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INTRODUCTION

INTRODUCTION

entaurs make rare appearances in most

campaigns and there are many good reasons

for this, not least because as a race they are so
shy. Games Masters are often reluctant to pit their
players against centaurs because they do not
represent any kind of evil or savagery. Why would
the party want to waste time dealing with a reclusive
race devoted to nature when there are thousands of
goblinoids at large who are just desperate to have a
sword run-through them? At best, centaurs are used
as occasional allies against such evils.

There is more to your average centaur than this
though. They have very ancient traditions, a
complicated culture and a reason for living that goes
far beyond merely protecting their hidden territories.
Games Masters can use the information within the
Slayer’s Guide to Centaurs to give their scenarios a
lot more depth, portraying this race in a manner their
players will never forget. For their part, players will
find this book an invaluable resource when dealing
with centaurs if they wish to avoid a large arrow in
the back. Understanding a centaur’s perception of
the world is the first step to working alongside a
race that greatly values its distance from
others. Of course, more
unscrupulous players
may be keen to discover
the defences centaurs
place around their
settlements and what
manner of treasures
may be found therein.
In any case, as the first
contact anyone 1s
likely to have with
centaurs is a warning
flight of arrows, it is
decidedly beneficial to
know what to expect if
a party should
inadvertently stray into
their territory.

Whilst it is true that centaurs
are a highly secretive race,
there are those who have
prolonged contact with them. Of
these, most swear themselves to
silence concerning the things they

have seen and heard in their time with the enigmatic
creatures, but a few have seen fit to record and relate
their experiences. Whole generations of adventurers
are in debt to such people. The Slayer’s Guide to
Centaurs compiles the knowledge of all these wise
people into one invaluable tome, though no
responsibility can be taken as to what adventurers
might actually do with this resource. Only this will
be said — if you plan foul play against centaurs, be
prepared to face the most capable of enemies. Evil to
he who thinks evil.

THE SLAYER’S GUIDES

This series of supplements, designed for use in all
fantasy-based D20 games systems, takes an
exhaustive look at specific monster races, detailing
their beliefs, society and methods of warfare.
Typically, these will be the races all but ignored by
Games Masters and players alike who pay little heed
as countless thousands get slaughtered during the
acquisition of new levels and magic items.

CENTAURS — ENIGMATIC
FRIEND AND FOE

Each Slayer’s Guide features a single race, in this
case the centaur. Within these pages you will find a
colossal amount of information on centaur
physiology. habitat and society, giving you a
fundamental level of understanding on how this race
exists and interacts with the rest of the world.
Players will learn how to approach
_ centaur tribes and how to defend
<= themselves if needed. Games
Masters are presented with
guidelines on how to introduce this
race into their existing campaigns. They will
also benefit from material demonstrating how to
actually portray centaurs to their players, thus giving
their campaigns and scenarios even greater depth
than before. For the truly ambitious, rules
are given for using centaurs as player
characters.

Finally, a complete centaur village is
featured, to be used as an extended
encounter, the basis for a complete set
of scenarios or even just as an example
of how these shy creatures live.
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CENTAUR PHYSIOLOGY

CENTAUR
PHYSIOLOGY

f all the humanoids to walk these worlds,
Ocemau:s are certainly one of the more

distinctive races. Standing up to nine feet in
height, they seem an almost magical combination of
horse and man, possessing both swift speed and great
strength. They are also few in number and their
habitats are extraordinarily rare and so it is only a
tiny minority who can truthfully say they have seen
these fascinating creatures with their own eyes. As
such, any study of the centaur is fraught with
misconception and hearsay, with only the most
diligent of scholars able to wade through myth to
uncover raw fact.

First, the falsehoods have to be set aside. Legends of
centaurs tell of horses with strong human bodies but
whilst the torso is indeed muscular, facial features
have more in common with elfkind. Such stories
may have roots within very primitive cultures whose
people, on seeing a mounted human for the first time,
assume man and beast are one. It is oft said centaurs
are masters of the woodland and can waylay those
who stray into their realms with powerful and
twisting magicks. The former may certainly be true
but whilst there are druids amongst their numbers,
the majority of centaurs simply do not have the
intellect for complex arcane lore. Last, there are
tales of huge cities within the great forests, populated
with centaurs and elves, magically hidden from the
outside world. As we shall later see, this is pure
folly.

THE TRUTH UNCOVERED

On first sight, a centaur is indeed an impressive
creature. Well-toned muscles bulge under its skin as
it moves with a grace seemingly at odds with its great
mass. There are no documented records of any
centaur suffering from disease or plague and it
appears they are able to shrug off ailments that would
strike down other races with consummate ease.

Every sighted centaur appears in perfect health, with
their powerful equine bodies being likened to the
finest charger of any noble-born knight. It is this

incredible physique that grants the centaur its
fantastic speed and they are easily capable of keeping
up with pure-bred horses that are smaller and lighter
than themselves, even at a full gallop.

The humanoid half grows from where the withers of
a horse would normally be located. Combined with
the enormous frame of their horse bodies, the
humanoid torso possesses far greater strength than
might be presumed at first glance, as centaurs can
draw upon the power of both when lifting heavy
objects or swinging large weapons.

Hair colour for both body and torso is predominantly
very dark brown though a very small proportion of
females may be pale grey or white. Females lack any
hair on their torsos aside from that on their scalps and
above the eyes. The hair of males is far more
prevalent, spreading to arms, chin and stomachs
though not to their powerfully built chests. Hair for
both sexes is grown long and never tied back but
strands bound together with beads are a common
addition.

Aside from belts and straps, centaurs eschew clothing
of any form. There seems no impetus for such
refinements within their society and their choice of
temperate homelands ensures extreme cold weather
rarely troubles their sturdy bodies. The belts, made
of leather or twine, are usually utilitarian in nature,
being used to hold weapons and other pieces of
equipment so as to keep the centaur’s hands free.
Male centaurs may take the trouble to decorate these
straps with stitching or precious metals and many
also add a pouch to carry the few coins and gems
they have in their possession.

Centaurs are omnivores, having a mixed diet of meat,
fish, fruits and crops they cultivate themselves. Aside
from a great male passion for elven wine, the
principle liquid intake will be either clear water or
milk gleaned from small herds of deer or forest goats.
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THE WOODLAND SIXTH
SENSE

Good hearing, combined with a deceptive agility and
ability to move with quiet grace, allows centaurs to
detect those entering their territory long before the
invaders themselves realise they are surrounded by an
entire hunting group. The centaur capability for both
setting and spotting ambushes is renowned amongst
those who know them best but it is interesting to note
this only seems to apply whilst they are within their
natural woodland environment. On the rare
occasions a centaur ventures from its homeland, the
senses seem to become much duller, leading to
reasonable speculation that a centaur’s usual sixth
sense of its environment is tied closely to their bonds
with nature. When detecting hidden enemies, for
example, a centaur’s eyesight may not, in fact, be any
better than an average human’s. They simply ‘sense’
something wrong in their surroundings. When
removed from woodland, this sense all but
disappears. This could well account for the
skittishness that grows and magnifies the further they
travel from their homes. It is also worth noting that
this close tie with natural woodland surroundings also
relates to their ability to conceal their own presence.
to the point where invaders may pass large numbers
of centaurs unawares, despite their massive size.
Removed from their habitat, again this skill vanishes
and their large mass becomes as detrimental to hiding
as it would to any other race.

INTO THE MIND OF
CENTAURS

Contrary to the views of those willing to relate them
with elfkind, centaurs tend to be of lower than +
average intelligence when compared to the more
civilised races. Only a rare number of females
demonstrate any high degree of wit and such

individuals are well marked within centaur
settlements, becoming part of the leadership of any
village.

The most noted characteristic of the centaur
psychology is their innate shyness, leading to a
preference for isolation from other intelligent beings.
They are anything but violent in nature, instead
pursuing the arts of music and horticulture, and
remaining in tune with the greater good of their
woodlands. They take great pains to avoid contact
with the outer world until an intrusion threatens their
settlements. Even then, a centaur will attempt to
guide any possible invader away by more peaceful
means. However, the quiet existence of centaur life
is of paramount importance to them and direct
assaults upon their territory are swiftly and brutally
repulsed. This is a side of their personalities that
centaurs abhor and they detest any who force them to
battle but when it comes to threats against their
continued way of life, they act without hesitation.

To a centaur. the members of their family and village
take precedence above their own individual safety
and there are many tales of captured centaurs actually
being successfully ransomed for large amounts of
gold. The centaur penchant for non-violence and
avoidance of contact ends when any other is harmed.
Invaders who capture or kill any member of the
village will be pursued for miles through woodland
domains and the vengeance extracted upon them can
be dreadful. If a centaur is successfully captured, the
others of their village will be willing to use every
resource they own to secure or ransom the safety of
even the most unpopular of males.

