Humanoid Campaign Continued
Introduction

Welcome back to the fifth chapter of the Humanoid Campaign.  We last left the little monsters having just escaped the prison plane, Sigil, and the Underdark.  They emerged into their homeland cave and discovered they had been gone for over five years.  During that time, Human adventurers destroyed the fledgling humanoid colony and sealed the caves preventing egress.  What will you do now?

Background

During this next chapter in the story of the little monsters, you will have to figure out what to do with your tribe now that you have returned from the center of the Multiverse.  We will continue to use the D&D 3.5 rules so there should not be too much character updating needed.  Please consult with the referee if you wish to change your character.  (It’s highly recommended to continue play with your prior character as this will add depth and history to the campaign.)  
Historical Summary
The five chapters for the humanoid monsters are summarized as follows:

· Chapter 1:  First edition AD&D.   Explore the area.  Take over Fort Boast for the Bugbears.

· Chapter 2:  Second edition AD&D.  Spy on the humans by becoming humans.  Goblin & Bullywug war.  The Bullywug tribe supplants the Goblins.  War with humans.  Monsters are victorious.
· Chapter 3:  Third edition D&D.  Harru sends PC’s to start a new monster colony.  After colony setup, the characters explore the area and end up invading a castle and being transported to a Prison Plane.
· Chapter 4:  D&D edition 3.5.  Escape the Prison Plane.  Travel to Sigil and the Underdark.  Find your way home.

· Chapter 5:  D&D edition 3.5.  Start of the newest saga.  The monsters arrive from the Underdark into their old lair five years after they left.

Character Background
Even though the characters you will be playing already exist, please make roll-playing adjustments as follows:
· All characters are from the humanoid tribes under the rule of Haru.  You left Haru more than six years ago in order to form a new colony.  All characters know all other characters and NPC’s.  Interaction between characters before the game starts is encouraged.

· Your colony was destroyed and sealed after your left.  Please see the historic summary for more details.  Reading the history details will also be helpful.
· Your character needs to have a goal in life.  What do they want to accomplish?

· The character also needs to have some sort of character flaw that can be role-played.  This could be hard of hearing, bad temper, one eye, always trying to stay clean, or anything else desired.  See GURPS, D&D, Exalted and other sources for ideas.
· Minor character changes will be allowed after the first 2 game sessions. 

Meta-Gaming Notes

This game is the 5th chapter of the Humanoid campaign.  If your characters survive, we will continue the campaign in the future.  Therefore, develop your character with a long-term campaign in mind. 

1. This campaign will be light and campy.  In addition, there will be more fighting with less emphasis on role-playing.  Role-playing between characters is encouraged.  

2. This is NOT a timed campaign.  Events happen to and around the characters based on the game; not some over-reaching time schedule.
3. This is intended to be a fun and some-what silly game with lots of grunting and jokes.  

4. Even though the D&D rules do not allow for stunting bonuses, we will be using stunting.  Bonuses may be given depending upon the stunt description.  
5. This may be a medium length chapter.  I am expecting 5 – 8 gaming sessions.

6. This is going to be a hard campaign with lots of fighting.  Characters may die.  
7. I reserve the right to change any rule or decision at my discretion and without warning.
Character Rules
· D&D version 3.5 rules only. 

· Only the following books can used by players:

· Players Handbook

· Players Handbook 2
· Dungeon Masters Guide

· Complete Adventurer

· Complete Arcane

· Complete Champion

· Complete Divine

· Complete Mage

· Complete Scoundrel
· Complete Warrior

· Epic Level Handbook

· Miniatures Handbook

· Savage Species

· Unearthed Arcana – Chapter 2, Class Variants only

· All alignments are available.  Characters must conform to the alignment restrictions of their class. However, characters are expected to cooperate with the majority of the party so choose an appropriate alignment and personality. 
· All the characters know eachother; even if a replacement is brought into the game.  Role-playing before the game starts is encouraged.  

· Some prestige classes will not be available depending on the class and circumstances. Please consult with the referee before choosing a prestige class. Examples include the Rainbow Servant, Void Mage, and a few others.
· You have 28 points to allocate to your attribute scores. See the DMG page 169 for the ability score costs. Apply racial adjustments after the initial points have been allocated. No statistic can be above 18 or below 7 before racial or level modifiers. 
· Replacement characters will come into the game at the bottom of the level all other characters have achieved.

