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Welcome!!

Welcome to the Hoof Prints 8, 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- properly this time, an evil undead Centaur and his minions in their dungeon near Crownheart. All members of the mission are now in the process of travelling south to the point of a southern Trader, to group up and explore the southern section of the dungeon. Also we have various reports from members that many have not heard from in many months, a debate about the evil-ness of the Centaur Council(!), plus news of new dungeons and multi-Guild missions to explore them. 

Chaldan Ironhoof

Guild Leader, Centaur Council

Kellindel Warden

Deputy Guild Leader, Centaur Council
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Introduction

Welcome to the 8th edition of Hoof Prints. There has been quite a bit happening since the last issue, so hopefully I get everything in.  Topics this issue:-

· Member reports

· Noir’s Lair reports & the “death” of Noir

· Equus Skill House skills

· The multi-guild mission to the Halls of the Dwarven King

· The Centaur Council vs El Rozzo

· Centaur Council Guildhouses and Centaur Meadows

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:-

Amphion, Centaur Stallion (yet to receive CC Half-Gauntlets) (at the Frontier)

Aktaegon, Centaur Stallion (Noir’s Lair)

Daeagonal, Centaur Filly (Noir’s Lair)

Saeri Airhead, Centaur Filly (on the Twang Towers Estate, Winterward)

Valaria, Centaur Filly (in the Pits of Poldoon)
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Centaur Council mission reports

After a determined effort, I am pleased to be able to offer a good number of report from CC members scattered across Bereny. I thank them for getting in touch and I look forward to hearing from more of our members over the coming weeks.

*********
"Friends,

It has indeed been a long while since I have shared my news and learning with the wider herd.

For the most part, I have been toiling within the lower levels of Swinderlog, although I confess that I have been considering a trip to Noir's Lair, or indeed to the Enchanted Forest, where I hear news from a distant cousin that has found the Lair of the Uberwyrm there.

Of the moment, however, I travel to the Temple of Oldain in Swinderlog Sacred, to finish some business with some members of the White Tower. Beyond that, my way is not yet clear.

I am also pondering my future path, with the way of Centaur Mage open to me now, but I would rather become a Champion of our kind. That, it would seem, is a long way distant."

Sable
[OOC: Player - Andy Fryer]

*********

Charon of Poldoon sends his best wishes from the Lair of Deceit; he recently encountered a weird teleport room that moved him half way across the dungeon, and his man at arms the other half. Sadly for Charon, it's dumped him back in the middle of the Sidhe Warrior Woman encampment, and they are *not* pleased to see him...

Charon of Poldoon

[OOC: Player – Mike Lay]
*********

My thanks to Chaldan Ironhoof for inviting me to use this forum to introduce myself, though I'm not yet an official member. An omission I'll remedy as soon as I locate a trader and thus put together the membership fee...

As for my whereabouts, I'm accompanying a couple of friends on a mission for their Guild (the White Tower): we are seeking to reach the Frontier overland from Bereny, thus rediscovering and mapping the route of the original road. We've been on the road only a few weeks, so the chances of success are hard to judge; the wildlife is certainly not welcoming, so far...

Should we survive to our goal, I was very much taken with Jocasta's description of life as a property owner on the Frontier.

Amphion
[OOC: Player - Martin Mills]

*********
I'm currently in the Mines of Miasma in a Fallen Dwarf Stronghold part helping out a monk friend to see how far down we can get. Currently I'm just helping to retrive some equipment from my monk friends student before attempting to decend down further into the mines of Maisma.

Davino
[OOC: Player - Andrew Laidlaw]

*********
I am in the Lair of Deceit with a couple of friends. We fight all comers, though have been driven out of the south part of the dungeon by the sheer ferocity of the Sidhe Warrior Women who killed a monk I was travelling with. 

I have recently battled the following creature:

Horrific insectile monsters, Gormwinders are jet black fiends that scuttle in the gloom in dark dank places. With a terrible taste for flesh, they are literally eating machines, having been known to munch their way through entire communities of the weaker underground races. Looking something like a fly suspended in the body of a giant spider, they are a strange amalgam of creatures filled with hunger and malice.
Gormwinder is equipped with Nothing.


