Introduction and Brief History

Many seasons ago you were a lowly humanoid monster fighting for your existance against your own tribe-mates and the dispicable humans, elves and other disgusting civilized races. After many glorious battles, wars, and much bloodshed, not all of which was yours, you had risen to a position of power within your tribe. 

During the past several seasons, you had gone on various missions and collected wonderous treasures for yourself, your tribe, and the Overlord. All your past conquests lead to a war between the humans and humanoid tribes. Becuase of your superior strength, you destroyed the city of Wyneedot and looted much of the area. Following this conquest, the tribes received an unprecidented amount of wealth and material goods for you and your tribe-mates. 

With your new power and loot provided from the vanquished humans, you were given the opportunity to start a new colony. You attempted to forge a new tribe in the hills near a trading route and then you left to explore a humanoid castle. While exploring the castle you were sent to a prison plane and escaped by killing the jail's overlord. You breifly worked for an agency in Sigil, the center of Multiverse, in order to gain the knowledge on how to return home.  After batteling various Drow and monsters in the Underdark, you emerged at your new colony. However, five years have passed since your departure and your colony was destroyed.  What will the little monsters do now?

Detailed Adventuring History

The following are brief notes of the local tribal history from the character's reference. Some events may have occured outside of the PC's awareness but noted below for story reasons. Also note that the history starts with the official founding of the humanoids permanent village known as Haru. Therefore, year one for the campaign corresponds to the rule of Haru - Year One 

Year One of Haru – Chapter 1
· January: Character creation and start of the campaign. The PC's volunteered to spy on the new human outpost. Along the way they killed a Tree Elf. 

· February: Hippogriff egg quest in the mountains. Cog avoids a Kobold ambush. 

· March: Stumpie Hunt. 

· March: Caravan ambush. Grendel makes contact with the Elves. A fight between the two Minotaurs over the human slave Thomas. 

· March: Guarding Sithis for the tribal challenge. 

· April: Galli captured by Elves. Grendel negotiated Galli's release. 

· April: Got potion ingredients from the Gypsies who foretold Murach's future. 

· May: Gladiatorial games. Sneaky Jeb makes off with some loot during the party. Raptor Looses a pit fight against the leader of the Goblin tribe. 

· May: PC's investigate the Mushroom cave for Marrow. (The leader of the Mongrelman tribe.) 

· June: Explored Fort Boast. Food was given to a cursed Ogre who died later of starvation. Negotiation with Yazdi for the fort curse removal. 

· June: Kobold and Bullywug war begins. 

· June: Travel to the human crypt to retrieve the Undead Key for Yazdi. (The Orc spiritual leader of the tribes.) 

· June: Crypt exploration. Goblin betrayal and ambush by Carp (Robert Lee).
· July: PC's finsih exploring Fort Boast. Carp is exiled from the tribes for his betrayal. 

· July Mongrelmen tribe participates in the Kobold and Bullywug war. The PC's get the Bullywug totem of power for future political use. 

· August: Tribal war ends. Kobolds and Mongrelmen move up. 
· August: Fort Boast curse is removed. Bugbears take over the fort. 

· September: PC's and the Mongrelmen tribe are given honors and glory. 

· End of the first campaign. 

· October to December: Gladiatorial games. The Overlord had decided to build a wall around the town but he needs an Arkalek. The tribes consolidate power and resources.


Year Two of Haru – Chapter 2
· January: Ambushed a caravan to retrieve a magical mirror for Morrow. 

· January: Start of the Spy missions. PC's transformed into "humans" to spy on the local outpost. Went to the Human outpost and had to help defend it against a Bugbear attack. 

· January: PC's encounter several baby dragons along with their moma! Fortunatly, the mommy dragon eats some human Knights that were defending the area. 

· January: Entered the human city of Wyndotte. Rescued a farmer's daughter from an Owlbear and gained a good reputation amoung the humans. 

· February: PC's hired to solve a mystery in a haunted house. PC's missed tribes gladiatorial games. 

· February: PC's accepted a job to escort a shipment of weapons to Wyndotte for defense. Raptor decapatates a Bonesnapper lizard with one swing on the way to meet the weapons. 

· March: While the PC's are escorting the wagon through a swampy area, the exiled goblin tribe attacks. Carp, "The Betrayer" tries to flee, but the PC's hunt down Carp and kill him. Kozak, the goblin leader, escapes. 

· March: Lizardmen attack the weapons delivery and destroy the "special" weapon. The PC's later discover the special weapon was a fireball throwing catapult fuled by a magic-user that also died during the attack. 

· April: The humans honor the PC's for their bravery and given them a quest to spy on the humanoid tribes. The PC's readibly agree. 

· April: Cog avoids a kobold ambush on the way back to the Overlord. After the PC's report what happened, they convince the tribes to go to war. 

· May: Haru wants a magical crystal ball before the war starts. Therefore, he sends the PC's to get one on an island in the middle of the ocean. 

