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Welcome!!

Welcome to the Hoof Prints 4, the newsletter for centaurs of the Centaur Council. I hope that our guild will continue to thrive and that we will continue to uphold the values of freedom and independence that previous generations have promoted and enjoyed.

In this edition there are a number of reports from our associates in the Terin'Sha who have been exploring the Great Forest and of course the Centaur Council’s most recent exploit, our mission to explore and deal with the evil Centaur who has been terrorising the locals near Crownheart. A stalwart group of Centaurs and their allies are gathering near the Drax dungeon to investigate and deal with this menace.  

Chaldan Ironhoof

Guild Leader, Centaur Council

Kellindel Warden

Deputy Guild Leader, Centaur Council
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Introduction

Welcome to the 4th edition of Hoof Prints. I am pleased to note that we have approximately 40 active members and most of them seem to have both heard and commented about the CC mission to engage the evil Centaur situated in a small wooded area near the city of Crownheart. Our investigations here have been at the request of the Crown and although we do not follow its dictates, it is good that, as allies who share the same territory, that we respect and guard our shared borders and boundaries. Any centaur that feels the need to plague others and terrorise the two-legs has one or screws loose and it is our duty to put a stop to it. 

I am also pleased to report that the members of the CC and the Terin’Sha, which was set up to map and explore the boundaries of the Great Forest, appear to have completed their mission. I include in the following newsletter some of the reports sent to me.

The Centaur Council mission

The original statement from the Crown offices:

To the Centaur Council,

It has recently been reported that a jet black centaur has been terrorising smallholdings and villages in the region of Crownheart. Eyewitnesses tell of a spectral creature with blazing red eyes and carrying a strange shimmering blade of magical power.

Two small units of militia were sent to investigate the claims and, thus far, they have not returned. Their last report was from the edge of a stretch of virgin forest South-East of Crownheart, where they had apparently discovered some kind of underground lair and were about to enter.

It would appear that this matter has gone out of the realms of the military and requires adventuring skills. Perhaps, given that an evil centaur seems to be at the heart of this (if reports are to be believed) your guild would be so kind as to investigate? I'm sure that the legend of an undead Centaur which are circulating are mostly hearsay, but perhaps taking a priest or two with you would not be a bad idea?

I wish you good luck and gods' speed in your endeavour.

Lord Melcham Hargate
Clerk 1st Class, Royal Courts of Bereny


It seems from reports that base of this creature is located close to the estate of Baron Varga Toth of the estate of Bastya Szabadka. With the brave efforts of the Druid Feanora Surwen, the following overview of the area has been provided:
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Volunteers & Funding

The CC leadership is treating the threat of this undead Centaur seriously and has proffered to all CC members a particular fund to be put towards armour or weapon upgrades, pretty much as the volunteer wishes. These funds will be offered in addition to refunding the volunteer any travelling costs that they have incurred, including having to use the IGW teleport network to get to the mission marshalling point, which is the dungeon of Drax courtyard.

Whilst the full funds can only be offered to full CC members, any associate volunteer that chooses to accompany the mission will be compensated if needed for travelling costs at the very least. Further funding will be offered under negotiation with the Guild Leader.

The Centaur Council is very grateful to the anonymous donor who has financed the Guild with their support, without which it might have been very difficult to promote otherwise. Acceding to this member’s wishes I will not name them, but out of consideration for their generosity I have taken advice from the Council of Elders that they recognise this individual as a Herd Leader.  

The guild is also grateful to Baron Varga Toth who has kindly persuaded members of his family to accompany the mission, plus two new members have recently been accepted as members of the Centaur Council.

The CC volunteers on the guild mission currently number ( 9 ) and are listed here:

Chaldan Ironhoof, Male Centaur (CC Guild Leader)

Kellindel Warden Male Centaur (CC Deputy)

Tancred Silverhoof, Centaur Knight

Leif, Male Centaur

Flica Finemane, Centaur Champion

Summer Wind, Male Centaur

Wren kre Charon, Centaur Bard

Osseiyus, Male Centaur

Daedillia, Female Centaur

The non CC volunteers on the mission are:

Saloma Perdue, female Enchantress, Assembly

Evike Varga Toth, of Terin'Sha 

Benci Varga Toth, Priest, Dei Vigilare

Wlfgar Winters, Male Glacier Barbarian.

