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Once there was a beautiful maiden who lived by 
herself in her house in the woods. She was a 
woman of many talents. In the leaves at the 
bottom of a teacup she could see the future as 
clear as crystal, both signs of prosperity and ill 
omens of ruin. She was also a painter, and she 
spent many long days painting scenes from the 
future that she'd seen. 

Then one day, at the bottom of her cup of 
afternoon tea, she saw the Gnoles. 

Seeking emeralds, the creatures burrowed their 
way beneath the house. There they dug a mine, 
questing ever deeper for the riches their foul 
hearts so desperately craved. And such 
emeralds they found, some so large and heavy 
that two men together could scarcely lift them. 

The Gnoles grew paranoid of losing their hard-
earned treasure, and so they drove off the 
common folk and killed any who dared to 
venture into the woods. But not the beautiful 
maiden of course, for she had long since fled to 
somewhere far away. She had seen them 
coming. 

Time passed and the fruits of the mine grew 
fewer and fewer. Eventually there was no more 
gemstone left beneath that old house in the 
woods. Most of the Gnoles left to seek new 
wealth elsewhere. Now only seven remain.  

Few have been fool enough to try and practice 
the art of burglary upon the lean, high house of 
the Gnoles, and none of those few have 
returned.  

The Gnoles 

Four feet and 100 pounds of cruelty and greed, a 
Gnole is a ghastly creature. Vaguely humanoid 
in shape, they are covered by a coat of long 
black hairs. Their heads are like Jerusalem 
artichokes made of Indian rubber. Gnoles have 
no ears; their hairs pick up vibrations in the air, 
allowing them to navigate even in the pitch 
blackness of their underground tunnels. Of 
course, this means that they are incapable of 
understanding human speech, but they may 
read human writing. Their eyes are faceted like 

finely-cut gemstones and glow red in the dark. 
Their mouths hide sharp fangs and long, 
razored tongues like the radula of a garden 
snail. 

They are cowardly but shrewd, preferring 
ambush tactics. They use crude-bladed weapons 
to incapacitate their victims, who are then 
dragged off to be tortured, flayed alive, and 
eventually eaten. 

They are always watching the woods around 
their lair. When intruders arrive they will be 
ready, waiting patiently in a nearby group of 
hollow trees. They watch silently through holes 
bored in the trunks. 

If they can catch a lone adventurer off-guard 
they will strike quickly and quietly, trying to 
prevent him from alerting his fellows. If the 
party leave supplies or treasures unattended the 
Gnoles will certainly steal them when they aren't 
looking. They will follow and wait for a moment 
of weakness, and then attack without mercy. 
They will not engage unless they have an 
overwhelming numerical or tactical advantage. 

Play them devious, cruel, and mean. 

The only thing a Gnole values more than his 
emeralds are his spare set of eyes, which he will 
guard jealously in a hidden place. If they are 
stolen from him, nothing will deter him from 
getting them back. 

The Gnoles (there are seven of them) 

AC 12, HD 2, Move as Man, Bite 1d4 + Save vs. 
Paralysis or be Slowed for 1d4 minutes (as per the 
spell) OR Short sword 1d6, Morale 5 

The Gnoles are cowardly and will retreat if they 
are outmatched. Their saliva acts as a paralyzing 
toxin. The do not like bright lights; -2 to all rolls 
when fighting in magical light or direct sunlight.  

Outside the House 

Neither path nor trail leads to the house of the 
Gnoles. Vines have crept wildly over the surface, 
and the white plaster that once coated the 
exterior is greatly decayed and crumbling away. 



A set of stone steps lead up to a stout oaken 
door which opens into the parlor (1). A wooden 
cross hangs over the doorway. Cut into the front 
of the stairway is an opening covered by a grate 
of iron bars. It leads into a crawlspace beneath 
the hallway (2) on the main floor. 