Charon of Poldoon
[OOC: Player - Mike Lay]

*********
I am currently located just outside Central, having traveled there from the Solas' estates. I am here to meet Duchess Wildfire and we will probably travel somewhere together using my new skill of 'desperate gallop.' I'm not sure where, because the duchess is considering several different locations. We may even see if the skill will take us to the glaciers. 

Brightmane 

The Unicorn Stallion

[OOC: Player - Keith Peterson]

*********
Well i'm somewhere deep underground lev 6 or 7 i guess in the bloody eyed pyramid wth 3 monks from the silent pond mission who are still exploring the pyramid after defeating the bloody prince , at the moment i'm wondering when all these water elementals are going to change from friendly to enemy and start to attack us. We hopefully will find the secret of opening the blody eyed altar or the black eyed altar soon 

Gauld

[OOC: Player – Peter Croucher]

*********
Leader Chaldan,

I am with my friend, Warlock Certh Galen. We are exploring just NW of Central Dungeon.
We will probably enter the dungeon to sell any items we might find..the pickings are not that great. After that, we are thinking of travel north to Crownheart.

Cheve Chase
Centaur Knight

[OOC: Player - Richard L Smith]


Chaldan,

Along with Ranger Fendors of the Terin'sha, we are fighting Jade Specters. We found some Glowing Jade, which seems much more 'powerful' than regular Jade. We may soon leave Hasjan for RMK. We have friends there.

Sharon
[OOC: Player -  Richard L Smith]

*********
Hail and Greetings, Fellow Centaurs !

A short note from Jocasta, formerly Herd-Leader, in the Frontier:

I'm afraid our little Herd seems to have dwindled to just me ... or at least, I've not heard or seen anything of Alexandro and Samantha Oakleaf ( was she ever a Member ?). I'm still very closely associated with the WotFP/VA Wing/Duchess' Companions Group (although I've not had the actual privilege - maybe a a Royal Visit some day, eh ?).

Its nice to be a property owner out here in the new lands - income-producing Savannahs and Pineapple Groves are there for the grabbing, if you have a small initial investment, and certainly take the worry out of where the next few GPs are coming from !!

I've recently spent a few days trying my hand at Mining, whilst protecting a group of our Native Workmen beavering away at veins of gold in a Cave. Its hard work (which is why we largely get them to do it !!) but it encourages them to see one of the ruling class getting their hooves and hands a bit dirty - and it all helps towards that nice Plus-5 Scimitar or whatever.

I'm now back on area protection, while our Tame Elephant clears the ground and our Native Planter gets some more crops planted. Me and my pal, Ozymandias the Aslani, just whacked yet another Woolly Mammoth (like an Elephant, only bigger and nastier) AND a Black Panther, in the same day. We caught 'em in a 3-way cross-fire with one of our Native Infantry (well, actually a Native Workman with a Bow and a Helmet, but they feel better with a military title).

What with all this talk about everything being connected, by underground brass pipes full of water, back there in Bereny, Ozzy and I will probably nip over to double-check the nearby Scorched Pits. They were created by the explosion of a Derwentian Underground Laboratory, but not quite fully explored ... they are partially flooded and have brass pipes going off through the walls ...


Jocasta Silverglade,
CC FRontier
[OOC: Player - Bill Mayling]

Noir’s Lair Mission

The battle against Lord Crazy Horse

After an exploration of the large Eastern Room was almost complete, the mission was startled by encountering Lord Crazy Horse. This Lieutenant of Noir’s was well armed with a magical bow called “Wildstorm” that can fire 3 times in an hour for some considerable damage.

This was the evil centaur that slew Osseiyus and Daedilla and almost killed me too. This plus half a dozen Witchmares very nearly put paid to myself and my companions if it weren’t for the intervention of the little known Necromancer Malcolm Finch, who had wandered into Noir’s Lair out of curiosity. Whilst the mission was busy re-grouping and healing and waiting for another push against Lord Crazy Horse, Malcolm Finch engaged it in a busy duel that saw the infamous Touch of Death necromancer parchments being used to slay Lord Crazy Horse.