Directions

There is a road to Crownheart. From Crownheart, a road heads East past the Virgin Forest holding hiding the dungeon and eventually leads to Lionel. Bipedal characters might make it faster to the evil centaur dungeon by going to Crownheart first, then to the dungeon following the road. I would have to measure it out to be sure. A centaur set up for speed should be able to make it to the evil centaur lair from the Dungeon of Drax heading due South overland faster than if they followed the road to Crownheart. When I say due South, it is more of a South-Southwest thing. The evil Centaur Dungeon is 52 South, 24 West of the Dungeon of Drax.

There is a map in the Guild archives if anyone is interested.

Reports from the Great Forest

From Willa Wildmane, Centaur Mare 

I started on this mission with a funny little group of what you might call "Shanna-friendly"
adventurers, sponsored by Duchess Juliette :

Wartyconk, the hugely famous Thespian Troll (who felt sorely threatened by that mad, late and unlamented, Baron D'Agrillac, and wished to escape the Torlia area);
Hortense Huckleberry, a rather ditzy Dryad;
Christopher, a Cavern Giant (who joined BEEF and went off to the
Daemonrift);
Jacquetta Firefly, one of the rare Fae Warrior Maidens - who also went off to the Daemonrift, and has, sadly, been killed there;

We were joined, later, by a fresher pair of adventurers - sent by the Duchess as reinforcements:
Josette Capuchinette, one of those unusual Female Monks, who rides a Timor Pony called Effin Ecks-Spence:
Joleen Jockette, a Female Glacier Bear Rider with her Bear, Ursinetta.

We are all currently in the area around the Elven City of Laireoth. Josette and I are scouting ahead, on the road north to the southern shore of the Enchanted Lake and it’s Waterfalls (on the northern shore, of course!). Effin Ecks-Spence is, grudgingly, giving Joleen a rather bumpy ride down
through the City to the Market Square to offload stuff and buy healing, while Wartyconk is just approaching the City from the south, after an unnerving visit to a scary but deserted Uberwyrm Keep. Ursinetta is gamely trudging north, a little behind him.

Fundamentally, our explorations have been a little boring - Hortense and I have ranged out north-east and north-west of the rivers flowing south into the Great Lake, while the others fought their way along the main Elven Roads and Goblin Paths eastwards towards the Lake of Dreams. Hortense has ended up with a separate group of adventurers, fighting inside the main Uberwyrm
Fortress (also called the Mor Kas Ah Fortress and containing the Lair of the Uberwyrm), which is up in the NE corner and should not to be confused with lesser Keeps, two of which we have thoroughly explored - but found to be disappointingly empty. I discovered the easternmost limits of the Forest, down into the SE corner, and then returned to the great Goblin Path "ring-road"
to join the others.

Christopher went through a Fae Portal into a strange land of VERY odd characters, before the Duchess arranged the transfer of him and Jacquetta to the Rift.

Josette is all fired-up by the magical messages from the Silent Pond Monks about their Guild Mission in the Torlian Catacombs and intends to join them as soon as she can. Wartyconk has heard, with some satisfaction, of the death of the mad Sheriff of Torlia and is happy to help Joleen and me to escort Josette up to the Waterfall Exits, as we feel there is little more to be learnt here. If we are not TOO far from the Eastern part of the Great Forest when we emerge, we may join the King Slime Mission, if it is still in progress. Hortense seems happy with her new friends in the Lair of the Uberwyrm and may, in view of her useful water and forest-trotting abilities continue mapping the unexplored bits of the Forest - although it is a fairly unrewarding pastime, as Mr Frisky had been everywhere that matters, long before we got here!!

yours in comradeship, 
Willa Wildmane (CC and candidate member of Five-Paths VA Wing)

From: Samual Goodsword

Hail, Chaldan Ironhoof of the Centaur Council! 

I am a human warrior and Seeker of the Great Library. I had originally joined this mission because my brother, a ranger of the Terin'Sha, had set his sights on exploring the Great Forest. Unfortunately, he got lost and turned around while I forged ahead and found a way into the Enchanted Forest proper. He ended up running into the previously introduced Hortense Huckleberry and planned to accompany her back into the forest. Unfortunately, he ran afoul of a pack of wolves and an opportunistic Forest Goblin. 

Now I was on my own so I made it to the nearest road and whatever community I could find. I found Lineoth, the Centaur City. I joined up with the previously introduced Raven Silverhoof and his roguish friend who he forgot to mention Dreaming Destiny. We since mapped the city entire, or better they had before I got there, and explored the sewers below the city. 

