THE PAPYRUS

Waelcome to the first issue of the PAPYRUS, an
rregular newsrine of ldeas and information on RPGs.
- Comumrents and submissions are solicited but no payment

will be made as the PAPYRUS is meant to be a forum of
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The Tabaxi, a variant PC/NPC for ADED

The Fiend Folio describes the Tabawi as intelliaent felne
humanoids. These cat-men range in sire, weight and age sinilar to
humans. Ther coals are Tawrsy snd stripped e that of = tiger, and
ke A felines they groom their fine coats freqguentiy. Their
inteligance and lack of unbalancing special abities makes the Tabaxi
wel suited for use as a non-player character or player character
rage,

Norrally Tabax are a sobtary race, havicg rerthing to do with
aother humanoids if it can be helped. They ive in prides of two to
gwght members made up of ope 1o three males, Temastes and young.
Each pride roams 4 large area of tropical jungie rarely encountering
anpther pride intentionaiy. The exception is during the spring when
prides exchange recentiy matured adults to aveoid weakening the
species through inbreeding.

R Tabaxi pride is a mobie hunting camp. The adults are excelent
hunters, skilled at stalking and trapping prew. When hunting they
have been known 1o hide theit own scent with aromatic herbs.
Tabaxi hunt mostly game animals but their skiis are great enough o
Mow Them o nrey on creghires of hich mtelioence as wel.

Phusically and psuchologically Tabaxi are very similar 1o the
Haers they resembie. Unilke most telines, tigers and Tabax do not
fear nor even disike water. Like all cate they often Yplay" with
wounded preyu. o enemies, before finaly kiling them. Being chaotic
reutta o atignment, the Tabaw hold kitle reverence for the laws
and morais of others that might prevent them from hunting other
intefigent beings. Thewr onky conoerns are for their pride sed
themselses. To a Tabaxi there are two kinds of hemgg, Taba and
non—7 apaxi, thay view all races but their own neutrally,

Tabaxi possess excellent night vision which allows them To see
twice the narmal distances fisted on Table 6Z of the 2nd Edition PHB
(page 7% up to the clear sky maximum, during twilisht or night.
Unencumbered, adult Tabaxi can jump 12 feet horizontakly, 6 feet
vertically and jeap 36 feet with a running start. Thek movements
are quok (movement: 13", graceful and balanoed. Tabaxi are
axtremely steatthu and tmfﬂ-tm S prise bpponents S0% of the Hime
when unencumherad,

Tahax! characters personal statistics are determined normatky.
Dus ta their feline agility, dexterity scores should be increased by
one and never be lower than T (natural armor class ranging from 9
ta &) Thew natural curwsity often gets the better of them and is
accounted for by subfracing one from thewr wisdom scores. A
Tabaxt's strenath can be i less than 8 and charismd scors o more
ﬂiar;g]; Atthough most Tabaxi are chaotic neutral, any slignment is
pos

Tabaxi characters can be efther rangers, thieves or
ranhger/thieves. Al characters must choose both the hunting and
tracking non—weapon oroficiency skills at first level, Also, Tabaxi
characters must use one of ther initial weapon proficiency skots on
thew natural claw/claws/bite attack (- 3/713713) or auffer
nor—profioenoy penatiies when attacking in that manner. Tabaxi
may afuance to 121h level in either or both dasses, if mutti-classed.

Tabaxi rangers possess climbing and find/remouve ¥rap skills,
They advance in these sktfls as an auerage thiet of the same leved
(see 2nd Ldiion DMG, page 23, table 19). The natursf feling abiites

of the Tabaw warrant adding 5% to &l ’rhief abilities with the

exception of opening locks, pcking pockets and reading languages,
each of these suffers a 5K penalty. This applies 1o alf ranger
hief-lice abilities xs well, ,

=t Edition ADED players can open the assassin class and
thiet/acrobat spht class to Tabawi characters. iy combination of
two clazsses shouid be possible in mulf- classed characters. In any
tace fl:lI_EEE additional classes are alss imited 1o 121h level for Tabax
characters.

