Che Papprug #2

Welcome to our second issue, this ime we open
with an encounter area designed for any coastal

arca, cnjoy!

By the Dﬁck of the Bay:

1 hie following establishment is for
aoaptation to any port of harbor and can be
used s a gude for developing additional tug
2erVICES,

Tug =ervices in Ravens Biuff's harbor are
availabie rom independent g operators like
salokin Bayrat. He owns & small boat vard with
which he maintains fowr whale boats for tug
services and a small sail boat tor pieasure and
fishing, In hus empiloyment are thirty rowers
and his three sons: Elrach (20}, Leachim (18) and
orahcir {18) (his wite died in her sleep seversl
YE&Is agoj. The boat yvard itself is iocated
near the pier he uses for his boats. Boats can
be dragged up a ramis, at the foot of the pier,
and Ngnht into the 100'x 30" warehouze, The
Aast 20° of the buliding has been sectionad of
and provides a home for the Bayrats,

For hix services Salokin receives a meager
ghare of the taxes oh incoming cargo and
charges & tug tax upon docking or undocking.
Salokin's boais are divided into two shilis, two
boats each and fifteen rowers. He and his sons
rotate, as tug Masters, a8 necessary 1o meet
the demands of harbor traffic, seas snd wind.
An assighed watchman on the boat yard's roof
announces the af:aprnach of vessels,

Vesselz which make regular stops in the
harbor wiil fiy a white sqguare flag withy a red X
through It, the “victor” flag, which signals, "
requirg assistance’. Aliernately they may fly
A sguareg fiag made up of fowr eqgual riangles of
yvellow, blue, red and black, the "zulu" fiag,
which signals, i require a tug’. Spead is
essental, the first tug 1o reach & ship gets the
fare and competition although not humercus is
fierce. Fights among tuqg captains and crews
have been responsible for ships runmng
aground or saving the harbor without ever
dockring Most of the time the evolution Ig
uneventtul, the first boat to arrive wil take z
bow kne and bring the ship to the open pler or
wharf space of the captains choosing, Larger
ships sometimes reguire multinle bozats
especially once docking begins. On rare
OCCASIONS, when the wind is wrong, departing
ships will require a "tug” off of the pier. Sighal
fIa0s are a0 used 10 reqguest ugs in these
CRSeE as well

The remainder of the waking hours of the
Bayrat men are spent in their boal shop
maintaining their boats, someone 8ise's or
buitcing new ones for saie, Qnce a week

zalokin and his sons take their sail boat out to
fizsh, supplementing ther business and providing
a source ¢of food. The two yvounger sons and
salfokin are very satisfied with their lives and
are guit content, This is not true of Elrach, he
iz ot pleased with the family business's
meager earnings so he and a few of the
rowesrs have 1aken steps 1o increase thai
profits,

Eirach and 7 of the rowers are running a
racket. For a fee he will negiect 1o inform
pirgte captains of merchant ship's Cargoes,
destinations and sail times. On top of that, with
his 7 conspirators in the same whale boat, he
can arrgnge for the smuggling in of out of
CArgo 10 avoid thhe prying eves of 1ax
cofiectors and customs officizais, Elvach has
made many enemies but has managed 1o Keep
hix father and brothers fooled, Perhaps his

greatest enemy is his own greed which
recanthy has lead him to tip off & pirate capisain
to 8 paid customer’s carge and sat time tor a
share of the booty.

Adventure possibilities include being
contracted by a digsatistied or betrayved
customer 1o “"hit” Elrach, Being hired by local
officials, merchants and/or Salokin’s competition
1o investigate gllegations of illegal activity by
Salokin and his sons.. Charactiers couid seek
Elrach’s services or just fall victum 10 hitn, I
either case they will gossibly be betrayed.
The poasibilities for adventurs are sxisnsive
and varied.