Very interesting sewers, they appear to predate the city evidenced by a non-centaur style of construction. We even found a section remarkably dwarven in origin as well as bronze pipes reminiscent of the Torlian Catacombs. In fact, we found one room with murals and frescoes of the Torlian country side. That wasn't the strangest thing we discovered, we also found a round room with a forest growing inside it and the ceiling appearing to open to the sky. This had to be some powerful magic, but the trees were real enough and inside were lurking wolves as well as rather hostile dryads. One of them wasn't so hostile and instead ran and hid, but not before dropping a piece of parchment. The parchment appears to be a map of one of the Uberwyrm Fortresses. Dreaming Destiny recovered one and I recovered another. Both seem identical. We won't know more until we venture to one of these Uberwyrm Fortresses. 

That was all on the lowest level of the sewers. On the first level, amongst the crumbling earth tunnels and sewers, we found a rather dry and clean area housing an organ along with lots of sheet music. It must have once been a private practice area for a reclusive bard as he or she worked on some new piece of music. Both Raven and I arranged, with some magical help, to get a piece of the sheet music we recovered into the hands of bards and it was discovered that the music was magical. A bard using the sheets became more intelligent. Further there were hints that other such magical sheets of music were hidden throughout myriad. The organ itself might hold other secrets, but since none of us are bards, we can't unlock them. 

Currently, after a brief stop at the market square of Lineoth, we are venturing back down into the sewers. As we came out, we were lucky to find a bit of treasure and hope to more. Also, Raven doesn't believe us about the shy dryad Dreaming and I saw in the forest on the level below and hopes to get a glimpse of her himself. 

Either that or he enjoys trotting around the sewers. <chuckle> 

Samual Goodsword
Human Warrior & Seeker of the Great Library

……and Finally

It has come to my attention that the outlawed ex-CC member Glue Boy was slain recently, being a member of the outlawed band of rebels, styled “The Loyal” led by ex-Baron Aiglenoir. It is sad that Glue Boy saw fit to join this publicly infamous group, but as Centaurs we have the right to roam and make our own choices. 

I don’t really want to add this, but I don’t want to antagonise the Elders further by not mentioning it as their view is that any Centaur that seeks purposeful conflict in this matter with the two-legs ruling body and manages to get themselves outlawed, will regretfully have be exiled from the guild, until such time as they resolve such matters. However the Guild will seek, with that Centaur’s full cooperation, to actively correspond and petition the Crown with regards to their status of Outlaw and given sufficient persuasion, seek to have this damaging status removed. 

Kellindel’s Korner
Hello all let me introduce myself for those that don’t know me.  My name is Kellindel Warden, your Deputy Leader.  I have decided to have a small space in the newsletter for weird, funny, light-hearted, and/or sometimes downright goofy news and notes.  This time I will present a list my favourite Centaur/horse jokes spread by my two legged companions while relaxing around our camp fires.

Q: What did one horse say to the other horse?

A: The pace is familiar but I can't remember the mane.

Q: When do vampires like horse racing?

A: When it's neck and neck.

Q: What did the Centaur say when it fell? 

A: "I've fallen and I can't giddyup!"

  OK that one prompted me to fart on that guys head later that evening after he went to sleep.

One day a man passed by a farm and saw a beautiful horse. Hoping to buy the animal, he said to the farmer: "I think your horse looks pretty good, so I'll give you 500 gold for him." 
"He doesn't look so good, and he's not for sale," the farmer said. 
The man insisted, "I think he looks just fine and I'll up the price to 1,000 gold." 
"He doesn't look so good," the farmer said, "but if you want him that much, he's yours." 
The next day the man came back raging mad. He went up to the farmer and screamed, "You sold me a blind horse. You cheated me!" 
The farmer calmly replied, "I told you he didn't look so good, didn't I?"
Acknowledgements

I give acknowledgements and thanks to the following characters who assisted me in the production of this newsletter: 

Willa Wildmane, Samual Goodsword, Druid Feanora Surwen, Leif
Purely OOC:

For those of you that need to contact me, my postal address is:

Paul Malone, 13 Concorde Close, Storrington, West Sussex RH20 3JL

Or at mhoranl@yahoo.co.uk or alternatively wildwarp@hotmail.com
OR Kellindel Warden

James Thornbrugh 1921 NE McKee Lees Summit, MO 64086 

Or at  aka_clark@yahoo.com
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Appendices

Centaur Council Website

OOC: I still haven’t had the opportunity to update this website, however if there is anyone who has both the ready skills and time to do this for me, please get in touch. mhoranl@yahoo.co.uk 

The website contains information on the guild, items, skills and characters within the guild. If you visit the site and think you have useful information which could be added to the website (and you have the skills to do this!) please get in touch so that we can arrange to update it.

