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  This is a setting for an adventure for D&D 3rd Edition. There is no specific challenge rating as that varies entirely on how the scenario is played, but it's designed for a party of 5th to 9th lvl. Note there are many gnolls, some of whom are very powerful, including an 8th lvl flind sorcerer! However, sneaky, patient groups will find it far easier to profit from this, than those who go in on a hack and slash spree.

BACKGROUND:
This adventure takes place in the Gnoll Lands, to the West of Ravenscraig, in Ravensland in the south eastern part of hex R05 on the map, Ravensland1.gif (see Erynavar section on my site). However it can be applied to any area the DM wishes. This specific locale is very secluded and hard to reach, deep in the gnolls territory: it's in a remote spot for them, being an outpost of sorts, surrounded by areas that make access difficult for intruders (in this specific case, a forest with a very bad reputation filled with nasty creatures lies to the south and East). Two miles North of the camp, beyond some hills, are two large gnoll villages, and from there on North the gnolls' presence becomes thick, and far more dangerous than many adventurers would believe possible. 

The gnolls have become increasingly powerful and organized, this is because one specific clan, the Rol Guard, whose symbol is a fanged mouth, have evolved into flinds, an advanced, deadly form of gnoll described in The Tome of Horrors (from Necromancer Games www.necromancergames.com). Flinds are Lawful Evil, tend to be a bit smarter and wiser than humans, but a lot stronger, and are pretty tough and fast on their feet too, they are very charismatic to gnolls. Unlike gnolls, flinds are industrious (though they usually have slaves work for them, they are very attentive), take care of their equipment and are canny fighters. The other gnoll clans in the region are: 

The Hunters who are allies of the Rol Guard, largest of the tribes, symbol is a hollow red diamond. 

Free Killers, pretty well organized, un-allied, work with whoever pays well, dye their muzzles red; they don’t like the Green Axes or Hunters much though currently.

GreenAxes, this tribe all use greataxes with the blades dyed green, very ferocious, many of them have levels of barbarian, hate the FreeKillers, don't get along with other groups.

Over the past few decades, the Rol Guards skills in magic, battle and diplomacy have been gathering more of the various clans under their banner, at least as mercenaries if nothing else. One of their main sources of wealth, in many forms, is this excavation site. It lies on top of an ancient, buried city that was destroyed millennia ago by some volcanic catastrophe that buried it in thick layers of ash, which turned to soft stone eventually. In some of the images of the excavation on my site, you will see noticeable straight lines in the ground, where the subterranean avenues and plazas of the ruined city disturb the ground above. Some time ago, the gnolls discovered this place due to subsidence, and began exploring it: finding a treasure trove, they set about excavating it in a regular fashion. It's to be noted that many of the coins the gnolls in the region carry are ancient, smooth, worn or corroded, because many come from this site: the coins are millennia old.

Gnolls are fanatical worshippers of Yeenoghu (described in The Tome of Horrors, and Book of Vile Darkness from Wizards of the Coast www.wizards.com), a demon prince, who carries a three headed flail, hence all his clerics carry such a weapon as a light or heavy flail, and there are a goodly number of such in the clans. They are also cannibalistic, and fond of carrion, hence they often have "meat safes" where rotting bodies are left to "ripen". Flinds though tend to prefer fresher meat, but are just as cannibalistic as their brethren. Also, gnolls are hunters, most gnolls in Ravensland live in semi-nomadic bands, roaming around hunting for food, each band will have at least one "hunter" such a gnoll has skills as a ranger, usually around 3rd lvl and will be the leader, or important warrior of such small groupings. One reason for the semi-nomadic lifestyle is a lot of the area the gnolls live in is also home to ankhegs, which make permanent settlements hazardous indeed as they are attracted to the sound of food, but this more Westerly area is not troubled by them much, the ground is "bad" for them for the most part. 

To the north of this region is an area thickly inhabited by kobolds, the gnolls use them as slaves, and food if need be. To the West and South the greet Oreeth Forest loses its evil taint and is home to elves, the main enemy of the gnolls currently are these elves--though the fight the kobolds a lot too, they deem the small humanoids pest, food or slaves rather than a true enemy. To the far East are a great range of volcanic mountains inhabited by hobgoblins, they have at least one great city and are highly organized; for millennia they and the gnolls were enemies. But, with the influx of halflings and dwarves--who smashed the evil humanoids armies several centuries ago and settled Ravensland, the gnolls now look at the halfling farmers and dwarven miners as a new threat and food source, so there's a tentative alliance, one the goodly races don't know of, between gnolls and hobgoblins. The gnolls can pay with ancient coin for hobgoblin items and expertise.

Normally gnolls are lazy, chaotic and prone to fits of violence, they prefer evenings and night time to work (of they work). Due to the flinds presence, the ones in the excavation site are pretty well disciplined (for gnolls), but they usually have a siesta from around 11 am to 3 pm.

AROUND THE MINE
On my site (www.silverblades-suitace.com), there are several images of the excavation so you can see the details. It is in a rolling grassland, where the flora is around 2'-4' high, giving good cover and home to plenty of wild life...which the gnolls love to hunt. A large pond nearby, some 100 yards x50 yards across, serves the gnolls for water and for supplying fish and other game, it's thickly surrounded by very tall reeds. The gnolls have a watchtower here, a gnoll hunter (see below for details) is always on duty here, both to slay any attempted runaway kobolds, and to get food. Usually the gnolls take out 10 or so kobolds with barrels on small wheelbarrows to get water thrice a day.

