PAPVRUS™ IV

Papyrus is a newsletter devoted tc the free

:change of gaming ideas. The name Papyrus is

copywrited by, and a trademark of, Nick Parenti and Papyrus Publishing. 21l materizl
nerein is likewise copywrite protected for Nick Parenti unless ancther author is
indicated. The mention cof, or reference to, any companyies or products on these pages is
not a challenge to the trademarks or copyrights thereocf. Your comments, submissicns,
criticism and general feedback are solicited, consider it part of your cost for
subgcription. Nothing will be returned sc keep a copy for yourself. Submissions should
be single spaced, spell checked and ready for copy but need nct be in newsletter format.
Papyrus reserves the right to edit any material prior to publication. Remomber there are
no guarantees that your work will be used and no payment will be forwarded if it is. To

recejve future issues send a SASE to the return address an the mailing cover.

Scribbles from the Scribe

This will be our editorial/letters
colums. Presently I have no soap box to
stand on and nc windmills to tilt at so0
I'1]l use the space to pass oh some new
infc., We're still locking for
contributions aside from those I dovnload
from BBSs. To date we have received one
letter with a hint of more to come, so get
out your pen, typewriter, PC, craycn or
whatever and write! Any game system or
genre will be ascceptable, we will be as
diverse as you are.

In an attempt to standardize our
format and solicit writers, the following
columns will appear semi-regularly:
Entity Encounters - Creatures, monsters
and races
Peculiar Personalities - NPCs
Spellin' it Cut - Magic Spells
Ingenious Items - Treasures and magic
items
Arms & Arvmor — Equipment packages
Scribbles from the Scribe -~ Editorials and
letters
Urban Ytilities - Businesses and
enccunters
More Dungeon for Your ¢ - Bargains and
cost saving ideas

THE WORLD OF UTTGART: CHARACTER RACES AND
BACKGROUND

(from Ragnarck Enterprises, Illuminati
BES. )

There are & variety of human and
non-human races in Uttgart, and
information on these races may be helpful
for players. Given here are
characteristic modifications and =skill
benefits for these races, with brief
descripticns. For Yegarth the skill
benefits are standard reductions in the
costs of skills., For ADED they should be
used as a guide in setting up the

character, Iindicating those areas where
proficiencies are most likely.

The characteristic modifications for
the non-human races should be treated as
cost reductions and increases for Ysgarth
thoge characteristics in the plus colum
vield 3 points of characteristic for every
two points spent while setting up. Those
in the minus column vield 2 points for
every 3 spent. Thus, spending 16
characteristic points on a plus
characteristic would yield 24 actual stat
points and spending 15 on a minus
characteristic would yield 10 actual stat
points, For AD&D treat cach plus
characteristic as being increased by 1D3
and cach minus characteristic as being
decreased by 1D3,

Note that for Ysgerth a Size Class
value is also given to serve in place of
the human value ¢of 70 in the formula for
finding £C.

Saursen (7%)

The Saursen are a race of human—like
lizards, with fine scales of a mottled
greenish-grey hue. They are physically
slightly smaller than humans, and are very
good businessmen. Their preferred weapons
are the round shield and a long knife
wnich they call a 'Pig Bleeder'. They are
desert dwellers cof western Uttgart, in the
Dashtar region between the Mountains of
Tkurna and the Great Sea of Chuncrs., Most
are nomad hunters and herdsmen and raid to
capture humans for sale intc slavery.

Their sccial organization is tribal
and they are rather vicious and
bloodthirsty. They have trained the
six-legged Hectosaur lizard as a battle
mount.



humancids dwelling mostly in the region
around the Mountains of Ikurmnma. They are
almost hairless and of pale complestion,
and live in tribzslly organized villages.
They are mostly farmers and craftsmen and
have little Lrhhk.wlth technology, though
they have a fairly high level of cultural
sophistication. Although physically
frail, they are known for their combat:
speed and abllity because of strict
training and natural advantages, though
most Ocariths are not physically
aggressive. They are very good with their
hands and uze light welight weapcns like
daggers or short swords.

Doklralf 2:01

The Dokizalf are a race of slightly
built humancids of pale complexion and
Jdark halir, though they do not grow facial
or body halr. They are pasrticulariy good
with technology and certain forms of
magic. They have somewhat heightened
magical perception abilities. Their
preferred weapon iz the broadsword. They
are considerably shorter than humans,
usually arocund 4 and a half feet tall.