The only other exception to their peaceful lives
occurs during the consumption of alcohol which is
something only the males of the species engage in,
but it appears to have a potent effect that far
outweighs that of other races. Though they can
consume vast quantities before becoming insensible,
even relatively small amounts can produce a marked
effect. Their shyness all but disappears and entire
groups can become rowdy, boisterous, even
gregarious. Woodlands can ring with bawdy songs as
groups of males race through the trees, attempting to
out-do one another with displays of speed, strength
and the jumping of high obstacles. Acts of violence
between male centaurs during such times are
uncommon but if they encounter intruders within
their territory, they are likely to attack first and regret
the action later in a sober dawn.
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Female centaurs avoid alcohol at all times, treating it
as a purely male pursuit. The matriarchal society of
the centaurs is seen as one cornerstone of their way
of life and thus such uncontrolled behaviour is
neither fitting nor sought. One cannot help but
wonder if some young male, his mind clouded with
drink, might not be tempted to contaminate the milk
or water of a female as some kind of practical joke.
Unfortunately, there is no documented evidence of

this ever happening. Perhaps it is something no male
would dare to even think about or maybe alcohol
does not have such a pronounced effect on the female
physiology, or this may just be an extremely rare
occurrence centaurs keep very quiet about. The
thought of a powerful centaur druid affected by drink
encountering those merely lost in the woods is a
terrifying one.
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We readied our swords and spears against the initial centaur charge. I truly thought these were sound tactics,
considering the ease with which we had cut down their patrols. I used the normal strategies taken directly out
of the war manuals and we should have been able to slaughter the horse-men easily as they approached. But
the beasts had aid of a supernatural kind! As we made ready to meet the initial charge, the very trees of the
forest wrapped about the limbs of my men. It was as if unseen spirits were controlling the very foliage
surrounding us. I admit several of the men felt fear at this time and only the iron discipline drilled into all our
troops enabled me to regain control of the unit. The troops found it nearly impossible to advance their position
or strike out at our enemy.

The very ground beneath our feet was turned into thick mud and our counter-charge failed as my troops
became stuck in fluid earth. The devastation to the Third Unit was extreme as the centaurs flanked our trapped
men, showing no mercy to the bogged down and hampered warriors. Even the men we had waiting in ambush
were snagged by magical snares bound to nearby trees. They were unable to free themselves in time and were
cut down like dogs.

Though I would not have thought it possible, the centaur spellcasters became even more deadly with the next
wave of attacks. Our swords became too hot to hold and we had to drop our weapons before we blistered.
Swarms of biting and stinging insects flew amongst our troops. Plants and trees continued to attack us, mighty
winds drove us back and impenetrable walls of sharp thorns caused massive amounts of damage to our
advancing troops. All the while, the centaurs cut us down, one by one. 1 truly believe we may have yet
defeated these beasts but we had no hope of success whilst the very forest attacked us. When a creeping wave
of foul insects stripped the flesh from a dozen of my finest warriors in seconds, [ was forced to give the

command to disengage or else run the risk of losing my entire force to those four-legged scum.
Even our retreat was hampered by the sudden appearance of large spikes on the ground,
seemingly grown from the underbrush itself. My
men were injured by these spikes as they fled
and were forced to hobble out of the

woods.

The centaurs let us leave,
though I am convinced they
could have slaughtered us
all like animals if they
had so desired.
N

Sub-Commander
Thogrim,
Dragonclaw
Division
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HABITAT

( jenlaurs form strong communities and, as
such, require the same basic requisites of any
more civilised settlement. Continual sources

of food are needed to sustain any gathering of

centaurs and clean water is essential for good health.

They must also find protection against both the

elements and invaders who seek to eradicate their

way of life.

THE DEEP FOREST

Only to be found in temperate woodland
environments, centaurs are shy and withdrawn
creatures, who prefer to avoid contact with other
forms of intelligent life. Their domains are therefore
within the deepest forests, far from civilisation in the
wilderness of nature. These are the places where the
likes of man and dwarf will almost never tread,
where giant centuries-old trees dominate and where
some say the powerful forces of magic are ultimately

generated. Strange creatures may prowl these depths,

unseen by the eyes of the civilised, for such regions
are amongst the most primal of any world, This is
where the ancient and the feral combine and become
as one.

Elven legends tell us that virtually
the entire world was like this at
one time, long ago in the
dawn of its formation.
The encroachment of
man, dwarf and the
hordes of evil

drove the primal
forests back in

recent millennia

and god-driven
changes of

climate cause
woodland to

recede in payment

for crimes elvenkind committed in some long-
forgotten age, that we today may never hope to
understand. The deep forests are now but scattered
enclaves for the woodland folk and where centaurs
might once have been numerous, they are now
amongst the rarest of creatures.

Any human travelling into the great forests of the
world may be forgiven for thinking that after
adventuring nine or ten difficult miles into woodland,
where the night lights of cities are hidden by thick
trunks and dense underbrush, they have indeed found
the deep forest. To find the likes of centaurs,
however, one must travel much, much further. The
true deep forest may lie anything up to eighty or
ninety miles from any boundary or well-used track,
perhaps more. Unless suitable provisions are made,
these places can be all but inaccessible to the outside
world and those ignorant of woodland lore will find
the journey exceedingly difficult. il not outright
impossible. Even experienced rangers may have
little knowledge of the deep forest. However, with
good and equal amounts of wit, luck and
determination, one may eventually uncover these

e
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secret parts of the world where centaurs have lived
since their creation.

THE BALANCE OF
NATURE

Centaur settlements never grow larger than small
villages and are to be found within glades and
clearings in the most quiet regions of forests. Such
villages are characterised by over-sized huts or even
simple lean-tos constructed from the abundant
materials of the forest. Other glades, even pastures,
will be found within half a day’s trot and these will
serve as places where crops are grown and the males
practice their hunting or combat skills. Clear,
running water will always be present nearby and
remains one of the prime considerations for the
location of any centaur settlement. As well as
providing pure drinking water, they will also

bathe and fish from the stream, river or \E

brook.

Every village, no matter how large it
grows, remains in perfect
concordance with the
implacable forces of nature
that surround it. Of all the
races in the world, it

may be the centaurs

that have the closest

bond with their
surroundings.
They

demonstrate an unconscious awareness as to the
balance of needs between themselves and nature.
Whilst a centaur village will never permit any
member to go hungry, they will also never over-hunt
or over fish, switching between food sources
regularly to allow wildlife to once again grow as it
should. Where one tree is axed to provide wood for
heat or a hut, another will be immediately planted. It
is also interesting to note that centaurs are well-
accustomed to the methods of crop rotation civilised
farmers employ, allowing soil to lie fallow for a
season as it regains it precious nutrients. However,
this is likely to be more due to a desire to uphold the
delicate balance of natural habitats rather than
maximising the quality of crops as our own farmers
endeavour to do.

In the rare event of a forest fire, centaurs have been
witnessed working suicidally close to the flames as
they tear down trees and brush in a desperate
attempt to halt the inferno’s spread.
Once the fire has
died down, they are
the first into the
stricken area, clearing
debris and replanting
vegetation.
Overall, when centaurs
move into a new region,
it is likely that few
<-, other
inhabitants
will notice
. their
e *__‘_ presence,
st even elven
communities
7 with whom
they
sometimes
share
territory. In
the event of a
village being
forced to move
~ on to locate new
dwellings, the
woodland they leave
will be no worse off for
their presence and is likely
to have been greatly
revitalised.

~
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CENTAUR
SOCIETY

( jommunjties of centaurs are organised into
villages, though those without knowledge of
their culture often incorrectly call them tribes.

Such misconceptions are somewhat understandable

amongst people used to the comforts of civilisation

and they will certainly not find a tavern, blacksmith
or farrier in any centaur settlement. However,
centaurs possess a degree of sophistication that
places them far beyond mere goblins or other
undeveloped humanoids, no matter how primitive
they seem to be at first glance.

Centaur villages can vary wildly in size, numbering
anything between twenty and two hundred
individuals, though most will have between fifty and
one hundred. Smaller villages tend to lack the
strength to defend themselves against the darker
threats that may lurk in the forests, whilst the larger
settlements can place a terrible strain upon the
surrounding natural resources. Each village in turn is
comprised of distinct families, numbering around
four to ten centaurs.

The village itself will be located in a large natural
clearing or glade capable of supporting every centaur
present, with much room to spare. Each family will
have its own strongly built, though primitive looking,
hut of outsized dimensions by human standards,
spacious enough to shelter every family member.
Extensions and other additions will often be grafted
on to the sides and rear of these dwellings to
accommodate new arrivals within the inhabiting
family. In warmer climates with only moderate
rainfall, huts may be dispensed with altogether, with
only a wooden lean-to for each family to shield
against the elements. These dwellings are always
arranged in a circular formation with their entrances
facing inwards. Despite differing levels of respect
being applied on a day-to-day basis between, say, the
village druid and the youngest adult male, centaurs
ultimately believe not one of their number is worth
any more than another. The circle the families create
with their dwellings is an outward symbol of this
equality.

Included as part of this circle will be the village
shrine, dedicated to the gods and forces of nature,
and usually located next to the dwelling of the druid

10

and her family. Rather than presuming to call
themselves the equal of any god, much less of nature
itself, this is again symbolic of considering such
higher powers as an integral part of the everyday life
of each centaur within the village. Families are not
deemed any more favoured the closer they are to the
shrine and the lifestyle of centaurs allows for little
time spent inside their dwellings in any case.