An obvious and massive feature of the area is the spoil heap, this huge mound of earth and rock is around 250 yards by 180 yards across and some 50 or more feet high. Every 10 minutes or so or so, 16 kobolds will push wheelbarrows up it, guarded by 2 gnolls, to deposit the detritus from the mine workings and rubbish (the flinds order the place kept clean). The kobolds know they can't escape because another watchtower, with a gnoll hunter again, is on top of the spoil heap, and an ordinary gnoll armed with a bow (see below for stats ) peers at them from the watch tower over looking the entrance to the excavation, as well as the 2 gnolls who accompany them.

Heading north from the mine entrance is a simple rutted track that goes through the hills, it's used by the delivery wagon that comes once a week. The hills are thick with trees, but not thick enough to be a true forest, the elevation is around 200'--400' higher than the surrounding areas, extend nearly 2 miles from North to South, and 5 miles East to west, there's a stretch of about a mile and a half where anything in the hills is totally hidden from the excavation site, and from the villages to the north. Around 3 miles north of the excavation and not far from where the hill's end, are 2 gnoll villages of around 150 inhabitants each. The village somewhat to the West is primarily used for food resource management, having hunters, kobold slaves tending fields and livestock. The village more to the East is on top of a small iron mine, and primarily makes arms, tools and weapons for the Rol Guard. Both villages are Rol Guard clan, with their leaders being flinds.

THE MINE SITE
Seven watchtowers and a wall surround the site itself. The watchtowers, like the one guarding the spoil heap and pond, are about 28' tall, their fighting platform is 18' above the ground with a nice 4' high wall surrounding it for protection, they main legs and supports are made from 2' thick logs. Any gnoll in a tower gets +4 AC and +2 Ref save cover bonus, and a +1 hit bonus against targets on the ground due to elevation. Anyone falling from the tower or from the top of the ladder at the rear used to reach the firing platform, will take 3d6 fall damage. These watchtowers always have an ordinary gnoll guard in them, armed with a longbow, additionally, there's 2 extra quivers of 20 arrows always kept in each tower.

The wall itself is a crude affair, around 8' tall and 3' thick. It's simply constructed from rocks and stones form the ancient city crudely mortared, A 3' high ramp behind it allows the tall gnolls to fire over the barricade if they need to, giving any gnoll firing over the wall +4 AC and +2 Ref save cover bonus. The wall is too high for an elf to fire over or any smaller creature.

Because the site is not a fort per se, and the sloping ground and constant working parties would make it a nuisance, it doesn't have a gate. The flind sorcerer who runs the camp, if need be, can make a Wall of Stone with his Ring of Earth Elemental Command to block the entrance off should he have to. It's well guarded because of the wealth here, and because occasionally, strange monsters form the "sick" forest to the South East, attack.

The great pit is around 20'--40' deep, with steps carved crudely into the sides to let the gnolls run easily up to the towers. It was getting to be too much effort to dig out the ruins straight down, so they switched to tunneling instead later on, and the faint remains of some walls of ancient buildings can be seen sticking up form the bottom.

Two tunnels, one to the West and one to the East, are carved into the sides of the pit. The Western tunnel is where the gnolls live, and the Eastern one is where the kobolds are confined, and the excavations extend from there. To prevent any unauthorized access, the Western tunnel has a very obvious Glyph of Warding worked into the stone at the entrance, the glyph extends vertically and is etched onto the South wall of the tunnel, and will trigger if any creature larger than a rat, that is not a gnoll or flind, goes by. The Glyph is at 5th lvl and does 5d8hp of sonic damage, Ref save DC 16. Interestingly, because it is set onto the side and is vertical, there's a 2' gap at the top of the tunnel where the effect of the Glyph does not extend to...If the Glyph is triggered though, the blast of noise will certainly alert every creature in a large area.

Inside the Eastern tunnel 2 gnolls always stand around on guard, usually they escort kobolds to the Spoil Heap or the Pond. Close to the entrance, and beyond 2 barred double doors, is a massive pit, 60' deep and 100' by 60' across, with several pillars in it to support the roof. A rope ladder is used to access it. This is where the kobold slaves are kept. The gnolls will simply herd them into it and draw up the ladder to keep them secure. 2 spare ladders are kept in case of accidents. When there's danger, the kobolds are confined there ASAP.

Fires are never lit in the mine unless its necessary, due to ventilation, however the ground is very warm, a strange condition that is found all over Ravensland, even in the depths of Winter the ground stays warm, and thus subterranean dwellings are snug.

SUPPLIES:
Once each week, a huge wagon filled with food and other supplies comes to the mine from the hidden gnoll city  25 miles to the North. The wagon has 2 normal gnolls as drivers, and eight flind sergeants, described below, as guards. The wagon is pulled by 6 oxen (treat as Heavy Horses as per the Monster Manual), and moves at around 3mph usually, or less, it takes 2 days getting to and from its destinations. Typically the supplies are: 16 sides of beef (from animals like horses, large deer or maybe even humans or elves); two 8 gallon barrels of ale; 4 barrels of mixed grain and barely-like seeds that are used to make gruel for the kobolds slaves food; 4 quivers of arrows; 1 suit of scale mail; 2 short swords; 2 pairs of kobold leg manacles; a small box of miscellaneous components for magic items worth 100 gp (for Hyragurz and Nagariz); and a very large, very strong iron chest.

The chest is 5' long and 2' wide and 1' tall, it has a very good lock on it, DC30 to pick or break open, the chest itself has hardness 10, 60 hp to cave in a side--it is spectacularly ornate on obviously of dwarven make, it has banding done in flame patterns, with a lot of studs and semi-precious gems inlaid into it, the chest itself is worth 3,000 gp! Naturally it's locked and trapped, Nagariz always carries the key on a chain round his neck. It has a Glyph of Warding, only Nagariz and another flind called Kugahnsch (a 13th lvl cleric, a high priest of Yeenoghu)  can open it without harm, the Glyph causes 5d8 hp of electrical damage, ref save DC 17 for half damage. It is also trapped...Search DC 27, Disable DC 26, if the lid is opened without moving a couple of innocuous gems on the chest a certain way, or if they are moved the wrong way...a bell tinkles loudly inside, alerting guards, and pale vaour is released as a spring fired plunger breaks a vial of poisonous gas. The gas spreads out in a cloud 10' in diameter, Fort save DC is 15, initial effect is unconsciousness for 1d4+1 hours, secondary effect is 2d4 Wisdom. Since the item is so well known,  Kugahnsch can scry on it easily, and does so once per day at some random time, to ensure its safety.