They are +1 on INT and -1 on CON and
WIS, Thoy may be a mage or a thief gt 2
off the normal cost.

Altalf {2%)
The Altalf are isins to €

Dokkalf, alse mountain dwellers, bhut
preferring the woodlands of the mountain
valleys. They are slzg?tly'Laller,
averaging arouand 55 inches and also fairer
of complexion, often with red or light
browm hair, They are good with magic,
particularly enchantment and elemental
light and fire magic. Their preferred
weapon is the spear and they are very good

hunters. They are +1 on INT and -1 onn JUD
and CON. They get 2 off the cost Lo be a

Magic User or g Cleric.

Telithar (1%)

The Telkhar are relatively rare
humanaid creatures from the far northern
lands bordering the coastal regions of the
Norwyr peoples. The Telkhar are
considersbly larger than humans, with
grey-green leathery skin, proncunced
canine teeth, sen1~webbed feet and hands,
and rather large, flappy ears.

Telkhar are violent, often magically
adept, and cannibalistic. Their preferred
weapon is a large axe, and they have some

A
o

natural resistence to magic and ability to
sense the presence or use of magic. They
are senmi-savages and hate humans

intensely., They are umually between 8 and
2 feet tall. They are +1 on STR and CON,

and -1 on WIS and CHA. They have 2 off
the cost to be a Mage or Illusionist

Solevaj {1%)

The Soleva] are large, winged
hunanolids, native to the grasslands to the
west of the Mountains of Ikomna, but their
populaticn is declining and those who
remain are inbred and have reverted to a
semi—-trikal and rather primitive
lifestyle. They are grey black in color
and their skin is rather knmobly, like the
skin of a shark. Their wings are like
those of 3 bat and their bone structure is
““*“Eme;y ight and brittle sc that they
are able to fly. Their preferred weapon
is a light scimitar. IFrom head to foct
they are usually about 7 feet, and their
wihgspan is usually more than 20 feet.,
They are +1 on STR and CON and -1 on INT,
WIS and DEX. They may become Clerics at
no additional cost.

Hunan Races

There are a wide varicty of human
races, it not time or space o cover them
all in detail.

The Zushrani are a seageing race of
merchants, pirates and traders,

riginating in an island empire far to the
south of the Kingdom of Ulvar. They are
olive skinned and slight of bulld.
The Zardasti are native tc the Kingdom of
Ulvar and the fragmented Empire of Zardast
to the north. They are of ruddy
complexion, tall and usually fairly thin.

The Ulkharene people live to the
south of the Dashtar or Great Desert, in
small kRingdoms scattered along the coast,
the largest of these being New Ulkhara and
Knimand. They are of average build and
fair camplexions, given to curly hair and
blue or hazel eyes. They are tradesmen,
farmers and merchants., The Norwyr are
humans of the frozen north, tall,
big-boned, fair-complected and with blond
hair. They are expert seafarers and
prefer the broad or greatsword as a
weaponh., They subsist mostly by fishing
and raiding.

The Dashtaran people live in the
wastern coastal regions and iniand regions
arcund the Dashtar, including the large



kingdoms of Ompt and Rajrnur. They are of
dark complaxion and dark hair, with brown
ayes. They are notable warricrs and known
for their mastery of the sciences and
engineering.

he Ilhkyrian people are those who

make up the pﬁ ulaticn of the entire area
inown as the Five Free Kingdoms, Ilkyria,
Xirrogar, Avichara, Mychros and Qfinar,
regions surrounded by the Dyv“;¢ wasteland
arxd territcory controll Gi_ch:u The
Ilkyrians are famers and Her 5 by
background, but they are a numerous people
and their lifestyles include everything
from large cities to feudal baronies.
They are of average height, given toc browm
hair and blue eyes. They are net
exceptionally warlike, but when they dc go
1o war they are well crganized. Their
preferred wespons are crosshbow and bastard
sword, They are also fairly skilled at
mounted combat.

The Dyvanl once inhabited a
confederation of small kingdoms beyond the
Sea of lern. They still ccoupy
cutlying regions of what was once the
Kingdom of Dyvan, as well as some border
areas to the north and south, but much of
that territory was laid waste in the wars
of the Great Diaspora. The result iz that
much cf the remaining Dyvanil pﬂpulat
wanders or has settled in other lands.
They are a sandy haired and blue eyed
race, slight of form, with high cheelkbones
and fine features, talented in poetry and
the arts, and masters of the bow and
broadsword.