After some negotiation Malcolm Finch was magnanimous and agreed to give Lord Crazy’s Horse’s “Wildstorm” to the Centaur Council in exchange for a particular favour; seeing as “Wildstorm” had been mentioned in the notes accompanying the Centaur mission as a item that would specifically help to slay Noir in the final battle.

Tancred Silverhoof currently proudly wields this bow on behalf of the Centaur Council leadership and its Sponsor.

***

During the battle to extricate themselves from the Eastern Room, a gang of 5 Witchmares and their allies ploughed into the defenders. Their mental attacks were particularly painful to myself and my allied Enchantress Saloma Perdue, but suddenly they revealed a new ability. That of being able to spew a Crimson Mist at close range. I got hit not once, but 3 times by this attack. The result of this attack left me with a condition known as Lethargy and left me feeling extremely tired and less able to defend myself. 

OOC:

Lethargy

I feel incredibly lethargic and sleepy. My eyes will barely stay open. My muscles feel heavy and drag me down. This was imposed by a Witchmare which breathed Crimson Mist at the character. 

Lethargy -1 = Attack -5, Willpower -1, Move -1, Defences -5 to all

Lethargy -2 = Attack -10, Willpower -1, Move -2, Defences -10 to all

Lethargy -3 = Attack -15, Willpower -2, Move -3, Defences -15 to all

Lethargy -4 = Attack -20, Willpower -3, Move -4, Defences -20 to all

Presumably etc. Unknown what the upper limit is, but I had no wish to find out....... (
***

I am happy to report that after several days of avoiding combat I almost rid of this condition, but I will have to bear it in mind when we next encounter these critters.

The forward scouts of the CC mission & the battle against Noir

The forward scouts of the Centaur Council mission are Leif, Bach, Flica Finemane and the enchantress Sera Nade. It was these intrepid adventurers that first discovered and made use of the Equus Skill House. It was Flica Finemane that first picked up a magical Centaur Broadbow that the Evil Centaur Champions drop when slain. 

This advance party also were the ones to encounter the first form of Noir and to slay him (Sera Nade took the kill), but his body disappeared, so we assume we will encounter him at a later date and then wonder how many times we will need to kill him before he stays dead. 

Bach has found a Magic Aura 2 tome in loot dropped by Noir’s fleeing minions and with Flica Finemane currently having a Magic Aura 1 tome, this means members can now increase their damage resistance accordingly.

The discovery of the Equus Skill House
The forward scouts of the mission (Leif, Bach, Flica Finemane & Sera Nade) were the first to discover the Equus Skill House. The Equus Skill House is located south of the broad North-South passage in Noir’s Lair. This is an extremely lucky find and most members – including myself – have been pleased to take advantage of what skills the Equus Ancient Masters can teach. It seems that these Equus do not share the hostility to the Good races that the rest of the Equus race does.

“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”

1) Show Jump, L 30 0, 500xp

Unknown as to what the effects are. However I can see it working similar to Master of Forms (monk skill of performing kata in public, that gives gold - after a good performance - in Courtyards)

2) Rearing Strike, L 31 0, 500xp

A Centaur with rearing strike is able to leap up into the air and strike with its two front legs in a very effective way. Damage appears to be 9-16 plus strength, Rearing Strike is +1 range, Automatic extra attack.

3) Turning Kick, L 32 0, 500xp

A Centaur with the Turning Kick skill is able to spin on the spot and kick with powerful back legs at chosen target. The order to do so is 'X' '8566' 'Target' and the target must be in the same or an adjacent square.
4) Sheer Mass, L 33 0 , 500xp

Centaurs with the Sheer Mass skill are just really huge. They eat more, gain weight more quickly and replace fat with muscle easily. Effects seem to be +12 Health, +3 STR, and +2 base damage (independent of the STR increase).
5) Mighty Leap, L 34 0, 500xp 

Centaurs with the Mighty Leap skill can move two squares with a single move order by jumping. The order to use the skill is 'X' '8568' 'Direction Code'. Each double move does still cost the usual movement points for two squares, but saves orders used.