When coming from the excavation site, the chest usually contains: 1d2 x1,000 silver pieces, 3d4x100 gp, 1d12 art objects worth 3d6x100 gp, 60% chance of 1d3 minor magic items, such as a +1 weapon, a scroll of spells, a wand or the like, 10% chance of a major magic item of the DM's choice. Pulled form the ruins of the dead city, there is a great deal of wealth flowing to the gnoll's hands.

When going to the excavation site, it may contain potions, scrolls or magical reagents as requested by Nagariz, but that's uncommon.

Nagariz sends and receives communications via scrolls carried by the flind sergeant, he may also have communiqués for the shaman and flind captain at the mine to.

HOW THE MINE OPERATES:
During the night from around 7pm to 3am, 24 kobolds dig away in the mine, search for treasure, sort through the tailings etc, guarded by 6 gnolls, 2 flind sergeants and overseen by Nagariz. The sorcerer takes any highly valuable items, while the slaves carry coinage up to the entrance. The kobolds when they are not working, are confined at the bottom of their 60' deep pit, and the rope ladder is always drawn up.

During the day from 8am to 11 am, 18 kobolds carry tailings from the mine to the spoil heap on small wheelbarrows, then again from 4pm to 7pm. They go in a group of 16, guarded by 2 gnolls, with the other 2 waiting or fetching more rubbish.

From 11 am to 4 pm is a siesta when everyone rests.

Around 8 am, 11 am and 4pm, 10 kobolds with 2 gnoll guards make 2 trips to the pond to collects water, these trips take place before the 8 am and 4pm spoil heap shifts start, and at the end of the morning run at 11 am.

Food and water are distributed at these same times: 8am, 11am and 4pm, though the gnolls often have something to eat at night too, such as rabbits or birds caught by the hunters. Water barrels is placed in several areas and filled from the Pond.

Once each week, usually on the Tuesday (or equivalent), the supply wagon arrives. Stores are obtained, some empty barrels returned perhaps. The chest is filled with booty and sent on its way again. Nagariz and  perhaps Nirgal and Hyragurz, get orders and send information back via the flind sergeant.

At night after the supply wagon arrives and work ends, 3am, the gnolls have an orgiastic ritual in the pit floor of the excavation. Here the shaman leads them in worship of Yeenoghu, they drink ale, mate, and ritually slaughter and eat something, often a kobold, perhaps some animal, or best of all, an elf. While this goes on however, the sentries are extra vigilant, the flinds know they are vulnerable at such times and take great pains to make sure the sentries ignore the celebration and keep a good eye out. The sentries are rewarded with a double ration of ale afterwards. Until about 4pm on the day after this, the gnolls are of course, terribly hung over, and have a -2 penalty to attack and skill checks, -1 damage. most of the flinds however are not so affected, having higher constitutions and being smarter: the cleric is actually invigorated by such events. The kobolds know this would be a good time for a break out, but the gnolls with sore heads are far more likely to butcher them for such attempts, rather than cuff them.

There are no light sources in the mine as gnolls and kobolds have infravision, bar in Nagariz's rooms, area 9 and 10 in the West Tunnel. Also due to ventilation there's no fires usually--gnolls like raw meat anyway.

IMAGES AND NOTES:
On my site there are several images related to this document.  The towers are all numbered in these renders so you can easily identify them.

Excavation 1: a long shot showing the scene with a series of red dots showing the trail to the gnoll villages to the North. 

Excavation 2:  A close up of the excavation itself, looking North East. You can see the opening to the Eastern Tunnel where the kobolds live and work.

Excavation 3: Looking to the South West, this version lets you see the West tunnel, where the gnolls and flinds lair.

Excavation 4: Looking to the North West from Tower 5, this lets you get an idea of the actual elevation of the landscape. Although it may appear flat, it actually pretty rough, with a small ridge running East West near the excavation, and the woods to the North is on small rolling hills.

USING THIS SETTING FOR ADVENTURES:
The gnoll's excavation can be worked into adventures, or series of adventures, by a number of ways:

1) The PCs, after crossing  some perilous and little known wilderness, enter the gnoll's territory.

2) After encountering problems with gnolls elsewhere, the PCs decided to explore more, and discover this place

3) The increasing amount of old coinage and magical items amongst the gnolls sparks an investigation.

4) The elves in the Oeerth forest, worried by the increasing power of the gnolls ask the heroes to investigate.

HOW TO PLAY OUT POSSIBLE ENCOUNTERS:
The difficulty this area poses to heroes varies entirely on how they handle the threat. If they go in without investigating and learning, they will probably be hit hard, so for parties who prefer "Go for the Throat!" game play, they'd better be higher level. More subtle players will find it much easier however.

1) Easy: learn about the gnolls from a kobold or captured gnoll taken when they are distracted, or in small numbers such as a hunting party.

2) Easy: Watch and wait, work out the monster's routines.

3) Easy: The gnolls weekly revelries leaves them weak the day after, and this makes infiltration easier.

4) Medium: Ambush the wagon train, there's plenty of room in the hills to take out the wagon without attracting attention. The gnolls are NOT stupid, thanks to the flinds and would investigate thoroughly, note that gnoll hunters are goods trackers. Also the high priest Kugahnsch scries on the chest every day, so he may alert forces, but that's random. The party would be hunted down after a bit by gnoll hunters and others.