The remnants of the once great
Empire of Lakrono are now puppet states
under the sway of Gilrod, where the
Lakronian pecple are made to exttract the
great mineral wealth of the region toc
fatten the coffers of their overlords.
They are a chort, squat people, dark

ired, ruddy skimmed and generally terse
and abrupt with strangers. They are
excellent craftemen, builders and miners
and have a large urban populaticn. Their
preferred weapons are the hand e and the
Javelin.

The Martial Artist
by Nick Parenti
{original version appeared in Silver

Gl“...ff.u; #.5.1, page qB}

An ala Bruce Lee martial arts eupert
for use as a warrior in non—Oriental
Acdventures campaligns.

A human fighter mist choose martial
arts as his weapons specizlization to
become a martial artist. This option is
not open to any cther class or race. This
weapon specialization choice gives the
fighter the following abilities when
unarmed only.

Attack Damage s/m (1)
Forward Punch 1-4 {1-3)
Karate Cheop 1-2 {1-2
Finger Thrust 1-2 {1-2)}
Front Kick 1-8 {1-4)

Side Kick 1-6 {1-4)
Back Kick 1-6 {1-4)
Jump Kick, ont 1-8 (1-6)

Jl..u"ip ;L.LE:-.., Ei'de 1-8 {1_6}
Attacks per round as per melee
weapon specialization.

Fighter Level AC
1 10
2 9
3 2
4 7
5 7
6 g
7 5
8 4
g 3

10 3
il 2
12 i

AC is not a bomus and only applies
when not wearing armcr. When armor is
worni, determine AC normally. Dexterity
bonus aprplies with or without armer.

A successful martial artist will
possess some, if not all, cof the following
non-weapan specialization skills: Blind
Fighting, Encuwrance, Juggling, Jumping,
and Tumhling.

The use of weapons by a martial
artist is exactly the same as any
Tighter's.

MORE DUNGEON FOR YOUR $
Monstrous Coampendium, a review

The Monstrous Compendium: a great
idea that lacks material guality.

The detail of material in the
Cocmpenciun's volumes far surpasses the old
Monster Mamuals and Fiend Folie. The art
work is more numerous, but is only
marginally better. It does contain an
excellent introduction and the blank
monster sheet provides a format for the
craation of new creatures- The ability to

3



organize creatures in.any manner, add new
cnes, and keep specific campaigns monsters
unigque are invaluable. The convenlience cof
carrying only those creatures you need
with you is likewise fantastic. Finally,
it combines all of the variants of races
for easy reference. There can be no
argunent about the flexibility and
usefulness of a binder system such as
4~

Unfortunately I feel it lacks
guality. The binder itself is heavy,
laminated cardboard and could use a more
durable plastic covering. The rings are
the siate of the art slant D type but lack
the tabs with which to open them without
mis-aligning the rings. A plastic sheet
1ifter, in the front of the binder, would
have been helpfil in protecting and moving
the pages to the right before closing the
book. The pages themselves are of 3 light
bond with the holes precaricusly close to
the edge. A heavier bond wit
reinforcements would have been more
appropriate. Likewise the dividers,
although strikingly decorated on cne side
only, could have been more durably
constructad.

Of course none of the above
improvements are practical due to the
already prohibitive cost. My advice is to
check several volumes out before deciding
between the new Compendium and the cld
Marnial/Folic combination. Then make an
informed decision based on what you have
observed. Obwviously the factors invelved
are different for each DM:

Do you already own both Manuals and the
Folic?

Do you have nohe or some of the original
monster tomes?

Is the Compendiun s much better than the
old tomes, that I can't play without it?
Do you play only Forgotten Realms,
Greyhawlz, Spelljammer, or etc., campaigns?
How many velumes of the ”nmpendlam'w1ll I
need?

How mach an I w 'illinH o spend?

My thrifty AV1UE iz o keep using
the ¢ld tanes, huey'w1l work just fine
with the 2nd EBdition rules. If you don't
already have them, then compare prices and
ook for sales. Purchase only those
Compendium volumes that apply to your
campaign, if you are using cnhe of TSR's.

If vou do go all the way with the
Compendiun consider getting Lwe new
binders as well. Dne hould be large

A
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ancugh to hold your Compendium volumes and
aaditional creature pages you may wish to
acdd. The other should be snall encugh to
hold one game sessians worth of creature
references. Thils way when your game hits
the road, you don't have to bring a phone
bock sized binder with yvou. Both binders
should be plastic coated with slant "D"
rings, opening tabs and a page lifter.

