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Summary and Themes 

The town of Silvercove, once prosperous and growing has had its good luck turned sour of 

late. Ships are attacked by aquatic beings, with merchants and pirates alike losing their 

bounties and sometimes their lives to the depths. With the lives of many sailors lost, and no 

trade or merchandise arriving in the town, the livelihoods of all in Silvercove are at stake. 
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The party has been hired by the towns leadership to root out whatever is causing this strife, 

but be warned, there is more than fish lurking in the depths. 

 

Introduction 

‘Unfriendly Waters’ is a Dungeons and Dragons 5th Edition module that runs an introductory 

story for levels one through three. The module is meant to be played by four players, 

although encounters can be expanded on by the Dungeon Master using the rules found in the 

Open Source SRD Basic Ruleset for 5th Edition if there are more than this amount. The 

narrative of this story has a beginning, middle and end, although there are areas where clues 

or hooks can be set for future campaigns following this one. This adventure can take place in 

any campaign world, including the Forgotten Realms, Tal’Dorei, Greyhawk or Dragonlance 

(to name a few).  

 

 

 

 

Story Overview and Worldbuilding 

This story is set in the small but fast growing port town of Silvercove, known as the main 

supplier of fish, crabs and other sea life for many of the surrounding villages along the 

coastline. It is also one of the main ports of interest for merchant sailors and pirates alike to 

swap tales, trade goods and spend their riches. The town began to grow in prominence at the 

beginning of the previous century, and has steadily been expanding from its humble 

beginnings as nothing more than a small community, into a town of over two thousand 

people, despite the prevailing dangers of the nearby Raware Wetlands. As of late, the town as 
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been plagued with bad luck as many vessels are attacked in the night by aquatic creatures, 

who destroyed supplies, kill sailors and sink ships into the deep using strange, exotic magics. 

The party has been hired by the local leadership to root out whatever evil is causing this and 

stop them from continuing their attacks. After following clues given to them by various 

people of interest in the town, they will discover that the attacks seem to be originating from 

the Jagged Teeth, a small outcropping of craged islands a few kilometres out to sea. After 

making their way there by boat, surviving attacks from the aquatic creatures who try to 

impede their progress, they arrive at the islands, finding a temple to an ancient ocean god of 

destruction. Traversing through, they will discover that the aquatic creatures are Sahuagin, 

who worship The Leviathan, a great kraken from ancient times, and that their leader, N'zoth 

Tidecaller, is attempting to summon this creature from its prison in the Nine Hells, and has 

been attacking ships as to stockpile offerings for his god when he returns, as well as to sate 

his bloodlust and hatred for the surface dwellers. The players then must stop the ritual and 

defeat N’zoth before he is able to summon The Leviathan. They then return to Silvercove as 

heroes, their names starting to spread through the land as capable, daring and brave 

adventurers. 

Background 

Genre 

Unfriendly Waters can be seen as a typical swashbuckling adventure, with the setting being 

one filled with colorful, flamboyant characters, seafaring adventure and monsters guarding 

treasure lurking in the depths of the sea. It follows these tropes, and provides a story world 

where one could build their own Dungeons and Dragons campaigns from them. 
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Comparable Titles and Products 

The Dungeons and Dragons community is alive and well in the 21st century, with the largest 

resurgence of the game since its inception. Currently there are fifteen released source books, 

with another (Baldur's Gate: Decent into Avernus) being released later in the year. Each of 

these titles has similar themes, and follows the same rule set as Unfriendly Waters, especially 

the latest release, ‘Ghosts of Saltmarsh’.  

 

Potential Marketing Elements, Production Costs and Potential Publishers 

The marketing of Dungeons and Dragons can be done now through a variety of different 

sources. The main one used by many budding, amateur writers on adventurers is through 

DM’s Guild, an online site that allows people to sell their works to other players. As 

referenced on their support site; “The Dungeon Masters Guild is a program that allows you 

to create content (adventures and locations; new monsters; character classes, archetypes, 

and backgrounds; etc.) using Wizards of the Coast intellectual property (IP) and to make 

some money while you’re at it” (DMs Guild Support Site, 2019). If DM’s Guild is used, 

production costs would be low, as adventurers can be sold as PDF’s, and thus are free to 

distribute, with no need to print documents or pieces. As Dungeons and Dragons is a game 

that takes place in the theatre of the mind, it is also not relevant to include miniatures or any 

other physical game pieces, although props such as letters or maps could be added to the 

documents, which again would be free if it was sold only as a PDF. Similar sized modules to 