5) Hard: Attack the gnolls after the revelries. All the gnolls, but not the flinds, will be at -2 hit, -1 damage, but there's still a lot of them, they'd be slower to respond though (Which is a DM call depending on how the game is played)

6) Very Hard: Straight attack. With 2 gnolls in each tower using archery, and possibly gnoll hunters as well, the party would face significant harassing fire, the flinds  would order them to concentrate on spell casters. The rest of the gnolls would advance carefully under the flinds' command in four spread out groups of approximately 10 gnolls and 1 flind sergeant, backed up by the shaman and his undead: they wont be easy to wipe out with area of effect spells because of this. The shaman will cast Bless and Prayer so it will hit as many allies as possible, so +2 hit/+1 damage can add up to a lot of hurt! Flying, invisible and with shield, mage armour and mirror image, the flind sorcerer will scout out what’s happening, wait for an opportune moment and angle to get foes with a deadly lightning bolt from surprise. After that he'll stay flying and lightning bolt whenever it won't endanger his troops, magic missile otherwise, maybe charm too.

7) Even Harder: to make the encounter more challenging, the DM say that Nagariz hasn't used his Stoneskin and Wall of Stone from the Ring of Earth Elemental Command, so he'll Stoneskin himself, and let him have the scrolls and lightcrossbow he's got stored in his rooms. Additionally, Nirgal the flind captain could have a potion of Bull's Strength and Haste. Gnolls clerics are able to command ghouls (thanks to Yeenoghu who is the master of the King of Ghouls), so adding a few ghouls into the mix would give the PCs a surprise especially if they are gnoll ghouls.

8) Extremely Hard: if you want to up the encounter, add some Dire Hyenas (same stats as a Dire Wolf) as guards, they may sniff out invisible PCs.

WEST TUNNEL--THE GNOLLS HOME
The image on my site, gnollmine_west.gif, shows the details of the Western tunnel where the gnolls live. There are no guards at the entrance as they don't need them, as it has the Western tunnel has a very obvious Glyph of Warding worked into the stone at the entrance, the glyph extends vertically and is etched onto the South wall of the tunnel, and will trigger if any creature larger than a rat, that is not a gnoll or flind, goes by. The Glyph is at 5th lvl and does 5d8hp of sonic damage, Ref save DC 16. Interestingly, because it is set onto the side and is vertical, there's a 2' gap at the top of the tunnel where the effect of the Glyph does not extend to...If the Glyph is triggered though, the blast of noise will certainly alert every creature in a large area.

The walls have been shored up and secured by Walls of Stone crated by Nagariz's magical ring.

1) The main entrance runs almost 600' straight, is 20 wide and around 10--15' high.

2) Main Store Room. This is loaded with spare equipment, some food stuffs, a whole heap of stuff! Usually it has: 3 very large barrels of water holding 60 gallons each; 8 bags of dried meat 30 lbs each; 8 lengths of rope 100' long; 6 spare suits of scale mail sized for gnolls; 12 longbows; 14 quivers of arrows with 20 in each; 12 shortswords; 24 handaxes; a large chest filled with gnoll clothing; 2 bales of cloth; a small anvil; 22 kobold leg manacles; 18 sets of bedding. The door is not locked, however the gnolls must have permission from a flind to get items from it.

3) Meat Locker. This horrible place has sides of meat hanging in it, gnolls tend to prefer gamy meat so it stinks, what's worse is that sometimes the meat is from elves, halflings or dwarves (rarely human)! The door is not locked, however the gnolls must have permission from a flind to get items from it.

4) Gnoll quarters. Here the gnoll guards and females stay. There are 34 bunk beds here, gnoll sized. The females stay in the beds along the South wall, as they are less warm. gear is stored in boxes under the beds or on walls, it's a crowded busy place quite often. Thanks to the flinds, the place is kept relatively clean, chamber pots are used whether the gnolls like it or not, and the waste dumped into the Latrine in the Eastern tunnel. There's lots of weapons, armour and other such stuff lying around.

5) Officers quarters. Here the flind sargeants and gnoll hunters are quartered. They have plenty of room and cupboards to store gear. PCs searching the place would find spare flindbars, mighty+2 composite longbows, arrows, handaxes and the like. The flinds beds are on the West wall, the gnolls on the East. Two of the flind sargeants hide spare potions of Cure Moderate Wounds, one under each of the 2 beds to the North and West, Search DC 16, inside hollows in the bed legs.

6) Nirgal's room. The door isn’t locked but anyone going into it bar Nagariz or Hyragurz would get slaughtered. He keeps spare equipment here: banded mail, 4 flind bars, 2 longbows, 40 arrows, 1 dagger, 3 handaxes. He also keeps a small barrel of water, a healer's kit, and stash of food, just in case. There are a few knick-knacks of his adventures: elven bracelet jade 250 gp; a dwarven silver inlaid battleaxe 350 gp.

7) Temple of Yeenoghu. The great doors to this room are painted black, and emblazoned with the triple headed flail of Yeenoghu in red. Inside the stench of rotten meat and blood are thick, and the aura of evil palpable. There are no benches or such, the gnolls worship here irregularly, normally their ceremonies are held outdoors every week. An altar made of stone decorated with bone sits in front of a crude wooden statue of Yeenoghu. On the altar is a large knife made from the tooth of some prehistoric shark that was found some place, the blade is 12 inches long, triangular and quite broad(4 inches), due it's use in evil ceremonies for centuries, any creature of good alignment that touches it must make a Will save DC 15 or be affected as if by a Bestow Curse that lowers all rolls by -4. In the hands of an evil cleric it lets them cast spells as if 1 level higher than normal (that is casting level goes up, they don’t receive any bonus spells or such). The dagger is a sacred ceremonial item and not used in combat or carried. The walls are covered in large glyphs representing gnolls and Yeenoghu.