In the centre of the circle will be a great stone hearth,
built as far away as possible from the trees that ring
the village. This hearth is a communal feature any
centaur is permitted to use at any time, though it is
generally worked only by the females of the village
as they prepare morning and evening meals for every
centaur present. During colder winter months, the
hearth will be continually stoked so the embers never
die down, providing a constant source of heat for the
entire community no matter how frigid the weather
becomes,

Perhaps three or four main tracks will lead through
the tree line away from the village, providing the
centaurs easy access to the closest clearings and
pastures they use for crops and play. There may
however be a dozen more hidden trails, difficult for
any to detect other than the centaurs themselves.
Surrounding the village for up to three or four
hundred yards in every direction will be a vast array
of traps and snares. These will have a wide variation
in relative lethality, though centaurs generally prefer
to utilise alarms and devices that ensnare rather than

1
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purposefully injure. In more hostile territories where
several village members may have already been lost
to invaders, centaurs will have little hesitation in
employing fast acting poisons and wickedly sharp
wooden spikes in their traps.

OF THE BOISTEROUS
MALE

Male centaurs form the minority of any village in
terms of numbers, but they are the most likely to be
encountered by an outside race. They are noticeably
stronger than the female of the species and thus fit
perfectly into their designated role of hunter and
protector. It is the prime task of every male to
support the entire village by providing the food to
survive and rallying to defend all when threats rear
their head. No distinction is made by a male between
centaurs of differing families in either role, ensuring
a family that loses its males for any reason will
continue to prosper and thrive along with the rest of
the village.

11

Unlike the females who undertake their respective
roles within village life as soon as they are capable of
performing them, there is a sharp divide between
adult and childhood for a male centaur. Young males
are kept in the care of the females where they will be
relegated to duties of hearth and home. As they
begin to mature, the outward characteristics of the
male centaur will begin to develop. They will
become more boisterous and unruly around the
village and may even attempt to escape or avoid
assigned tasks, though this is always met with
punishment by the village druid.

To escape this life of drudgery, something every
young male will eventually become eager to do, an
adult male must be convinced to nominate the
adolescent for the village’s rite of passage. However,
any other adult male is permitted to veto the
nomination if they believe the youngster is not yet
ready, much to the consternation of many young
males in the past. Few pass the age of twelve without
the rite being granted.

The actual nature of this rite of passage will vary
between different villages and much depends on the
territory they inhabit. In more peaceful areas, the rite
may consist of obtaining a particularly rare herb or
creature that will likely take the young male many
days away from the village and severely test his
developing woodland lore skills. On returning with
success, such an ingredient will likely be used in the
preparation of a celebratory meal by the females in
honour of the newly recognised adult male. In more
hostile territories, the rite may take a far darker tumn
and involve the single handed slaying of an orc or
similar creature from a tribe known to be nearby. It
is never the intention of any in the village that the
young male should be killed or seriously harmed in
any way during the rite of passage, but it has been
known to happen. In general, there will always be
one or more adult members near the centaur being
tested. They will neither help nor advise in the task
set before him, but will be on hand if the young male
is in serious danger of being killed.

Male centaurs spend much of their time away from
the village, harvesting crops, fishing, hunting or
patrolling the surrounding woodland for enemies. It
1s also their duty to build and maintain the dwellings
and hearth all members of the village use. In these
areas, male centaurs can demonstrate incredible skill
and such things are taught, practised and refined
throughout their lives. They are happiest though
when engaged in hunting and other acts of physical
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prowess, especially when alcohol is being consumed.
The brewing and distilling of alcohol is the only
preparation of food or drink any male will deign to
do, simply because no female will ever have anything
to do with such frivolous tasks. Village druids have
been known in the past to actually destroy brewing
equipment, usually after a particularly
destructive alcohol-induced event and so
it is usually done far away from the
village in locations known only to
the centaurs involved in the
creation of the drink.

Though wines of many
different forms are the
usual concoction of
male centaurs, they
are apt to
experiment with
a bewildering
array of differing
base ingredients
and brewing or
distilling
techniques. The
effect is always
the same though. There
is something within the
physiological make up of the

male centaur that is fired by

alcohol of any type, leading them to
become rowdy, pugnacious and, above
all, loud. Bouts of drinking are normally
performed far from the village and away from the
inquisitive eyes of females. Incredible feats of
physical strength and speed will be demonstrated by
the males during these times as they continually
attempt to outmatch one another. Days following
such drinking matches are often spent with the males

12

trying to repair the damage they have caused to the
woodland, ranging from tending to trampled
underbrush, to planting saplings in replacement of
uprooted trees.

It is the male centaur those travelling into their
territory are most likely to encounter. Hunting
groups gathering food for the village or patrolling for
intruders will typically number anything between
five and twenty adult males. Though every male
will pride himself on his combat skills, many
become rangers and such creatures tend to be
leaders of these groups. Though mild
tempered, male centaurs are always
armed, even when in the village, but
they are rarely quick to combat,
preferring to mitially watch and track
intruders to determine their intentions,
Nominally, attacks may only be
sanctioned by the village druid, but
this authority may be passed on to any
hunting group if immediate danger
presents itself. It is a falsehood to say
| that such a group will automatically
" attack and slay any evil humanoids
invading their territories. Centaurs
much prefer to hide and watch such
creatures pass by rather than slay them
and announce their presence to others.
Only when enemies come with sword
and fire may confrontation be inevitable.

OF THE GUIDANCE OF

FEMALES

Centaurs form matriarchal communities and females
will usually make up the majority of the population
of any settlement. From the day they can walk and
learn, females are taught their duties in leading and
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administering to the needs of the entire village.
Though physically somewhat weaker than the
average male, females are noticeably more
intelligent, being at least on par with most humans.

It is the prime role of every female to ensure the
continued health and existence of the village and
every one of its constituent members. They do this
through the resolution of disputes, dispensing of
punishments, making decisions that affect the entire
village, as well as performing more practical tasks
such as the preparation of food and care for any
injured. Physical labour is not their mandate,
particularly when idle males are nearby, though it is
not uncommon to see females foraging or joining the
harvesting of crops from time to time, when extra
hands are needed.

It is indicative of a more sophisticated
culture than mere primitives that the
females of a village are accorded a great
deal of respect, despite their males
being so much physically stronger.
Indeed, the sharp scolding words of
an older female have been known to
quake the heart of the most
accomplished male ranger. No
male will intentionally go against
the wishes or commands of the
females, but once outside the
bounds of the village, males will
often describe themselves as
free and being their own
masters. This balance
between the sexes has kept
centaur communities stable
for millenma and, more
importantly,
ensures each
N member of
)A\ the village
4W' performs
/ the tasks
they are
best
suited to.

In the
general role
of taking care
of the village,
female
centaurs
expect one
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another to help in any way they can, and so all share
the workload of, for example, food preparation.
However they also have their own individual tasks to
perform as well, these being dictated by each female
and her own skills.

All centaurs demonstrate a passion for delicacies and
males can be sent many miles from the village to
uncover a rare berry or root. Certain females may
become renowned within their village for their ability
to prepare food and amongst some families it 1s
considered a great calling, the youngest of females
able to command the eldest when preparing a
favoured meal.

Centaur females also often become bards and their
rare sensitivity and relation to the woodland around
them lends their work a rare, haunting beauty that
can rival the best any elf has to offer. Sadly for the
rest of the world, it is only the elves that may have
any real chance of hearing this unique and treasured
art and so far none has been able to duplicate it.

The most notable females, and those who can cause
the most accomplished adventurer to have nightmares
for the rest of his natural life, are the druids. Every
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village will have one ruling druid who, in theory, has likely to be slow without the teachings of other

the wisdom to resolve any dispute between other druids. This is an incredibly rare event, however, and
centaurs with an unquestioned finality. In practice, will generally only occur if the village as a whole has
she is the nominal leader of the entire village, with been savagely beaten in battle.

her word commanding instant obedience
though she will always take and consider
advice from any other female. It is often
believed, usually because of several
incorrect myths and legends, that
centaur druids are always those who
have the rare pale grey or white

hides and hair. This is simply not

true as any female who

demonstrates the aptitude is

permitted to study the druidic

mysteries, though for reasons as

yet unknown, every female of

lighter shade seems to inevitably
become a druid.

Centaur females abhor physical
violence in any form and will take
great pains to avoid it. even going
as far as ordering boisterous
males away from the village for
prolonged periods of time if
their play becomes too rough.
They are never armed as a
matter of course in the same
way as the males are and will
only join combat if the
village itself is directly
threatened. In these rare
times, females may prove
themselves the equal of any
male in their
accuracy

Whilst druids may arise from any
family in the village, they most
commonly come from the ruling
druid’s own, with the majority of

her females learning the secret lore.
Regardless of their origins though,
every lesser druid, or failae, comes
under the direct authority of the
leader and none are permitted to
practice their skills without her
presence or direction. The elves who
know centaurs best tend to regard this
as being part of an ancient belief that
there should only ever be one druid at
any time within a village, lest more
unintentionally dilute the forces of
nature they draw upon. For practical
reasons though, other centaurs are
trained in druidic lore in order to provide
a simple replacement for the village
leader if death should overtake her, and
to augment her powers in times of crisis.

with the
longbow,

though even

then they will

In the event of the death of the village [l try to avoid
leader, the females will nominate her close combat
replacement from amongst themselves, directly. Of

particular note
here are, of course,
the druids who, upon
learning their village

usually choosing the most accomplished
and selfless druid of the village. A
centaur village with no druid to call upon
will consider itself to be in the most
desperate of straits and will look towards is to be attacked, will
each new generation of females with the join their magical
lasting hope of finding one with the talent. forces to bend the very woodland to their will
Even if such a female is born, her progress is in preparation of defence. Few altackers
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unprepared for such magical energies will enjoy
victory as the combined power of a vengeful druid
and her failge in their own territory is a terrifying
prospect to fight against.