If the front door is tried it will seem as though it 
is stuck shut. In fact, a rope has been fastened to 
a metal pin on the inside of the door. The rope is 
attached to a tarp filled with bricks which hangs 
over the inside of the entranceway; violently 
forcing the door open will pull on the rope and 
release the bricks, dealing d6 damage to 
whoever forced their way in. Save for half 
damage. 

To the left of the front steps, some ten feet off the 
ground, is a shuttered window. Leaning up 
against the wall just below the window is a 
ladder. This window leads into the kitchen (3). 
Ten feet above this is another window, this one 
leading to the attic (5), also shuttered, just below 
the high-peaked roof. Occasionally, a flash of 
green light will emanate from a narrow crack 
between the shutters. 

At the foot of the stairs a ramshackle shed has 
been built onto the side of the house. On the 
south side of this shed is a door which has been 
boarded over. Next to the shed is a flower bed 
which holds sickly daffodils. 

Across from the front of the house is a hill 
topped by a small stand of trees. At the foot of 
this hill is the entrance (9) to the emerald mine. 
The tunnel is supported by wooden beams. The 
entrance is low, so it is necessary to bend over to 
go inside. Some long-abandoned equipment has 
been left strew around the mouth of the tunnel: 
a rusted shovel, a pick, and a tarnished brass 
lantern. 

The House 

1. Parlor 

The floor is of bare wooden planks that squeak 
loudly when tread upon. There is a pair of 
armchairs on the north side of the room. 
Between them is a low table, upon which sits an 

elegant tea set (two cups, two saucers, and a tea 
pot) on a silver platter (worth 50 gp). The pot is 
full of hot tea.  

The tea set is magical. Tea brewed in the pot will 
stay fresh and hot indefinitely. Any magic-user 
(and any magic-user worth his salt should be 
able to read tea leaves as a matter of course) who 
attempts to read tea leaves from one of the cups 
will receive a genuine portent of the future. For 
increased theatrical effect, pour each of your 
players a cup of tea and perform a live tea 
reading, improvising the result. Otherwise, roll 
d4 times on the tasseography table and combine 
the effects. All effects apply to the one who 
drank the tea. A given individual can only have 
their tea leaves read once per month. 

On the south wall hangs a painting of the 
exterior of the house. Three Gnoles are dragging 
a man up the steps as another man watches 
nervously from the shadows (show the players 
the illustration "The Lean, High House of the 
Gnoles"). The painting is of excellent quality and 
is worth 10 X d10 gp. 

Cut into the west wall is a stone fireplace. Sitting 
on the mantle is a pair of silver candlesticks 
(worth 200 gp each). 

There is a door leading to the hallway (2) on the 
south wall. 

2. Hallway 

There are doors leading to the parlor (1), 
kitchen (3), and the studio (4). In the ceiling at 
the north end of the hall is a trap door that leads 
up to the attic (5). The trap door opens to reveal 
a sliding ladder that extends down to the floor. 

3. Kitchen 

There is a small cast-iron wood stove attached to 
a chimney that extends up to the ceiling. Sitting 
on top of the stove is a kettle. Inside are some 
blackened fragments of human bone, along with 
a burnt scrap of paper with a cryptic message 
scrawled on it: "It is pitch black. I am likely to be 
eaten by a Grue."  



Next to the stove is a wooden table whose 
surface is covered in faded bloodstains. Hanging 
over it from hooks fixed to the low ceiling are a 
rusty cleaver, several chains of garlic, and a 
withered sprig of parsley. A shelf on the wall 
holds a metal tin full of dry tea leaves. 

The window is not fastened and opens freely. 
There is a wide windowsill, but the window 
itself is rather small so those wishing to use it as 
an entrance will have to squeeze through.  

The floor of this room is covered in caltrops. 
Those entering through the window who fail to 
look down will have to make a dexterity check 
to avoid falling and taking 1d4 damage. 