A small hole is bored through the wall from Hyragurz quarters in Area 8, this lets him see into the room and also speak as if he were voice of Yeenoghu.which he used to eerie effect at times.

The doors into Hyragurz chamber at area 8 are secret, but long use means that aren’t hard to find, search DC 17, they are merely meant to offer some "mystery" to the shaman, or a hideout if all goes wrong.

The Kobold skeletons usually stay here near the altar, with orders to slay anyone who enters Hyragurz room.

8) Hyragurz chamber. Hidden by 2 secret doors, the shaman's room holds 2 large cupboards, one fill with spare clothing and equipment (flindbar, clothing, unholy symbols), the other has many alchemical items, a total value of about 600 gp. A large bench holds many jars and bottles, this is where he makes potions and scrolls.

A secret cover hides a small cubby in the south wall, its 2 feet wide, 1 foot tall and 2 feet deep, DC 20 to spot. Inside Hyragurz stores emergency supplies: scroll of Cure Moderate Wounds (x4); potion of Cure Serious Wounds, potion of Cure Light Wounds (x3); scroll of Hold Person (x3).

9) Nagariz's room. This is locked by Arcane Lock cast by the flind sorcerer himself. Just inside the doorway is an Alarm spell set to mentally alert him, Nagariz refreshes it every day. The room is lit by 2 Everburning Torches on the east wall. To the south is a large table with many chair he uses for war councils, feats etc, it's crude by human standards by amongst gnolls it makes him seem very civilized. Another large table sit sin the middle of the room with 4 chairs near it, Nagariz has notes here, many of them in 3 piles, regarding supplies, items found in the mine etc. Three large bookshelves on the East wall contain many oddities pulled form the mine: pottery, bits of metal etc that have no real value except a historian. On the shelves are also 2 books on mining, 1 on jewel crafting, 5 on arcane spell casting, 8 on various arcane matters, 2 on alchemy and 1on on scroll making, and several scrolls penned by Nagariz which are notes on those subjects.

The cupboards on the East wall contain fine clothing for the flind sorcerer, the one to the North is secured with an Arcane Lock, and contains a light crossbow with 12 +1bolts, potion of cure serious wounds, potion of fly, potion of Invisibility, and several scrolls: fly, lightning bolt (2x); Magic Missile (x3); Monster Summoning VII, Incendiary Cloud.
In the North East corner is a sort of dressing table, it has a jewelry box on it containing 560 gp worth of jewelry, Nagariz is quite vain in a barbaric way.

EAST TUNNEL--THE MINE
The image on my site, gnoll_mine_east.gif, shows the details of the Eastern tunnel, where the mining/excavation takes place, and the kobolds are confined. There are no locked doors here, bar the ankheg's prison at area 12.

The excavations extend for hundreds of yards to the North and east and are not mapped.

1) The entrance tunnel is around 20' wide and 10--15' high. Further in most places are 10-12' high to let the gnolls have easy work space. The stone is made form compacted lava dust and ash for the most part, so it's not terribly strong, but easy to mine, to make up for this, Nagariz uses his Ring of Earth Elemental Command to create walls of stone to shore the place up. However, because the ancient buried city was made of such incredibly strong stonework (perhaps magical strengthened), there is less need for shoring up than there would be in other circumstances. The mine follows the path of the old streets and plazas, with opening made into homes for ransacking. 

2) Kobold food store: in here is large quantity of food for the kobolds, plus several barrels of water kept as spares. A spare rope ladder is kept here in case the ones in area 2 break.

3) Kobold Prison Entrance, 2 strong wooden double doors with bars secure this area, and 2 wooden rope ladders 70' long are kept in the wings. A pair of heavy steel pins fixed in the floor near area 4 provide anchors for the ropes ladders, which the gnolls let down into the kobold pit in area 4 to let the slaves come up to work.

4) Kobold Prison Pit. The kobolds are kept in the bottom of this 60' deep pit, a simple but useful method of keeping them secure. They have blankets and slop buckets for bodily wastes, and a barrel of water that gets refreshed, and are given meals made in the cauldron at area 13.

5, 6, 7) These are the refuse bins, where rubbish from the mine is moved to each night and piled up, so it can be moved out to the Spoil Heap by day.

8) Latrine, this is a deep pit that opened up one day some years back, the gnolls have no idea where it leads, but it servers as their latrine, a heavy board over it has 2 holes to sit at and a larger one in the middle to throw material down. Thee pit itself is 120 feet deep.

9) Mine stores: lots of tools are kept here suitable for mining like shovels, picks, crowbars, chains, block and tackle etc.

10) Mines stores: wheelbarrows, small ones suitable for kobolds, are stored here by the dozen.

11) Mine stores. Lots of timber of varying sizes suitable for pit props are kept here in case of need, also there's a small anvil and many tools kept in the South East side, where repairs to implements and the like are made. Note that if hot metal needs worked it's done outside.

12) Ankheg prison. This has a pair of Arcane Locked (by Nagariz) steel barred doors, coated in tar to prevent acid burning the metal. Inside the ankheg is kept.

NPCs
FLIND SORCEROR (Nagariz, 8th lvl sorcerer, excavation overlord)
Medium Humanoid; HD 2d8+2 plus 8d4+8 (hp 44); AC 13; Attacks +5 base, +8 melee, +6 ranged; Damage 1d6+3 flindbar, 1d4+3 dagger, Saves Fort 6 Ref 4 Will 8; Abilities S16 D14 C13 I17 Wis 14 Ch17; Feats: Scribe Scroll, Craft Wand, Craft Wondrous Item, Brew Potion; Skills: Spot +5, Listen +6, Alchemy +5, Appraise +7, Bluff +7, Concentration +7, Diplomacy +7, Gather Information +7, Knowledge--Mining +9, Knowledge--Arcana +7, Spellcraft +7; Languages: Gnoll, kobold, orc, common, elf.