DRuUIDIC LIFE

Though only the village leader is permitted to
perform her druidic arts without supervision, it would
be a mistake to believe other practising females are
mere aides or adepts. Indeed, by the standards of
other races, each may be a full druid in her own right,
capable of wielding incredible forces of nature. All
operate under their leader’s authority, however, and
by tradition will only practice their skills in her
immediate presence or by her explicit direction.

The religion of centaurs is based around two core
ideals; the protection and preservation of their
natural surroundings, and the continuance of the
community each village forms within the great
forests. The marked difference between centaurs and
other races in matters spiritual is that rather than
setting aside specific times and rituals for worship,
their religion permeates every waking moment of
their lives. A devout human cleric may be fanatical
about his faith, but each centaur follows the tenets of
their beliefs through every word and action. This is
not to say centaurs are fanatic spiritualists, crusading
against any with differing beliefs. Rather, the
opposite is true and it is by their very existence the
faith is demonstrated and advocated. For the centaur,
there is no distinction between living their lives and
following their religion. The one encompasses the
other.

The basic tenets every centaur is raised to respect and
honour revolve primarily around the woodland in
which they inhabit. As has been seen in the
preceding chapters, centaurs will defend their habitat
against any danger and will never intentionally inflict
harm upon their environment. [f others cause
needless damage, they will work hard to repair the
harm. This goes far beyond a simple desire to protect
their territory — to a centaur, they are as much a part
of the woodland as the trees and wildlife and so an
attack on either is considered a direct assault upon
themselves.

The centaurs’ view of their community follows much
the same lines. The village and, by extension, their
whole way of life, is considered to be in perfect
conformity with the great forests, as natural as the
glades in which these settlements are sited. There is
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nothing artificial in the construction of their huts and
hearth any more than in a badger digging its burrow
or a forest hawk building its nest. Whilst humans and
other civilised races may choose to separate these
twinned beliefs in nature and community for their
own ease of understanding of this race, for centaurs
they are one and the same.

We have already looked at how centaurs will protect
one another and the methods by which they avoid
permanent harm to their surroundings by avoidance
of over-hunting or harvesting and this is how we may
see them venerating their faith. However., centaurs
have also developed more advanced forms of worship
and religion that one of the civilised races may more
readily identify with. Whereas many other druids
will ascribe no god or gods as a focus to their
worship of nature in all its diversity, centaur villages
quite often put a name and form to the powers their
own druids wield. Thus, an almost bewildering array
of gods devoted to nature and community can be
catalogued if one is fortunate enough to be able to
visit several villages in succession. It is generally
held by the wise and learned though, that whilst the
names of these higher powers may change, they all
have the same spheres of influence and the fact most
centaur religious observances are identical in nature
between villages separated by even great distance
indicates such differences to be superficial.

Every centaur village has a shrine symbolic of both
the woodland environment and their tight-knit
community, taking its place as part of the equal circle
formed of the family huts and dwellings. This shrine
is a simple wooden structure, taking the form of a
large log table behind a tall archway of similar
construction. It is here every centaur of the village
will gather at dawn to receive the blessings of the
woodland god in a ritual led by their druid. During
this daily blessing, each family will present meat,
fruit and milk to the druid who will in turn walk
through the archway and lay each gift, one by one, on
the log table. This is a highly symbolic gesture of
communal sharing by the centaurs of the village and
represents their intimate connection with all natural
surroundings through, and by the grace of, their
woodland god. The offerings will remain on the
table for the entire day, with no centaur permitted to
touch the food, even in times of hardship. The
village druid will then remove all gifts at dusk,
scattering them throughout the nearby woodland
where it will be shared by forest creatures and plants
alike, the manifestations of the centaurs’ god.
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The archway of the shrine signifies entrance to the
higher realms of the woodland god, where the great
forests spread untamed and without constraint, and
where every centaur of good heart roams when they
leave the mortal worlds. As the most sacred part of
the village, only the druid and her failae are
permitted to pass through the arch and approach the
table to directly commune with the god of the forest.
The one exception to this is when two centaurs
marry, a ceremony likely to take an entire day and
night to celebrate. Marriage is a solemn process for
any centaur as it symbolises an ultimate union and is
seen as the very cornerstone of their community.

Centaurs marry for life and whilst the males may
engage in many displays of protestations of courtship
for prospective partners, it is nearly always the
female who selects and condones her mate. The
actual process of courtship may take over a year to
complete and any potential pairing may be nullified
by the parents of the centaurs concerned or the
village druid. During this period, both are expected
to exemplify what is believed to be the best in any
centaur. The male will work hard to provide food for
the village and will be in the forefront of any battle if
marauders invade the centaurs’ territory. The female,
for her part, will take a far more active role in the
governance of the village, her opinions and thoughts
being carefully weighed by her elders. It is often
considered that the female has the far harder task in
this period but in truth, the ever watchful eyes of the
parents and druid make it difficult for any young
centaur to live up fo expectations and it has been
known for couples to elope, fleeing into the forest to
found their own small village.

RELATIONS WITH OTHER
RACES

Centaurs are primarily characterised by their shy,
reclusive nature and the only contact any other race
may be lucky to have will be with hunting groups of
males. A select few have been able to penetrate this
barrier the centaurs use to protect their way of life
and describe them as a very sociable race, ever
willing to help a friend in need.

Elves, in particular, are known for their close ties
with centaur villages and both races are usually
willing to share territory for mutual defence and
advantage. Any woodland elf society will find a
centaur village to be the perfect border guard, ready
to fend off any intruders who venture too far into the
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great forest and also supplying a good source of front
line troops when a more powerful enemy appears. In
return, centaurs easily develop a love of elven food
and wine, considering such things the finest
delicacies and a strong trade relationship is likely to
develop between the two communities.

Of the other civilised races, the presence of halflings
and gnomes in the region will be tolerated but they
will be carefully watched and actively discouraged
from approaching the village itself. Though centaurs
have little actual love for these peoples, they are
aware that such races generally cause little harm and
so long as such parties abide by the laws of the wood
and do not mind being constantly studied, they are
safe enough. Humans and dwarves are another
matter altogether as the centaurs hold both
responsible for the decline of the great forests,
viewing them as rapacious and selfish, if not actually
evil. They will first avoid such invaders at all costs,
monitoring their progress but staying far out of sight.
If they start to venture too far into the centaurs’
territory, any human or dwarf will be actively
discouraged from journeying further by hunting
groups of males. This may take the form of hidden,
but non-lethal, traps set in their path, a warning arrow
shot from dense foliage or even a personal
confrontation with a large number of males
dissuading them from going any further. If such
warnings are ignored, the centaurs will be ready to
attack in order to halt what they will see as an
invasion.

Many adventuring parties contain members of several
races and in such instances, centaurs will always
view them with the lowest denominator — elves
travelling in a mixed party will be treated cordially
but will be asked to turn back if humans are also
present. It should be noted at this point that centaurs
are prejudiced in the extreme towards half-orcs,
viewing them as no better than their barbaric kin and,
under any but the most extraordinary of
circumstances, will attack on sight.

There have been tales told in taverns throughout the
world of centaur hunting groups placated and even
befriended by gifts of fine wines. This is certainly a
possible route by which a party may gain access to
centaur territory, given that hunting groups are
always formed of males. However, it must be warned
that centaurs are very discerning drinkers, especially
if they trade regularly with elves. A poor vintage
may be greeted with undesired, even hostile,
reactions,



METHODS OF
WARFARE

ilst the male centaur very much enjoys
physical pursuits such as hunting and
fishing, he shows a great dislike for actual

combat and battle. There can be no question of
cowardice when one is conversant with these noble
creatures, for tales of centaurs bravely defending
their homeland against both monster and natural
disaster are too common to discount. It must be
presumed that centaurs, perhaps alone of all the
intelligent races, genuinely detest and abhor mortal
combat and lethal bloodshed.

In the previous chapter, we have already looked at
how other races are received when venturing,
intentionally or by accident, into the centaurs’
domain. Most will be turned away by nothing more
than stern words or a well-shot arrow burying its head
into the ground mere inches from their feet.

Centaurs are, however, all too aware of the existence
of more evil and malignant races than mere humans
and dwarves. Whilst the great forests form a natural
bastion between the villages and the outside world,
the proliferation of such races as orcs, goblins and
ogres almost guarantees this protection will be
breached on occasion. In upholding their continued
way of life, centaurs have learnt to fight this evil,
both by way of ambush and, in rare instances, open
battle.

ARMS AND EQUIPMENT

It is the primary responsibility of males to defend a
village's surrounding territory and they regularly
patrol the region in hunting groups, led by one of
their number most skilled in battle and woodland
lore. A village may have anything up to three or four
of these groups operating at any one time, patrolling,
hunting and guarding the settlement whilst other
males work with the crops or tend to the heavier
work in the village. Males are always armed, even
whilst in the safety of the village, but none will deign
to wear armour of any type. They also eschew metal
weaponry, preferring to work with the more natural
materials woodlands provide. They can prove to be
woodsmiths and bowyers of unparalleled ability,
seemingly able to bend and shape their weapons as
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they are worked upon. Many races would consider
even the most humble of centaur-fashioned clubs to
be works of fine art.