To protect your pages and dividers,
by some reinforcements. It'll take
several taste torturing hours to do all of
your' pages but considering the money you
laid cut for them, its worth it.

By the way, can anybody please tell
me which volume Dakon and Tabaxi are in?
I'm not kidding!

ENTITY ENCOUNTERS
GIGANTEPITHECUS - A New Race for GURPS Ice
Age {(and other games) by Steve Jackson
from SJG's BBS, updated 12-02-89
Gigantepithecus 1z an extinct
hominid race which is, at present, still
unlmown to science. It lived in Africa
{and Southeast Asia) between 1 and 2.5
millicn years ago, and thus was a
contemporary of Homo habilis and Homo
erectus. It is quite possible that
specimens survived into the days of
Neanderthal man and even Cro-Magnon.
Gigantepithecus is an omnivore, but
has a distinct taste for raw meat. To an
garly hominid, or even a trme man, the
glant man-ape would have been an ogre
indeed. A messy eater, Gigantepithecus
consumes everything but bﬂnes and uffaﬁ,
and cracks the bones for their marrow.
Thiz 1s one reason nc fosszil remains have
been found. The creatures alsc eat their
owin dead!
~ Average size of a Gigantepithecus is
7 fect for males, € 1/2 for females.
However, they are not stocky, like a
gorilla, bul rangy and muscular. The body
15 sparsely covered with reddish or black
halr; the skin is medium brown. The
forehead lis low and sloping, but the jaw
is very heavy, with proncunced canin
teeth and incisors. The arms are long and
the hands are strong.
Gigantepithecus is a tool user,
although its only tools are crude ciois of
wood and bene; it does not work stone. It
hunts by chasing down herd animals or
smaller primates; it can run after =
victim and smash 1t with the club, or just
walk tirelessly after it until the prey



collapses from exthaustion. The man~ape
can throw stones to knock prey out cof

rees, and may carry one for the purpose,

ut dees not understand the concept of
"container," so depends mainly on what
missiles 1t can find.

tribe of Gigantepithecus may number

anywhere from four tc a few dozen. Males
mant cooperatively. When they move into
new territory, their first target will be
the cther near-men who nmight compete with
them for game. '"Peaceful cﬂexistEﬂﬂE" iz
not in their vocabulary; thEY'WJI‘ ki
and eat their competitors, treating
females and young as especially tasty
tidbits.

They will tske prisoners, but only in
ocrder to eat them later. A lone
Gigantepithecus mighit be captured and
subdued, or a young one raised by another
gpecies, out a tribe of giant man—apes
makes a very dangercus neighbor.

Gigantepithecus has ST+6, average

DX, IQ-4, amd HMH2. They have the
advantage of Alertness. They have the
same disadvantages as the gracile
australopithecine: Short Attention Span,
no Mathematical Ability or Magery, and no
language skills over 8. Bad Temper,

Berserk and Gluttony are all appropriate
disadvantages for members of this greedy,
combative race.

They are mature at 10 vyears; they arec
considered old at 20 and mist begin
rolling for atiribute loss. At 25, they
rcll every six months; at 30, every month.

t to be a Gigantepithecus is 23
pﬂinua- Th;a could be reduced for a
Gigantepithecus PC in (for instance) a
Neanderthal campaign. The man-ape could
be the property of a tribe member, raised
from a cub, and therefore have a tribal
Status of -3 or so. igying a character
who thinks that NEanderhha s are powerful,
mysterious geniuses is not for the faint
of hezrt.

Gigantepithecus can be used in other
genres. In a science fiction game, it can
be the menstrous, hairy primitive race of
a jungle or glacliated world. In a fantasy
campalgn, it can become an ogreish horde
that intimidates even the orcs. In =
19303 game, it can be the viciocus "lost
race'" discoversed by African or South
American explorers. r in a futuristic
sceharic, the man—apes can become mutant
SCAvengers .

QUERY™?
The following are character races from the
RuneQuest FRPG: Aldryami, teli, Troll,

Duck, Broo and Gilant. These are character
races from Legendary Lives FRPG: Ratling,
Serpentine, Wolfling, Hﬂb, Ferrishyn,
Korrigan and Firbolg., If there is anyone
with the time and the asse;a, would you
please fmrward descriptions of these races
to Papyrus - at 2815 Lund Ave. #6,
Hmckfﬂrd IL 61109, Pe as detailed as you

an and please do not provide your only
cnpy of something. Your help is greatly
appreciated.