· Characters receive their maximum Hit Points at first level and 80% of their hit dice thereafter as noted below:  d4 = 3, d6 = 5, d8 = 6, d10 = 8, d12 = 10, d20 = 16.

· Psionics and psionic classes will not be used.  
· Replacement characters will start with $10,000 worth of equipment and magic items.  Please consult with the referee before selecting magical items.  

· Spell components will not be used.  Spell components are replaced with a character’s talisman or focus.  (i.e.:  Cleric’s holy symbol, mistletoe for a druid, etc.)  Choose something appropriate for your character.  If the focus is lost or stolen, the magic user can only cast “0” level spells until a replacement is acquired.  (1 week of solitary work in a lab and $100 gp.)
· Wizards receive spells for their spell book per the standard 3.5 edition rules.   
· The following spells are not available (at this time) for humanoid spell casters.  If your caster has these spells in their spellbook, please select an alternative spell.
· Time Stop 
· Teleport & All Teleport related spells

· Plane Shift

· Astral Travel

· New Turn Undead rules.  Instead of the standard rules as outlined in the Players Handbook, a cleric does damage to undead in a 30’ radius per the Spirit Shaman rules.  See the Complete Divine book page 17, Chastise Spirits.

· Character classes can be slightly modified to suite the character concept.  This means a class feat or ability can be substituted for something appropriate.  For example, a Wizard “crafter / artificer” could replace their find familiar class feat with the Brew Potion feat at 1st level.  Please consult the referee before making any class adjustments.
· Level advancement costs $100 gp’s in goods or services per level the PC has currently attained. The payment is for materials and sacrificial offerings. Level advancement is immediate once the monetary sacrifice is made. 

· The races available for new characters is noted in the Character Races section. Please choose one of these character races for creating a new character. Please consult the Monster Manual, Savage Species, and the Monsters of Faerun book for more details. 
· Feats: All monster characters now receive one feat of your choice every 3 monster levels. This means you get one at 1st, 3rd, 6th, 9th, 12th, etc. There are no racial bonus feats. See page 15 of the Savage Species book for more details. 
· Skills: All monster characters receive their monster level skills points as a cleric of the appropriate level. Once they have class levels, they receive skills points based on their class. In addition, all racially referenced skills are considered class skills no matter the character class. 
· To determine your base saving throws for monster levels, use what is specified for each race. For example, A Bugbear saves as a 3rd level Rogue for their race levels. If the race you choose doesn't have any level costs, then use your class saving throws as normal. 
· For monster level hit points, use a d8 per racial level cost. Then use your standard class hit die as normal thereafter. 
· All continuing and new characters will start at the bottom of 9th level with 36,000 experience points or their current level and experience points; whichever is higher. Characters cannot sacrifice experience to make magic items before the game begins. 
· All characters know how to speak Monster Common and their racial language. Nobody has literacy unless they pay skill points for each language. Continuing characters that participated in chapter 1 can speak Human Common as a bonus language and get a bonus skill point for Knowledge - Human Culture and Customs. 
· Please note that a large sized PC needs two days rations worth of food per day. 
· Newly created characters are assumed to have come through the Sigil gate with the other characters upon escape from the prison plane. (See history for more details.) 
Above all else, have fun!  

House Rules

· Skill changes:  Please note the following changes to the various skills in D&D.  If you have ranks in redundant skills, please allocate those points elsewhere.

· Appraise:  As long as any PC in the party has at least a total skill value of 5, the referee will indicate the value of the item when examined.

· Use Rope:  No longer exists.  Make a general DEX check

· New Skill:  Stealth (Dexterity).  This combines Hide & Move Silently, thus eliminating these other two skills.
· New Skill:  Seamanship (Wisdom).  If you participated in Chapter 2 of the prior campaign, you receive one free rank in this skill.  

· New skill:  Knowledge - Human Culture and Customs (Intelligence)
· Dodge: adds +1 to the character's armor class without having to assign it to a specific opponent.  The bonus is still lost if the character is caught flat-footed. 

