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Welcome!!

Welcome to the Hoof Prints 7, 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 descended into Noir’s Lair and are exploring deep into this dungeon. Also we discuss the need to change the Guild Upgrade proposals in the light of new skills being released to the wider community. 

Chaldan Ironhoof

Guild Leader, Centaur Council

Kellindel Warden

Deputy Guild Leader, Centaur Council
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Introduction

Welcome to the 7th edition of Hoof Prints. It’s been quite a bit longer since I put out the last Hoof Prints; the time marker on the file says the end of March, which is about when my dear wife decided to get increasingly uncomfortable with her pregnancy. Then on the 23rd April my wife gave birth to our little girl, Helena Florence Malone. It has taken us both to get our lives back on track, but as Helena is now increasingly giving us uninterrupted nights, I thought I really ought to get my finger out and put fingers to keyboard. 

Since Chaldan’s request for new members he would be honoured to note that a number of new members have accepted the membership of the Centaur Council, including amongst them several Unicorns, including Brightmane the Unicorn Stallion original Unicorn that the previous leadership forbade CC membership to. Our noble GM apparently has also re-allowed Unicorns to equip to all locations apart from the arms, but I’m hoping he goes further and allows other locations to be enabled too.

Centaur Council mission reports

These will mostly consist of a number of different reports from mission members in Noir’s Lair, though if I can find them I will pull in reports from other CC members scattered far and wide.

New Members

The Centaur Council offers a welcome to the following newly joined (or in some cases lost and re-found) Centaurs & Unicorns and hopes they all have a long and fruitful association with the Guild:-

Brightmane, Unicorn Stallion

Samson, Unicorn Stallion

Qilin, Unicorn Filly

Bree'Hahla, Centaur Pioneer, Centaur Filly
Krateros, Centaur Stallion

Titania Bloodmane, Centaur Filly
Noir’s Lair Mission

All mission members have now descended to the first level of Noir’s Lair, the last being the centaurs Bach and Leif and their Enchanter companions, who were slightly delayed heading out of Drax. 

Most of us have long since descended in the dungeon, passed from the dungeon entrance in the west, past a couple of smaller rooms and passed through a door in the far East wall. This has led out into a West – East corridor which has a broad passage off to the south, but also leads off to the East. 

The room to the East proved to be almost identical to the initial entry room, in that it had 4 smaller rooms in, including one with a magical trader, but curiously that particular room had a curse on the entrance door that would magically shut again after being opened. This room along its southern corridor is where a number of mission members first encountered a Witchmare, an evil equine that almost slew our Centaur Jesters, Osseiyus and Daedilla. Fortunately the monk Darius Marluk was to hand and after a drawn out battle lasting several hours slew the beast.

The mission is now preceding south and west to where can be seen more Equus Stickfighters, an Equus Gladiator and two more Witchmares. It has also been reported that an Equus Skill House can be seen also.
“An Equus Skill House is a place of learning where the spirits of dead equine masters impart the knowledge of the ages through magical means to others of their persuasion. The skills available here can only be learnt by Centaurs”

I look forward to receiving more details of what skills may be imparted.

We have discovered a number of different critters and evil centaurs and their minions in this area:-

Evil Centaur – Noir’s basic evil minion equipped with leather barding and centaur Bow

Stone Equine Guardian – A floating magical statue that is quite resistant to un-magical weapons

Black Mare Champion – Noir’s elite troops firing centaur crossbows

Witchmare – An evil equine doing psychic attacks & being very resistant to normal attacks 

Equus Stickfighter – A horse-headed humanoid, specialising in hand-to-hand attacks

Equus Gladiator – unknown as yet

Lord Crazy Horse – a Commander of Noir’s forces, firing a centaur broadbow that is capable of doing 3 attacks per hour (plus reply attacks) & high damage [ooc: potentially 9 attacks per phase & 5-12 magic damage.] 

