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Welcome!!

Welcome to the Hoof Prints 5, 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 I will update you all on the mission to slay Noir, an evil undead Centaur and his minions in their dungeon near Crownheart. Good progress has been made gathering all participants in the mission to the mission marshalling point of Drax courtyard. I am also very pleased to note that word of the mission has spreadsheet and that we have many more members on the mission than previously volunteered. I look forward to removing his presence from the land.  

Chaldan Ironhoof

Guild Leader, Centaur Council

Kellindel Warden

Deputy Guild Leader, Centaur Council
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Introduction

Welcome to the 5th edition of Hoof Prints. I am pleased to note that we our membership has grown slightly and we have approximately 45 active members. Of them most of them seem to have both heard and more have been coming forward to join the mission. The mission, I will remind you is to engage the evil undead Centaur Noir and his evil Centaur followers situated in a small wooded area near the city of Crownheart. 

The mission is due to leave Drax courtyard very shortly. I believe it should only take 3 or 4 days at a gallop to reach and descend into the dungeon. We will be making our presence known to Noir and his minions very shortly…….

Centaur Council mission reports

There are two parts in this section. A series of reports from Noir’s Lair, plus a report from Foal who is on the Slime Keep mission.

Noir’s Lair Mission preparations

I am glad to report at the time of writing, most if not all centaurs and those who have generously agreed to help the mission are due shortly to all leave the dungeon of Drax for the road to Noir’s Lair. I give thanks to all Centaurs on this mission who have generous agreed to give a “lift” to the non-four legged members of the mission. 

I believe that those who wanted armouring up have received a contribution from mission funds (our anonymous Guild sponsor gets my thanks again at this point in time) and all will have been suitably armoured up by the time the main bulk of the mission members get to the Lair.

I am grateful to Wren kre Charon & her companions for providing us with a running report on the contents of the Lair, including the disturbing appearance of a number of Equine Stone Guardians which are immune to ordinary weapons. I have heard further from Wren recently, it that substantial (OOC: 40 damage) was dealt to a Stone Guardian, but it remains intact. I can only assume that being constructed of stone they will soak up a lot of damage before they crumble.

I need not give warning to critters in Noir’s Lair (not that they’ll see this note anyway) but an enchantress of my acquaintance has recently been copying Fireballs, Ghastly Clouds of Death and was manically pleased to acquire a Monster Summoning 5 scroll. She’s not totally sure what the latter summons, mostly because its apparently so horribly expensive to copy the scroll, but she is looking forward intensely to letting her summoning loose in the Lair. Whatever it summons I expect it will be a good cure for Noir and his minions!!

I intend to make a final stopover at the Centaur Meadows outside Drax to learn one of the new skills being taught there, Battle Charging, in the hope that it improves my weapon skill. I know what I should ask the instructor for, but what he will teach me I am yet unsure. My battle skills are reasonable but I hope that this skill will boost it. This  mission shall be my biggest challenge yet so will enable me to learn other skills that will boost my prowess. 

Note:- I will continue to transfer items that mission members are due from me en route to the dungeon and I am pleased to note that Wren has noticed a magical trader on the first level of the dungeon near the stairs, so that people will be able to restock if required. 

I long to stretch my legs, get on the road and be away.

I will continue to report on the mission in future newsletters.

Chaldan Ironhoof

Guild Leader, Centaur Council

Noir’s Lair

From: Marwena Surwen, 

To: Centaur Council Guild Leader Chaldan Ironhoof
I have entered Noir’s Lair and have looked around. I also peeped through a crack in the locked dungeon door to examine a evil Centaur, this is what I discovered
I managed to leave the lair using the 'ElToo chant'.

I am standing in a small square room where a rickety flight of stairs leads up from the center of the room. The staircase is painted jet black and draped with black cloths. The walls here are also black, but are painted with grey murals. Each mural is hard to see due to be a dark colour on a darker colour, but I cannot escape the feeling that they are writhing, and moving.