· Potions: can take any form and can be used to add flavor to the campaign. For example, a potion of Jump can take the form of a grasshopper leg instead of a liquid elixir.  
· Temporary Hit Points: are bonus points that are taken first when a character is hurt. The published rules state you can die after you loose your temporary hit points. This is no longer the case.  In the case of the Barbarian Rage ability, you only get a number of temporary hit points for each Barbarian level; not the total character levels.
· The Craft Wondrous Items feat now includes rings.  Crafting a ring is no longer a separate feat.
· Scent: To use Scent to find or follow a target takes a DC 10 Wisdom check. This is a free action. Targeting an invisible opponent still grants the opponent the 50% chance to miss. It takes the Uncanny Scent feat to negate the miss chance of an invisible opponent. 
· Hunting: Use the Survival skill.  A character can take 10 when performing the skill. However, to take 10, a character must spend all day "hunting and foraging". You cannot take 20.  A check of 15 gets the character enough food to feed themselves.  Every two points above 15 grants enough daily food for another medium sized creature.
· All Item Creation Feats: are accessible five levels higher than noted in the players handbook. For example, you now have to be 10th level to have the Craft Wand feat. However, this does not apply to scroll and potion creation feats. Those remain unchanged. 
· New Feat:  Quick Crafting.  No matter the material cost, it only takes one day to create a magic item.  A single potion or scroll can be completed overnight.  All other costs and requirements still apply.
· Tower Shields: Tower shields do not exist in this campaign and adventuring groups find them too cumbersome to wield. 
· Improved Familiars: Must be on the magic-user in order to gain the benefits or granted abilities of that familiar. 
· Coup-de-Grace: Is a full-round action. However, if you take a full-round action preparing to do the coup-de-grace, you can hold the action and commit the assassination as a readied swift action. 
· Death occurs for a character at negative Constitution.  I.E.:  A character that has a CON of 15 will die when their hit points reach negative 15.
· When selling items, use the following guidelines.  (Assuming you can find a buyer.)
· Magic items:  100% retail book prices
· Objects of art and other valuables:  100% of the indicated value by the referee
· Mundane equipment, weapons and armor:  25% of it’s retail value.
Character Races

The following 13 races are available for new characters. Please choose one of these races and apply all appropriate character creation rules as needed. Additional races can be petitioned and possibly approved. However, all additional races must conform to a non-magical "humanoid" ideal. This means no Harpies, Naga, Outsiders, Demons, Devils, or any other such creature that is not "humanoid" in nature that has inherent magical abilities. 
Bugbear: 3 Levels
Page 27: Monster Manual
Favored Class: Rogue
Hit Dice: 3d8+3
Speed: 30 feet walk
AC: Natural +3
Attacks: By class and weapon
Special Qualities: Darkvision 60 ft
Saves: As Rogue 2nd level + class levels
Ability Scores: Str +3, Dex +1, Con +2, Int –1, Cha -1
Bonus Skills: Intimidate +4

Bullywug: 1 Level
Page 25: Monsters of Faerun
Favored Class: Barbarian
Hit Dice: 1d8+3
Speed: 20 ft. walk, Swim 30 ft.
AC: Natural +3
Attacks: By class and weapon
Special Qualities: Marsh move, no movement penalties in marshes or mud.
Saves: As Barbarian 1st level + class levels
Ability Scores: Con +5, Int –2, Wis –1, Cha -1
Bonus Skills: Stealth in marshes +6.  Stealth all other locations +2.
Gnoll: 2 Levels
Page 105: Monster Manual
Favored Class: Ranger
Hit Dice: 2d8+2
Speed: 30 feet walk
AC: Natural +1
Attacks: By class and weapon
Special Qualities: Darkvision 60 ft
Saves: As Ranger 2nd level + class levels
Ability Scores: Str +3, Con +2, Int –2, Cha -2
Bonus Skills: None

Goblin: Normal. No level cost.
Page 107: Monster Manual
Favored Class: Rogue
Hit Dice: By class
Speed: 30 feet walk
AC: Size +1
Attacks: By class and weapon
Special Qualities: Darkvision 60 ft
Saves: By class and level
Ability Scores: Str -2, Dex +2, Cha -2
Bonus Skills: Stealth +4

Hobgoblin: 1 Level cost.
Page 119: Monster Manual
Favored Class: Fighter
Hit Dice: By class
Speed: 30 feet walk
AC: Normal
Attacks: By class and weapon
Special Qualities: Darkvision 60 ft
Saves: By class and level
Ability Scores: Dex +2, Con +2
Bonus Skills: Bluff +4

