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Welcome!!

Welcome to the Hoof Prints 6, 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. All present members of the mission have now left Drax and its surrounds. Also in this issue the debate on inviting Unicorns into the Guild and the Bereny Army Reserves are summoned. 

Chaldan Ironhoof

Guild Leader, Centaur Council

Kellindel Warden

Deputy Guild Leader, Centaur Council

                                 [image: image10.jpg]




Contents
1Welcome!!


3Introduction


3Centaur Council mission reports


3Noir’s Lair Mission


3Image: a suggestion of what Noir might look like


4Noir’s Lair


7Image: An example of a Centaur Knight


8Noir’s Lair views


9The Bereny Army Reserves recall


10Noir’s Lair Mission volunteers list


10Directions


11Debate to invite Unicorns into the Centaur Council


11Congratulations to:


11Donkey Awards


12OOC: New Centaur Council website


12Image: Female Centaur Hero


13……and Finally


13The Apothecary


13Kellindel’s Korner


14Acknowledgements


14Image: A Centaur Mage


15Appendices


15Centaur Council Website


15Centaur Meadows


16Services to be found at Centaur Meadows


16Grooming


16Equus chain Barding


16Communicative learning


16Haute Ecole


17Skills taught at all Centaur Meadows (updated)


17Expert Horsemanship


17Battle Charging


17Defensive Riding


17Speed Riding


17Armour to be found at Stables


18(Image: Centaur in Leather Barding, but with Steel breastplate)


18(Image: Centaur in Full Plate Barding plus shield)


19Centaur Paths (updated)


19Centaur Champion


19Centaur Mage


19Centaur Hero


19Other Centaur specialities


19Centaur Knight


19Centaur Bard


19Guild Library




Introduction

Welcome to the 6th edition of Hoof Prints. I am pleased to note that we our membership has grown slightly and we still have 45 active members. There has been a lot of discussion on the mission to Noir’s Lair and the contents thereof, some discussion on the Bereny Army Reserves (which most members fortuitously seemed to not have joined) and latterly a discussion on allowing Unicorns into the Guild 

Centaur Council mission reports

There are 2 sections of note here, a series of reports from mission members on the way Noir’s Lair and details of the Bereny Army Reserves being called up to fight the Goblin invasion of Meadowbrook and the surrounds.

Noir’s Lair Mission

I believe that now all the mission members who have signed up to the mission have left the Centaur Meadows near Drax. There is a rumour, so I have heard, that another centaur is due  to join us, another Centaur Bard by the name of Eurytion of Pelion. With 2 Centaur Bards on the mission, I should have much less of a chance to forget either one of them, which should please Wren “The Forgotten Bard” kre Charon no end!! Eurytion will be the last mission volunteer, though I feel that he prefers to sign up to the mission, than be recruited as a BAR recruit. Then again so do I!!
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Image: a suggestion of what Noir might look like

So far only Wren kre Charon and Thunderchild have made it to Noir’s Lair. The others of us Centaurs are scattered over the route so kindly mapped out by both Osseiyus & Daedilla & compiled into a legible map by Kellindel. I personally have been following the route laid out by Osseiyus & Daedilla and have reached the Rally Point no 3 indicated. The amount of time indicated for other duties and galloping has been very useful, allowing me to complete transfers to my companions, take a rest and get in some weapons practice.

I am grateful to a number of members that have provided continuing reports on events occurring within Noir’s Lair. I will list these reports after this note. 

I made mention of my intention to learn one of the new skills, Battle Charging and have learn the method but not yet perfected the skill. Eventually it will allow me to bounce a small bit of damage by moving in a particular fashion that will allow me to deflect incoming blows. I will give the detail of this skill in the Skills section.

Note:- I continue to hold funds for those mission members that could not make use of them whilst I was in Drax courtyard. I also hope to take delivery of a number of healing potions for use by mission members in the battles ahead.

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

This is a series of reports, starting from the oldest first and then moving on to more recent reports.

****
From: Female Centaur Bard, Wren kre Charon 

To: Centaur Council Guild Leader Chaldan Ironhoof
In the darkness of the Lair, I shot a few arrows at bad guys and sang some inspiring songs. I can see a "black mare", which I suspect to be more threatening than it sounds.

My monk companion switched to his magic dagger and was pleased to find that he could damage equine guardians. He slew a dark centaur and dealt much damage to the guardians. He is looking a little battered, though, since his defensive stance becomes unbalanced without a Bo staff to wield.

[End of report]

From: Female Centaur Bard, Wren kre Charon 

To: Centaur Council Guild Leader Chaldan Ironhoof
My colleague, Mr Marluk, killed two guardians with his magic dagger. We have retreated to the magical trader to regroup as more centaurs and guardians have appeared.

