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I ntroduction

We do not deign to acknowledge the slanderous propaganda spread by the stunted
humans who call themselves dwarves. The little miners have always had a rather, shall
we say, biased outlook on history and the true workings of reality. They call themselves
the finest creatures to grace the worlds with bodies like that, we suppose one would have
to have an active fantasy life.

For those graced with true vision, Elves comprise the finest race in all the worlds. We



are that which other races aspire to be: Our longevity, our beauty, and our craftsmanship
are all the stuff of legends. Certainly, each of these attributes can be recreated in some
fashion by the lesser races, but theirsis an artifice of face and form and creation never as
fine as those that come naturally to us.

Our lives are long and filled with happiness, for we recognize the imper manence of
all things, excepting ourselves. Indeed, we do not suffer death as do the mortals. Only
through violence, accident, or disease do we die at all.

Although we vanish from the ken of mortal knowledge after hundreds of years of
existence in this plane, you may rest assured that we continue on elsewhere. Even those
who perish on the battlefield do not truly die, but instead become part of the earth's cycle
of growth and rebirth. Our spiritslinger on, for we are intimately tied to the world and
its core. Indeed, we are the integral part of that core.

We would turn now to other matters, for to continue on in this vein would, no doubt,
lead you to believe that we are boasting of elven prowess. We do not boast. Anyone who
has seen even the slightest fraction of elven ability knows the truth of what we say within
these pages.

Yes, we are a proud race, but do we not have just cause? Are we not Elves—creatures
of most wondrous might? Smply understand that we are what we are and that nothing
you can do will change us—then may we become good friends. But beware: We are a
complex race, and the workings of our liveswill ever be a mystery to you, our dreams
foreign from yours. You will never truly understand us, no matter how you try.

Enigmatic and powerful, eves have dominated the fantasy landscape for years.
Although their civilizations and powers have dways been amystery to those who travel
in the realms of fantasy, ther influence is undeniably strong. Abandoned cities, lost
technology, forgotten lore.. . . dl these things and more lie within the mystique of the
elves. Ther land, their culture, and their philosophy remain cryptic mysteries to those not
blessed with the love of eves.

No longer. With The Complete Book of Elves, many of the eves mysteries are open
for perusd. But take care with the information gleaned; some secrets of the even way of
life dill remain hidden—knowledge forever forsworn from non-elves. Be forewarned:
The pieces of fact and fiction learned within can, if incorrectly gpplied, spell destruction
for those who misuse this knowledge.

The AD& D® Game EIf

Monstrous Compendium® | and Il aswdl asthe Player's Handbook (PHB) present elves
in some detail. Are those the final word on elves? Hardly not! Here, at last, is the book
that deals with evesin depth, in al their myriad facets and myserious ways. While this
book may not answer every question about elves, it will provide answers and ideas for
deding with the typical df.

Although dves often follow the same patternsin therr lifestyles and have smilar
thought processes, there is no such thing asa "typica” f. Even more than with humans,
no two dves are dike. They may react in alike way in various Situations, but they are
completely different individuas. Elves have loves and hates, fears and superdtitions,
honors and ethics. To assumethey are dl the same grievoudy insults them.



Chapters One through Eight dea with even lore, including tendencies, societies,
lives, and more. Chapters Nine through Thirteen detail elven role-playing. It isimportant
to remember that there are always exceptions to the rules, both those presented here and
elsawhere. What is presented in this book is the "typicd™ dven way of life—facets that
players can add to their favorite df character. Ultimately, character creation is something
best |€ft to the imagination of the player and the mandates of the Dungeon Magter. This
book offers suggestions for such creation and for the role-playing of these elves.

Other Complete Handbooks

Like The Complete Book of Elves, the other books in the Compl ete Handbook
(PHBR) series offer useful advice on the creation of unique characters. However, none of
these booksis essentid to the play of the game. All that is absolutely necessary for
playing are the core rules: the Player's Handbook and the DUNGEON MASTER™ Guide
(DMG). The other PHBR books are recapped below, and their usefulnessto ef PCsis
explained.

PHBR1, The Complete Fighter's Handbook, offers severa character kits that work
very wdl for eves (such as the Swashbuckler and the Cavdier), suiting df
temperaments and preferences. Other kits are less dven, but still offer interesting
role-playing aspects. Still others, such as the Berserker and Beast-Rider, should be
used only by savage eves or those who have no connection to even life.