METALS, author unlmown
GOLD IS FOR THE MISTRECS
AND SILVER ICOR THE MAID
AND COPPER FOR THE CRAFTSMAN
CUNNING IN HIS TRADE
FINE, SATD THE BARON
SITTING IN HIS HALL
BUT IRCN, COLD THEM,ABHALL BE MASTER OF

PECULIAR PERSONALITIES
Groo the Wanderer, Level £, Human,
Boerserkey

STR: 18/76

INT: 4

WIS: 6

DEXY.: 18

CON: 18

CHA: 3

AC: 4

Hit Points: 60

Aligmment: Neutral Good

Languages: Common and home region's
dialect.

Weapon Proficiencies: tana, Wakizashi
(specializes in both), Tanto {(knife=).

Non—weapen Proficiencies:
Survival, Tracking.
Magic Items: Naotana (sword of sharpness
+1/4+1, treat as +3) Walkizashi ({short sword
of quickness +2/+2)
Spells/Day:  None.
Spell Bocks: None.
Appearance: A fat, big nosed and

nerally wmattractive ronin.
Background: Groc is a walking disaster
area who, if not for his unexplainably
fantastic swordsmanship, has absclutely no
worth as a living being. Quick of sword
and slow of wit, Groc wanders through the
lands seeking mercenary positions and
adventures to fimd his craving for Cheez
Wiz. Due to his destructive tendencies

Blind fighting,



Groc is rarely welcome anywhere more than once. Always ncble in his own mind he often
unknowingly thwarts evil, while just as often mrting good.

Groc has a 60% base chance of going berserk at the start of any altercation. That
chance is increased 10%: per melee round, and for each companion's death he witnhesses. He
will immediately berserk if his hit points are reduced to half their mestdmim {(30). While
berserking Groo attacks twice per round, or hits at +2, and is immime toc psionic attacks
or mind spells, Esch berserking it lasts a mastimum of 18 rounds after which he must rest
or attack at -2 to hit and damage. If the battle ends before the 18th round there is a 5%
chance, each round up to the 18th, that Groo will contimie to attack. See Marvel Comics,
"GROD the Wanderer” comics for more details.

* Note: Groo the Wanderer iz copyrighted by the author of the originzl comic series and
Marvel Comics, His appearance here is by no means a challenge to that ownership nor to
any of the rights thereof.

TRADE LIST

I enjoy researching and experimenting with game rmiles and backgrounds., As 3 result
I've got a lot of stuff I don't use anymore, the below list contains most of it. I'd like
to trade for "new"” stuff toc feed my curiosity. Check out the below list, write back with
any offers, please include z Self Addressed & Stamped Envelope (SASE).

I am interested in attaining: Talizlanta, City State of the Invincible Overlord,
MERP, CURPS and any fantasy or super herc gaming material. All offers will be considered,
the above list is by no means all inclusive.

The prices below are provided for those who have nothing to trade or prefer not to.
Since I only have one of each item please write first with a list of what you wish to buy
and a SASE, include substitutions if you like. Using the SASE you provide, I will:
confirm that what you want is available, total it and add postage, then mail a SASE of my
own to you so you can send your money order {or check) te me without anymore postage.

I'11l mail your stuff out ASAP {after the check clears).

.50 2ach ~————-

———  PAPYRUS club RPG newsletters, issues 1, 2 and 3

$1.00 each bock ——

--==  Flghting Fantasy Gamebock, "SWORD OF THE SAMURAI", by Steve Jackson and Ian
Livingston

———— TSR HeartQuest adventure gamebooks #1-4

~—-—  TOLKIEN QUEST Gamebook by ICE, "The Legend of Weathertcp'”.