· May: Still disguised as humans, the little monsters enter the town of Harkim, the biggest city in the area. Here, the PC's book passage to a small island in the ocean. 

· June: After attacks by sharks and crabs, the PC's make it to the island of Mekos. They enter a contest in order to get the crystal ball Haru wants. During the next two weeks, the PC's compete against humans in contests of skill, luck, strength, speed and combat. 

· June The PC's learn that some of the contestants are cheating in the game but the PC's eventually win the contests (after killing anybody that got in their way), and was awarded the crystal ball. 

· July: The PC's manage to avoid some pirates on the way back to Harkim and eventually make it back to the tribes. 

· August: The tribes now prepare for war. The PC's are put in positions of authority to direct the war since they know the humans the best. 

· August: The war commences against the humans and the tribes beat the weak humans easily due to the superior tactics of the tribal spies. 

· September: The humans regroup and counter-attack the tribes. They proceed to destroy Fort Boast and the Bugbears need a new home. 

· September: The tribes and the humans have several minor squirmishes but eventually, the humans retreat back to Harkim. The only humans in the area are small towns, communities and farms. Wineedot is destroyed and looting continues to this day. (Even though "adventuring" humans kill a few tribal members there on occasion.) 

· October to December: The tribes consolidate their power and resources. Honors are given to the PC's and much party-time and brawling is had.


Year Three of Haru – Chapter 3
· January: Monster Migration. Harru selected the characters to form a new monster colony and protect his treasure. The characters found an area already occupied by the Yar-Gock goblin tribe. The PC's managed to kill Spikey death and explore some ruins atop a mountain. 

· January: Goblins Sooo Stupid. PC's encountered a merchant, Barl, willing to trade with him. A ghost was battled to clear the road for the merchant. Humans attacked the Goblins and the PC's. The Goblins attempted to blockade the PC’s and were defeated. What will the Goblins and humans do next? 

· February: Stinky Humans Attack. The PC's broke their truce with the goblins again and decided to attack. The goblins, having enough abuse from the little monster characters, decided to pack-up and leave their caves. While exploring the abandoned caves, the party found a wall of ice they could not get through. In addition, an adventuring group of humans lead by an Outsider, attacked the party and killed two of their group; Margra and Gronk. The party now wants revenge against the adventuring group even though the Bloody Hand tribe killed two of the humans; a female cleric and a halfling thief. Will the tribe remain safe in the goblin lair? 

· February: Minotaur Lair Exploration. The PC's explored the magic-mosiac portal and discovered a maze with an angry minotaur defending some treasure. The characters got the treasure and destroyed a magic chest of holding. They also discovered a Djinn who wants them to kill a Dao for him in order to affect the Djinn's release. The Outsider also attacked and was chased away. 

· February: Monkey Attacks. The PC's started out by exploding some treasure. They next went below the river and killed some giant aligators while chasing away some Lizardmen. Meanwhile, Saadt, the Dao, attacked the PC's and attempted to blockade the cave exits. However, with the help of summoned Monkey's, the PC's beat back the Dao, blinded him, stole his sword, and killed all his newest recruits including the Wizard and Stumpie that had been captured and escaped the bloody-hand tribe. 
· March: Lizardmen and Dao. The PC's started out by destroying the remaining lizardfolk and their Naga leader. After the Naga treasure was distributed the characters went to the Xvart fishing caves and was told by a drunken bugbear that the Xvarts and other bugbears had left. It appears that PC's were too late to secure an easy source of food. While away, the Dao killed Macer (the young minotaur boy NPC) and stole Grendel's baby-human familiar. When the tribe returned to their cave, they were attacked by the Dao which they finally killed. After releasing the Djinn, the tribe got more treasure and now have to decide what to do next in order to strengthen their tribe. 

· March: The Humand Castle. The PC's decided to foregoe exploring a burial mound and explore a human castle three days distance from their tribal cave. On the way, they killed an evil tree, got treasure stolen from them by the Unspikey Death and killed a greater Air Elemental to pilage the tomb the elemental was guarding. In the castle the little monsters killed some trash-heaps, lots of trolls and an Umberhulk. They also gathered a lot of treasure and found a magical forge for crafting metal weapons and such. 
· March: The evil little monsters finished exploring the human castle and discovered that a group of Yan-ti (snake-people) were behind the destruction of the humans in the castle. After a tough couple of fights, the Yan-ti teleported the PC's to a Prison Plane to make them slaves. The party killed the "Master" of the plane and negotiated with some slaves to discover how to get off the prison plane. This lead the PC's to Sigil, the city of doors where they now reside hoping to find a way home. 

Unknown Time - Sigil – Chapter 4
· Days 1 to 5: The little monsters escaped the Prison plane and find themselves at the center of the multiverse in Sigil; the city of doors. Recognizing that they need someplace to stay, they find themselves residing in the Forked Tongue. This is a "humanoid" monster hang-out not too far from the entry gate from the prison plane. 
· Monster Recruitment: The characters join Ambassador Enterprises and go to Mystra to find a missing Ambassador agent. They killed Owlbears, adventurers, swamp creatures, and a stumpie. They are still searching for the agent. 