Kobold: Normal. No level cost.
Page 123: Monster Manual
Favored Class: Rouge and Sorcerer
Hit Dice: By class
Speed: 30 feet walk
AC: Natural +1, Size +1
Attacks: By class and weapon
Special Qualities: Darkvision 60 ft, Light sensitivity
Saves: By class and level
Ability Scores: Str –3, Dex +2
Bonus Skills: Craft trapmaking +2, Profession mining +2, Search +2, Stealth +2
Lizardfolk: 2 Levels.
Page 128: Monster Manual
Favored Class: Druid
Hit Dice: 2d8+2
Speed: 30 feet walk
AC: Natural +5
Attacks: 2 claws 1d4+1 each, and bite 1d4 (-2 to hit); or by weapon
Special Qualities: Darkvision 60 ft, Light sensitivity
Saves: Druid 2nd level + class levels
Ability Scores: Str +2, Con +2, Int -1
Bonus Skills: Jump +4, Swim +4, Balance +4
Minotaur: 8 Levels.
Page 27: Savage Species
Favored Class: Minotaur
Hit Dice: 1d8
Speed: 30 feet walk
Special Qualities: Darkvision 60 ft.  Large size 
Ability Scores: Str +2, Dex +2, Int -4, Chr -2
Bonus Skills: Hide -4.  
Mongrelman: 2 Levels.
Page 43: The complete book of Humanoids
Favored Class: Rogue
Hit Dice: 2d8+2
Speed: 30 feet walk
AC: Natural +3
Attacks: 1 claw 1d6; or by weapon
Special Qualities: Darkvision 60 ft.
Saves: Rogue 2nd level + class levels
Special Ability: Sound Imitation. See below
Ability Scores: Str +1, Dex +2, Con +3, Int –1, Chr -5
Bonus Skills: Stealth +4, Sleight of Hand +4, Sound imitation +2
Sound Imitation (Ex): Mongrelmen can imitate the sounds made by any monster or creature they have encountered. They can imitate the sounds of monsters with special vocal attacks, but they cannot in any way duplicate the special powers or damage done by those attacks. Detecting the ruse requires a successful Will save (DC 14). They can also duplicate the bard counter-song ability once a day.
Ogre: 5 Levels.
Page 144: Monster Manual
Favored Class: Barbarian
Hit Dice: 4d8+8
Speed: 30 feet walk
AC: Natural +5, Size -1
Attacks: By weapon
Special Qualities: Darkvision 60 ft., Reach 10 ft.
Saves: Barbarian 4th level + class levels
Ability Scores: Str +10, Dex –2, Con +4, Int –4, Cha -2
Bonus Skills: Intimidate +4
Half-Ogre: 3 Levels.
Page 46: The complete book of Humanoids
Favored Class: Barbarian and Fighter
Hit Dice: 3d8+3
Speed: 30 feet walk
AC: Natural +2
Attacks: By weapon
Special Qualities: Darkvision 60 ft.
Saves: Barbarian 4th level + class levels
Ability Scores: Str +4, Dex –1, Con +2, Int –2, Cha -1
Bonus Skills: Intimidate +2
Orc: Normal. No level cost.
Page 146: Monster Manual
Favored Class: Barbarian
Hit Dice: By class and level
Speed: 30 feet walk
AC: Normal by armor type
Attacks: By weapon
Special Qualities: Darkvision 60 ft., Light sensitivity
Saves: Barbarian 2nd level + class levels
Ability Scores: Str +3, Int –2, Wis –2, Cha -2
Bonus Skills: Listen +1, Spot +1
Half-Orc: Normal. No level cost.
Page 18: Players Handbook
Siv: 1 Level
Page 78: Monsters of Faerun
Favored Class: Monk
Hit Dice: 1d8
Speed: 40 ft. walk, Swim 20 ft.
AC: Natural +2
Attacks: By class and weapon
Special Qualities: Water walking (see text on page 78)
Special Qualities: Cold resistance: Half damage from cold attacks.
Saves: As monk 1st level + class levels
Ability Scores: Dex +2, Cha -1
Bonus Skills: Listen +2, Spot +1