———— "The Nightmare Maze of Jigresh" adventure by Judges Guild, approved for use with
Enpire cf the Petal Throne and compatible with AD&D and D&D

$2.00 each bock ————
----- ADED lonl game book, "Challenge of Druid's Grove"
-——=— A Crogsroads Adventurs Gamebooks in the world of Anne Mclaffrevy's Pern,
"DRAGONFIRE" and "DRAGONHARPER", by Jody Lymn Nye
————— Crossroads Adventure Gamebook in the world of Robert Silverberg's
Majipoor, P"REVOLT ON MAJIPOOR", by Matt Costellc
———— Crossroads Adventure Gamebook in the world of Katherine Kurtz's Deryni,
"DERKYNTI CHALLENGE", by Stephen Billi
~———— DC Heroes adventiure module, "When a Stranger Calls”
~————  GAMMA World adventure module, "Legion of Gold GW1" plus, an 0fficizl Rules
Supplement, and 2 photocopied post-holocaust adventures
———-  LAEYRINTH {SOL0O3), a Tumnels & Trclls sclo adventure

- uses gamepook format, adaptable to any FRPG system
———  CONAN RPG adventure, CONAN the Mercenary {(CN2), from TSR

— easily converted to other game systems
- Border Crossing, an adventure for Esplonage and MS&PE by Hero Games

- 5py adventure, convertable to Top Secret, TS/SI, James Bond, etc.

-——— Trail of the Gold Spike, an adventure for Justice Inc., Col, Daredevils
and MSSPE by Hero Games

— pulp adventure, converitable to other systems



-———  D&D Immortals Gane Adventure, IM2, The Best of Intentions

———  Booct Hill Adventure, BH3, Ballots & Bullets, campaign module, includes
entire town, usable with other systems and genre

——— FEZ V, WIZARD'S BETRAYAL, an AD&D adventure from Role Aids (Mayfair games)

£5.00 each ———--
-——— TOP SECRET/S.I. CATACONMBS Bock, "THE FINAL BUG, A SOLO OPERATIONS
CASEBOOK", by Jean Blashfield (for sclc gaming)
——-—  HFORGOTTEN REAIMS CATACOMBE Book, "KNIGHT OF THE LIVING DEAD", by Allen
Varney (for solo gaming)
-—— HERQES, a role playing game, from England, set in the dark ages, by Dave
Millward
- dark ages role playing, no monsters, no magic, ne nonsense
-~ pbased on historic, Burcpe—like, Ouesterlands
- includes rule book and map of the Ouesterlands with cultural background
- would make a good campaign setting for any FRPG with a little work and
some iImagination {substitute hunanold races for human nationalities, add
monsters and magic)
——— AD&D/D&D BATTLE SYSTEM Ist edition, unused.
- includes all males, forms, tables, and senarios
- does not include 3D cardbocard models, lead figurez, counters nor box

GAMING MAGAZINES AND PERIQODICALS
WARNING: MOST INSERTS, POSTERS, ETC. HAVE BEEN REMOVED AND ARE NOT INCLUDED.
Subject searches are available. Send a SASE with the subject you are interested in {eg.

ELVES or RUNQUEST), and you will receive a list of articles that have covered the subkject.
You can then grder/trade for those you really need/want.

PUBLICATION ISSUE, NUMBEE(S)
for inclusion in trades only ———-
BLACK SAVANT i,2
GAME WORLD fall'90, spring'9l1, sumner'21
.40 eacn —- —=
ABYSS 18,19,21,22,23,24,25,27,28,29,30,32
THE, ORACLE 1
$2.00 eagch —mMmMm——m——
ADVENTURE GAMING 12
ADVENTURER 8
ADVENTURERS CLUB 16
CHALLENGE 24,40
DIFFERENT WORLDS 3,13,32.,40
GAME MASTER INTERNATIONAL &
GATEWAYS 12,13
IRON CROWN QUARTERLY &
PEGASUS 5,9,10,12
POLYHEDRCN Intrc,53,54,55,56,57,58,589,60,81
RED} GIANT 1,2
SILVER GRIFFIN 7,18,192,20
THE DUNGEONEER,/THE 19/22
JUDGES GUILD JOURNAL
THE DUNGEONEERS JOURNAL 24
THE FIRST CITIDEL COMPENDIUM 1
WHITE DWARF 8,31,32,33,34,35,36,37,85,11¢2



WHITE WOLF | 3,12,13,14,15,16,17,19,20,22,23,24,25,26,27,28

DRAGON Magazines : {(alsc $2.00 each)

55 56 57 K2 60 61 62 63 B4 €5 66 67 €8 62 70 71 72 73 74 75 76 77 78
72 80 81 82 382 &4 85 8& B7 B8 89 90 91 92 93 94 96 9 CC 101 102 103
106 107 109 114 116 118 119 12C 121 124 127 136 140 141 142 145 151
185 158 159 160 162 163 1€h 16€ 167 188 189 170 171 172

3 7
T %
i 4

Sand all correspondence to:
PAPYRUS™

2815 Lund Ave. #6

Rockford, IL 81109