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

Chaldan Ironhoof

Guild Leader, Centaur Council

In Memorandum
Noir’s Lair is proving to be far more deadly than the Council anticipated, or as early days proved. I very much regret to report that Lord Crazy Horse deliberately picked on the retreating Centaur Jesters, Osseiyus and Daedilla in a blistering attack that saw both fall in the space of a couple of hours [ooc: 2 phases, over 90 damage done]. Their companions Benci Varga Toth & Andras Hegedus were almost too sent on their way to the Lands of the Dead, but fortunately were not, I hope that my appearance may lend them cover to retreat and recuperate.
The centaur Leif has also regretfully informed me of the death of the allied Enchanter Ximenes, presumably at the hands of a Witchmare.
Noir’s Lair

This is a choice selection of reports that Chaldan has received from Noir’s Lair, it has been a number of months since the last Hoof Prints series of reports, starting from the oldest first and then moving on to more recent reports.

****
The following is an example of what Chaldan Ironhoof has had to put up with from the likes of the self-appointed Centaur Jesters, Osseiyus and Daedilla:

Osseiyus: "Did you hear that?
Daedilla: "Here what?"
O: "The little fella Yul asked where the Black Centaurs are."
D: "Do we know?"
O: "I don't know...Do you know?"
D: "I don't know ...Do you know?
O: "I don't know ... <??> ... maybe we should look for them."
D: "Okay!"
<trot...trot...trot...trot...trot...trot...trot...trot...>
O: "Hey look!"
D: "<??>..That's not a Black Centaur...that's a pillar."
O: "I know it’s a pillar...but maybe the Black Centaurs are hiding
behind this pillar"
D: "Oh...<??>...should we check?"
O: "Okay... but we better be careful!"

<O&D each have their magical scimitars and shields tightly in hand, at the ready, as they slowly trot around the pillar...returning to where they started>

D: "They're not here."
O: <pointing to the floor> "Look! Hoof prints! They must be behind
this pillar! Let's look!"
D: "Okay... but we better be careful!"
…

From: Centaur Knight, Tancred Silverhoof 

To: Centaur Council Guild Leader Chaldan Ironhoof
Greetings all

Well I took down an evil centaur this past day - my first blow for the restoration of the centaur race.

I'm now in the southern corridor heading east. Is someone collating a map of what we find her? If so I can see slightly further to the south than I think has previously been observed and I'll send you what I can see if you like.

We seem to have been joined by a ... a ... a necromancer! Called Malcolm! Is he associated with us? Anyone know who he is?

Tancred Silverhoof


From: Benci Varga Toth, Dei Vigilare

To: Chaldan Ironhoof
Chaldan, 

Well, Andras almost managed to get himself slain again. The fellow just seems to be a magnet for every evil centaur arrow that takes flight. It will take us a bit to patch him up; and then both of us still have some selling and buying to do. Unfortunately, we will need to remain at the magical trader all of the rest of this coming day. After that, however, we ought to be ready to make steady and quick progress eastward to follow and hopefully catch up to the main group. 
Our apologies but in the past three days Andras has taken enough total damage to kill himself twice over. He is just fortunate that it has been spread out over three days rather than two! 

Benci Varga Toth, Priest of the Gods of Light 

Dei Vigilare, Vox Dei 

Bastya Szabadka 

From: Flica Finemane, Centaur Bard
To: Chaldan Ironhoof
Chaldan, 

After passing a scroll hour 3, I can move toward the rooms mentioned, to examine them, if needed!? If you need me to fight in some area east, I can also head that way. I am available to gallop here and there, but sometime down the ever winding 'road', I will need to meet with Yul again.

FYI, I have Full Plate Barding and horseshoes Equipped, with a movement rate of 15 open sectors. I still carry my Equus Barding...I know you think it is not that 'efficient'...

Flica Finemane


From: Kellindel Warden, CC Deputy
To: Chaldan Ironhoof
Hail Chaldan, 

I have entered the lair this day and can see you to the East. I have begun pressing to the East, but I wanted to alert you to the fact that I can see a Male Evil Centaur to the West of us.
North 2, West 6 Evil Male Centaur (13152), 

Also I managed to slay another directly to the West of me. South 0, West 4 Evil Male CentaurR.I.P. (8893),

I only hit him once for 6 points of damage so I am guessing I just finished him off. I can also see a Black mare Champion and another Evil Male Centaur in the North passageway above the main area. Perhaps they are trying to flank us and come at us from behind. Just
so everyone is aware.