Centaurs are a proud and historic race of brave creatures. These hybrids have the legs and body of a horse, with all the speed and power of a horse too, while, from the neck upwards they have a human torso, including chest, arms and head. It is generally believed that Centaurs are not a natural creature, but the result of some ancient spellcaster's experiments. Even Centaurs accept this is likely, since their own history and legends hint at some dark master of their destiny. Evil Centaurs are a terrible offshoot of the usually-proud race, who believe that they were created by evil magic and who have dark hearts and cruel minds. Evil Centaurs hate their good counterparts and believe they are superior to most other races.

[End of report]


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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From: Wren kre Charon, Centaur Bard

To: Chaldan Ironhoof
Fellow Centaurs...
I have ventured down the stairs into the Lair of the evil we will combat. I hope someone brought their lock picks since I am immediately hemmed in by a locked door. I can see several other locked doors, behind one of which there is a magic trader. Several evil male centaurs prowl the area.

However I have been able to construct a map of what I can see 

[image: image4.png]



I have returned below ground to check on occurrences. The Evil Male Centaur guards have been joined by 3 "Equine Stone Guardians", after consulting my tome of monsters and critters it mentioned that: -

“An Equine Stone Guardian appears to be a huge stone horse head mounted
on a stone dais. These massive statues are enchanted and are able to
float off the ground and attack enemies. Given their massive weight they
are quite deadly as magical guardians. The creators of these animates
are not known, but it is assumed to be somewhere within the dark centaur
communities.”

After a rogue was kind enough to open a few doors for me (the way to the trader is now open) I entered the dungeon and was immediately set upon by one of the Dark Centaur, who I slew.  A monk of my acquaintance, Darius Marluk, went after one of the equine guardians. He reports that it has a staggering 9 damage resistance (at least) against normal weapons. I believe that he may switch to magic weapons on the morrow.

Guild Report from King Slime Keep


Chaldan Ironhoof,

Great progress has been made in the investigation and assault of the King Slime Keep. I have gained entry to the keep and I am now in the process of securing the area from hostile forces...

The Goblins here are a strangely intelligent bunch and are using aggressive tactics.

There are other adventurers with me in the Keep ... some of which have progressed further than my little band. The advanced parties have encountered and eliminated a number of specialized Goblinoid troops (Trebuchet being the most lethal) and are currently fighting what appears to be a Goblin Leader of some combat experience....

My friends and I have encountered and eliminated a number of Goblin archers, grunts and six-strong goblin fighting units...

At this time the entry area is clear from any major oppossition and we have secured the area immediatly surrounding a Magical Trader ... anyone wishing to join this mission should be able to feel secure enough on arrival.

My thanks to you and the Guild for it's continued support.

Foal
Silent Four Adventuring Troupe - King Slime Keep Mission.
Mission volunteers & funding update

The CC leadership is glad to see that word of the mission has attracted much more interest among the membership that was reported in the previous newsletter. Funds have been able to be transferred to all Centaurs who have asked for them, but I will hang on to funds for members who have not been given them as they wish to save them up to put toward something else. 

The mission marshalling point (dungeon of Drax courtyard) has been a small hive of activity for mission centaurs and I have been very busy handing out mission funds and equipment to those who asked for them.

I was surprised (& perhaps a little shocked) to note that all my original funds provided by our anonymous donor who has financed the Guild with their support, have been used up. I had to ask if I could have a top-up, as I still owed funds to other centaurs who have not collected their funds directly from me in the Drax courtyard. Our sponsor mentioned wryly that he wasn’t surprised that the money disappeared and was proud to be in the position to offer further funds. My thanks are repeated to him again for his financial and equipment support that he has offered thus far. 

The updated Centaur Council volunteers on the guild mission currently number (19 ) and are listed here:

Chaldan Ironhoof, Male Centaur (CC Guild Leader)

Kellindel Warden Male Centaur (CC Deputy)

Tancred Silverhoof, Centaur Knight

Leif, Male Centaur

Bach, Male Centaur

Flica Finemane, Centaur Champion

Thunderchild, 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

Ximenes, male Enchanter

Sera Nade, female Enchantress

White Lightning, White Vermine rogue.

Lady Slick Pick, female human rogue

Darius Marluk, male human monk

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.

Congratulations to:

A couple of our membership lately have managed to gather enough experience to put themselves forward for some advanced training. 