Spells per day: 6/7 (6 currently)/7/6/3    DC 13+ spell level. Note he always has an Alarm spell active in his room so he has one less 1st lvl spell to cast.

Spells known 8/5/3/2/1: Alarm, Magic Missile, Shield, Summon Monster I, Mage Armor; Mirror Image, Arcane Lock, Invisibility; Lightning Bolt, Fly; Charm Monster

Items:  Bracers of Armor +1, Ring of Minor Fire Resistance; Ring of Earth Elemental Command, Horn of Blasting, potions Cure Serious Wounds (x2), Invisibility (x2), Fly (x2), Wand of Lightning Bolts (charges: 23 ), flind bar, dagger x2, key for the supply chest. He also has a light crossbow with +1 bolts and several scrolls in his chambers but he never carries these normally as working round the mine makes them awkward or possibly damaged.

Description: Nagariz is a flind in early middle age, somewhat shorter and broader than a typical gnoll, he is always immaculately groomed and attired, his fur is very pale, a silver gray. He wears a bright red silk jerkin, and black leggings. and wears numerous earrings and rings...he fairly glitters.

Info: Nagariz is in charge of the excavation, a very wily fellow, his skills of persuasion, and knowledge of mining and the worth of materials made him an excellent choice, he also is quite capable of running such a place, and wiping out rivals or problems. One of the most powerful gnolls in the region, this choice assignment earns him much gold, magical items and money, and he's keen to keep it that way, he runs a tight ship, and makes sure it runs smoothly.

Combat: if he has time to prepare, he acts very cautiously and defensively, while ordering his men, he casts: Fly, Mirror Image, Shield, Mage Armour, and then Invisibility. He can order his charmed ankheg to attack if it seems the danger is great. He is canny and so will fly overhead invisible, spot the danger, and unleash Lightning Bolts form above melee range and at a good distance. Summon Monster I is only used if he has few allies or for distraction, he prefers blowing crap out of things with his lightning bolts. He doesn’t carry his scrolls or light crossbow normally and would only have them if he had plenty of time to prepare or he was in his quarters when an attack happens...usually he's in the mines. Note that he uses his Ring of Earth Elemental Command to make Walls of Stone in the mine to make supports, so he almost never is able to use it in battle. He uses Stoneksin, from the ring, a lot to, when working with the dangerous ankheg and for fear of rock falls, the DM can decided if he has it up or not when the PCs encounter him, or to adjust encounter difficulty.
FLIND SHAMAN (Hyragurz, 5th lvl cleric)
Medium Humanoid; Hit Dice: 2d8+4 plus 5d8+10 (56hp); Init: +1; Speed:20ft (or 30 ft in no armour); AC 20, or 18 no shield (+1 natural, +5chainmail,+1dex, +2 large shield); Attacks: melee +7, +8 flail; Damage: 1d8+3 melee (lightflail, crit x2, +2 disarm), 1d4+3 (dagger crit 19-20/x2); Darkvision 60’; Saves Fort +8, Ref +1, Will +6; Abilities Str 16 (+3) Dex 12 (+1), Con 14 (+2), Int 12, Wis 16 (+3), Cha 14 (+2); Skills: Listen +5, Spot +4, Bluff +6, Concentration +11, Heal +6, Intimidate +7, Spellcraft +6, Hide +9, Feat: Combat Casting, Improved Disarm, Brew Potion, Scribe Scroll Alignment: Chaotic Evil.

Spells: 5/5/4/3  DC 13+ spell level. Resistance, Detect Poison (x2), Putrefy Food & Drink, Purify Food & Drink; Bane (x2), Bless, Doom, Shield of Faith;  Aid, Desecrate, Hold Person (x2); Dispel Magic, Prayer, Bestow Curse
Domains: Strength (+5 strength 1day self only, gives additional +2 hit/damage), War (weapon focus with light flail)

Rebuke Undead 5/day

  Items: banded mail, large shield, light flail, unholy water (x3) Unholysmbol of Yeenoghu (x2), potion of Cure Serious Wounds (x2), Scroll with Cure Serious Wounds (x1), Cure Light wounds (x5), Hold Person (x2). 3d12gp, gems jewellery worth 20d20gp. 

Description: dressed in highly polished banded mail, set with Yeenoghu's symbol on the front and with bone ornamentation on the shoulders and helm, Hyragurz is quite striking.

Info:  This maybe an outpost, it may not have hundreds of gnolls howling out in Yeenoghu's service, but...it is a very sweet spot indeed! He manoeuvred himself into this position thanks to some judiciously applied arsenic, so he's quite happy to have no dangerous acolytes to contend with for now, but he still uses Detect Poison to check his food and drink, just in case. He also commands 10 kobold skeletons. 

Combat: If prepared he will cast Aid and Shield of Faith on himself, and Aid on Nirgal if he can. When with the rest of the gnolls he'll cast Bless and Prayer to hit as many allies as possible. Against enemies he'll open up with Doom if they are in a bunch, Hold Person from range on dangerous foes, Cure allies as need from scrolls. He will also Dispel as needed, he's used to elves using entangle they can use archery against trapped foes, for instance. He may use his rebuke undead to bolster his skeletons, see page 140 in the Player's Handbook: he's canny about using them and prefers splitting them up, so they can't all be turned or blasted in one go.