Character Descriptions:
salokin Elrach bLeachim Drahcir Rower
Race Human Human Human Human  Human

Ciasz Fighter Thief Fighter Bard  Ftr, Thf
Level 5th 4th 3rd 2ngd 181 - 3rg
alR 12 14 13 8 Various

INT: Fa 12 o 14 Various
WS 14 2 & 10 Various
DEX: 7 14 9 13 YARrious
GON: 14 1O 14 9 Various
CHA: 3 16 11 it VVaricus
AG 16 10 16 10 10 or <
Hit Pts 30 15 26 8 Various
Align. LG CN LG NG Varijous

i are Rroficient in the tollowing: ciub, dagger,
knife, gshort sword, spear, and harpoon. Rowers
may be proficient in any numer of the
ﬁreviﬁusiy isted weapons.

on-weapcn Proficiencies:
Salokin - carpentry, blacksmithing, seamanship



{x2), weather sense, navigation.

Eirach - forgery, disquise, local history, reading
iips, seamanship, navigation.

Leachim - seamanship, havigation,
Racksmithing.

Drahcir - musical instrument (lyre), seamanship,
carpentry,

Rowers imost common skilisy - seamanship,
carpentry, ocal history, navigatich.

Fhysicsal Descriptions and Background:

Salokin 1= & stocky man, at 507 he aimost
seems as wide as he is tall. He locks every
one of his 52 years of age, balding, age spots,
wrinkles, etc. There 1= still a twinkle n his eye
though and he can be seen gracefully eaping
from boat to ship like a cat.

Four vears ago his wife, Emia, died in here
sieen of unknown causes, This left him 1o raise
hig three 2ohs alone and aithough he is a loving
and attentive father, his job has always Comns
WEL it i2 this priority that drove Elrach 1o
crime, "How could this crummy iob be more
important than mel”,

eirach is an attractive, dark haired, young
inan who rarely smiles sinca his mother died,
He was her favorite and she was his. Her death
ahol Salokin’s devotion to hig job, have caused
cirach to seek comfort in il gotten wealth,

Eirach stands 6'1° 1all and is lean and weli
proportioned. His sharp features make him a
successiul womanizer, He enioys the local
taverns where he s always welcome because
he spends money like water, Elrach iz noct an
gwvert braggari but 8 few drinks have loosened
his tongue enough, on occasion, 10 bring him
within a hair of confessing his crimas.

Elracnh g often in the company of two or
three loval rowers which act as body guards,
he does ail of his business with such a guard
for protecton.

Leachim iz a younger copy of Salckin, As
short as his "Pop"” he has yvet 1o match his
girth, Hig hair 15 the sandy color his father's
used 1o be and his pronounced ftacial features
are lexs gdramatic versions of salokin's,

Leachim has wanted nothing more of ite
than to grow up juet like hie father. He &
extremely loval to the old man and if he were
mentaily sharp enough 16 discover what Elrach
has been up 1o he'd do something about it, but
what?

Drahcir is the
yvoungest and fairest of
LY the Bayrat men. He
£njoys a good days
work and a good mights
romp. On occasion he
. and Eirach have

e a tronized the same
pA LD, Being yolng and
_tm= 2Nj0YiNngG song more

== ..., than drink, Drahciir has
T 7 heen very alert to
Elrach’s dealings, His innccence and love for his
family prevents him from grasping the full
weight of Eirach's activity but he knows his
father would not approve. Drahcir has not 1old
Salokin of his suspicions because he does not
wish 10 ueaet s fathsr nor gnt his brother in

trouble, He wiil,
however, blow the
whiztle if the criminal
magnitude of his

Drother’s actions are
made apparent toc him.

Drahcir stands a
proucd '8, with dark
hair and tannad skin,
His baby face has yet
1o sprout whiskers but
his singing voice i & man's.

FEATURED CREATURES FOR DRAGONQUEST:
Name: TABAX! {CAT-MEN)

Natural Habitat Plains, Rough, Figkds and Woods
Freguency: Rare Number: 2-8 away from ialr
Descripyion 6.5 tall, tiger stripped, bipedal
feline humanoids.

1 alents, SKiie, and Magie: Ranger, Thiet
Movemeant Rates: 300 running, 200 climbing

PL 22-25 MDi 24-30 AG: 24-30 MA: None

EN 1526 FT: Z20-289 WP 6-25 PG 18-25

PE: 7-10 TMR: 8 NA: Fur absorbs 2 DP.
Weapons: Any, mostly composite bow, knife,
bola and j|avelin up to Rank 7. Can
Glaw/clawi/bite up ta rank 7, doing -4/-4/-5 for
darmage.