The address for the website is http://www.geocities.com/joeyabad/centaurcouncil.html
Centaur Meadows

At present centaur meadows are in fairly random locations on the overland, some can be found just outside dungeon entrances whilst others are next to cities or in the middle of nowhere. See below for locations of known centaur meadows:  -

1) 1S, 2W of Lionel
2) 1S, 3W of Crownheart
3) 1S, 2W of the Mines of Miasma
4) 2N, 2W of Hell's Deep
5) 2S, 3W of Torlia
6) 1N, 1W of Drax
7) 3S, 1E of Central Dungeon
8) 64S, 36W of Caverns of Hasjan or 18N, 109W of the City of Ghorst (this is the one Southwest of Honest Ron's estate)
9) 8S, 5W of Icehaunt Catacombs
10) 2S, 7W of Meadowbrook
11) 2S, 2W of Ghorst
12) 1N, 1W of Wintred

There may yet be meadows outside the Pits of Poldoon, Mirrormane, Lux, the White Citadel, and/or Jobollah but these haven’t been discovered yet.

Services to be found at Centaur Meadows

Grooming 

Full Groom, Feed and Water, Free to members. Use the order 'L 20' to get the centaur equivalent of a really good pampering. This will make any centaur feel fully-rested, fed and will heal small
injuries too.

Equus chain Barding

This is magical armour for centaurs; the protection offered is as follows:

Norm 20, Fire -5, Cold 10, Alchemical 10, Magic 10, Mental 0 

This is not as good as normal Chain Barding (+10 Fire protection rather than -5), but it offers 1 point of damage protection. Available to all Centaurs, but CC members get a reduction.

L_30_0 – to buy as CC members 417gps

B_1093_0 – to buy as a non-CC member 750gps

Communicative learning 

This an almost forgotten way of improving centaur’s attributes, though the stat a centaur trains is random, using this method; the chance of increasing a stat is higher.

To try your hand at communicative learning issue order Y_10_0

Haute Ecole

Haute Ecole 

This skill is available to centaurs only from centaur meadows, the skill grants a centaur impressive combat improvement. See below for details.

Haute Ecole 1 

+4 attack - +4 normal defence – XP 300 – GP 300 – Order L-40-0

Haute Ecole 2

+7 attack - +7 normal defence – +1 damage – XP 1000 – GP 1000 – Order L-41-0

Haute Ecole 3

+9 attack - +9 normal defence - +2 damage – XP 2500 – GP 2500 – Order L-42-0

Haute Ecole 4

+? attack - +? normal defence - +?2 damage – XP 3000 – GP 3000 – Order L-43-0

Skills taught at all Centaur Meadows

Expert Horsemanship 

Skill costs 450gps & 450xp  

Expert Horsemanship offers +10 to all defences to either a Centaur or a character mounted on a horse, a very worthwhile skill to know. 

'X' '4327' 'target character'. 

Expert Horsemanship is a pre-requisite for learning the following three skills

Battle Charging

Skill costs 350gps, 350xp 

Skill Details: (as yet unknown)

Defensive Riding

Skill costs 350gps, 350xp

Skill Details: (as yet unknown)

Speed Riding

Skill costs 350gps, 350xp

Skill Details: (as yet unknown)

Centaur Paths

The following paths are available for centaurs to take. I still don’t have any further details on what the actual paths give in terms of bonuses, but as soon as I do I will post them to the list or put them in the Files section. If anyone does know any details of the following, please let me know and I’ll post them.

Centaur Champion

Centaur Champions gain significant combat abilities.

Cost 2000 XP 1000 GP

Order L-52-0

Centaur Mage

Centaur Mages have learned the ways of magic and can cast most Enchanter 
spells.

Cost 4000 XP 2000 GP

Order L-51-0

Centaur Hero

Centaur Hero’s are deadly fighters who gain significant combat abilities as 
well as the chance to cheat death once in an amazing escape.

Cost 8000 XP 4000 GP

Order L-50-0

Guild Library

Still available, though a quick question on the needtoknow yahoogroups list, a scan of the Dungeonworld Wiki site or an email to me will reveal the information you are looking for. As always, if you find a new item, please send me details of it, I’m always looking to expand the details of my item list and its information is always available to members. Email me anytime!