Kellindel


Osseiyus: "Did you hear that?" 

Daedillia: "Hear what?" 

O: "That booming voice." 

D: "Hmm...yeah...isn't that Chaldan Ironhoof?" 

O: "Ah...it certainly sounds like him..." 

D: "I think he's asking for everyone to report in..." 

O: "No, I think just the centaurs he cannot see are supposed to report in..." 

D: "Are you sure? I didn't hear him say that..." 

O: "Well, you big dummy, it is something that we smart centaurs say is 'implied' " 

D: "...<??>...What does "implied" mean?" 

O: "It means something that is not really said but was what was actually being said." 

D: "...<??>...Huh?!?...Why wouldn't Chaldan just say what he actually meant to say?" 

O: "Because big leaders don't have the time to explain each and every thing that is supposed to be obvious." 

D: "...<??>...If it is obvious...why are spending all this time talking about what it means?" 

O: "...<??>...Well because...ah...well, just because it is obvious! That's what makes something obvious! It's obvious!! Don't you see how obvious it is?!?!" 

D: "...<???>...I still don't see why Chaldan wouldn't just say what he means... 

<?>..<!!>...oh, Oh, is this one of those puzzle games?!?!" 

O: "...what?...<!!>... No, you big dummy, it's not a game!" 

D: "...<?>...so...should we report in to Chaldan?" 

O: "No! NO!! We do not need to report in...because he can see us!!" 

D: "...<?> ... are you sure about that?...its awful dark in here...and there are a lot of centaurs around..." 

O: "..<!!!>...Chaldan's right there, you big dummy...right THERE! <pointing directly at Tancred Silverhoof> 

D: "...<squints, looking in the direction of Tancred Silverhoof> ... ah...I don't think that is Chaldan..." 

<slap to forelock> 

<slap to forelock> 

<slap to nose> 

<poke in eye>
………………
From: Wren kre “The Forgotten Bard” Charon, Centaur Bard
To: Centaur Council Guild Leader Chaldan Ironhoof

You're all a bunch of cowardly nags ;-)

I went toe to toe with the witch mare, but, sadly, failed to damage it.
Not even a bit. However, I sang it such a dirge that it failed to hit me
either, so I guess we can call it even;-)

I am now retiring towards the trader, but I noticed that Darius Marluk was coming steaming down the corridor towards the Witchmare, waving some blue glowy axe.

Wren kre Charon

[OOC: Wren did 0 damage three times with a magical weapon doing 5-12,
which implies a magical damage resistance of >5. Of course, it could be
exactly 5 ;-) I've sent Darius down there since he's a bit more
dangerous. I'm also going to send Kornos Longbrewer that way since he's currently using a cold weapon.

The info will be useful because Darius can see two more Witch mares in
the room to the south behind the locked doors.

Speaking of locked doors, the one into the eastern trader has swung shut
(it's now locked). Fortunately I have a rogue nearby, but it's a bit of
a nuisance...]


Noir’s Lair views
The current view of Noir’s Lair:
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Note somewhere past the Locked Door to the SE passage is apparently an Equus Skills House which we are looking forward to examining.

In the Eastern “room” the sudden appearance of Lord Crazy Horse (15728) surprised everyone, not least the enchantress Saloma Perdue who took the opportunity to run very far away.

Report from the Antithetical Cathedral

From: Eurytion of Pelion, Centaur Bard
To: Centaur Council Guild Leader Chaldan Ironhoof
Greetings Guild Leader,

I haven’t done much exploration of the interior of the AC as one would have expected, as I am awaiting the return of the Necromancer Drizela Darkshade with a copy of the parchment Fountain of Youth, to cure this curse I have which has prematurely aged me much before my time. Indeed I am looking forward to being young again as my sore joints and back plague me. Though it is a humbling experience and I can quite readily respect my elders for suffering in silence if this is what they have to put up with in later life.

In any case I am merely in the entrance foyer of the Antithetical Cathedral and only this morning has the necromancer and her friends entered the AC. This has prompted a flurry of activity and the evil powers that be have summoned more crusaders of Relm and other evil minions to confront the new entrants to their evil dominion.