Comments! Cunning, stealthful hunters., Enjoy
finely crafted weapons and gems, Social
behavior most clossly resembles a fion pride,
Up 10 9 adults and cubs in 8 pride. Charagters
receive +1 1o AG, EN, FT and -1 from PB, WP,
Reference: Fiend Folio page 86, see aiso
Papywrus #1.

Name: TASLOH

Naturai Habitat Woods

Freguency: Rare Number: 10-100
Degcription: Long legged, flat headed goblincids,
2'-3 tall, thewr skin is a kistrous green angd is
thinly covered with coarse Hiack halr. They
have long prehensile iest an gold colored
cat-like eyes,

Talents, Skills, and Magic: Surprise 1-4/d8). Hide
wy shadows 757%., hiravision. Attack at -5% in
daylight. Begst Mastery skills with giant spiders
{1-6, 803} and giant wasps {(2-8, 209}, Wasps
may De ridden great distances,

Movement Rates: Running: 100 In Tree: 300
Po: 7-10 MD: 14-20  AG 15-20 MA None
EN:G6-8& FT10-12 WPiB-11 PO 742

PB. 7-8 TMR: 2/78 NA: SKin absorbs 1 DP.
Weapons: Small shield, javeling club, short sworg,
trees with 2-24

riet and Iasso at up 1o Rank 5.,
Commaents: Prefer
numanroid flesh.
Wallr ks chimpbs on
ihe groudnd,
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platforms 50'-100" l! sgu i }}
from the ground. Al l ' I i l i
the 1rees will be
connected by vines and ropes.
Refersncs: Monseer Manua) | page 1B

arboreal by nature
and design. Lair will
consist of -8 large




Hell Spawn.«ovgoviins of the rar east

Of all humanomd races in the far cast
hobgobilins are the most common. Formerly
sagregaied, nomadic tribes, who roamed the
barren narth steppe, they now constitute a
conguering norde of warriors with an
unguenchable appetite o0 bhatte. united less
than a century ago they now control moest of
the tar east directly or by fear of presence.
Ferocious in conduct, they have sarned the
name “tartarg”, meaning “hell spawn” in the
COrmmion ianguage of the sastern peopies,

Highiy lawful and milaristic the tartar horde
IS eXUremely erfective in batlie. Their armies,
caelied “ordu’, swall with goblin worg riderg sand
infantry made up of conquerad peoples, Horse
archers predominate among the tartar
thamaatves, Speciaiizing it the combosite short
bow. All tartar are at least proficient in the
COMPposite short bow, carrymng it as a
secondary if not primary weapon, Other
WESEons (and their tartgr names) comnmon 10
the horde are as follows; scimitar {chien), spear
{Chiang), glaive (magd), batie axe (fu), mace
(chui}, morning star {ibang)}, halberd (gi}) and
speium {1ang) SIege Snomnes of Oraat
destructive power are also empioved by the
hords,

Taught 1o rige horseback siIMost from birth,
the tartar are osutstanding light calvary troops.
A tartar warrior would never think of entering
battle without his mount. Even those tartar
charged with leading wotg riders and infantry
o 80 from horsebpack., As accustomed to
hardship as their riders, these shaggy, short
legged steeds fear few things and have been
krnown to enter a fray to protect their master,
The tartars’ horses receive better treatment
than any of the horde’s subject races.

A tartar warrior is addreszed by the title
“arban”, Unlike other hobgobling, female tartar
arg Known 1o Decoma warriors, Officerz within
the horde are known as "‘minghan’”. Each
minghan ieads a squadron of 100 horsemen
catied a irRgun’. The mingharn (ke the
emperor: maintain control! through severe
disciplineg and rich reward in the form of plunder
and/sor drink. For this reason gl mihghan carry
whins for punishment and motivation.