Exceptional characters in both st and 2nd Edition campaigns mau
become low level priests, called shaman. A character with wisdom,

inteffigence and charisma scores of at least 17 can be a Tabaxi
siaman, which function as a ranger/priest iranger/dleric in st
Edition games). Thew ranger abikties are as aboue and they are
limfted to 7th level as priests. These exgeptional characters will be
distimuishable from otter Tabadi by ther fur whch wih e white

with haer siripes. These preatures are lnaners and are Fely o

wander o civikzed areas in order o quench thelr insaliahle
curiositu.

The Tabaxi god is sexless and requires little of them other than
quiat respect, infra-racial harmony and 3 curious nature. The
Tabaxi see their feline god/ goddess ncarnated in various deflies of
oiher muthos such as Bast, Ki, the Cat Lord, or Meerelar. Tabaw
mmlfherefnremmm fnuﬂ'nntmna*gudsnamm
The region by leaving a smak offering of fond, usua¥y a fresnk killed
rnden? ar bard, at the temple aHtar.

Tabaxi can use any weapons affowed for their chosen class but
initial weapons should be kept simple {8.9. ho cross bows, fancy pole
ame or specialty weapons ke nunchakol). frmor, helms, boots and
gioves Wil need to be special ordered and tallored but there are mo
resfrictions on types save those imposed by the character’s olass.
Sirmrlet b, they cen use 2 magic ftens not specrficatly denied their
class exeept for rings, which interfere with their ratractable claws,

Tabaxi take to adventuring for varied reasons, curiosity is
parampunt. Eome are drawn by the promise of finely crafted
weapons which most Tabaxi find appealing. Still others are left
prideless, by natural er viokead means, and have ao choice but 1o
make adventurmg ther hfe. I is rumored that n some iands Tabaxi
are encowtered freguently i exnilized areas andd in al walks of e
as wedl, Beinyg exceflent thieves, scouts, spies, guides and assassins,
they are in great demand in these far off resims.

Aside from their racial tongue, Tabayi characters will speak
common and at {east one other focal fongue. This command of
additional lanquages removes most of the distaste wild Tabaxi have
for trading because it puts them on egual terms with other races.

Tabaxi characters from cidized backarounds wikl be less
introverted than those born in the jungle and for the most part
tehave as Yhe locs! e population. Hevino not beers climatized,
Ringle hnm cat-men wil tend to be more cautious, more curipus,
very and aloot. Experience in other reaims eventualy a¥fords
suer: the least traveled Tabaxi the confidence 1o adopt regional
humai habits,

Yaruant {abaw sub—races may possibly exist. Thece beings would
be sanilar to normal Tabaxi in every way save coloration, Sub-races
can have coats that resemble panihers, leopards, mount amn ions,
Siamese cats, or any other feline.




Featured Creatures - new creatures for ADAD
gamers.
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RACE: PONDIN

CLIMATE /TERBAIN: GAMBOO FOREST
FREGUENCY: VERY RARE
ORGAMIIGTION: CL AN

ARCTIATY CYCLE: ANY

DIET: HERBIORE

INTELLIGENCE: Lt o AVERAGE ow)
THREASURE- SU. TV in 1air

ALIGNMENT - CHAGTIC GOOD

NO. APPEARING: 6-36

ARMOR CLASS: A

MOUEMENT: 8"

HIT DICE: 3+1

THACD: 17

NO. OF ATTACKS:Y

DAMAGE A/ATTRCK: 2-8 or by weapon
SPECIAL ATTACKS: Surprise an SOX, +1 with bamhog jong bow
SPECIAL DEFENSES: N

MAGIC BE%THIK:E Standard

SEZE: L P+ 1all

MORALE: Abaove Avy (1)

AP URLUE- YD

DESCHIFTION: The Pandans are unique among gobimeoids in that they
are chactic good in afignment. These close relatives of the Bugbear
are good-naturad and gentie unless their homes or lives are
threatemed,

fiside from the obvious difference in disposition, Pandans are
wientical 1o Bugbenrs axcept for poloration, diet and wespon use. A
Pandan’s fur and skin are white with large blacik areas, or visa versa
{simar to giant pandasy. Their fur 15 also thioker than that of thewr
Buabear cousins, but not enough to affect their armor class.