Enemies in Noir’s Lair

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

Evil Centaur Champion - 

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 Normal attacks (Centaur Broadbow), psychic attacks (Mental 7-12) and able to breathe Crimson Mist (imposes Lethargy) & having a big damage resistance (10pts damage resistance to Normal, Fire, Cold & Magical) 

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.] – Killed by non-CC mission member Necromancer Malcolm Finch

Noir (Undead Centaur) – killed by a combination of bow-fire and Enchanter damage, but body disappeared leaving no traces.

New members

We welcome Aktaegon, Centaur Stallion and Daeagonal, Centaur Filly to Noir’s Lair. We trust they will step warily and make best use of the Equus Skill House

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

Chaldan Ironhoof

Guild Leader, Centaur Council

Noir’s Lair views
The mission has now adventured quite extensively in Noir’s Lair and we have found the limits of the dungeon, both east and west and almost all the dungeon has been revealed up to the point of the Southern Trader. Beyond this and the locked doors is a southern expanse that no one has yet ventured into. The mission – being quite widely scattered at the moment - is congregating on the Southern Trader before pressing south once again. 
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The Inter-Guild mission to the Fallen Dwarves Stronghold

It has come to many people’s attention that a number of new locations have been discovered up and down Bereny, I imagine that adventurers both old and new will be flocking to these locations in the hope of finding new treasures and new experiences. With one exception.

"The Fallen Dwarves Stronghold"


Although many dwarves work with Bereny and are allied to the nation's cause, a huge contingent have always lived their lives far below ground, serving their own King and living their own lives within their own unique culture. Recently, unknown to the surface world, these dwarves have been fighting a terrible battle
against a deadly assailant. And they have been defeated. Survivors have begun to stumble into the surface world, and to the edge of the White Tower Island in the Underworld, begging aid and sanctuary.


Note from Baron Ephraim Stryker:-

“To all

Give me of your time and attention, an ally of the Kingdom of Bereny stands at peril. Now comes the hour we must respond in force.

This will not be a task for the inexperienced nor the faint at heart. It will not be a mission for those who will neither work in cooperation nor take orders when necessary. The perils will be great, the time will be long, but the rewards will be necessarily great.

The White Tower will take the initial lead but will stand ready to enter a coalition of Guilds, factions and individuals to best achieve our goal. To reclaim the Stronghold and if necessary rescue the Dwarven King.

Respond as you can and when you are able. The gathering point until we have further information will be the Tower Island Settlement in the Underworld, most easily accessed from a portal near to the White Tower in the Courtyard of the Swinderlog Hole. Funds and equipment can and will be supplied where necessary.

Baron Ephraim Stryker
Lord Commander of the White Tower”

*********

The Centaur Council is pleased to be able to respond to this call and is asking all experienced Centaurs not already engaged in other Centaur Council or Royal missions, to make their way to White Tower island. I am not so sure about the amount of funds available, but I feel that these will be restricted to travel costs. It is expected that the Centaurs that attend will already be very experienced, equipped and skilled in order to survive the rigours of adventuring in the Underworld.

Saying this, it might be possible for some funds to be available to CC members adventuring to the Underworld, it is a tough place and I acknowledge that after encountering Noir’s minions, life seems have taken a turn for the worse recently. Contact me if you need funds urgently.

From memory the Centaurs that I know that have responded to this call include:

Eurytion of Pelion, Centaur Stallion, (Bard)

Serena, Centaur Filly (companion to Baron Stryker)

Willa Wildmane, Centaur Filly

There are others I am sure of it, but I cannot trace their replies at the moment.

The Centaur Council vs. El Rozzo

The Centaur Council, at the time, in conjunction with the Walkers on the Edge sought to remove a Centaur called El Rozzo from his illegal membership of the Walkers on the Edge. Since El Rozzo had been spotted wearing both CC and WotE membership items illegally, it was deemed that he should give voice to why he sported items from both Guilds or face expulsion from both Guilds.

El Rozzo took his time responding to the call from both Guild Leaders and only then responded by proxy, by a physician called Dr Warp claiming to be in charge of El Rozzo’s mental health, since the Centaur was apparently driven insane by his descent into a particular dungeon. The Physician advised all to disregard any and all of El Rozzo’s raving as those of a seriously unhinged mind.

However as a result El Rozzo still remains at large and still retains both CC and Walkers on the Edge membership, as the leadership of the Walkers has not responded finally on the decision on whether to allow El Rozzo to keep his dual membership.

