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The town of Mistbay is in danger. Fishermen tell of fishmen raiding their nets and other more 
fearsome menaces on the water. Merchant vessels are being attacked by pirates that strike 
from a hidden base. Making matters worse, shadowy figures have been reported skulking 
about the ancient ruined tower perched atop the rocky seaside crag know as The Serpent’s 
Maw. Mistbay needs heroes. Mistbay needs you!  

This module requires information found in the Player’s Handbook, Dungeon Master’s Guide, and 
the Monster Manual from Wizard’s of the Coast. This module contains complete information 
on the town of Mistbay and the lands surrounding it. Included herein are encounter tables, 
background and detailed maps of the town and the surrounding areas. This module may be 
incorporated into an existing campaign or used in conjunction with THE WORLD OF AUREN 
fantasy setting.  

If you enjoy this module look for other products from NEON KNIGHT PRODUCTIONS. 
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Dungeon Module CC1
THE SERPENT’S MAW
Part I: Introduction 

This module contains complete information on 
the town of Mistbay and the lands surrounding 
it. Included herein are encounter tables, 
background and detailed maps of the town 
and the surrounding areas. This module may 
be incorporated into an existing campaign or 
used in conjunction with The World of Auren 
fantasy setting. 

If you plan to play this module as a character, 
please stop reading here. The information in the 
rest of this adventure is for the Dungeon Master 
(DM) only.

DM’s Background
History of the Caves
Approximately 150 years ago, when Mistbay 
was but a small collection of huts on the shores 
of the Sea of Tring, at the foot of the Misttop 
Mountains, there dwelt a young dragon turtle in 
the area. The beast feasted on many fishermen 
and was not content to placate itself with the 
offerings of cattle and sheep.

A small band of adventurers from Debor heard 
tales of the beast, and sought to defeat the 
creature. Sorely wounding it in battle, the 
tracked it to it’s lair, a small collection of caves 
in the cliffs a few miles from the small community 
of Mistbay. Observing the area, they found the 
cave entrance was exposed enough during 
low tide that a small boat could enter the 
cave. A rocky sand bar a little further in the 
entrance effectively reduced the ferociousness 
of the beast as it was trapped in a small pool of 
brackish water in the cave, and the creature 
was quickly dispatched.

After defeating the dragon turtle, the 
adventurers turned to exploring the cave, 
locating the dragon’s accumulated treasure, as 
well as a small warren of caves that eventually 
lead to the surface at the top of the cliffs.

With the treasure returned to Mistbay, the 
community quickly grew from the wealth to a 
small town, and the band’s wizard, Gremgoth, 
used his share of the treasure to build a tower on 
the cliffs above the cave, and set to research.

In Gremgoth’s waning years, he took on an 
apprentice in the hopes of him continuing 
his research. However, his choice in Arzghan 
was misplaced. Upon Gremgoth’s death, an 
event that was not without suspicion, Arzghan 
retreated into his studies and shunned contact 
with Mistbay.

As time passed, the populace of Mistbay 
forgot about the caves, and rumors spread 
of the eccentricities of Arzghan and the fell 
experiments he conducted within the tower. 
Soon Arzghan was the culprit behind any 
strange happenings in the area, from missing 
children, to disappearances of cattle and 
sheep of outlying farmers and herdsmen. It was 
not long before the townsfolk suspicions were 
confirmed.

It was the disappearance of the mayor’s young 
daughter that final brought the townsfolk 
together and emboldened enough to send 
an armed contingent to the wizard’s tower 
to demand answers. There, they found the 
mayor’s daughter as well as a score of other 
missing children, all of them with vacant minds 
and vacuous eyes. Worst was that they showed 
signs of cruel experimentation, as some of their 
forms were twisted and reptilian in nature. 

The wizard Arzghan himself was the most horrific, 
as he was now more serpentine than human, 
and unleashed his potent magics upon the 
envoys of Mistbay. The survivors of the assault 
returned to Mistbay with the terrible news of the 
events at the tower on the rock, a place they 
soon named: The Serpent’s Maw.

Arzghan took the opportunity of the terror of 
the Mistbay citizens to tighten his hold over the 
area. His slaves, the children and more fearsome 
and fell creatures from his experiments he sent 
to the town with demands for subservience 
in return for his ‘benevolance’. The townsfolk, 
their spirits broken from the tragedy had little 
courage to stand up to Arzghan.

Arzghan’s rule over the town lasted less than 
2 years, before word got out of the horrors 
being conducted at The Serpent’s Maw, and 
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a paladin of Holgstad and his retinue rode from 
Naxmor to free the town and throw down the 
tower. 

The battle was intense, and the it is said, the 
force of the battle shook the grounds, rocking 
the tower and collapsing it down upon both 
the paladin and Arzghan. Whether Arzghan 
was slain in the battle, it is still unknown to 
this day, but with the collapse of the tower, 
Arzghan’s slaves fled, and Mistbay was freed of 
the wizard’s yoke.

Now, nearly a century later, the tower is a 
shunned area, and the townsfolk refer to only 
in hushed tones tined with remorse and shame. 
While details of the battle and the caves 
beneath are forgotten, the fear of the Wizard 
and what he did to the towns children remain.

It is this fear of the area that has aided a 
newcomer to the area. The pirate Greysword 
happened upon the caves during lowtide, 
and an exploration of the area has revealed 
it to be a perfect base of operations. Hidden 
from the waters by rocky outcroppings and 
locatable only during the periods of lowtide, 
with a ‘haunted’ and cursed tower above she 
has installed herself in the area.

Shortly after occupying the caves however, 
she found it was far from the abandoned area 
she first thought. Arzghan still lived, though his 
continued experimentations upon himself have 
allowed him to now dwell beneath the waters 
where he continues his experimentations, 
returning periodically to the tower where he 
originally dwelt. Parlaying with the wizard, 
Greysword has entered into an agreement with 
him. Raiding the merchant vessels of the area 
will bring the two of them wealth, and also grant 
to the wizard new slaves for his experiments. In 
return, Greysword and her crew will purchase 
for the wizard the components he needs that 
can only be found in the large cities of Entiny 
and Kath.

It seems that soon Arzghan may reclaim his 
budding empire on the shores and exact his 
revenge against Mistbay...
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