FLIND CAPTAIN  (Nirgal, flind with 5th lvl fighter ability)
Medium Humanoid; Hit Dice: 2d8+6 plus 5d10+15 (hp); Init: +1; Speed: 20ft in armour, 30ft no armour; AC 19 (+1 natural,+6 banded, +1dex); Attacks: base+4, +9 flind bar, +7 melee, +6 ranged, +7 with +1 arrows; Damage: 1d6+5 melee (+1 flindbar ,crit x2), 1d6+3 (handaxe, crit x3), 1d8+3 (mighty composite longbow critx3, range incremement 110ft, with +1 arrows); Darkvision 60’; Saves Fort +9, Ref +3, Will +3; Abilities Str 19 (+3) Dex 15 (+2), Con 16 (+3), Int 14 (+2), Wis 12 (+1), Cha 15 (+2); Skills Listen +5, Spot +6, Diplomacy +5, Intimidate+6, Healing +2, Craft--Weaponsmithing +4, Profession--Soldier +5; Feats: Expertise, weapon focus (flindbar), two weapon style, ambidexterity, weapon specialization (flindbar) Alignment: Lawful Evil

Items: flindbar +1 (x2), mighty+2 composite longbow, arrows+1 (x20), handaxe, dagger, masterwork banded mail, potion of Cure Serious Wounds, 60gp, jewellery worth 650gp.

Info: The officer in charge of the flind sargeants, gnoll guards and hunters, Nirgal is a veteran warrior, his dark fur with many scars: his bottom left canine tooth is missing thanks to an elven arrow. He gets on well with his commander, Nagariz. but would rather be back in a combat zone, fighting the elves he hates. But this is a very cushy assignment, earning him a great deal of kudos. Anxious to make sure nothing goes wrong, and make him look bad, he takes great care to make sure watches are well maintained, equipment is good, and the troops are happy and disciplined.

Combat: Very deadly in melee, Nirgal however is a commander, and will usually stay just at the rear, shouting orders, and using his bow. If needed he will melee, if possible helped by an Aid spell from Hyragurz, and possibly Bless and Prayer maybe in effect too.

FLIND FIGHTERS  flinds with 3rd lvl fighter ability (4)
Medium Humanoid; Hit Dice: 2d8+6 plus 3d10+9 (53, 50, 48, 46, 45 hp); Init: +1; Speed: 20ft in armour, 30ft no armour; AC 19 (+1 natural,+6 banded, +1dex); Attacks: base+4, +8 flind bar, +7 melee, +6 ranged; Damage: 1d6+3 melee (flindbar ,crit x2), 1d6+3 (handaxe, crit x3), 1d8+2 (mighty composite longbow critx3, range incremement 110ft); Darkvision 60’; Saves Fort +9, Ref +3, Will +3; Abilities Str 19 (+3) Dex 15 (+2), Con 16 (+3), Int 13 (+1), Wis 12 (+1), Cha 13 (+1); Skills Listen +4, Spot +5, Diplomacy +4, Intimidate+5, Craft--Weaponsmithing +4, Profession--Soldier +3; Feats: Expertise, weapon focus: flindbar, two weapon style, ambidexterity Alignment: Lawful Evil

Items: flindbar (x2), mighty+2 composite longbow, arrows (x20), handaxe, dagger, banded mail, potion of Cure Serious Wounds each, 3d12gp, gems jewellery worth 2d100gp.

Info: These five warrior flinds are highly skilled in battle and as commanders. They drive the other gnolls mercilessly, and woe betides anyone who falls asleep on guard! Such a fool is made to starve for several days, a severe punishment to a gnoll, but one which doesn't cause disloyalty, real failures are punished by death and cannibalisation.

Combat: each flind fighter, takes charge of up to 10 ordinary gnolls and one gnoll hunter, but the number varies depending on how many are in the towers or at the walls, they'll try and divide available gnolls into 4 units in any event, and are skilled at doing so. They'll then lead them to fight, being canny, they are aware of area effect spells and missile fire so keep their units spread apart when possible. They can make sure gnolls use flanking tactics and grappling some foes to the ground, using their strength to overwhelm otherwise superior foes.

GNOLL HUNTER gnoll with 3rd lvl ranger ability  (6)
Medium Humanoid; Hit Dice: 2d8+2 plus 3d10+3 (41 hp); Init: +1; Speed: 30ft; AC 16 (+1 natural, +3 studded leather,+1dex); Attacks: base +4, melee +7 single weapon, +5 two weapons; longbow +6; Damage: 1d6+3 melee (handaxe crit x3), 1d4+2 (dagger crit 19-20/x2), 1d8+2 (mighty +2 composite longbow, crit x3, range incremement 110ft); Darkvision 60’; Saves Fort +7, Ref +2, Will +2; Abilities Str 16 (+3) Dex 13 (+1), Con 13 (+1), Int 11, Wis 12 (+1), Cha 9 (-1); Listen +6, Spot +6, Hide +9, Move Silent +9, Climb +7, Heal +2, Jump +6, Use Rope, Wilderness Lore +5, Disable Device +5, Craft--Bowyer Fletcher +3; Feats: Alertness, Track, Weapon focus-Longbow, Alignment: Chaotic Evil

  Items: Mighty +2 composite longbow, hand axe, dagger x2, rope, 20 arrows, studded leather armour, potion of Cure Light Wounds. 3d12gp, gems jewellery worth 2d100gp.

Favoured Enemy: Elf +1 damage, skill checks.
Normally, 2 of the hunters are always on duty, one in each tower at the Spoil Heap and the Pond, another is usually hunting nearby or relaxing, while 2 rest. Every few days at random though, the gnolls hunt, two hunters go out with 4 gnolls to get some extra meat.

Combat: they rely on their skill with bows to harass enemies at range, then use a handaxe and dagger 2 weapon style up close.