[OOC: No new mapping. Guardians take about 80 damage, and need non-normal weapons to damage. Does anyone know whether clubs are range 1? I need to equip my monk with a cheap magic weapon that has decent range.]

[End of report]

From: Centaur Council Guild Leader Chaldan Ironhoof

To: Centaur Council Guild
Greetings to Noir's Lair mission members

Last turn I actually escaped from the confines of Drax dungeon and made my way following Osseiyus and Daedilla's carefully thought out route. I have to heartily recommend it for those following on.

I had hoped to have more company for our ride south and thought that the characters I could see nearby - Tancred, Flica Finemane, Bach, Leif and Kellindel - would be accompanying us. I trust that you all will not be long in following? I hope you all have managed to find your passengers? If there are skills to be learnt and non-specific items to be bought, then these can be bought from the Magic Trader found on the first level of the Lair.

I will continue to travel along the suggested route [OOC: suggest taking a look at Wayne's detailed message detailing the route] barring any sort of useful reply from General MacMahon who has deigned not to reply to my query, so I will privately assume that our Royal mission also meets his exclusion criteria, unless I hear otherwise.

Please let me know if you have any queries or need any help setting off for the mission.

An aside, the White Vermine rogue White Lightning - the newest member of my extended adventuring family - wishes to pass on his thanks to Flica Finemane for giving him the magical longbow. He also wishes to extend his hearty thanks and respect to Osseiyus who has offered him a lift to the mission site. He promises to use his bow to give protection as much as is possible.

I look forward to seeing you all at the mission site very soon. Hope you all enjoy the gallop to the site, its very refreshing being out in the open and under the real sky.


[End of report]

From: Benci Varga Toth, Priest, Dei Vigilare
To: Centaur Council Guild Leader Chaldan Ironhoof
I’ve just posted off to your Fae map-makers what I and Andras Hegedus can see this day. I think it’s not as much as Wren kre Charon saw in her original report, but it is up-to-date for those who want to see what is currently happening in the vicinity when you come down
stairs.

We (the two of us and the centaur Thunderchild) were standing on the stairs when I compiled this map. Two squares to their north a monk named Darius Marluk is duking it out with an Equine Stone Guardian. There is an RIP Evil Male Centaur in the same square.

Two squares further north is the rogue Zachary Marluk and there are two RIP Evil Male Centaurs lying at his feet. Two squares still further north is the Magical Trader.

Over to the northwest are the famed Female Centaur Bard, Wren kre Charon, and a male glacier bear-rider named Kornos Longbrewer. An RIP Equine Stone Guardian lies somewhat to their north.

Over to the northeast are two Equine Stone Guardians. Lots of equipment and scattered gold pieces appear to be lying about, as you can see, from slain Dark Centaurs.

The entrance chamber is quite unique, this is what I can see of it. It is a small square room where a rickety flight of stairs leads up from the centre 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.

As an aside, my roguish companion, Andras Hegedus can barely contain himself at finding
himself in this place. Doubtless though it is only my firm hand grasping the scruff of his collar that is keeping him from literally jumping for joy....


[End of report]

[Overheard conversation] 
<Andras does his best to look even weaker and more pathetic than he is> 
Charge? . . . umm <looking around frantically> .... you aren't talking to me are you?
<pleeeaasee don't be talking to me> 
Umm.... actually, Benci here and I need to shuffle some things around, but first I am going to fire a few long bow shots and Benci is going to through Holy Fire at that Equine Stone Guardian fighting the monk over there 
<pointing north at Darius Marluk>. 
Then .... umm ... er...
<trying not to soil himself>
...Benci and I were bravely (!!) going to charge north to that magical trader up there to make some equipment purchases. 
<looking about nervously> 
We...er...hadn't thought much beyond that. I came here to open doors. 
<ray of hope> 
Maybe they are already all unlocked and I'm not needed here me any more?? 

<slightly cuffed by Benci Varga Toth> 
Stop snivelling, Andras. You were "brave" enough when you tried to pick the pocket of my father, the good Baron, at the Curdled Cow Tavern last month. The only problem is that you got caught. You have yourself to thank for your current circumstances. 

<turning to Thunderchild and bowing head slightly>
Brave centaur, This...lock picker ... and I do intend to try to provide some ranged support to the able monk in his fight over yonder and then, as Andras whined, we will charge to the magical trader to the north to tend to some business. 
Technically, according to the instruction I received from my father, the good Baron, we were supposed to wait until Charon Ironhoof arrived before venturing too far from the entrance--unless there was a locked door in need of picking. Our purpose is supposed to be to directly support Charon Ironhoof in this mission, or follow his instructions otherwise.
We are not certain that we are martially capable of being of much direct combat assistance to you in fighting these stone daemons in any event. We would be more than willing to indirectly support your efforts, on the other hand, as we are about to attempt to assist the good monk over yonder. 
<Andras softly whines and snivels at hearing the last statement>
<Benci turns and flashes Andras a condescending look -- then turns back to address Thunderchild>

From: Tancred Silverhoof, Centaur Knight
To: Centaur Council Guild Leader Chaldan Ironhoof
Due to having made a late start I chose to try to make up time by following the road - involves more galloping but might be slightly faster. I'm on the road N of RP2. I'll finish the turn 6N from RP3 (which is on the road).

