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lake . T h e passage to t he no r t h leads 

back up in to Thaal i s ' s chamber . 

T h e Kho ro shen have covered a 10-foot 

s t re tch o f the minesha f t to the no r t h 

wi th cal t rops to d i scourage Khesheb ik 

f rom leaving. Any PC that succeeds on 

a DC 20 Spot check not ices the caltrops 

before s tepp ing on them. 

Creature: I f the g i an t c r o cod i l e i s 

no t he ld by Thaal i s , i t sp lashes a round 

in f rus t ra t ion nea r the t u nn e l lead­

i n g to area 11. I f i t not ices the PCs , i t 

attacks immedia te l y . 

Kheshebik, giant crocodile: hp 62, 

Monster Manual 271. Khe sheb i k is b l ind , 

bu t he knows the feel o f the water and 

the s ound s in h i s cavern so we l l that 

he effectively has t remorsense and the 

Bl ind-Fight feat. 

11 . СнAVER 'S H ID ING P L A C E ( E L 4 ) 

Chaver (male LG human expert 1/warrior 

2, 12 hp [currently 3], speaks Draconic) 

cowers against the wall here, still bound 

wi th reeds and wounded by Kheshebik's 

tail. He is overjoyed to see the PCs . As soon 

as he's untied, he grabs the closest PC by 

the shoulders and begins shouting. 

"We have to get word to Nesme" he says, 

starting to shake. "The Khoroshen are 

leading a troll army against the town! They 

could already be on their way." 

Ad-Hoc XP Award: If the PCs re tu rn 

Chaver ' s r ing and locke t to h im , g ive 

t h em a CR 2 exper ience award. If they 

e s co r t G r imham this far, he thanks them 

and swims off in to the Underdark, earn­

ing the PCs an addit ional CR 2 award. 

RETURN т о M O R A C H T O R 

The fastest route back to Nesme takes 

the party pas t Mo r a c h Tor, where they 

f ind the base of the tor packed wi th more 

than sixty trol ls . I f Uhndek escaped, he 

i s up on the watch pos t i s su ing com­

mand s . Whe t h e r U h n d e k i s the re to 

c ommand t h e m o r no t , the t ro l l a rmy 

lumber s ou t on to the moo r s as the PCs 

draw near. 

C O N C L U D I N G T H E 
A D V E N T U R E 
Th e trol l a rmy fol lows the l on g road to 

Ne sme . I f the PCs hurry and take the 

sho r t cu t t h r o u g h the l ow l and s , they 

c an make i t back before the meander­

ing trol ls in sufficient t ime to warn the 

town . Al ternate ly , i f they inves t i ga te 

the emp t i ed Mo r a c h Tor, they have the 

op t i on o f s end ing a warn ing via one o f 

the ravens in area 3. 

If warned by the PCs, Nesme is able to 

mus te r its riders and defend itsel f ade­

quately, t h ou gh Lady Tessar in i s quick 

to accept the party's aid, in wh i ch case 

you should cons ider adding a wall-top 

encounter w i th a trol l (or Uhndek, i f he 

escaped earlier). 

I f the town survives and the PC s save 

Chaver , Tes sa r in pays t h em as prom­

ised, a dd i n g an add i t i ona l 1,000 gp 

b onu s each for the advance wa r n i n g 

about the trolls, as well as an offer to 

make t h em Riders o f Ne sme . She needs 

mo r e soldiers as she faces the daun t ing 

task o f r ec l a iming the moor s , and she 

may have a n ew en emy in the remain­

ing Khoro shen . Tessar in i s also happy 

to r e c ommend the PC s to H i g h Lady 

Alus t r ie l o f S i l ve rymoon for service in 

the Argen t Leg ion . 

Russ had fun reviewing parts of this adven­

ture with non-D&D players at a local Wis­

consin writer's workshop—"Now this is for 

what magazine, again?" He'd like to thank 

his playtesters, Alex, Andy, Justin, Darryl, 

Eric, and Stuart. 
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