Female centaurs will almost never be seen carrying
any weapon, though nearly all will own a bow and
can prove to be most skilled in its use. Males will
always have at least a large and finely crafied club to
hand, measuring between five and seven feet in
length. Other races may look poorly upon clubs as
primary weapons, but those of centaur manufacture
are made from the heaviest oaken trunks and are
more than capable of crushing the skull of any man-
sized creature. Combined with a centaur’s natural
strength, these weapons can pack a more powerful
punch than the heaviest of maces, so adventurers are
warned not to be fooled by their relatively primitive
appearance.

Hunting groups of males are typically armed with
large wooden shields and mighty composite long
bows. It is a little known fact that centaurs can craft
their bows to match and even exceed anything an elf
may produce. Those in the know will always choose
a centaur bow before all else. so long as they have the
raw strength to use this weapon effectively. It is with
the bow and shield that most will see centaurs and it
is with this combination that the males conduct most
of their lives outside of the village. They are
generally very good shots and the long, heavy arrows
can penetrate the densest foliage to bring down deer
or intruder alike.
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Every male centaur will also own a very heavy war synchronised hail of arrows will likely be the first
lance which is usually kept within his family’s sign of the centaurs’ presence these invaders notice
dwelling. These lances will be as strong and as and if the hunting group has been provoked far
heavy as the male can manage and he will craft enough to actually attack, they will be shot with
several during his lifetime as he physically matures. deadly accuracy. After a couple of volleys, the
They are, on occasion, brought out for playful centaurs will retreat with all haste, disappearing into
jousting matches, particularly if fine elven wine has the trees with consummate ease and discouraging any
been brought into the village, though these weapons direct pursuit with another round of arrow fire. The
have but one real purpose — the waging of outright hunting group will later seek to retrace its steps to set
war. up another ambush, usually within an hour or less of
the first attack. Their aim in this hit and fade method
ARCHERY AND THE of cm.rlbai is twofold. Fir.st. they seeik to draw
enemies away from the village, leading them a
CHARGE twisting and deadly path through the loneliest regions

of the forest. Secondly, these attacks are designed to
wear an enemy down to the point where they will
either give up and retreat. or will prove easy prey for
a sustained barrage of arrow fire. Even invaders with
good access to healing magicks will be sorely tested
by these tactics, as magical resources will be drained
whilst the centaurs will likely suffer no more than
minor injuries from ineffective return attacks. Any
response with powerful offensive magicks will
provoke a retreat by the hunting groups as they pull
back to the village. However, any such success by an
invader will be short-lived as the males will soon
return, this time backed up by the terrible might of
the village druid and her failae.

There are few occasions where centaurs will be
willing to engage an enemy with lethal intent and
they all revolve around the invasion of their territory
or the destruction of the great forest. Those
interested in taking their chances with any perceived
pacifism should be warned — all the play male
centaurs engage in has a serious purpose as it ensures
they are well trained in the skills necessary to survive
fierce combat. Wilful human parties or over-
inquisitive scouts from tribes of evil humanoids will
all, initially, face similar attacks.

Hunting groups of males, often working co-
operatively against stronger threats, will converge on
the position of any marauder, using
their superior A
knowledge of the ) 2 5
surrounding & o
woodland to stay
silent and
hidden. A
heavy
and

These are the main tactics all
centaurs use to
protect
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their territory and most males will live out their
entire lives without seeing any larger form of combat.
It is a sad fact though that the world harbours many
evils and the depths of the great forests can veil many
terrible threats. Centaurs believe themselves to be
bound to defend the woodland they consider to be an
integral part of, but their love of life and community
is also strong. An evil dragon or other very powerful
creature moving into their area will cause the entire
village to uproot and leave rather than face certain
death. A tribe of evil humanoids, though, will be
fought.

If such creatures move into the centaurs” domain,
the initial skirmishes will see hunting groups
following their time-honoured hit and fade
tactics, but as their enemies are drawn
forward in a vain attempt to engage, the
charge will be unleashed.

Every adult male of the village will
| gather, armed with shield and war
lance, into one location and will
wait, readying themselves for
attack. As the enemy army
approaches, the centaurs will
strike, charging as one, lances
lowered as the druid and her
failae unleash the awesome
forces of nature to crush the
invaders. There are few
enemies who can withstand the
colossal might of a charging
centaur and most will simply flee
as up to one hundred break cover and
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attack. There are few recorded instances of such

battles, but it must be presumed the very ground
shakes and rumbles whilst the enemy cries in dismay
as lances pierce their ranks and great numbers are
crushed under the heavy hoofs of their assailants. It
is always the centaurs’ intent to end entire battles
with this one devastating charge. One may hope to
witness this incredible sight.
We should all pray to never
face it.
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ROLE-PLAYING
WITH
CENTAURS

( jentaurs are one of the more interesting races a
Games Master can use within his campaigns
as they have the capability to pose his players

with a number of problems. Firstly, they are good-

aligned, with a strong interest in preserving both the
great forests and their way of life. This means many
parties will have to lay aside their swords and
crossbows in order to achieve their goals and succeed
in scenarios. Centaur villages are also very powerful.

Whilst not as numerous as, say, hobgoblins, the

average centaur can easily tear apart neophyte

adventurers and when working together may
challenge almost any party. A player who
accidentally invokes the wrath of the druids as well
as the males, has our sympathies.

This race has a rich and vibrant culture which must
be portrayed when introducing centaurs into a
campaign if you are to avoid wise-cracks from your
players about hippies and tree-huggers. The two
primary facets to remember when playing centaurs is
the protection of their woodland environment and the
survival of their community — but both will only
apply to the centaurs’ own point of view. It will not
matter how many paladins are in your players’ party,
if they start lighting large camp fires or, worse,
cutting down trees for their own ends, the centaurs
will attack.

With good-aligned parties, the majority of scenarios
will likely revolve around working with centaurs to
achieve common goals. This will, however, first
entail befriending this skittish race, no easy feat even
for an elf and made all the more difficult by the
presence of any humans or dwarves. Part of the point
of the Slayer’s Guide to Centaurs is to demonstrate to
players what these creatures care about and how to
approach them. Any display of strength or any
perceived threat will be met immediately by a hail of
arrow fire and once trust has been lost, the players
are unlikely to ever regain it. It is this tightrope of
role-playing the players must walk that makes
centaurs such a demanding and involving race to
bring into a campaign. Once friendship can be

established, the players will be welcomed as part of
the village, but this is likely to take many, many
gaming sessions of proving themselves. Fighting evil
and protecting the great forest are good ways to start,
Once accomplished, however, there are few allies as
powerful as a centaur village and even the most
barbaric of characters should see the advantage of a
having a few dozen lance-wielding elite cavalry on
their side.
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We must make mention here of those parties that will
quite happily blunder into the uncharted depths of the
great forests, intent on destroying a centaur village
for fame and fortune. Unfortunately, the Slayer’s
Guide to Centaurs will give them all the information
they need to have a good chance in succeeding at
this. Our advice? Let them have it. Hit them with
repeated hit and fade attacks as they draw closer to
the village. Bury an arrow into the back of the most
pugnacious character and make sure it is a bloody big
one too. Call the druids forth and turn the great
forest itself against the party. If they are well
equipped, the party may well still prevail but if they
are physically sweating after the last dice roll has
slain the final centaur, you can rest assured they may
think twice before attacking such a village again.
Then you can set them against the elves of the area
who will take a very dim view of such wanton
destruction. Remember, centaurs are good creatures
— they have right and justice on their side!
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entaurs are a wonderful race to use in
‘ scenarios simply because they can be adjusted

to fit parties of virtually any level. Low and
mid-level characters may find themselves scurrying
for cover under a hail of arrows as they desperately
try to open a dialogue with a hunting group. Higher
level characters will face similar problems in trying
to negotiate with a reclusive race, but if they ever
reach for their swords, will quickly find a centaur
village has the resources to match them. 9" or 10%
level rangers leading hunting groups will not be
uncommon and 14" level or higher druids may be
found in many villages. With numbers also on their
side, centaurs will stand firm against the most
aggressive and rapacious of parties.

What follows is a series of hooks and ideas a Games
Master can use within his gaming sessions to
demonstrate the unique culture and character of
centaurs. Not all the ideas presented here will be
suitable for all parties. Some feature centaurs as
enemies, others as potential allies to be befriended,
but a Games Master is free to tailor all his scenarios
to best fit the style of his players.