COMBAT: Pandan are creatures of the forest and their weapons and
homes reflect this. They wear no armor and dislike ali metal
inchriing coins). Thelr weapons are made exclusively of bamboo
and/or rattan.

Pandans are often armed with areat bamboo lorg bows which
they use with deatlly acowracy. Due o their grea¥ strength and
g;uﬂciencu theu receive +1 to hit and damage rofts when using these

Ws.

fiskie from bamboo ong bows. all Pandan weapons are hased on
the statf, called kuen. The basis kaen comes in three sizes: the 3
tuan (o sfx:k); the 5* chi mei (bo stick); and the &' ta #* chang
(quar ter stati).

Other kuen used by the Pandans are jointed into two or three
secTions with leather or smew. The liang chien is 3 it length with 5
joint that afiows the to ¥ to swing freely (reat as 3 horseman’s
fiail). Slightly larger, the sau 153 is 5° in length with the final ¥ free
swinging (treat as a footman’s flailk

The most advanced Fandan keen 15 the san chieh kuen, or three

sectioned statf, The san chiehis " nlength and jointed ndo three
equat section:s (demage S &/ 2-7V).

HABITAT /SOCIETY: Pandan clans bue it villages of thatched huts and
are tound in numbers sindar o Bugbears. Wiages will be surrounded

by snares and pit trape to prevent infruders from entering
unannounced.

kach clan s lead by 115’ eldest shaman (drud up 1o 71h level). No
spaoifio boarders axist betwean clan territores, no Pandans fake

mamwrn Hhaan o rand el Hhaa e 2 mhosern o Heeay R Sarmnile o
HH EF IR TS TR SHAH 11y OH R & WIS 1TEY j  avEs WrAHERAHS U

‘ocst clan leaders are beld mnrrlvi'#_-r To weith oy rore disputen
he?ween giferent oians, exchiange inTormation and arrange
marriages.

The Pandans have learned not fo trust other goblinoids and are
waarry of ak humanoids and demi-fimans save elves, This is due 1o
ather races disregard for the farests and extensive use of metals.
The Pandan believe that metals belong in the earth ike treses in the
{forest, and they should stay there.

ECOLGAY: The Pandan are sirict vegetarians and £a1 a variety of
%I?Emdiea;d shoats. Ther favorrte is bambop which mskes up most of

ir .

The number of females and young i a clan will 2ach equal 50% of
the male populahon.

Pandan fur is 3 rare an vakusbla commodity, it is extremeds warm,
easy to ciean and } soTt. One adutt skin may bring up to
500 gold pleces at market. The Pardan are aware of this and
auange mroers for Tur with great perssuvsrante and brutafity.

EKY ! E: BPandans? are ckilled in hunting, climbing frees, tracking and
staking. They make excellent scouts, trackers or gudes on Tamiliar
terramn, (Pandans rarsly, if ever, leave the seguriiu of ther bamboo
forest homesh

THEOLOGY- Druidic, using bambpo vice
mistiatoe,

COMMENTS/ENCOUNTERS:
Adventurers may encounter Fandan
hunting parties or, more commonly, be
sonfranted by an armed group of
Pandans reatly 1o escort them out of
the woods via the puickest route,
They Wit hivesper heal the sick and
wounded and provide assistance as
necessary when the situation
warrants it.