It should be noted that the only Centaur who has official Centaur Council and Walker on the Edge dual membership is Thunderchild, currently adventuring in Noir’s Lair.

Whilst the matter with El Rozzo’s guild membership was in the process of being resolved El Rozzo started to produce anonymous notes accusing the Centaur Council of evil and heinous deeds, of being in league with the Evil Gods. These quotes from the Bereny Bugle:

“CENTAUR COUNCIL IS ‘A GUILD OF EVIL’

Dateline: 22-10-515

Doubts over the status of the Centaur race - whether they should be considered as people or as monsters - have again resurfaced after messages were posted all over Bereny claiming that the Centaur Council was a guild of evil and calling on Berenians to strike down their members where they stand. “Centaurs are all evil - stop them before they help the evil one,” the latest message to appear reads.”
and

“EVIL CENTAURS ON THE RAMPAGE IN HOMEWARD

Dateline: 21-11-515

Following on from recent allegations that the Centaur Council is ‘a Guild of Evil’ and is in league with demonic powers, attributed to a Centaur who is a former member of the Guild, further shocking claims have been made about the nature of the Centaur race.

There have recently been several confirmed sightings of monstrous centaurs roaming the the Homeward area, committing acts of evil and violence upon the citizenry. There have even been allegations that they have been stealing and devouring human children.

Many in Homeward are now openly asking if the Centaur Council are really struggling to defeat the evil centaurs, or whether they are just trying to placate the Royal Authorities while their evil allies carry out their fell deeds.”

Needless to say I was quick to reply to the mystery slanderer and when the Bereny Bugle sent me a letter openly and brazenly questioning our loyalty to our Berenian allies, I returned to them a full and frank letter explaining every aspect of our Royal mission to slay Noir and his evil allies.

“CENTAURS ‘NOT EVIL’ SAYS CENTAUR COUNCIL 

Dateline: 28-11-515

The Centaur Council, the organisation which represents Centaurs in Bereny, has hit back at accusations that Centaurs are ‘a race of evil monsters’. “On behalf of the Centaur Council and its members, I absolutely and completely refute these horrid and hurtful suggestions that have been made”, Chaldan Ironhoof, the leader of the Centaur Council, told the Bugle. 

Chaldan described the accusations that the Centaur Council was a ‘Guild of Evil’ as ‘deranged rantings’, and as ‘the mouthings of a seriously unbalanced individual’, and alleged that they originated from a single individual, El Rozzo, whom he described as ‘a mad and demonstrably insane Centaur‘.

“I think your readership should remember the report from El Rozzo's physician, asking everyone to ignore his deranged rantings. The Centaur Council feel pity that this particular Centaur has suffered so much as to unhinge his mind, and hope that his physician can cure his madness.”

Defending the Centaur Council’s lack of success in stopping the depredations of the evil centaurs around Homeward, Chaldan described how their expedition has had to face dangerous foes in their attempts to penetrate their lair. “We have lost four mission members to the evil depredations of Noir's minions. I myself was almost slain in a vicious battle with one of Noir's Lieutenants, a centaur by the name of Lord Crazy Horse. Nevertheless, despite these difficulties, our mission members have been both brave and fearless in the face of waves of hostile evil Centaurs, and we are in the process of pushing deeper into Noir's Lair.”

I think for now both El Rozzo and the Bereny Bugle have been appropriately silenced over this set of horrid accusations against us, El Rozzo has a lot to answer for and I cannot say I am exactly pleased being questioned about our loyalty to our Berenian allies in these troubled times.

Centaur Guildhouses and Centaur Meadows proposal

OOC: 

I have noticed that dungeon courtyards have a Centaur Council guildhouse that provides nothing apart from providing an redundant address to the previous Guild Leader of the CC. Then we have Centaur Meadows that exist outside of the dungeons and are sometimes very far away from Dungeon entrances. This seemed daft to me, so I have asked Steve to consider the following:

What would be ideal, if you could manage it sometime please, is to combine what items can be bought from both a set of Stables and put these into the Centaur Meadows. It just occurred to me that after looking at the White Tower Island map, that although there is a CC Guildhouse on the island, it provides nothing for centaurs or its members. What the White Tower Island needs is a Centaur Meadows and a set of Stables.
 