The rogue Slick Pick is with me. We have been competing to see who can shoot
the most Hyusarik assassins.

Last one at the lair is a Barbarian's hairy boot.

Tancred

PS: Damn, wish I'd thought to bring a spare pair of horseshoes.
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Image: An example of a Centaur Knight

Noir’s Lair views
The approach from the road to the entrance of Noir’s Lair
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A internal view of Noir’s Lair
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The Bereny Army Reserves recall

The fighting around Meadowbrook and the surrounds due to the Goblin Invasion has now grown so severe and the Royal Forces are now under so much pressure, that the Crown has given permission for the Bereny Army Reserves to be called up. This no doubt, despite the exclusions in place allowing for those on guild missions and those in the deeper dungeons to be excluded, probably means that a large percentage of the adventuring community will be summoned to serve and fight.

The original summons by General 1st class, Wendel McMahon was as follows:

“All reserve army members please note:- Army Muster - 5 turns. Commissions cannot be resigned during this time of crisis.
- General 1st Class, Wendel MacMahon”
Fortunately it appears that most of the Centaur Council members did not join the Berenian Reserves, valuing their individuality and freedom much more and so as a whole it does not have much effect on us.

In addition the General further published a further report which gave the following exclusions:

(1) You are outside the geographical realms of Bereny for example:- Kyr, Derwent, The Underworld or any external dimension like the Fae Lands or Daemonrift. Note: this does NOT include extra dimensional guild locations like the Five Paths Rooms or the Safe Haven.
(2) You are 3rd level or lower in any dungeon.
(3) You are in the Southern Glacier
(4) You are already fighting the Goblin Enemy in the North, particularly in or on your way to King Slimes Keep or Meadowbrook.
(5) You are excused by your Guild Leader because you are on a vital guild mission.

I am grateful for the last clause because this allows all mission Centaurs to continue on with the mission, which was proposed by the Crown and assists them in keeping the Berenian populace happy. I believe that that all BAR centaurs are now either on the CC or in the deeper dungeons.

Noir’s Lair Mission volunteers list
Apart from (almost) all mission members have now set off on the mission, some are following a list of directions provided by Osseiyus and Daedilla, others like Flica Finemane are taking the longer scenic route in order to get in some scouting practice, others are simply travelling by the road in an effort to catch up with the main party

The updated Centaur Council volunteers on the guild mission currently number (21) 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

Eurytion of Pelion, Male Centaur Bard

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

Andras Hegedus, male Rogue
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 listing Rally/ Rest Points & further directions (From Osseiyus & Daedilla) in the Guild archives if anyone is interested.

Debate to invite Unicorns into the Centaur Council

I brought up this matter to be discussed by the Guild because I had been undertaking some research into Unicorns and their relations with the Centaur Council. What I found was surprising, the past leadership, despite their vowed intent to respect and honour our intelligent Fae cousins, had been responsible for some very derogatory and degrading remarks against the Unicorns. I thought this was definitely illogical and set out to poll the membership to see if this viewpoint was still current or if the membership was available to give a special invite to Unicorns to join the Centaur Council.

The debate brought out a number of interesting debates & comments against inviting Unicorns into the guild, but by and large the membership seems to be mostly a great deal more relaxed and friendly towards the idea of Unicorns joining the Centaur Council, than in past years. 


The results of the poll of the membership were that
- 11 centaurs voted to invite Unicorns into the Centaur Council,
- 6 voted against,
- 2 abstained
and the rest, as I did mention, did by their silence chose to go along with the majority vote.

I declared that the membership have decreed to allow intelligent, good-aligned Unicorns to be able to join the guild. I compiled and posted a message to invite what intelligent, good-aligned Unicorns still exist in the lands of Bereny and offer them special membership of the Centaur Council.

I ask my fellow Centaurs to note that, by the majority of votes placed here, only intelligent, good-aligned Unicorns will be invited (in addition to Berenian Centaurs of course!) additionally* into the guild. Any further amendments will have to be discussed later. Until
then, no other beings are permitted entry into the guild. 
- The title of the guild, the Centaur Council will remain unchanged.
- The introductory guild statement will only be tweaked slightly, if
we do indeed induct Unicorns into the guild.

I wish to thank everyone who proffered comments for and against this motion, your input was warmly received and I am grateful that the Centaur Council remains a vibrant guild that its membership takes an active interest in.

Congratulations to:

Just one of the membership lately has managed to gather enough experience to put themselves forward for some advanced training. 