RACE: Palare

CLATE /TERRAN: Arctic
FREQUENCY: Rare

ORGANIZATION: Tribal

ACTRATY CYCLE: Any

DIET: Carnwore

INTELLIGERCE: Low

TREASURE: J,L.D in lair

A IGHMENT: Chiaohic Bl

NG, APPEARING: 3-18

BRMOR CLASS:- 4

MOUEMENT: o

HIT DICE: 4

THAC: 17

NO. OF ATTACKS: 1
DAMAGE /AT TACK: 2-B or weapon
SPECKE ATTACKS: Surprice 50X
SPFCH. DEFENSES: inmumne Yo col) sbove absotlute D
MAGIC RESISTANCE: 80X agamnst cold based attacks
NZE- L (74 1alb

MORALE: Above Avg (1)

KP UALUE- 120

DESCRIPTION: These hary hehemoths are cousins of the bugbear. 6

neariu & respects they resemble their fefiow goblingids. The most
apparent difference hatween polare and bughear is nolor, polare are

pure white with icy blue eyes. Polare also out girth bugbears due o
an extra iager of blubher that keeps them warm i the most severe
---'-,-‘1-, storms and protects them against coid
g {_-;E;_ based attacks. Their thick fur and
biubbery hide preciude the need for
garmenis 10 stay warm s, i the interest
of stealth, polare remam uncipthed.

COMBAT: Polare are extremely fierce and
brutal m combat. Comman weapans mclude
bone: chubs, harpoons, dlaives and
daggers. Unarmed, polare baﬁie




HABITAT./SOCIETY: Polare tribes make their homes i funnels dug
heneath ice shelves. Each tribe maintaing a large maze that allows
them {ree mouvement, regardless of weather, within thew territoru.
Thess funneis are aiso used fo ambush prey and enemias Thvough

drram Memars ¥a dhe FSreeFaan Tornnl aomadavors ol inaloAdn ian A= marne-
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for various pubsic and privehs purposes ax in any vilage,
t'olare tribes keep polar bears as pers and guards. Polar bear
famihes are-housed in lairs near entrances o the funnet complexes
as well as within them.
: Hunting parties of polare adull males and bears roam great
distance o find meat to sahsfy thew tribes voracious appetrie.
Their quarry will consist of seals; walrus, pencumn, sea lon and an
occasional whale or dolphin but any creature will be considered a
poterrtial meal
Poiare speak a rough dialect of the hughear racia language and
otherwise commuricate via scents which are axereted from special
glands at the base of the neck. These scents convey emotion and
can be used 1o signal single polace or coordinate the actions of

LEE- LR Y

tCOLOGY: Tribes range in size from 30 fo 100 individuals, 0% of
them being females and young. The unforgiving arctic ciimate
contripisyes to a high infant mortaltty rate among the polar. The
major kilier of young and femaie polare is other polar, mter—tribal
cannibalism iz rampant in the more harsh winter months.

SKILLS: Polare excei at hunting, trappmg and Trackayg in thewr arctic
homelarkis, Masters of cammoutlage and ambuesh they surprise their
apponents S0% af the time.

THEDLOGY: The polare worship The aurorat §ghts that glow in the
skies aboue the planets poles. Ceremonies are held at each equmox
o mark the change in the amount of time the auroral ighis rule the
sky. Worship mcludes sacrifices of fresh meat and, at the
equnores, polare femate wirains. The polare bebeve the aworais a
great hunier god who's pray is color which we extracts from the
worid leaving it white and blank. A8 offerngs 1o the avrora are
therefore adorned n whatever colkrful itfems avallable and are then
mied in Yhe snow for the god o find,

COMMENTE/ENCOUNTERS: Encountoers with polare will, for the most
part, be the result of a polare hunting party figuring the strangers
To be easy prey. Conuvincig the polare that they would noi be a
good mest should be the captives’ first concern. Offerinas of

color fuf items, hunting equipment and fresh meat are the best way
To at ast delay siaughter. Caplives spared in this marmer become
the guests of the tribe untl Tood hecomes scarce or they can

estape.