The alternative and probably better IC thing would probably be to do away with all CC Guildhouses in all Courtyards and replace them with Centaur Meadows. A bit like all Silent Pond "guild house"'s are represented on courtyard maps by a single Shallow Water square, so the CC Guild will have a Centaur Meadow there in place of its current structure. Characters visiting the square will have the following description given to them:
 
"Centaur Meadows
These Meadows are populated by Centaurs, Unicorns and Fae of different colours and sizes. There are several buildings dotted around, akin to very grand stables, though one catches the eye more than most. Squat and solid, guarded double gates lead into a pleasant open space, where centaurs mill about, some talking, some philosophying, some training with instructors in the many open and covered spaces. Not quite a typical Guild House, but this is probably because it belongs to the Centaur Council, a guild whose needs are rather different to other organisations. The Centaur Council is a mutual benevolent guild that exists to guild and assist centaurs & unicorns. The guild professes to have close ties to the Fae. 
Those who wish more information concerning the guild can discover it by issuing the order 'L 1' whilst standing on the Centaur Meadows house. 
For more information on items and services available to Centaurs & Unicorns - members and non-members, the order 'L 2' will provide all you need.

L  1  0
A Centaur rode forth from the guildhouse to answer my questions about the guild. I found him to be extremely helpful and managed to gain various useful pieces of information. The History of the Centaur Council. The Centaur Council was formed at a time when the Stallion Council was falling apart due to the mistakes its leader had made. To try and save the Council its leader, who had fallen from grace somewhat, stepped down and passed the leadership on. From the ashes of one guild rose another; one that treated its members as equals. This was how the Centaur Council was born. Upon joining the Centaur Council, members gain the Centaur Half-Gauntlets, an enchanted item which can be equipped to the over-hand area for positive attack and damage bonuses. These items can only be worn by Centaurs, and cannot be passed to non-members. Joining the Centaur Council. If you choose to join the Centaur Council, you will be expected to pay a membership fee of 50 GPs upon joining. To request membership of the guild you should contact the guild leader Chaldan Ironhoof. 
By Mail:- Paul Malone, 13 Concorde Close, Storrington, West Sussex, U.K . Email mhoranl@yahoo.co.uk. The Centaur Council also have a website http://homepages.tesco.net/~ian.edwards3/CentaurCouncil/index.html

L 2 0

This will list all services commonly available currently at a Centaur Meadows and all things purchasable from a Stables.
 
I would also eventually like you to include (please!!) all the new skills found at the Equus Skill House in Noir's Lair at the combined Centaur Meadows/ CC guild location and available under the L 2 0 order. 
 
For centaurs and unicorns in the Underworld visiting the White Tower Island this would be of great benefit, because at the moment there is nothing to offer them, no services, no nothing.
Congratulations to:

No one seems to have been able to learn any advanced skills or take an Advanced Path in the time since the last Newsletter.
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.
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Centaur Council website

With many thanks to Ian Edwards (Tancred Silverhoof) for the creation & maintenance of our 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

Thanks to Colon the Alchemist, I have taken delivery of 20 healing potions that I will deliver to Noir’s Lair mission members when the need arises.

Kellindel’s Korner

Classical references to Centaurs

	Arcadia
	One of two regions of the Greek mainland where centaurs were said to have lived in the mountainous regions. Associated with simple, pastoral, contented scenes. See also Thessaly.

	Centaurus
	Astronomical constellation in the southern skies, includes the star Alpha Centauri, a trinary (including Proxima Centauri, the closest star to Earth other than the sun). Located between Crux and Hydra. Not the same as Sagittarius.

	Cheiron
	Or Chiron. The centaur sage who tutored both the heroes Achilles, Herakles, Theseus, and Jason and the healer Asclepius. Said to have been immortal and, after being wounded by Herakles, was allowed by Zeus to give his immortality to Prometheus rather than live on in agony. Zeus then placed him in the stars as a constellation. Cheiron was supposedly the son of the titan Kronos (Zeus' father) and Phillyra (an oceanid, or sea nymph), not a scion of the centaur race.