· Two Quests: The characters finished the "Find the Missing Agent" job and discovered that the missing agent was a Night Hag that was killed by some agents of a rival organization. She made a wind-chime that charmed a local Druid. The enemy agents disrupted the chimes and killed the Hag. The second quest given was to go to the elemental plane of air and get the rainbow gem. There was much fighting and the characters are still in the castle at the end of the night having retrieved 3 parts of the 6 part gem. 

· Plane Hopping:. The characters finished the "Crystal Castle" job and recovered the rainbow gem after the "Angel" almost destroyed it. (It was saved by a diving catch by Sneaky Jeb.) After giving the gem to the Ambassador, the Humanoids are sent to rescue Edmarcus from the 537th plane of the Abyss. The characters were never told how to return so they must figure this part out. Upon going to the Abyss, the chracters were attacked by 2 Abyssal Giants whom they killed very easily. However, two Driders in a ruined cathedral caused some damage to the characters. 
· The Abyss Part 2: The characters continued exploring the ruined church and discovered they could become the rulers of this plane if they passed certain tests. The little monsters killed flying books, crossed an undead puzzle, killed a giant demonic spider, and escaped some Abyssal Bison. They continue on the quest to free Edmarcus and possibly become the leader of the plane. 

· The Abyss Part 3: After the characters killed some flaming turkeys that turn people to stone, the humanoids followed the lantern of light through the "Ulcer Plane" of the Abyss. They were spat upon by sores, puss, and gore. Doltek had her charisma reduced by 2 points, but nobody noticed. Cog had his strength reduced by 1 point by the ulcer splash but he doesn't use his strength so it didn't have much impact. The characters were attacked by a giant demonic trap-door spiders coming out of a dry ulcer. It killed Cog's see-through horse (skeleton) and managed to damage most of the other characters. The characters continued to follow the light into the dry ulcer and here they rested. When they continued their (ulcer) trek, they had to bypass paralyzing strings in the tube. Unsure what to do after being tripped by ripples in the "intestines" Scrag shot an arrow into the cavern walls. This started waves in the caverns which knocked down the characters and propelled them through the tunnels to a large cavern where they were attacked by a giant stone golem. Much chaos ensured until Grendel figured out that to escape the chamber and unlock the throne, an invisible key was needed hanging around the Golem's neck. After much damage, the characters all escaped the golem only to be in a room of a giant living inferno. The fire creature hurt everybody as the characters ran through the chamber. Through this chamber was the central eye-socket of the mountain which held a flaming sun, a giant, and Edmarcus. (The person they were sent to rescue.) Upon entering the chamber, a voice said "Sacerfice those you hold dear and you will become the ruler of the plane." After much soul searching, the characters declined the offer and instead Doltec taunted the giant and a fight ensued. Almost everybody was left unconscious when sneaky jeb killed the giant with an arrow shot. The characters revived Edmarcus and went home. For their good deed, the characters were given the opportunity to do one last job for the Ambassador and then they would be shown the path home. Much discussion was had and the majority of the group wants to go home. (Either for freedom, to kill Haru, for mating reasons, or because of boredom.) 
· The Underdark Part 1:  The characters are sent on their last mission for the Ambassador to the Underdark.  Being in the Underdark, the characters encountered a metal-eating monster that destroyed Tiny's axe on their way to the Deep Gnomes city. At the city, they discovered that they had to stop earthquakes caused by a colony of Illithids. After leaving the Deep Gnomes, they encountered a mound of dirt that attacked and almost killed their guide. However, they made it to the Illithids who convinced them to talk before attacking. After much diplomacy, the characters learned that the Illithids were not the cause of the earthquakes and that a giant fire crab was drilling into the earth and it must be stopped. So, the characters went to find this crab to help both the Deep Gnomes and the Illithids. During the fight with the crab a Dark Elf cast a Disjunction spell that destroyed the creatures ability to regenerate along with most of Tiny's and Cog's magic items. The characters managed to kill the creature. For their help the Dark Elf woman offered the characters a map to the surface. 
· The Underdark Part 2: Home at Last   After resting, the group followed a map given by the Drow priestess. The map lead the characters past a couple of drow patrols (whom they had to fight) through an underground drow cemetery (and the appropriate undead), over an underground sea and finally to the "exit". After burrowing under the door, the characters climbed stairs for 2 days to get out of the under-dark. They finally emerged back in their own cave they left so many seasons ago. They discovered that their colony was destroyed and sealed by a group of adventurers and that the goblins and colony no longer exists. (A statue of Torm was errected by the Goblins and later was destroyed by "un-natural" causes.) The characters are now in their cave and have to figure out what to do with themselves. 
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