4. Studio 

The walls of this cramped room are filled with 
paintings. A shelf contains brushes, a pallet, and 
several glass jars filled with dry paint. An easel 
and a chair sit in the southwest corner of the 
room. The easel holds a painting which is 
covered by a white sheet. Removing the sheet 
reveals a painting of the PCs, in striking, 
gruesome detail, being torn to shreds by a group 
of Gnoles at a random nearby location (just 
outside the house, a room inside the house, or 
somewhere in the mine. Randomly determine 
which room). 1d4+1 of the Gnoles will ambush 
the PCs the next time they enter that location. If 
the location is the Studio (where the PCs 
currently are) the Gnoles ambush the PCs 
immediately after they see the painting. 

Other paintings of interest include: a group of 
Gnoles hauling a minecart filled with emeralds, 
a Gnole answering the door of the house to find 
a salesman holding a piece of rope, and group of 
Gnoles feasting in front of a giant emerald in an 
underground cave. 

There are many other paintings in the room. All 
are of excellent quality and are valuable. Each 
painting is worth 10 X d10 gp if undamaged. To 
determine the subject of each painting, roll d6 
three times on the random painting generator. 

There is a hidden trapdoor in the floor of this 
room that leads down to the basement (7). 

5. Attic 

The attic was once used as a bedroom. There is a 
cot, a wardrobe, and a nightstand. On the 
nightstand is a journal which details a series of 
prophetic visions, including those depicted in 
the paintings found in the studio. The front of 
the house and the entrance to the mine can be 
seen through the window.  

There are two paintings hung on opposite walls 
of the room. Each is a portrait of the woman 
who once lived in the house: one is her in her 
youth, the other is her as an old woman. She 
holds a cup of tea in each. 

Inside the wardrobe are some rotting bolts of 
fabric and small wooden box which contains a 
pair of finely-cut rubies. These are a spare set of 
eyes belonging to one of the Gnoles. The Gnole 
will know that you have stolen them (they can 
see everything the eyes see), and will not be 
happy about it. A lost eye can be replaced by 
one of these. A Gnole's eye has infravision, but is 
blind in bright light. 

Lurking in the rafters above the room are d4+1 
giant fireflies. They are responsible for the 
flashes of green light which are visible from 
outside. They are easily agitated and are drawn 
to bright light - they will be more likely to attack 
someone carrying a light source. 

Giant Firefly 

AC 10, HD 1, Move 1.5 X Man, Bite 1d4 OR 
blinding flash, save versus magic or be blinded for d4 
rounds, Morale 8 

6. Shed 

A rusted hoe, a pair of rakes, a shovel, a sack of 
manure, and other gardening equipment are 
piled up against the walls. In the center of the 
room sits a red wheelbarrow filled with human 
bones - the Gnoles grind them up and use them 
as fertilizer for the daffodils.  

Rooting through the bones will reveal a brass 
pocket watch (worth 75 gp), engraved with the 
following: "Tommy Tonker, 23 Mulberry Lane, 
Barrowton." The address is of a house belonging 



to Mrs. Tonker, Tommy's mother, who will 
weep and curse the day that she asked Mr. Nuth 
to teach her son the art of burglary if she is 
informed of his fate. 

A stairway leads down to a locked door to the 
basement (7). 

7. Basement 

The Gnoles will be here when they are not 
elsewhere, and there will always be at least one 
of them guarding this room. This damp 
basement serves as their living quarters. Piles of 
rocks serve as their beds. Chains dangle from 
the north wall. There is a workbench whose 
drawers hold a set of jeweller’s tools. At the top 
of the east wall is an entrance to the crawlspace 
that runs beneath the hallway (2) on the main 
floor. Beneath this is a shelf that holds a display 
of 3d4 large emeralds, masterfully cut and 
polished, worth 500 gp each. 

A door on the south wall leads into the root 
cellar (8). A ladder propped up against the wall 
gives access to a trap door in the ceiling leading 
to the studio (4). 