Like ait hobgoblins the tartar visyy
themselves gs superior 1o octher races, They
{reat their gobiinoid cousinsg with impatient
tolerance, Humans are viewsd neutrally but
are considered weak willed, Orcs are the jeast
of yaces in the 1artars’ eyes, they are fodder

for the horde and fit only
for slavery., The females of
] " pther races are regargeg
; M as Inferior 10 thelr male
)| gpiner __counterparts and are
o 'i'“iii“’ considered only mediocre
" i slaves and/or ugly
: concubineg 8t bast,
Atthough the gobilins and
bugbears ot the east
!t warship the same raciaij

PR " ;
At weeenedpities as their western

cousing, the tartar do not. Long 8go they
denounce Magiubiyet as 8 weakling god and

pernaps 8 mym. in his 21ead they adopisd he
daities of the steppes wha's originsg are st in

antiquity. The most important follow it order of
importance {ali can be found under Chinese
mythos in the Deties and Demigods Handbook):
Chih-chiang Fyu-yva: god of archers/punisher of
the gods, Huan-t god of war Yen-wang-veh:
udge of the daad) Lel kung duke of thunteg L u
Yueh: god of epidemics, Tou Mu: goddess of the
nhorth star

Tariar shaman,
ooth male and
temaie, are highly
regarded and
feared by ail within
the empire. As a
sign of thelr
devation ahd
Indicxation o their
gtatus they ritually
scar their taces in
“decorative’
patterns. They are extremely fanatical in
their bellef and have the powers of inguisitor,
judge and jury at any time. Unfortungtes are
often slain on the spot if a shaman sSuUsSpEects
heir Ihoughis are inappropriate. teing warmior
priests they strive to make themsalives
prominent it battie to
inspire the hordes, ofteEn
painting their bodies in
the biood of siain enemies.

The only individua)
who has any power over
shaman and minghan
(save the threat of
pdtny) 18 the emperor,
Given the title "Kahn'™ he
Iz absolute monarch of
the horde and the lands
they control. To govern his vast 1erritories he
maintains a totally mobile court in the form of a
WAQON rain. The imperal tram wraveia at tihe
whim of the kahn receiving tribute and taxes
witthin his landg and ocoasionally annexing new
ones, Along with his personal guard and
shaman he travels with a full ordu {armv}

The empire is divided into numersus
rovinces, Each Rrﬂvinﬂe represents a tormer
gdom, geographic area ar tetritory. The

commanding minghan of one or more ordu
cdefends and maintains order within a province.
Usually asswning the pre-horde seat of power,
the provinciat minghan, called "tumen™
{governor), ruies with an iron fist and has
absolute power within the province unieags the
kahr's court 18 visiting, Local troops and
officials are enlisted to help maintain order and
govern, their iovaity i bought or frightensed
into existence, tven 8¢, non-tartar officials are
often corrupt beyond fartar standards for
perzonml gain or 12 undermine the tartar
QCCupation.

The empire of the kahn is not a stable
entity. Imernal swife and Inter-ordu coniics
are comimon as wall as rebeiiion within
conquered lands. Nevertheless the empire




continues 1o grovw and
moye westyrard,

110 W

, Ambitious ralcﬂng g
expe.ﬁ!ttr_hns hﬂ'\!ﬂ aiready
caused great death and
chaos in western reaims
bordering the wastelancds
between the west and the
horgde. invagion is
mevitable as iong as the
Kahnh can maintain the unity and resolve of the
horde,

All this mzakes trade with the east difficult
but nrofitable. Paying the oppressively high
import/export taxes dees not pravent tartar
officers from confiscating goods, arresting
foreigners or burning businesses and ships to
he ground, seemingly without provocation.
Visitors will find tolls and taxes wherever they
Hind 1arar, 3ome otficial, others convenienty
nvented., Subject nations continue to do
bugingss with westarn realms although it iz
Best mododen and is therefbre mostly
accomplished by seg. The kahn does not
maintgain a nevy and the horde has ne skill in
naval combat, A% a result port cities are the
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most independent within the smpire,
T#rtar civiiang cah be found throughout the
empire. As the horde absorbs new areas,
{artar civiians are given the right 1o take any
businexs they please from its conguered
owners, The previous owners are then kept
as empioyees, 80ld as siaves or Killed., Most
tariar owned businesses are taverns, brothels
and money changers since it is easier to stieai
rom iocal craitsmen and farmers than becoms
one. The only business
the tartar bring with
them is their highly R ane ':',::f_::".:'_ P
centralized assassing' ,,:,‘g,',.-;-:;g.g.-,t;:.-f.:.#?,i.i,&.ﬁ.fi.i s
guild, Unilike such
organizations elsewhere BB
they are fully :::5::{::::"'
supported by the Kkahn,
who keeps the M - 1
guildmagter assassiny a6 s i
both an advisor ano
hostage 1o enswre loyaity, Besides providing
serves 10 the paying public, the guild acts as
the kahn'’s secret police, spies and commandos.
Adventuring within the empire of the kahn
PUls characiers in a2 seting where evil
guthumbers good and they will most likely be
considered ocutiaws 1o be treated with harshiy,
This kind of situation can make gven the most
over confident paiadin hesitate atl the simpiest
deacision. Recommended adwveniuras couid
incluge; escortng merchams by ship or
Caravah, rescuing prisoners ot treaaures taken
Surng A T8I1ar raid on 8 western reaim,
Eearchlng out & relic, ally or enemy helieved 1o
be trapped or tuding somewhsere within the
empire, and lasthy the characters home iand
&S oeen anNeXed by the ncrge (of nas been
for sometime) and they must make a living or
100 The resistance, Thare are numerous other
poasibiities, the detais of realms subject 1o the
Kanhn are ue 10 you, 1his general description is

