones rattle in the sight of the corpses scattered
inside the desert.

The path goes on to the nearest city, but
midway through the desert, the Shipment is
located at the left side of the road. The corpses
are now visible. Most of the bodies are barely
recognizable, except a few, who seem as if they
belong to a caravan.

THE SHIPMENT

The shipment is still in carts, intact by the side
of the road, as if the beast had no time to spend
on the carts., only the bodies.

If the players inspect the carts they can find:
• A cart with 10 black barrels writing ‘Ale’ with

chalk them
• A cart with 20 wooden boxes which contain

dry food and rations
• A cart with 15 wooden boxes with small items

that can be found in any general store

Upon inspecting the carts for the first time
read this:

A primal loud roar echoes in the air, breaking the
silence of the desert. Behind the snow hills, two
black horns emerge, followed by a large white figure,
roaring again, staring into your eyes. With a single
leap, the beast stands in front of you, roaring,
showing its black claws. Roll for initiative!

The creature is the Yeti that killed all the men
that tried to pass through its desert. You can
find the Yeti stat-block in Monsters Manual
Page 303 or these stats:

YETI
Large monstrosity, chaotic evil

Armor Class 12
Hit Points 51 (6d10 + 18)
Speed 40 ft, climb 40ft

STR DEX CON INT WIS CHA
18 (+4) 13 (+1) 16 (+3) 8 (−1) 12 (+1) 7 (−2)

Senses Darkvision 60ft
Languages Yeti

Fear of Fire. If the yeti takes fire damage, it has
disadvantage on attack rolls and ability checks until the
end of its next turn.
Keen Smell. The yeti has advantage on Wisdom
(Perception) checks that rely on smell.
Snow Camouflage. Snow Camouflage. The yeti has
advantage on Dexterity (Stealth) checks made to hide
in snowy terrain.

Actions

Multiattack. The yeti can use its Chilling Gaze and
makes two claw attacks.
Claw. Claw. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 7 (1d6 + 4) slashing damage plus 3
(1d6) cold damage.
Chilling Gaze. Chilling Gaze. The yeti targets one
creature it can see within 30 ft. of it. If the target
can see the yeti, the target must succeed on a DC 13
Constitution saving throw against this magic or take 10
(3d6) cold damage and then be paralyzed for 1 minute,
unless it is immune to cold damage. The target can
repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If the target’s
saving throw is successful, or if the effect ends on it, the
target is immune to the Chilling Gaze of all yetis (but
not abominable yetis) for 1 hour.

After defeating the Yeti, the players can carry
the carts back to Snowport or they can return
and inform Stanwood about the situation.

Timothy rewards each player with 10gp for
killing the monster messing with his business.

GM Tip: Here you can drop a hook for a
bigger quest. The Yeti could have been hunted
down to the desert by something bigger coming.
You can drop hints like ‘Yetis usually live on
mountains. The Yeti coming down to the desert
can’t be anything good.’ but this is up to you as
the Yeti functions as a simple setback to get the
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story going and has nothing else to do with the
story

If the players return the carts themselves
Stanwood will reward each player with 5
extra gp for saving him the time of going and
retrieving the carts.

The carts are loaded on the ship and the
whole crew is invited to stay inside the Inn for
the night so they can begin they trip back the
next day.

Thank you for downloading Chapter 1 of 5
of Maritime Misadventures from D&Tea! The
story continues every week on our newsletter
The Dungeon Crawler and posted onto our blog,
find all available chapters for download it at
dandtea.com. We hope you enjoyed this chapter
as much as we enjoyed writing it. If you’d like
any support in this hello@dandtea.com so we
can give you the assistance you need!

CHAPTER 2: AN UNEX-
PECTED TURN

Upon returning back to Anchor’s Point the
players must now deliver all the boxes to the
Inns and General stores around town. But
there is something shady happening between
Stanwood and Yokrum. What will the players do
about the unexpected turn of events?
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