The Complete Fighter contributes important fighting styles and offers more wegpon
proficiency rules. These can be especidly useful to the df PC, alowing him or her to
demonstrate absolute mastery of awegpon. Furthermore, the section on combat rules
adds an interegting flavor to acampaign.

PHBR2, The Complete Thief's Handbook, is handy for those who wish to play df
thieves. The search for knowledge and intriguing new items often leads elvesto alife
of crime, dthough thisis often just a phase through which they pass. However, many
of them find anaturd talent for thievery; as such, The Complete Thief can provide
suggestions on how to best ded with that thief. Whether the df rogueissmply a
Sreet thief or one who leads such alife as ademondration of the impermanence of
physica things to the shorter-lived races, there are myriad ideas for the player in this
book.

PHBRS3, The Complete Priest's Handbook, does not specificaly ded with anything
pertaining to eves. However, it is useful for creating entirdy new daties for eves

and for designing a new pantheon of gods. There are dso speciaty priests and new
priest kits, but none of these are df-pecific.

PHBRA4, The Complete Wizard's Handbook. As an extraordinarily magic-oriented
race, there is much in this book that players of ef PCswill find useful. Any wizard,
no matter his or her race, will find this book atrove of information.

PHBR5, The Compl ete Psionics Handbook, isonly useful if psonicsare availablein



acampaign. If they are, then this book isamust.

PHBR6, The Complete Book of Dwarves, is useful to df characters only as research
on the dwarf races. However, dwarves and elves do not often exchange information

of this sort. A Dungeon Master (DM) might prefer that his or her ef players not have
access to this book.

PHBR7, The Complete Bard's Handbook, is not recommended for the ef character,
dthough it isavery ussful book. The section on "EIf Mingrds' is especidly hdpful

for those who wish to play a bardlike character of mixed elven descent. Thereisadso
afine section on musicd ingruments and spells, which might prove useful for

fleshing out an df PC. Otherwise, thereisllittle here for use with pure eves. Half-
elves, however, will find the book invauable.

House Rules

Naturally, everything presented in this book is optional to each campaign. Just asthe
DM hasthefind say on whether any of the rules presented in the core books (the PHB
and DMG) apply to hisor her campaign, so does the DM have the last word on whether
to accept the ideas presented in this book.

Remember, there are no right or wrong rules—whatever fits the style of the campaign
is acceptable. Aslong as each rule is reasonable, appropriate, and fair, any additiona
house rulesthe DM cares to impose are permissible. If the players do not like these new
rules, they have the option of discussing them with the DM or choosing another
campaign. On no account should players or DMstry to force their views regarding
optiond rules down another's throat—regardiess of how gppropriate that action may seem
to be.

| mportant Note

Anyone using this book should be avare that it is designed for use with the AD& D®
2nd Edition game. References to the Player's Handbook and the DUNGEON MASTER™
Guide refer to the AD&D® 2nd Edition books. Those using older books must consult the
index of the firg-edition books to find the subject mentioned and ignore the page
numbers mentioned therein.

Furthermore, many of the rules mentioned in this book are dependent on the use of
optiona proficiency rules. It is strongly recommended thet al players and DMs
familiarize themselves with these rules in order to fully enjoy this book. Otherwise, they
are cheating themsaves out of the opportunity to fully exploit the rules contained here.

Lastly, since eves make no digtinction between mae and female, the persond
pronouns in this book aternate between genders. Not dl examples will be only of "he" or
"him"; somewill condgs of only "she' or "her."

But, come: The dves are waiting.

Chapter 1. The Creation of Elves



From the primordial turmoil at the center of the universe sprang the gods full-
fledged, full-formed. Each claimed jurisdiction over certain effects, all being equally
endowed with the power and force of the cosmos. They cooperated for the first (and the
last) time to create the worlds. But some gods used their powers more wisely than their
brethren.

An early alliance formed among these wiser gods. They knew how to manipulate their
power. This gathering of gods, who called themselves the Seldarine (or the Brothersand
Ssters of the Wood), imparted their very essence into creating certain aspects of the
worlds.