	Deianira
	The last wife of Herakles. She supposedly was tricked by Nessos into using what she was told was a "love potion" (which was in fact deadly poison) to keep her husband faithful.

	Dionysus
	Greek god of wine. Said to have been worshiped by satyrs and centaurs.

	Hera
	Queen of the gods and wife of Zeus according to classical Greek mythology.

	Herakles
	Or Heracles or Hercules. The classical Greek hero demigod who learned from and had fights against centaurs.

	Ixion
	Greek king identified as the father of Kentaurous, and so progenitor of centaurs, possibly on a facsimile of Hera created by Zeus.

	Kentauros
	The son of King Ixion and father of the centaur race after mating with horses.

	Nessos
	Or Nessus or Nettos. A centaur said to have attempted to abduct and / or rape the last wife of Herakles and been slain by him. He supposedly had his revenge on the hero, through his blood according to some sources. See Deianira for more details.

	Peleus
	Argonaut and father of Achilles. He fought centaurs when King Acastus of Iolcus was tricked into abandoning him unarmed on hunt, but was saved when Cheiron returned his sword. He later left Achilles in Cheiron's care.

	Pholos
	The centaur who's hospitality to Herakles led to the hero's centauromachy.

	Sagittarius
	The ninth astrological sign and astronomical constellation of the Zodiac usually depicted as a centaur with a bow. By legend it's Cheiron, placed in the sky by Zeus. Also the heraldic term for a centaur. Not the same as Centaurus. As an astrological sign it spans birthdates about November 22 to December 22.

	Theseus
	Classical Greek warrior hero who had fights against centaurs. Most renowned for the slaying of the Minotaur, a bull-headed anthropoid.

	Thessaly
	A region of the Greek mainland where centaurs were said to live in the mountainous regions. See also Arcadia.

	Zeus
	King of the gods according to classical Greek mythology.
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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://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

Centaur Teacher 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 Swinderlog Hole CY then White Tower island

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

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 

Skill: Desperate Gallop

"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."

Damage seems to be rated in terms of roughly 10 health per 100 squares travelled + 15xp. Each trip will burn through XP. Centaurs may only carry 1 passenger, Unicorns and Horses may carry two.

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)

Equus Skills House in Noir’s Lair

“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”

Show Jump
L 30 0, 500xp - Unknown as to what the effects are. However I can see it working similar to Master of Forms (monk skill of performing kata in public that gives gold - after a good performance - in Courtyards)

Rearing Strike

L 31 0, 500xp - A Centaur with rearing strike is able to leap up into the air and strike with its two front legs in a very effective way. Damage appears to be 9-16 plus strength, Rearing Strike is +1 range, Automatic extra attack.

Turning Kick
L 32 0, 500xp - A Centaur with the Turning Kick skill is able to spin on the spot and kick with powerful back legs at chosen target. The order to do so is 'X' '8566' 'Target' and the target must be in the same or an adjacent square.
Sheer Mass
L 33 0 , 500xp - Centaurs with the Sheer Mass skill are just really huge. They eat more, gain weight more quickly and replace fat with muscle easily. Effects seem to be +12 Health, +3 STR, and +2 base damage (independent of the STR increase).
Mighty Leap
L 34 0, 500xp - Centaurs with the Mighty Leap skill can move two squares with a single move order by jumping. The order to use the skill is 'X' '8568' 'Direction Code'. Each double move does still cost the usual movement points for two squares, but saves orders used.

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

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.

Centaur Pioneer

One of the first Centaurs to leave the wilds and the world of the Centaurs and travel out into the lands of wider Bereny.

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 Stallion & Knight

Leif, Centaur Stallion

Bach, Centaur Stallion

Flica Finemane, Centaur Filly & Champion

Thunderchild, Centaur Stallion

Wren kre Charon, Centaur Stallion & Bard

Titania, Centaur Filly

Aktaegon, Centaur Stallion

Daeaganal, Centaur Filly
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

Sera Nade, female Enchantress

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.

In Memorandum

Osseiyus, Male Centaur (R.I.P.)

Daedillia, Female Centaur (R.I.P.)

Ximenes, male Enchanter (R.I.P.)
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