meant 1o be adapted 1o any Campaign in any
FRPG svstem.

Giran

| recently stumbiled across an oid GAMMA
WORLD pame armor class chart, Amonn 1he
tamiliar armeor types | discovered tour that do
riot appear on ADED or D&D armor class tables
and mavbe should, Those armor types thart
were familiar were given the same armor class
rating as they have in the ADLD and D&D
games. | was theretore able to use the armor
class ratings given on the GAMMA WORLD chatt
and, by consiulting the ADED Znd e=dition rule
books fOor comparison, interpolate the following
additional information on the four remaining

armor types:

"% nl‘mnl" A
EE & BE E X NB ll
W O EE T

Wgt Wrestling
AC Cost {ih) Modifier Availabiity

Fur & 5gp* 10 None Common
Skins 8 5gp* 10 None Common
Ptamt Fibher 6 100gp 40 -5 Very rare
Garapace Armor
partiai & 20gp 30 None Rare
1018} 4 75gp 45 - very rare

* Lowest price, exotic furs and skins will
sigmnticantly increase the cost,

Special notes:
- Druide can use any of the above armore.
- Fur and skin armors do not impair 8 thief's
abilities, They are constructed like padded
Armor, in most cases, and therefore tend to get
hot and become foul with sweat, grima andg
parasite. Some skin armors may be hardened
in DOING O HKe I2ather armor therepy
destroying the naturai feel of the skin and its
coal,
- Plart fiber armor is an exiremely rare
commodity. It comes in two forms: woven into
wiclker-like layers, or congtructed of stiff

vertcal strips ke splint mai.

- Carapace armor is made from the “"shells’ of
gnimais such as wrtes, armadlios, giant
insaects, ete, Depending on the type used, this
armor may be constructed like; banded, scals,
splint or piate mail,

.i:ll-.l."" l X



. ‘NTER-GAME SYSTEM CREATURE CONVERSIONS
The following chart provides information for inter-game system conversions. it can be used

10 233181 2 DM ig using other game marterials in an ADAD campaign. Adairiongaiy, it can be used 10
put new twists (i only & new name) on fatiliar creatures and keep experienced players guessing.

RACE GAME SYSTEM DESCRIPTION ADED EQUIV RFCOMMENDED MUDIFICATIONS

AVAR ouUT TIME BIRD-LIKE DIRE CORBY CONDITIONAL

DAYS - PEM HUMANOID QR
GAME AARAKQOCRA
BEORINGS MIDDLE SHAPE WERE-BEAR NONE
EARTH ROLE CHANGFERS
PLAYING (WERE-BEAR)
BRONTH SKYREALMS GENETICALLY WERE-BEAR NON-SHAPE CHANGING, NO
OF JORUNE ENGINEERED IMMUNITY TO NON-SILVERED
HUMANQID OR NON-MAGIC WEAPONS,
BEAR
CHEETAUR HERODS FELINE WEMIC BLACK FUR AND NO MANE,
QUEST 1 CENTAUR
WITH PANTHER
LIKE APPEARANCE

CRUGAR SKYREALMS GENETICAILY TABAXI COLCRATION, HABITS
OF JORUINE ENGINEFERED

AUMANOID FELINE

DAK EPIC: THE BIRD-LIKF DIRE CORBY CONDITIONAL.