I do have a piece of good news, my newly promoted skill – that of Rear Kick – has proved to be instrumental in killing off a Crusader of Tisbehne and if I can only manoeuvre to face my opponents then, I can pound them into the dust in fairly short order.

I believe the rest of the Crusaders in the lower levels are exploring the Sewers and ancient passages down there. There is a mystery to the AC that leads to one thinking that the AC was built on an ancient base, some form of water networks that scientific users in the past (pre-Grom) tried to use water and ancient magics to fuel some experiment, but it was never realised. There are also strange portals (Ghost Portal) that are rumoured to lead elsewhere, but so much is veiled in mystery although the Lord Crusaders here are confident of discovering the wherewithal behind there in the near future.

I myself will attempt the lower levels as soon as I am cured and when I have cleared this level of its present Relm and Tisbehne occupants.

I hope you fare well and are busy stomping Noir’s Lair.

Regards

Eurytion of Pelion

Centaur Bard

CC, wotFP

Debate to invite Unicorns into the Centaur Council
Since this matter was debated I am pleased to note that several Unicorns have decided to accept my invite and become members of the Centaur Council. 

It seems that there were actually more Unicorns in the wider kingdom of Bereny and the following Unicorns have volunteered to become members of the Guild:- 

Brightmane, Unicorn Stallion

Samson, Unicorn Stallion

Qilin, Unicorn Filly

I have promised that as soon as the Guild Elders and Enchanters get their respective acts together, I will request that the Guild creates a new starting item that is properly equipable by our Unicorn cousins. 

Congratulations to:

Two of our members, have lately managed to gather enough experience to put themselves forward for some advanced training. 

Charon has managed to successfully train into the path of Centaur Champion.
Son of Hoof has managed to successfully train to become a Centaur Mage. (ooc: Centaur Mages have learned the ways of magic and can cast most Enchanter spells. +4 magic defence, can still wear plate barding)

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.


New Centaur Skills

A number of teachers across Bereny have joined the informal association known as the Academy of Instructors. This association aims to promote new skills that have not been seen before in the lands and three Centaurs have stepped forward to announce that they are willing to instruct all centaurs in their use.

Eurytion of Pelion (1115), CC Guild, Teacher for the skill named “Rear Kick”, location Antithetical Cathedral

OOC: Skill: Rear Kick

Centaurs using this skill can spin around and deliver a hard kick at a target in the same square with both back legs which can be very damaging indeed. To teach the Rear Kick skill to another centaur use 'U' '8406' 'Target' as long as they have already issued the order 'U' '8240' earlier in the same turn. The costs to learn the skill are 500 XP and 500 GP. They must be in the same or adjacent square. 

(Damage seems to be in the range of 1-5 +STR bonus, Range 0)

Cloven Hoof, non-CC, Teacher for the skill named “Lightning Bow”, location Blight Mounds, Underworld

OOC: Skill: Lightning Bow
Centaurs with this skill have learnt the ability tap natural energy and make any bow they are using fire lightning bolts alongside its arrows, doing additional Magical Damage beyond the weapons normal damage. To teach the skill to another centaur use 'U' '8403' 'Target' as long as they have already issued the order 'U' '8240' earlier in the same turn. The costs to learn the skill are 1000 XP and 1000 GP. They must be in the same or adjacent square. 

(Adds 6-8 magical damage to each successful attack)


Dalimageon (10163), non-CC, Teacher for the skill Desperate Gallop, location slightly to the NE of Crownheart 

OOC: "In times of desperation, centaurs can cover great distances quickly, at the cost of their physical wellbeing. Using this skill a Centaur can move instantly from any main dungeon entrance or city on the Bereny overland to any other main dungeon entrance or city within a range of 500 squares, as long as there is an adventure on that dungeon or city square to target with the order. This incredibly fast journey is incredibly tortuous to the centaur and can sometimes kill them. Any riders are also taken along, but are not subject to the damage. The order to use the skill is 'X" "8404" "Target Character". 30 XP is used each time this power is used. To teach the skill to another centaur use 'U' '8404' 'Target' as long as they have already issued the order 'U' '8240' earlier in the same turn. The costs to learn the skill are 1000 XP and 1000 GP. They must be in the same or adjacent square."
(Actual health costs for a unsuccessful Desperate Gallop are unknown at this time)

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.