Unfriendly Waters generally sell using a ‘pay what you want option’, wherein buyers are able 

to spend what they think the adventure is worth. Those who choose to ask for money for their 

products (usually those who have paid for art and other properties) range from anywhere 

between $1 - $10 dollars with some outliers. As stated on the Dungeon Master Guild support 
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site, anyone publishing content on the site and even outside of it needs to place something 

like the disclaimer above (Cover Page). Furthermore, in regards to potential publishers, it is 

stated on DM’s Guild that; “Your work might even be noticed by the team at Dungeons & 

Dragons, who select writers from the DMs Guild for official products, the Guild Adept 

program, and the Adventurers League” (DMs Guild Support Site, 2019). As can be seen, 

there are opportunities to be published through the use of this online marketplace. With 

regard to the printing of physical copies, Officeworks offers bound documents for $2.30 per 

item (Officeworks.com.au, n.d.). 

 

 

 

 

Rules 

The rules for Dungeons and Dragons 5th Edition (called the 5th Edition System References 

Document) are used to run through the Unfriendly Waters Module. They can be found at the 

link below, and are an Open Licence and free to use for anyone wishing to create their own 

Dungeons and Dragons modules. Inside there is all the information needed to create a 

character, and understand the combat, travelling and miscellaneous rules of Dungeons and 

Dragons 5th Editions. 

System Reference Document: https://media.wizards.com/2016/downloads/DND/SRD-

OGL_V5.1.pdf 
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Development Process: 

Ideation 

The idea for this module came from the creation of my homebrew Dungeons and Dragons 

game that I am currently the Dungeon Master of. For this module, I decided to start players in 

a coastal city and allow them to have swashbuckling adventurers, as it was something we as a 

player group had never experienced before in our how home games. This module ran for 

about four full sessions, lasting on average three hours each. When I joined BCM300 and was 

told I could write a Dungeons and Dragons module as my final assignment, I decided to 

convert my rough notes into a more sophisticated form, and begin fleshing out the story 

world more in order to make it an entire module.  
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Prototypes 
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Prototype Description 

The prototype for this module ended up being the sessions ran through it with my players in 

my homebrew game. From their feedback I was able to tweak the story, NPC’s and 
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encounters to better suit the module, while also trimming the fat in areas that needed to be 

changed. Above are some pictures of what the final product would look like when completed: 

 

Feedback and Responses: 

During my time running through this module, I came across a few problems that needed to be 

rebalanced, and also got feedback from my players on what could be fixed. Playtesting ran on  

the 4th, 11th, 18th and 25th of April, during our regular Dungeons and Dragons home game. 

The game had four players, and ran for three hours per session. The following is the key 

feedback I received from my players: 

● “The section of the story set in the Raware Marshlands seemed inconsequential to the 

main story, and the fake out with regard to the Lizardfolk wasn’t a surprise”. 

This references the middle area of the module which was taken out in the final iteration. It 

had the players venture into the Raware Marshlands, which are nearby Silvercove, following 

down leads on a group of Lizardfolk, who the people of the town believe are probably the 

main culprits of the attacks. However my players said that this section seemed 

inconsequential to the main story, as I made it too easy to figure out that the Lizardfolk were 

being framed by another party (the Sahuagin being led by N’zoth Tidecaller), and that it 

should be streamlined, taken out or rewritten. I decided that taking it out was the easiest 

option, and instead added the high seas swashbuckling section which was met with more 

enthusiasm. 

● “I felt that the town could use more flavour, as it seemed generic”. 

This quote represents my players feelings towards Silvercove in its original form, which was 

a basic fishing village. It was felt by my players that it could use more flavour, and that the 
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town needed more events and personality to make it exciting. To this end, I added a festival 

that players can participate in at the start of the story, and made the town more of a 

pirates/merchants hideaway, adding seedy taverns, bar brawls and shady dealings. 

 

Final Thoughts 

The final version of this module would look more professional, and have the same aesthetic 

as the officially released adventures made by Wizards of the Coast. If I had more time, I 

would make the adventure longer, adding story beats to continue the adventure into levels 

four and five. I would also spend more time fleshing out the town of Silvercove, and make 

that a more vibrant, living and breathing place to run adventures. 
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