' TROUBLE AT NEWBERRY

As an (almost) gentle introduction to centaurs, the
Games Master can introduce his players to the
troubles currently happening in the hamlet of
Newberry. Located deep in a forest. Newberry is
populated by human woodsmen eager, even
desperate, to capitalise on the rich timber
surrounding them. As the players arrive, the
woodsmen will tell of wild creatures that constantly
ambush any attempt to fell the bigger trees that lie
deeper in the forest and beg for help. Naturally, a
village of centaurs is merely protecting its own
territory. Players are likely to approach this scenario
in one of two ways. Either their role-playing skills
will come to the fore and will persuade centaur and
man to a compromise, or they will wade in with
swords swinging and fireballs flying. If they opt for
the latter and are actually capable of defeating the
centaurs, we would suggest you go for the sympathy
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and guilt angle as they see the last survivors of their
wanton destruction are a few limping, pathetic
centaur young. . .
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DESPERATE STRAITS

Driven by the most fateful of circumstances, a
hunting group of centaurs hail the players as the party
travels through the forest. An extremely dangerous
creature (perhaps even a dragon of some kind) has
claimed the region for its own and has started to hunt
the centaurs. Unwilling to move from such a verdant
area, the centaurs lack the strength to defeat the
creature themselves. However, they will willingly
unite with the party and co-ordinate an attack to rid
the forest of this evil. Success will gain the players
some powerful allies in the forest.

B i it ¢ e ¢ W ol - ‘\
. v

-

THE SLAYER’S GUIDE TO
CENTAURS

It is, perhaps, inevitable that there will be more than
a few players out there who will believe this scenario
is what this book is all about. [f so, have fun!

A rich scholar from one of the large cities has
devoted his life and fortune to the study of the
unusual and exotic. He has many creatures and
stuffed carcasses in his collection but to date, he
lacks the most elusive woodland creature of all - a
centaur. The scholar hires the players to bring him a
centaur, dead or alive, though he will double payment
if it still breathes by the time it reaches him. Feel
free to let your players peruse the Slayer’s Guide to
Centaurs before they embark on this quest, as the
scholar is very knowledgeable on this race and has
many ancient tomes covering woodland lore.
Needless to say, make the players work hard to attain
their goal, hitting them with everything a centaur
village can muster.

ELF FRIEND

During a stay with a woodland elven community, the
players become aware of some disturbance that is
agitating their hosts. It soon becomes apparent that
several elf traders and scouts have gone missing in
the north-eastern portion of their territory and the
players are presently asked to investigate. The elves
tell them that no word has been heard from a centaur
village that guards their north-eastern border and that
the forest of the area seems unusually dark and
ominous. A great unknown evil is sweeping through
the forest but what will the players find when they
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venture forth? Perhaps a few scarred centaurs, the
survivors of a once prosperous village, fighting for
their very lives against an implacable force that
threatens to sweep all before it?

NEwLY WEDS

This is one for players who have already gained the
friendship of a centaur village. Three young couples
have all eloped from the stern and watchful eyes of
their families and the village druid, apparently to
form their own settlement and start afresh. It is
known, however, that a strong tribe of ogres is nearby
and whilst the couples have so far avoided their
predations, it can only be a matter of time before
disaster strikes. The players are asked. as a neutral
delegation, to locate and
bring back the wayward
young. This will earn
them more respect
from the village,
but chaotic

good

characters

may
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well have a problem with bringing the couples back
against their will. . .

THE QUIET ARE
UNNOTICED

Humans are prolific by their very nature and even the
great forests may provide a home to a few of their
scattered settlements. One such hamlet lies just
outside of a centaur village’s territory but whilst both
groups are aware of one another, they live in an
uneasy truce. The players soon arrive, having
previously learnt of an impending attack from an
over-sized hobgoblin tribe they have been battling
against for several days. The hamlet does not have
the strength to defend itself, but just a few short miles
away lie the centaurs, whose charge could easily
smash the goblinoid army. However, the centaurs are
reluctant to risk their lives, believing it they lay low,
the hobgoblins will never find them. If the hamlet,
and everyone living therein, is to be saved, the
players must convince them otherwise.

RITES OF MANHOOD

A young male centaur is embarking on his rite of
passage to enter the ranks of the adults. Though
shadowed by a rather large hunting group, he
encounters the players and, perhaps somewhat
fuelled by alcohol, promptly decides it is the
will of the forest that they aid him in his
quest. If they agree (and even a young
centaur may prove troublesome if
they do not) then they must walk the
tightrope of aiding the centaur in his
set task and avoiding any provocative
actions that could result in a hail of
arrows from the trailing hunting
group. The successful completion of
such a scenario is likely to result in
the friendship of the young male,
even if the rest of the village remain
somewhat suspicious of the players’
motives.
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;
- CENTAURS AS

PLAYER
CHARACTERS

l l nless players are willing to try their hand at
an all-centaur campaign, such characters can
be difficult to integrate into regular gaming

sessions. Their racial advantages make them very

powerful when compared to starting characters of
other races and this can have the effect of
unbalancing an entire campaign. After all, what is
the advantage of playing a human fighter if the
centaur cleric in the party is so much better in
combat?

There are ways they can be used however, and
centaur characters can make a fascinating choice for
any player who wishes to explore their unique culture
and perspective on life. The first method is, of
course, to play a purely centaur campaign, with the
players taking the roles of leading members of a
family. A Games Master can create scenarios
revolving around threats to their territory, or perhaps
their original home has been destroyed by a great
evil, one that has to be first escaped and then
revenged against.

The alternative to such a campaign is to use centaurs
within regular parties, but a great amount of care
must be taken. The one time we would really
recommend their use is when parties reach mid-level
and one of their numbers is killed. Then, instead of
starting at base first level, or artificially inflating a
character to match the other members of the party, a
centaur may be chosen instead. The distinct racial
advantages a centaur character begins with will go
some measure to balancing out alongside the other
members of a party who have already started to
acquire greater levels of power.

CENTAUR RACIAL
TRAITS

T +2 Strength, +2 Constitution, -4 Intelligence:
Centaurs are strong and robust, but they are not
generally noted for any great intelligence.

T Large-size: As Large-size creatures, centaurs
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suffer a —1 penalty to their Armour Class and Attack
Rolls.

T Centaurs start at first level with three extra hit
dice. Modifiers, such as Constitution bonuses, apply
to each hit dice.

T Centaur base speed is 50 feet.

T Centaurs have the following racial bonuses that

apply in woodland environments: +3 Listen and Spot,
+4 Move Silently and Wildnerness Lore, +6 Hide.

T +2 racial bonus to Armour Class. Centaurs
have a tough hide that can absorb soft blows.

T Automatic Languages: Common, Sylvan and
Elven. Centaurs do not receive bonus languages
during character creation. Their extremely insular
society does not allow enough contact with outsiders
for new languages to be learnt.

T Favoured Class: Ranger. A multiclass centaur’s
ranger class does not count when determining
whether he suffers an XP penalty for multiclassing.
To a centaur, ranger skills are of primary importance
and are taught from an early age.
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LANHYD

ost for centuries in the heart of one of the
I great forests lies the lone centaur village of
Lanhyd. Though isolated from the outside
world by the natural barrier the forest forms, the life
of these hidden creatures has not been without danger

or peril, though they have yet to feel the insidious
threat of civilisation.

None know how long Lanhyd has stood. not even the
village druid Bethe, who has guided the welfare and
being of every centaur here for over sixty years. Her
own stories, used to teach and instruct young and old
alike, tell of a one-time alliance with elves, long
before her own life, when territory was gladly shared.
Now the elves have moved on, hundreds, maybe
thousands of years ago or perhaps they were forced
out of the great forest altogether — Bethe is never
sure. Such is the nature of the legends within centaur
society. passed on by one druid to another throughout
the years.

Within living memory, the centaurs of Lanhyd have
had their own share of trials and most can recall at
least one family member killed in the defence of the
village and its people. Kobolds tunnelling under the
great trees, rampaging dire animals or the most
hideous of magical creatures, and forest fires
intentionally started by ignorant humanoid tribes for
their own selfish ends have all taken a toll on the
centaurs within recent times. Such constant dangers
have made Bethe and her centaurs far more reclusive
than even others of their kin. Utterly convinced the
outside world offers nothing more than evil and
death, the centaurs of Lanhyd avoid contact with any
not of their race at almost any cost. In these dark
times, even goodly elven folk are viewed with some
mistrust and Bethe has always given strict
instructions to all her people that neither contact nor
confrontation must be initiated unless the security of
Lanhyd itself is at risk.

EVERYDAY LIFE

Due to their location, far from the permanent
presence of any other intelligent race, the average
daily life of the centaurs is far less fraught, with
intrusions being a relatively rare, though distinctly
unwelcome, occurrence. Though on constant guard
due to lessons learnt in the past, they still do and
enjoy all the things others of their race take part in.

The males extend the wooden dwellings of the
village to allow for new births, cultivate and harvest
the crops, whilst all the while practising the tracking
and fighting skills that have kept Lanhyd safe and
whole for so long. For their part, the females have
remained the main pillar of support for all the
centaurs, ensuring the needs of each are met and that
no action is undertaken likely to reveal the village to
the outside world.

THE VILLAGE

Lanhyd is located within a roughly circular glade
deep inside the great forest with four trails, grown
from regular animal tracks by the centaurs, leading to
three other glades and a natural pasture, all within
two miles of the village. All three of the outer glades
are much smaller than the one Lanhyd occupies and
are used as cropland to provide a continued means of
sustenance for the centaurs so as not to place any
undue burden upon the forest itself. One is always
left fallow during each season, lest the glades be
permanently scarred by the farming.