Any news of?

A Centaur by the name of El Rozzo seen in Miasma courtyard equipped with both a Centaur Council Half-Gauntlet and Walkers on the Edge equipment. Such a combination is not allowed and the leader of the Walkers has been in touch try and contact El Rozzo to demand an explanation.

No communication has yet been forthcoming from El Rozzo and if no word is forthcoming on this coming day, that particular centaur may soon verily find himself being ceremoniously stripped of both all his Guild items.
OOC: Centaur Titles 

This turn the CC Guild leadership had decided to award both O&D the purely IC title of Centaur Jester, with a short IC note under the centaur race blurb to denote what a Centaur Jester was. 

"Male Centaur Jester - Osseiyus (14750)" 

"The title of Centaur Jester is special award made by the Centaur Council Guild Leader to centaurs that have gone beyond the call of duty to amuse all centaurs in the surroundings, to bring a smile to the faces of their allies and confuse & confound their enemies with their antics."

Unfortunately neither O&D were to live long enough to appreciate it, but I would like to point out that the CC Guild leadership will consider awarding purely IC titles to any character & player that makes an especially noble effort to keep everyone amused or informed on the CC Guild site. IC titles will alter your characters description and will have a short note under the centaur race blurb. 



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
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Image: Centaur Mage

……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 have taken delivery of 10 healing potions that I will deliver to Noir’s Lair mission members when the need arises.

Kellindel’s Korner

Kellindel decided that he had gone far enough in one day and needed to rest.  He knew he had many long days of travel ahead of him, and wanted to rest while he could.  There were reports of a Centaur that had discovered a new ability and was located somewhere with in the White Tower settlement deep within Swinderlog Hole, thus Kell was riding hard for Swinderlog Hole hoping to find the Centaur.  

Kel found a nice clearing in the hills that had a small pond.  He was tired but a dip in the pond would be refreshing, plus the break would give him a chance to call on an old friend.  Kell ended the chant then waited for the Leprechaun to appear.  After several minutes and nothing had happened, Kell began to wonder if he had finished the chant correctly, when he felt an incredible stinging in his hindquarters.  

He whipped around and saw Shamus leaning on his rapier stabbed into Kell’s butt, with a wide grin on his face.  Kell bucked Shamus off his back and the Leprechaun easily did a back-flip and landed in on his feet.   Kell whipped around and confronted Shamus, “What the hell was that??”  Shamus easily dodged the half hearted attempts by Kell to step on his feet.  “Well I figured since you told all those jokes last time, I had to get you back somehow” replied Shamus.  Kell burst out laughing, “I didn’t know you had heard those”, he grinned sheepishly.  “What like us Leprechauns don’t talk to one another?  Silly donkey!!  Kell walked back into the pond to take care of the several small puncture holes in his hindquarter.  

Shamus walked to the edge of the pond, “So where are we going this time?”  “Swinderlog Hole,” replied Kellindel.  

And just for fun and amusement here is a Leprechaun name generator.  Kind of silly but fun nonetheless.  Oh my name is Underpants O'Donaghue

http://www.quizopolis.com/leprechaun_name.php

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

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
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


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!

Noir’s Lair Mission volunteers list
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 (R.I.P.)
Daedillia, Female Centaur (R.I.P.)
Eurytion of Pelion, Male Centaur Bard

The non CC volunteers on the mission are:

Saloma Perdue, female Enchantress, Assembly

Benci Varga Toth, Priest, Dei Vigilare

Andras Hegedus, male Rogue
Wlfgar Winters, Male Glacier Barbarian

Ximenes, male Enchanter (R.I.P.)
Sera Nade, female Enchantress

White Lightning, White Vermine rogue.

Lady Slick Pick, female human rogue

Darius Marluk, male human monk

Silverhoof, Male Unicorn

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.
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