RACE: Jack—-a—tope

CLIMATE /TERRAIN: Lioodlands/meadows
FREQUENCY: Rare

OROANIZATION: None

RCTIATY CYCLE: Daytime

GHET: Herbiuore

INTELLIGENCE: Animal

TRERSLAE: & m lax

ALKINMENT: Neutral

NO. APPEARING: -8B

ARMOR CLARS: &

MOUEMENT: 18"

HIT BICE- 1

THACD: 15

MO, OF AT TACKRSE
DaMAGE 7AT TACK: -4

SPECHL. ATTACKS: hopping charge
SPECIAL DEFENSES: set antlers vs charge
MAGIC RESIETANCE: standard
SIZE: & {37+ long)

MORSLE: 16

XP Uit 1o

DESCRIPTION: The males of this large species of hare sport racks of
antlars like miniatyre stags, Femalkes anflers are much less
arandew yet remain just as effectwe n combat. Their soit coats
changa oolor with the seasons: brown m fall, white in winter, yeliow

Im RS W ennm In Soamenanas TR s msabeas alaamsaae hale e
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Jock~a-ope 1o remaiy camouflssed at arry Hime of the year.,

COMBAT: in combat the proud maies wif rush to the offensue, head
bowed, antlers bared, aften hopping intoe the faces of their
opponents for maximum affect. This kind of attack gains pluses like
any charge would.

Famaies of the species will attempt fo esoape conflict with their
yourg. if cornered they wil set themseives against their assailants.
When the agaressors get within reach of the yong jack-a-lope, the
Temades too spring for the face,

HABITAT/SOCIETY: Jack-a-lope live in small family groups of up to 3
of each, male and female, adults and 2 young. These groups may be
{ound araring on leaves and veoetables ar it the small caves and
hollows they use as iairs. fmoung the seed horde 0 a loir pan be
Toundt small ifems 01 worth mistallen as adible by the inhabitants.

Every spring adult males joust with one another for mating
rights. The mates Rave beer kKnown o Yravel great disTarnnes Yo
colect as many mates as possible,

ECOLOGY: Jack-a-lope ere siightly less fertile than their rabbit
cousins, bir thing 1-2 fawn each year. After they first year, anfler
buds will appear and grow o full size in Sbout four wears. The uoung
take about 3 years to reach aduthaod at which time they strike out
on thelr own.

The eating habits of these creatures puts them at odds with
local farmers because theu ravage vegetable gardens and are not
frightened nor easily defeated by dogs. Their only benefit is that
?heg keap foxps siavengers away while they feed.

Jack-a-lope {ur is a tughly marketable (tem o aow color. Coats,
cloaks, hats and other lined apparel made from their fur are among
The warmest. Thew heads, antiers and {eet are considered charms
of great luck making the jack-a-iope even more sought afher.

SKILLS: Nore
THEOLOGY: None

COMMENTE /ENCOUNTERS: Random encounters and hunting
expedhons are the most freguent waus to see jack—-a-lope.

Jack-a-lope mau be franed or just kepd as pets i Theu are
removed Trom the wid between & months and 1year after birth. On
rare pccasions they have heen encountered a5 famikars.

AACE: Fhaisobin
CLIMATE / TERRAIN: MoLintains
FREQUENCY: Rare
ORGANIZATION: Cast
RUTRATY VOV E- Do

DI 1 - Carnivore
INTELLIGENCE: Avg
TREASLRE: J,M,0.90<3) m fair
ALIGNMENT: Chaotic Ewii

NO. APPEARING: 3-30

ARMOR CLASS-S

MOUEMERNT: o

HIT DMCE: 2

THACG: 18

NO. OF ATTACKS: 2
DAMAGE /AT TACK: 1-6/1-6 or Weapon(s)
SPECIAL ATTACKS: Nil
SPECHIL DEFENSES: N

MAGIC RESISTANCE: Standard
SIZE: L {(7+1afl)

MORM_E: Requidars (12)

XP Ufl LE- 35+

DESCRIPTION: The hand of chaos iutg age warped a nation of
hobgobiins info these tail four armed terrors. Their basic bodu
struciure and Teatwes are i keeping with their hobgobitin ancestru
At =xtra lony torso supports an additional pair of arms below the
frrst par. Ther heads and Tares ara hawiess dnd sport Twa fanes

profruding from the lower jaw, ke tusks (not unkice another
hobgoblin offshoot, the norker). Skin color varies and includes: biue,
puUrpie, grey, searlef, amber and green.