8. Root Cellar 

A dry root cellar with a dirt floor. A tunnel 
leading to the hollow trees (15) has been dug 
through the south wall. 

The Mine 

Note: be sure to keep careful track of time and 
light source duration. It may make the difference 
between life and death. 

Every ten in-game minutes, roll a d6: 

 

D6 Result 
1-3 Nothing happens 
4-5 1d4+1 of the Gnoles ambush the party 
6 The party encounters the Grue 

 

 

 

The Gnoles (there are seven of them) 

AC 10, HD 2, Move as Man, Bite 1d4 + Save vs. 
Paralysis or be Slowed for 1d4 minutes (as per the 
spell) OR short sword 1d6, Morale 5 

The Gnoles are cowardly and will retreat if they 
are outmatched. Their saliva acts as a paralyzing 
toxin. The do not like bright lights: -2 to all rolls 
when fighting in magical light or direct sunlight.  

The Grue 

AC 14, HD 8* (see below), Move as Man, Bite and 
two claws d8/d4/d4, Morale 10 in total darkness, 4 in 
the light 

For every source of light that shines as brightly 
as a torch that is present, the Grue has -1 HD (re-
roll its total hit points to reflect this). In total 
darkness, the Grue is immune to non-magic 
weapons. It loses this immunity if there is any 
light present. 

9. Entrance Tunnel 

The tunnel curves gently to the north and slopes 
down into the earth. There is a wooden support 
beam every 10 feet. After 30 feet, the ceiling of 
the shaft becomes so low that standing is 
impossible. Those wishing to progress will have 
to crawl.  

A tripwire has been stretched across the width 
of the tunnel about 10 feet past the entrance. If 
triggered, the wire pulls a pin out of one of the 
wooden supports and ruins its structural 
integrity, causing the first 10 feet of the tunnel to 
collapse. If the party manages to avoid this trap 
the Gnoles might trigger it themselves to trap 
them inside. 

10. Caverns 

The tunnel gradually widens and eventually 
opens into a system of earthen caves. Tree roots 
as thick as a man's arm twist down through the 
ceiling.  

11. The Great Emerald 

Sticking out of the floor of this cave is an 
enormous emerald. If it could be fully excavated 



it would take several men to lift and would be 
incalculably valuable. The Gnoles once used this 
room for feasts.  

12. Grue Nest 

This foul-smelling cavern is littered with bones. 
There are 4d6 gp in coinage scattered among the 
remains. Clutched in the hand of a shattered 
skeleton is a magic tomahawk (1d4). When 
thrown it returns to the hand of the thrower if it 
misses. The Grue will be lurking here when it is 
not elsewhere. 

The Grue is a being of formless shadow that 
lurks in the dark places beneath the earth. 
Constantly hungry, it preys on unfortunate 
creatures that stray too far from the light of the 
surface. The soft glint of its massive fangs and 
the dim reflection of its yellow eyes are the only 
features of the creature that can be 
distinguished.  

The Grue hates light and will be hesitant to 
attack in well lit areas. The stronger the light, the 
weaker the Grue becomes. In complete darkness, 
it is nearly invincible. If exposed to direct 
sunlight the Grue would die instantly.  

The Grue 

AC 14, HD 8* (see below), Move as Man, Bite and 
two claws d8/d4/d4, Morale 10 in total darkness, 4 in 
the light 

For every source of light that shines as brightly 
as a torch that is present, the Grue has -1 HD (re-
roll its total hit points to reflect this). In total 
darkness, the Grue is immune to non-magic 
weapons. It loses this immunity if there is any 
light present. 

13. Mineshaft 

A vertical shaft about 8 feet in diameter is dug 
into the floor. A rope hanging from a metal 
winch snakes down into the inky darkness. 

There is a complex web of tunnels that branch 
out from this central shaft. For every 10 minutes 

spent exploring these tunnels, there is a 10% 
chance of finding d10 rough emeralds worth 50 
gp each. The Grue knows these tunnels well.   