KING'S GAME HUMANOID OR

- PBM GAME AARAKOCRA
GILLA-WORM RAFM CO. HUMANOID EULIYWUG NEWT-LIKE VICE FROG-LIKE IN

INC. AMPHIBIAN AFPEARANCE, FIN HEAD CREST,
FIN TIPPED TAIL AND NO
HOPPING,

MARATASFEN EPIC: THE LION/MAN TABAXI OR CONDITIONAL.

KINGS GAME WEMIC

- PBM GAME
ORANG DRAGONQUEST ORANGE DAKON CHANGE HAIR COLOR TO
OUTANG HAIRED APE-MEN ORANGE
(MAN-APES)
PHODERS OUT TIME INSECTOID, FORMIAN  ADD INTEREST IN COMMERCE

DAYYS - PEM SPECIALTZE (CENTAUR AND MAINSTHEAM SOCIETY.

GAME IN TRADING ANT) OR
THRI-KREEN
(MANTIS WARRIOR)
REPTILIADS RAFM CO. HUMANOID LIZARD MEN NONE
INC, REPTILES

SCARMIS SEYREALMS INTELIIGENT THRI-KREEN ANY NECESSARY TO
OF JORUNE INSECTOID {(MANTIS ACCOMMODATE 2 LEG, 4 ARM

WARRIOR} THRI-KRFEN VICE 4 ARM, 2 LEG.



CLOSING COMMENTS --

The Papyrus iz a newsietter devoied 1o the free exchange of gaming ideas. Your comments,

supmissions, criicism and Jgeneral feedback are solicitad, consider it your cost for subscription.
Nn?hiﬂﬂ will e raturnend 20 keep 8 coby for vourssh, uhmiqq:nnq shoiuld be sinle snAcae I"F‘Hﬂv’
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FOr Topy and spell checkad but need not be in newstetier format. Remember here are no
quarantees that your work will be used and no payment will be forwarded if it is.

* Note: Most articies in the Papyrus have been previously submitted 1o ons or more
professional gaming magazmnes and nave aireacdy been accepted (and therefore owned by the

publisher) and/or rejected repeatedly. Thosea nict in the previous category contain cepyrighted
material that egaily prewvents commerciri publishing. In either case the material herein is for vour

use only, not tor saie or profit as par copyright laws,
UPCOMING ISSULCS: More creatures, motre cultures, Tabkaxi addendum for DAD, Super Hero Role

Playind, new ideas from oid ones, computer and nintendo RPGs and more {(mavie),

RACE GAME SYSTEM DESCRIPTION AD&D EQUIV RECOMMENDED MODIFICATIONS

SAAPY DRAGONOUEST HBUMAN LYCANTHROR NONE

CHANGER CAPABLE OF
ANIMAL SHAPE

SKAVEN WARHAMMER CHADOS WERE-RAT NON-SHAPE CHANGING, N(»
FANTARY MUTATED IMMEUINITY 'TO NON-SILVERED OR
ROLE PLAY HUMANQID NON-MAGIC WEAPONS., ALIGNMENT
RAT CHANGE TO CHAON,
SLANN WARHAMMER ANCIENT BULLYWUG INCREASE INTELLIGENCE
FANTASY RACE GOF POTENTIAL
ROLE PLAY INTELLIGENT
HUMANOID FROG
SMURF  NORE SMMALL BLUE BROWNIE FREQ: VERY RARE, SIZE: 1.
HUMANOIDS USE SMALL SWORDS (2-5) SMALIL,

POLE ARMS ({1-6}. HOMES
RESEMEBLE GIANT MUSHROOMS.

UMILI MIDDLE HALF-DWARF DERRO NONE.
FARTH ROLE
PLAYING
WOLFEN SKYHEAILMS UGENETICALLY WERE-WOLF NON-SHAPE CRANGING, NO
OF JORUNE ENGINEERED INMMUNITY TO NON-SILVERED OR
HUMANOID NON-MAGIC WEAPONS

.‘.' WOLF
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