A stream, called Tanduain by the centaurs, the name
further suggesting an ancient tie with elves, runs
through the village to provide easy access to a clean
source of water for drinking and washing.
Throughout the seasons, the Tanduain rarely expands
its banks by more than two or three feet and Bethe is
always at hand with her failae to curb the greater
excesses of a spring thaw. Some few fish do inhabit
the stream, but they tend to be too small in number to
form a staple part of the centaurs” diet. Instead,
males often fish purely for pleasure, or at the behest
of a female with a special celebratory meal in mind.
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The village shrine, located next to Bethe’s own
family dwelling, has much in common in its
construction with others of centaur design, though it
has a single leg bone of a dire bear mounted directly
above the archway. This rather gruesome relic came
from a creature that once prowled the centaurs® own
territory and brought the deaths of half a dozen males
before it was finally dispatched. This loss of life
was seen as a baptism of fire, of sorts, by the
centaurs of Lanhyd and they have since dedicated
the creature’s strength and energy to the
personification of Merle, the village deity of
nature and community. As Bethe puts it in her
tales, this was a time when Merle himself came
from his own forest domain to test the fortitude
and resolve of his people.

Since its formation in the mists of time, the
village of Lanhyd has wavered and stumbled
but it has yet to fall. The centaurs who- live

there believe what they build and care for
endures. The longevity of their society goes
some way to bearing this belief out.

USING LANHYD

In many respects, the village of Lanhyd is
typical of most other centaur settlements in
its layout and means of survival and, as
such, makes for a good model when Games
Masters come to create their own villages.
In its actual application, however, Lanhyd
may be more or less unique. The centaurs of
this place have been hammered constantly
by the unwanted attentions of both
dangerous wild creatures and intelligent
races and so have withdrawn into
themselves, desperate to avoid any who may
have the most minor impact upon their way
of life. This will raise some interesting
problems for players wishing to make any
kind of meaningful contact.

The first thing to consider is that the
centaurs here are a little weaker, militarily,
than most other settlements, with only forty
two being present and three of those being
non-combatant infants. They still have the
druids on their side, however, and one must not
underestimate either their ability or resolve to
defend themselves against clear and present
dangers. Any party just blundering into the great
forest will likely pay for the mistake. As the centaurs
will actively avoid any party travelling through their
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territory and as the actual location of Lanhyd is likely
to be unknown, the first problem will be trying to
find a centaur with which to open a dialogue. When
accomplished, the players must then prevent the
centaurs from simply bolting into the forest, leaving
them quite alone. This may well be the crux of any
scenario involving these centaurs and will almost
certainly require the players using their brains and
role-playing skills to the utmost limit in order to gain
any degree of success.

The players may try to work with the centaurs,
perhaps setting up some sort of camp within their
territory and adopting a centaur lifestyle. maybe even
go as far as tending to the wildlife around them. This
would certainly get the centaurs’ attention if nothing
else. They may try to wait until the males produce
their next batch of wine and attempt a meeting during
the same night, though this will be fraught with peril.
It has to be pointed out that any attempt to fool or
trick the centaurs, such as through use of charm
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spells will result in immediate hostility from the
village, once they work out what has been going on.
Once some sort of contact and tenuous trust has been
established, the players will then be able to proceed
with the rest of their adventure and many of those
presented in the Scenario Hooks and Ideas chapter of
this supplement can be utilised by the Games Master
in conjunction with Lanhyd. These particular
centaurs, it must be remembered, will always be
incredibly hard to befriend and even once some sort
of concord has been established, great suspicions will
remain, with many of the party’s actions being taken
out of context and used as ‘evidence’ of the threat
they pose to Lanhyd. Of all the Slayer’s Guides
presented thus far, this lair may be the hardest for
players to resolve — when the players realise that
even finding the centaurs is an adventure in itself,
they may come to appreciate the intricacies behind
this race’s society a whole lot better. . .
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ven more than monsters such as hobgobling and
E gnolls, centaur communities really are made up of

individuals and the Games Master is urged to detail
each one of the major characters the players meet as
thoroughly as time allows. However, there will be many
times when many centaurs appear at once or when a
surprise random encounter throws up a hunting group. For
these cases, a list of centaurs is provided below, giving a
good spread of all the capabilities and skills that may be
found within a typical village. They can either be used
exactly as presented here or as just the basis for the Games
Master’s own creations.

Centaur Village Leader

Large-Size Humanoid

14" Level Druid

Hit Dice: 14d8+28 (91 hp)

Initiative: +2 (Dex)

Speed: 50 fi.

AC: 13 (-1 size, +2 Dex,+2 natural)

Attacks: 2 hoofs +11/+6 melee; or mighty composite
longbow (+4) +11/+6 ranged

Damage: Hoof 1d6+1; or mighty composite longbow
1d8+1

Face/Reach: 5 fi, by 10 ft./5 fi.

Special Qualities: Nature Sense, Animal Companion
(Deer), Woodland Stride, Trackless Step, Resist Nature’s
Lure, Wild Shape (5/day, Dire, Large, Tiny), Venom
Immunity, A Thousand Faces

Saves: Fort +11, Ref +6, Will +13

Abilities: Str 13, Dex 14, Con 14, Int 16, Wis 18, Cha 15
Skills: Animal Empathy +12, Concentration +9,
Diplomacy +15, Handle Animal +18, Heal +12, Hide +5,
Intuit Direction +17, Knowledge (Nature) +16, Listen +10,
Move Silently +8, Scrying +13, Spellcratt +9, Spot +12,
Wilderness Lore +17

Feats: Alertness, Combat Casting, Craft Staff, Run,
Weapon Focus (hoof)

Challenge Rating: 15
Treasure: Standard

Alignment: Usually neutral good

Spells: 0 Level: Cure Minor Wounds x3, Guidance,
Mending, Virtue; 1% Level: Amimal Friendship, Entangle
x2, Faerie Fire, Invisibility to Animals, Obscuring Mist,
2% Level: Animal Trance, Barkskin, Charm Person or
Animal, Heat Metal, Hold Animal, Speak with Animals; 3%
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Level: Cure Moderate Wounds x2, Plant Growth, Snare,
Stone Shape; 4" Level: Control Plants, Dispel Magic x2,
Giant Vermin, Summon Nature's Ally IV; 5% Level: Animal
Growth, Awaken, Wall of Thorns, 6* Level: Healing
Circle, Liveoak, Transport via Plants; 7" Level: Control
Weather, Transmute Metal to Wood

Centaur Failae Druid

Large-Size Humanoid

8" Level Druid

Hit Dice: 8d8+16 (40 hp)

Initiative: +2 (Dex)

Speed: 50 fi.

AC: 13 (-1 size, +2 Dex,+2 natural)

Attacks: 2 hoofs +7/42 melee; or mighty composite
longbow (+4) +7/+2 ranged

Damage: Hoof 1d6+1; or mighty composite longhow
1d8+4

Face/Reach: 5 ft. by 10 ft./5 fi.

Special Qualities: Nature Sense, Animal Companion
(Deer), Woodland Stride, Trackless Step, Resist Nature’s
Lure, Wild Shape (3/day, Large)

Saves: Fort +8, Ref +6, Will +9

Abilities: Str 13, Dex 14, Con 14, Int 14, Wis 16, Cha 14
Skills: Animal Empathy +9, Concentration +8, Handle
Animal +10, Heal +10, Hide +6, Listen +10, Move Silently
+10, Scrying +8, Spot +10, Wilderness Lore +11

Feats: Blind Fight, Spell Penetration, Weapon Focus
(hoof)

Challenge Rating: 9
Treasure: Standard
Alignment: Usually neutral good

Spells: 0 Level: Create Water, Cure Minor Wounds, Flare,
Mending x2, Resistance; 1* Level: Animal Friendship,
Calm Animals, Entangle x2, Obscuring Mist; 2" Level:
Barkskin, Delay Poison, Resist Elements, Summon Swarm;,
3" Level: Call Lightning, Neutralise Poison, Remove
Disease, Summon Nature's Ally III; 4" Level: Cure Serious
Wounds, Scrving

Centaur Adult Male

Large-Size Humanoid

9" Level Ranger

Hit Dice: 9d10+27 (69 hp)

Initiative: +3 (Dex)

Speed: 50 fi.

AC: 16 (-1 size, +3 Dex,+2 natural, +2 large shield)
Attacks: Greatclub +12/+7 melee (or heavy lance +12/+7
melee), 2 hoofs +8/+3 melee; or mighty composite
longbow (+4) +12/+7 ranged

Damage: Greatclub 1d10+4 (or heavy lance 1d8+4), hoof
1d6+2; or mighty composite longbow 1d8+4

Face/Reach: 5 ft. by 10 fi./5 ft.

Special Qualities: Track, Favoured Enemies (Beasts,
Goblinoid)
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Saves: Fort +9, Ref +9, Will +4

Abilities: Str 8. Dex 16, Con 16, Int 9. Wis 11, Cha 12
Skills: Heal +4, Hide +7, Knowledge (Nature) +3, Listen
+9, Move Silently +11, Search +4, Spot +6, Wilderness
Lore +7

Feats: Leadership, Lightning Reflexes, Power Attack,
Weapon Focus (hoof)

Challenge Rating: 10
Treasure: Standard
Alignment: Usually neutral good

Spells: 1% level: Entangle

Centaur Adult Female
Large-Size Humanoid

5" Level Bard

Hit Dice: 5d6+10 (28 hp)
Initiative: +2 (Dex)

Speed: 50 fi.