COMBART- Rhajoobling prater 1o use woeapans that allow them to take



advantage of their four arms. Each pay of arms should be freated
as a single attacker, in other words, a rhajgoblin armed wrth 4 .l.
sigtutars may make 4 attacks at -2/~ 4/-2/-4 ta tut. Al attacks |
must be made agamst a sihgie farget though beoause their braing
are unatie 1o coordinate simultaneous atiacks on muttiple targets.
The ure specislized weapon riaigoblin use is the double
composite bow. it simply iF 15 Two parakel bows joined at 2 large
?l"lﬂ in the center. One or both draw sjrirﬁ can be used on & single
arget, thig allows for a firing rate fwice that of a regular
_ composite bow.

BARITAT /50CIETY: The rhiaigobin make thes homes on a great
paninsula, isolated from the rest of the world by some of the
mighest peaks on the pianet.

__Thewr society is based on a cast system, an individuals position
within the cast is determmed by the color of their skin in the
following manner:

Blue ~ shaman, called Swami
furple - E:;uall;rufw class, one Maharala and many
jda
Gray - courtiers and wreatcrats, catied \iriers
Jcariet ~ warTiOrs, cafled Nawabs
fimber — commoners, called Hak
_ . Green - slaves, called Untouchables
individuals are forbidden o mate out of thelr cast, any such
a:‘fﬁprmg are born green rhajgoblin and condemned 1o a life of
Slavery.

~ The rhajgobiin have bulf ther crilization within the ruined cities
of a2 long dead race which dot mountain sides throughout the
rhajoobhn =ub~continent, Nothing is known of the pravious
inhabitants of these cities. Carved from the fiving mountain sides,
close t¢ the frost line, they include extansive tunnel systems. His
possible that much of the bultders® knowledge and many secrets arp
still hidden within these cifies.

fll of the interior spacas are Eerga, which suits the rhajgobiine
weli, Asiie from private apariments, space usage inchudes:
Templas), storage, palace areas, torture chamber(s), dungeon(s),
meetEm halts and guex! sceommodations, Despite this wide iesoe of
space, the cifies are stk under-poputated. Creatures and
humanaids ?f parious tupes are both recoonized and tnknown
ants.

ECOLOGY: Rhajgoblin scnlagy is similar in all respects 1o that of the
hobgabifit race that spawned them,

SKELS: fhajgobin warrior leaders may advense up 1o 71h level and
58 the warrior THACD table, afl others vee shoue THACH, Shaman,

high priests of up to 6th level are common, Rhajgobln chiettans can
oecome witeh dogtors of no higher than 4th IEUJEgL
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THEOLOGY: The rhajgoblin have adopted the chactic deifies of kdan ! ! &
mythos who were partiafly responsible for their creation. They have

chosen Kali as their patron, thelr devotion is fanatical. Worship of :ﬂ" t , »
¥.sk requires acts of destrustion and e sacrifices, u urE gsugg*

COMMENTS/ENCOUNTERS: finu encounter with these creatures wil
resul! m violence. Their goal 1s the destruction of the universe, no

defacement is too smafl. The other inhabitants of rhajaobiin cities ( maybe )
are often unuiling sllies snd may even be openly hostie 1o them. Now character races

A business by the piers.
Inter-system game conversions.
Magic Items great and small.
More featured creatures.

New character classes.

Fiving ships and space travel

skvrealms in AD&D.
Create new challanges from old