Flica Finemane has managed to successfully train to become a Centaur Champion. (ooc: +13 health, +10 attack, +2 damage range)

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

Well no one has said anything of any Centaurs seen wearing any beast of burden type equipment, perhaps the threat of being awarded this title has paid off? Or perhaps the reward wasn’t high enough? Truly if anyone does find a centaur wearing a piece of saddlery and can provide me with an accurate report, they will be well-rewarded.

OOC: New Centaur Council website

With many thanks to Ian Edwards (Tancred Silverhoof) we have a new CC website. 

The site address is:

http://homepages.tesco.net/ian.edwards3/CentaurCouncil/index.html
[image: image6.jpg]



Image: Female Centaur Hero

……and Finally

The Apothecary

I have been able to secure a deal with the Apothecary Guild for the Alchemist Grime to create and supply me with Healing Potions at a discount. I know that some members already have access to Alchemists and their services, but I thought it would be prudent to have a supply of healing potions just in case. 

I hope to take delivery of the first batch of healing potions as soon as our busy wisps can bring them to me.

Kellindel’s Korner

Once again I will attempt to inject a bit of humour and nonsense to the proceedings.  As a very wise Priest of the Six once told me, “A merry heart doeth good like a medicine: but a broken spirit drieth the bones”.   That being said I give you a small (pun intended) collection of jokes poking good fun at our Leprechaun friends.  And yes I fully expect to wake up one morning and find my tail in about 100 knots.  :D

Q.  Did you hear about the leprechaun who went to jail? 
A.  He was a leprecon!
Q.  What's six feet tall, green, and has a crock of gold? 
A.  A leprechaun with a gland problem!

Q.  What would you get if you crossed a leprechaun with a frog? 
A.  A little green man with a croak of gold!
Q.  What do you get when two leprechauns have a conversation? 
A.  A lot of small talk!
Q.  What did the leprechaun say to the elf? 
A. “How's the weather up there?”
Q.  Why are leprechauns so hard to get along with? 
A.  Because they're very short-tempered!
Q. Do leprechauns make good scribes? 
A. Sure, they're great at shorthand!
Acknowledgements

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

Wren kre Charon, Osseiyus & Daedilla, Tancred Silverhoof, Benci Varga Toth, Andras Hegedus, Kellindel
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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Image: A Centaur Mage

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://homepages.tesco.net/ian.edwards3/CentaurCouncil/index.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 & +5 to attack 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: A character with the Battle Charging skill is able to urge a mount to charge into battle in such a way as to offer the least possible target to the opponent. The mount (Centaur) gains a Damage Adjustment of -1 (all NORMAL weapon-based attack types do one point less damage for the duration of the turn.) 
The order to do this is written by the rider targeting the mount as 'X' '4738' 'target mount'.

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)

Armour to be found at Stables

	Item
	Specifics
	Type
	Buy code
	Cost
	Sell
	Equip

	Barding
	Full Plate
	saddlery
	1096
	500
	250
	Body

	Barding
	Full Plate +05
	saddlery
	7898
	3600
	2400
	Body

	Barding
	Full Plate +07
	saddlery
	7899
	5250
	??
	Body

	Barding
	Full Plate +10
	saddlery
	7900
	6900
	??
	Body

	Barding
	Full Plate +15
	saddlery
	7901
	8700
	??
	Body

	Barding
	Leather
	saddlery
	1091
	60
	30
	Body

	Barding
	Plate
	saddlery
	1094
	250
	125
	Body

	Barding
	Studded Leather
	saddlery
	1092
	90
	45
	Body


And its respective armour values:-

	Normal
	Fire
	Cold
	Alchemical
	Magical
	Mental
	Move
	No slot

	40
	30
	30
	30
	30
	15
	-3
	1

	45
	35
	35
	35
	35
	20
	-3
	1

	47
	37
	37
	37
	37
	22
	-3
	1

	50
	40
	40
	40
	40
	25
	-3
	1

	55
	45
	45
	45
	45
	30
	-3
	1

	5
	5
	10
	5
	5
	0
	0
	2

	30
	20
	20
	20
	20
	5
	-2
	1

	10
	5
	10
	10
	10
	0
	0
	1
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(Image: Centaur in Leather Barding, but with Steel breastplate)
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(Image: Centaur in Full Plate Barding plus shield) 

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

Other Centaur specialities
Centaur Knight

Centaur Knights gain use of the Lance and trained in Lance Expert skill. They are also knighted and therefore ennobled and therefore have the right to use the title “Sir” before their name

(Expert Lance gives +8 Attack +2 damage range when using a Lance)

Centaur Bard

Centaur Bards (abilities as per human Bards), unlike many other centaurs, cannot carry riders. Its difficult to carry somebody and still give a strong performance. Bards prefer not to risk their art.
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!
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