AC: 13 (-1 size, +2 Dex,+2 natural)
Attacks: 2 hoofs +6 melee; or composite longbow +5
ranged

Damage: Hoof 1d6+3; or composite longbow 1d8
Face/Reach: 5 ft. by 10 ft./5 fi.

Special Qualities: Bardic Music, Bardic Knowledge
Saves: Fort +3, Ref +6, Will +5

Abilities: Str 16, Dex 15, Con 15, Int 12, Wis 13, Cha 16
Skills: Diplomacy +6, Gather Information +7, Hide +8,
Listen +8, Move Silently +8, Perform +8, Sense Motive
+7, Spot +6, Wilderness Lore +6, Use Magic
Device +7

Feats: Run, Weapon Focus (hoof)

Challenge Rating: 6
Treasure: Standard
Alignment: Usually neutral good

Spells: 0 Level: Dancing
Lights, Ghost Sound,
Resistance; 1% Level:
Alarm, Cure Light Wounds
x2, Unseen Servant; 2"
Level: Animal Trance, See
Invisibility

Centaur Young Male
Large-Size Humanoid
Hit Dice: 4d8+8 (26 hp)
Initiative: +2 (Dex)

Speed: 50 fi.
AC: 15 (-1 size, 42 Dex,+2 natural, +2 large
shield)

Attacks: Greatclub +7 melee (or heavy lance +7 melee),
hoofs +3 melee; or mighty composite longbow (+4) +5
ranged

Damage: Greatclub 1d10+4 (or heavy lance 1d8+4), hoof

1d6+2; or mighty composite longbow 1d8+4
Face/Reach: 5 ft. by 10 fi./5 ft.

Special Qualities:

Saves: Fort +3, Ref +6, Will +5

Abilities: Str 18, Dex 14, Con 15, Int 8, Wis 13, Cha 11
Skills: Hide +2, Listen +4. Move Silently +4, Spot +4,
Wilderness Lore +5

Feats: Weapon Focus (hoof)

Challenge Rating: 3
Treasure: Standard
Alignment: Usually neutral good

Centaur Young Female
Medium-Size Humanoid
2™ Level Expert (Food & Delicacy Preparation)
Hit Dice: 3d8+6 (18 hp)
Initiative: +2 (Dex)
Speed: 50 fi.
AC: 13 (+2 Dex.+1 natural)
Attacks: 2 hoofs +4 melee; or composite longbow +3
ranged
Damage: Hoof 1d6+2; or composite longbow 1d8
Face/Reach: 5 fi. by 10 fi./5 fi.
Special Qualities:
Saves: Fort +3, Ref +6, Will +3
Abilities: Str 14, Dex 14, Con 15, Int 12, Wis 13, Cha 12
Skills: Heal +3, Hide +2, Listen +6, Knowledge (Elven
Foods) +4, Knowledge (Food Preparation) +5, Knowledge
(Nature) +4, Move Silently +5, Profession (Cook) +85,
Profession (Herbalist) +3, Wilderness Lore +8
Feats: Weapon Focus (hoof)

Challenge Rating: 2
Treasure: Standard
Alignment: Usually neutral good

Centaur Infant
~— %  Small-Size Humanoid
™ Hit Dice: 1d8+1 (5 hp)
Initiative: +2 (Dex)
Speed: 50 fi.
AC: 13 (+1 size, +2 Dex)
Attacks: 2 hoofs +0 melee
Damage: Hoof 1d6-2
Face/Reach: 5 fi. by 5 ft./5 ft.
Special Qualities:
Saves: Fort -1, Ref +2, Will -1
Abilities: Str 7, Dex 14, Con 9, Int 7, Wis 8,
Cha 11
Skills: Hide +4, Listen +3, Move Silently +6,
4 Spot +3, Wilderness Lore +4
Feats: Weapon Focus (hoof)

oy S

2

Challenge Rating: 1/2
Treasure: Standard

Alignment: Usually neutral good
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OPEN GAME LICENCE

OPEN GAME LICENSE

THIS LICENSE IS APPROVED FOR GENERAL USE.
PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY
WIZARDS OF THE COAST!

OPEN GAME LICENSE
VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards™). All Rights
Reserved.

1. Definitions: (a)"Contributors™ means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgement or other form in
which an existing work may be recast, transformed or adapted; (¢)
“Distribute” means to reproduce. license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content” means the game meehanic and includes the methods,
procedures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio
representations: names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f)
*“Trademark™ means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”. “Used" or “Using" means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You" or *“Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License. the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use.

the Open Game Content.

5.Representation of Authority to Contribute: 1f You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufTicient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute,

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility. except as expressly
licensed in another. independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Tdentity,

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License; Wizards or its designated Agents may -
publish updated versions of this License. You may use any authorized
version of this License to copy. modify and distribute any Open Game
Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

I'1. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so,

12 Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14 Reformation: It any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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D20 LICENCE

D20 SysTEM® LICENSE
versioN 1.0

By downloading the enclosed graphic files and/or by returning the
Confirmation Card as presented in the file “card.pdf”, the Licensce
(“You") accept to be bound by the following terms and conditions:

1. Copyright & Trademark

Wizards of the Coast, Inc. retains title and ownership of the D20
System trademark logos, the D20 System trademark, and all other
copyrights and trademarks claimed by Wizards of the Coast in The
Official Wizards of the Coast D20 System Trademark Logo Guide
version 1.0, incorporated here by reference.

2. License to use

You are hereby granted the non-transferable, non-exclusive, royalty-
free license to use the D20 System trademark logos, the D20 System
trademark, and certain other trademarks and copyrights owned by
Wizards of the Coast in accordance with the conditions specified in
The Official Wizards of the Coast D20 System Trademark Logo
Guide version 1.0, (the “Licensed Articles™)

3. Agreement not to Contest

By making use of and/or distributing material using the D20 System
Trademark under the terms of this License, You agree not to contest
the ownership of the Licensed Articles

4. Breach and Cure

In the event that You fail to comply with the terms of this License, You
will be considered to be in breach of this License. Wizards of the
Coast will attempt to notify you in writing by sending a Registered
Letter to the address listed on the most recent Confirmation Card on
file, if any. You will have 45 days from the date the notice (the “cure
period”) to cure the breach to the satisfaction of Wizards of the Coast.
If no Confirmation Card is on file, you will be considered to be in
breach of this License immediately.

5. Termination

If, at the end of the cure period, the breach is not cured, Wizards of
the Coast may terminate this License without further written notice to
You.

6. Effects of Termination

Upon termination, You shall immediately stop all use of the Licensed
Articles and will destroy any inventory or marketing material in Your
possession bearing the D20 System Trademark logos. You will
remove any use of the D20 System Trademark logos from your
advertising, web site, letterhead, or any other use. You must instruct
any company or individual that You are or become aware of who is in
possession of any materials distributed by You bearing the D20
System Trademark logos to destroy those materials. You will solely
bear any costs related to carrying out this term of the License.

7. Penalty for Failure to Comply with Termination Instructions
If You fail to comply with the Effects of Termination, Wizards of the
Coast may, at its option, pursue litigation, for which You shall be
responsible for all legal costs, against You to the full extent of the law
for breach of contract, copyright and trademark infringement,
damages and any other remedy available.

8. Updates

Wizards of the Coast may issue updates and/or new releases of the
D20 System Trademark logos without prior notice. You will, at the
earliest possible opportunity, update all material distributed by You to
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use the updated and/or new version of the D20 System Trademark
logos. You may continue to distribute any pre-existing material that
bears an older version of the D20 System Trademark logo.

9. Changes to Terms of the License

Wizards of the Coast may issue updates and/or revisions to this
License without prior notice. You will, at the earliest possible
opportunity, conform in all respects to the updated or revised terms of
this License. For a period of 90 days You may continue to distribute
any pre-existing material that complies with a previous version of the
License. Thereafter written consent should be obtained from Wizards
of the Coast. Subsequent versions of this License will bear a different
version number.

10. Updates of Licensee information
You may transmit an updated version of the “card.pdf” Confirmation
Card at any time to Wizards of the Coast.

11. Notices to Licensor:

Wizards of the Coast

D20 System License Dept.
PO Box 707

Renton, WA 98057-0707

12. No maintenance or support

Wizards of the Coast shall have no obligation whatsoever to provide
You with any kind of maintenance or support in relation to the D20
System Trademark logos.

13. No Warranty / Disclaimer

THE D20 SYSTEM TRADEMARK LOGO FILES ARE MADE
AVAILABLE ON AN “AS IS” BASIS. WIZARDS OF THE COAST
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Enigmatic Friend and Foe

Centaurs are a highly secretive race and there are few who have had prolonged
contact with them. The Slayer’s Guide to Centaurs is the most detailed resource
any adventurer may find for these mysterious and shy creatures.

Within these pages, you will discover how to approach and gain the
friendship of a Centaur village, as well as how to defend yourself when
peaceful negotiations break down. You will encounter the sheer terrifying
power of the Centaur Charge and the awesome might of that backbone of
Centaur culture, the druids. The Slayer’s Guide to Centaurs is the essential
read for any adventurer planning to venture into the great forests.
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