Charon of Poldoon who managed to successfully train to become a Centaur Champion. (ooc: +13 health, +10 attack, +2 damage range)

Son of Hoof who has managed successfully train to become a Centaur Mage

(ooc: can cast most enchanter spells, +4 magic def)

If any other of our members managed to train into any further roles or have experience of any of the new centaur skills offered by the Centaur Meadows.


Donkey Awards

To all:

It has recently been brought to my horrified attention & I was shown a view of a Centaur wearing a horse bridle! The shame of it! We are intelligent and superior beings, not beasts of burden. The two-legs retain enough bad opinions of our origins without true Centaurs drawing bad press. The wearing of horseshoes, barding and what humans term a horse blanket I can see good reason for, but anything else marks us out as mere animals. I will not tolerate it. 

For this reason I have created a new title that will be awarded to any Centaur caught wearing a bit of horse equipment, that of “Donkey”. With members help and the offer of an award, I hope to quickly stamp out this terrible practice. 
I have issued instructions on how we will bring an end to this strange behaviour. You all will shortly be able to find details that will be posted to all Centaur Meadows. 
OOC: New Centaur Council website

With many thanks to Ian Edwards (Tancred Silverhoof) we have a new CC website. I’m still yet to create a new biography for Chaldan and to ask Ian to post it to it, I’m a bit stumped on its creation, but hopefully I should have something soon.

Check out the Donkey awards page!!

The site address is:

http://homepages.tesco.net/ian.edwards3/CentaurCouncil/index.html

……and Finally

I am proud that so many more Centaur Council members and volunteers from other adventuring careers have sought to join us, more than doubling our previous numbers. I haven’t been able yet to offer limited funds to all non Centaurs on the mission, but with the latest boost this should now be possible. With the discovery of a magic trader in the dungeon, I expect that we will be able to stock up on needed items before penetrating the dungeon further.

The Apothecary

To assist the mission I have made enquiries of the Apothecary if they will agree to a concession to our Guild to produce items at a discount for the membership. Whilst my messengers try in vain to get a message to the Guild Leader Belladonna, I have placed a future order for healing potions to throw at various people if the need arises. I already have a small number on me.

Kellindel’s Korner

Well instead of my usual frivolities, I thought I would give the members a quick look at my background and history.  Enjoy!!

Kellindel Warden was born in a small Centaur community near the city of Lux.  He grew up in a idyllic life, he experienced neither major trauma or loss growing up.  He was content in his life in his little Centaur community until he had his eyes opened to the outside world after visit by the uncle.  His father’s brother was an Adventurer and spent many years working in and around the City of Wintred, as Merchant Guards or Centaur-at-Arms.  
Kellindel became enamored with the life and soon began working with his uncle.  He slowly gained experience and eventually gained his Adventurers license.  It was then he met a young Gnome Enchanter named Sefin Gnarlfist where he would discover the path he knew he would follow.  Kellindel was fascinated with the mystic arts, especially enchanters.  He became close friend with Sefin and soon found that he enjoyed listening to Sefin talk about magic theory and its uses.  
He decided then that he would try to become a Centaur Mage.  So Kellindel eventually came to the Icehaunt dungeon, met others venturing into the dungeon and started working towards becoming a Centaur Mage.  I am currently on the Centaur Council mission trying to fulfill my deputy duties as I can, which mostly means I try to stay out of Chaldan’s way.  (
Acknowledgements

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

Marwena Surwen, Feonora Surwen, Kellindel, Foal, Wren kre Charon, Darius Marluk

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

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 - +? damage – XP 3000 – GP 3000 – Order L-43-0
Skills taught at all Centaur Meadows (updated)

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' 'character id'. 

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

Battle Charging

Skill costs 350gps, 350xp 

Order code: ‘X’ ‘4328’ ‘character id’

Skill details: (as yet unknown)

Defensive Riding

Skill costs 350gps, 350xp

Order code: ‘X’ ‘4330’ ‘character id’

Skill Details: (as yet unknown)

Speed Riding
Skill costs 350gps, 350xp

Order code: ‘X’ ‘4329’ ‘character id’

Skill Details: (as yet unknown)

Centaur Paths (updated)

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. 

(+13 Health, +10 Attack, +2 damage range)

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.

(Can cast Enchanter spells, +4 magic defence, still equip metal barding)

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.

(Unknown benefits)

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!