14. The Rope Salesman 

Leaning against the wall are the skeletal remains 
of Mr. Mortensen, who escape from the clutches 
of the Gnoles only to die in this damp cave. A 
tattered suit jacket and a pork-pie hat cling to 
the bones. Clutched in his arms is a sack filled 
with short lengths of rope, cord, and twine, all 
neatly labelled and organized by material, 
tensile strength, and price per unit length.  Also 
inside the sack is a book titled "Manual of 
Modern Salesmanship", which describes a 
seven-step methodology for convincing people 
to buy things: 

"The mental states through which the mind 
passes in making a purchase have been 
catalogued as; 1) arousal of interest, 2) increase 
of knowledge, 3) adjustment to needs, 4) 
appreciation of suitability, 5) strengthening of 
desire, 6) arrangement of terms, 7) decision to 
purchase.” 

The book takes d6 minus the reader’s 
intelligence modifier days to read. Upon 
finishing it, the reader permanently gets +1 
point of charisma and gains a great deal of 
insight into the art of salesmanship (which may 
or may not confer a mechanical benefit).    

15. The Hollow Trees 

Rope ladders lead up through the roof of the 
cave to the insides of three hollow trees. The 
Gnoles use small holes bored in the trunks to 
spy on those who trespass in their territory. 
Hanging from a hook inside one of the trees is a 
small velvet pouch containing 2d6 doses of 
Gnole snuff power. Inhaling a dose causes the 
inhaler to be hasted for d6 rounds. When this 
effect ends, save versus poison; if the save is 
failed the inhaler is then slowed for the same 
number of rounds (as per the spells). There is a 
narrow tunnel leading to the root cellar (8). 

 



Inspiration 

This adventure was directly inspired by the following works: 

“How Nuth Would Have Practiced His Art Upon the Gnoles” by Lord Dunsany 

“The Man Who Sold Rope to the Gnoles” by Idris Seabright 

Appendix 

Tasseography Table 

D20 If you squint, the leaves 
take the form of a(n)… 

Effect 

1 Iceberg Impending doom. Automatically fail next saving throw. 
2 Axe Difficulties overcome. +4 to next attack roll. 
3 Cigar New friends. +4 to next monster reaction roll. 
4 Ladder Promotion. +5% experience points next time they are awarded. 
5 Rat Betrayal. -4 AC against next attack made on this character. 
6 Snake Poor health. -4 to next save versus poison. 
7 Clover Unbelievable luck. Take no damage next time damage is taken. 
8 Octopus Failure. Halve chance of success on next skill check. 
9 Cross Protection. +4 AC against the next attack made on this character. 

10 Anchor Stability. Automatic success on next saving throw. 
11 Hawk Jealousy. -5% experience points next time they are awarded. 
12 Raven An ill omen. -2 to next d6 saving throws. 
13 Kettle Death. Take double damage next time damage is taken. 
14 Acorn Good health. +4 to next save versus poison. 
15 Ship A journey. Character will receive a summons to a place they have 

never been within d4 weeks. 
16 Palm Tree Success. Double chance of success on next skill check. 
17 Owl Scandal. -4 to next monster reaction roll. 
18 Dragon Large and sudden change. Come up with something character specific. 

Equal chances of the change being for better or for worse. 
19 Umbrella A distraction. -4 to next attack roll. 
20 Horseshoe Good luck. +2 to next d6 saving throws. 

 

Random Painting Generator 

D6 It’s a painting of a… Who seems to be… At this location: 
1 Gnole Being crowned king On the moon 
2 Local noble On his/her deathbed At a festival 
3 Cowboy Drinking tea In a radioactive wasteland 
4 Child Watching the apocalypse At the local tavern 
5 Beautiful woman Riding a dragon On a mountaintop 
6 Space alien Leading men into battle At a baseball game 

 

 

 



The House of The Gnoles (1 square = 5 feet) 

 

The Mine of The Gnoles 

 