GNOLL GUARDS (40)
Medium Humanoid; Hit Dice: 2d8+2 (14hp); Init: +0; Speed: 20ft in armour, 30ft no armour; AC 15 (+1 natural,+4 scale); Attacks: melee +3, ranged +1; Damage: 1d6+2 melee (shortsword ,crit x3), 1d6+2 (handaxe, crit x3), 1d8 (longbow critx3, range incremement 110ft); Darkvision 60’; Saves Fort +4, Ref +0, Will +0; Abilities Str 15 (+2) Dex 10, Con 13 (+1), Int 8 (-1), Wis 11, Cha 8 (-1); Skills Listen +3, Spot +3, Feat: Power Attack., Alignment: Chaotic Evil

Items: Scalemail, longbow (20 arrows) handaxe, dagger, shortsword.

The guards are equipped to deal with underground fighting, slaying escaping kobolds or hunting, ergo weaponry set-up. Normally there are: 7 gnolls in the towers; 4 at the entrance area to the excavation; 2 just inside the eastern tunnel who are to escort slaves, and 6 in the mines themselves.

Combat: when danger threatens, the guards in the mine swiftly escort the kobolds to their pen and pull up the rope ladder, then run outside to the floor of the excavation pit. Meanwhile 7 gnolls run to the towers to reinforce the ones there, so there will be 2 gnolls in each tower. The rest will be under the command of the flind sargeants and will form up in the floor of the excavation pit in squads.

GNOLL FEMALES (18)
Medium Humanoid; Hit Dice: 2d8+2 (12hp); Init: +0; Speed: 30ft no armour; AC 11 (+1 natural); Attacks: melee +3, ranged +1; Damage: 1d6+2 (dagger,crit x3); Darkvision 60’; Saves Fort +4, Ref +0, Will +0; Abilities Str 15 (+2) Dex 10, Con 13 (+1), Int 8 (-1), Wis 11, Cha 10; Skills Listen +3, Spot +3, Feat: Power Attack., Alignment: Chaotic Evil

Items: dagger

The base has a bevy of gnoll  females to keep the troops amused, they will only fight needed, sense weakness in a foe or threatened, they are quite vicious and as bloodthirsty as the other gnolls, but aren't skilled fighters.

KOBOLD SLAVES (42)
Small Humanoid (reptilian); Hit Dice: 1/2 d8 (3 hp); Init: +1 (dex); Speed: 30ft (can't run in kobold leg manacles); AC 13 (+1 natural,+1 size, +1 dexterity); Attacks: melee -1, ranged +2; Damage: by weapon, usually 1d4-2 (light pick, crit x4) or 1hp (thrown rock, crit x2); Special Qualities: Darkvision 60’ light sensitivity (-1 hit in daylight or equivalent); Saves Fort +0, Ref +1, Will +2; Abilities Str 6 (-2) Dex 13 (+1), Con 11, Int 10, Wis 10, Cha 10; Skills Search+2, Craft (trapmaking) +2, Mining +2, Move Silently +4, Hide +8, Listen +2, Spot +2, Feat: Alertness., Alignment: Lawful Evil

Items: kobold leg manacles...secured to both ankles, the chain between them is sufficient to allow walking, but prevents running.

Info: Used as slaves by the gnolls, the kobolds live in constant fear, whenever they displease a gnoll sufficiently, they are butchered and eaten in horrible rites! However, the gnolls know they need the kobolds in reasonable health and ability to continue mining which they are very good at, so provide them with reasonable care and attention. There are females amongst them and they breed, thus keeping the population balance going, since between cave-ins and angry gnolls, attrition isn’t too uncommon.

Since they are dazzled by bright light, the gnolls usually let them remove waste to the spoil heap, or get water form the pond during daylight hours, when they are even less likely to run for it.

Acting as a sort of "foreman" for the kobolds is an individual called "Squirky" (or at least that's how the name sounds), he has 4hp, and Nagariz often talks to him....he's a reluctant stoolie, but he's utterly terrified of the gnolls especially the flinds.

Kept in the bottom of a 60' deep pit, with only a rope ladder as way out, the kobold slaves are resigned to their fate, but would love to massacre the gnolls, but know they have no chance to do so. They have tried before to escape, but the reprisals have been so terrible they rarely try it now. They do however, know a lot about what the gnolls get up to.

KOBOLD SKELETONS (10)
Small Undead; Hit Dice: 1/2 d12 (6 hp); Init: +5 (+1 dex, improved initiative); Speed: 30ft; AC 13 (+1 natural,+1 size, +1 natural); Attacks: 2 claws +0 melee; Damage: claw 1d3-1; Special Qualities: Undead, immunities; Saves Fort +0, Ref +1, Will +2; Abilities Str 8 (-1) Dex 12 (+1), Con -, Int -, Wis 10, Cha 11; Skills -, Feat: Improved Initiative., Alignment: Neutral

Items: nil.

Info: Created by  Hyragurz dark arts, he uses them as useful tools, they are very handy in the mines dealing with dangerous areas, and if one is destroyed, well, kobolds are plentiful....

Combat: the Shaman is canny and won't send them in against foes as a group if they could be turned, usually he sends them off individually to harass foes or do dangerous things, and keeps a few nearby to ward off attackers.

ANKHEG
Large Beast; Hit Dice: 3d10+9 (28 hp); Init: +0; Speed: 30ft, burrow 20ft; AC 18 (-1 size, +9 natural)); Attacks: bite +6 melee; Damage: bite 2d6+7; Special Attacks Improved Grab, acid, acid spit; Special Qualities: Tremorsense; Saves Fort +6, Ref +3, Will +2; Abilities Str 21 (+5) Dex 10, Con 17 (+3), Int 1 (-5), Wis 13 (+1), Cha 6 (-2); Skills Listen +4; Feats: -, Alignment: Neutral

Items: nil.

Info: Charmed by Nagariz a month ago, he's experimenting on using it as a mining beast, with mixed results, and it further knows the kobolds. While it may be useful in battle, if its charm were broke it would be seriously pissed off at the gnoll sorcerer! 
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