While other gods squabbled over jurisdiction and possession of this virtue and that
attribute, the Seldarine modified some of the lands, making their worlds lush and green
and beautiful. In addition, they created vessels that would one day hold the spirit of the
first sentient life to set foot upon these worlds—the race of beings known as Elves. They
crafted these vessels with thought and care, and gave them extraordinary beauty. The
other gods grew black with jealousy, and they thirsted to imitate the Seldarine.

These gods hastily fashioned their own vessels, vying against those created by the
Seldarine. But they would not invest the time vital to creating a race, and so their results
wer e flawed—the gods did not care. Their creations were nothing like those shaped by
the Seldarine. Most were Monsters, creatures that would one day haunt the dreams of
Elves. Of all the crude creations, only the vessel reserved for Man held a glimmer of
potential, for they would one day have the ability to change the land as would the Elves.

The gods of the new races tried too hastily to reproduce a feat that had taken the
wiser gods eons. But neither group's constructs would not come to life until the historic
meeting between Corellon Larethian and Gruumsh, leader of the Anti-Seldarine.

-Larian Songshine,
priest of Cordlon
Larethian

In the subject of €ven mythology, the gods have strangdly little to say, leaving one to
ponder it as may be.

The dves beieve that their religion is closer to actud higtory than are the religions of
other races. There may be some truth in this belief, since the eves have such long
lifegpans, with memories to match. They have far fewer generations between their
cregtion and the present day. Thus, they claim, there has been far less dilution of the
truth; unlike the other Stories, they gate, the even chronicleiis pure.

The countless years that have passed since the beginning of the universe have seen
hundreds of generations of elves. By way of comparison, thousands—even millions—of
generations of other races have lived and passed into dust during that time. Small wonder,
then, that the elves fed their histories have been less tainted through the vagaries of time
than those of other races.

There are far fewer variations on the cregtion story in the ef race than in any other.
The humans have untold numbers, practically one for each town. The dwarves have
severd more, and they congtantly change them to glorify their race and their tribe over
others. Halflings and gnomes, too, have excessve myths, dthough they are lesslikely



than dwarves to extol their own virtuesin such amanner. Likewise, the orcs and other
evil humanoids dl have their favorite stories to comfort them in their dank, smoky caves.

Following is a continuation of the even story of cregtion astold by Larian Songshine.
While not necessarily an impartid retelling, it does manage to capture the essentia
ingredients of the even story of crestion.

When the god Gruumsh saw the creation of the Seldarine, the Elves, he regarded it as
an abomination—and he became enraged. For thefirst time, desire for blood pulsedin a
god's veins. Gruumsh prepared to crush the Seldarine, and some gods flocked to his
standard while others stood aside. Sill more, such as Moradin Soul-Forger and Garl
Glittergold, aligned with the Seldarine, for they had—though not in conjunction with the
Sddarine—set aside areas of the world for their own purposes.

When the inflamed Gruumsh attacked Corellon Larethian, the leader of the Seldarine,
a mighty battle began: the Godswar. How long it raged over the pristine fields of the
planets, no one knows. Each combatant drew great wounds from the spirit and the body
of hisor her foe. While the other contenders fell by the wayside (badly hurt, though not
mortally wounded), Gruumsh and Corellon would not break off. Instead, they continued
their fierce combat. They traversed the planes, and they splashed the other's blood across
the lands.

As night drew near, the powers of Gruumsh strengthened, while those of Corellon
waned. All seemed lost for the Seldarine. Tears from the moon landed on Corellon's
upturned, stricken face, and they mingled freely with his blood. Then Corellon looked to
his companions—and it was there he found fortitude. He drew back his sword and, with
one fearful blow, clove out the orb of Gruumsh (who became known as Gruumsh One-
Eye). The god howled in pain, black ichor spewing from the wound. Gruumsh turned and
fled to the netherworld. There he nursed his hate, seeking forever after ways to shape the
enemies of the Seldarine. And the greatest of his creations, made in the burning heat of
rage and the blackness of his blood, was the Orcs. That is why, to this day, the Orcs and
the Elves are such bitter enemies. From the beginning, even before their creation, the
very essences of their gods strove against one another.

With Gruumsh's defeat, the Seldarine and their allies continued with their works. The
Seldarine gathered the moon's tears and the blood shed by Corellon in that great battle,
placed these into the vessels they had created, and infused them with their own spirit.
Each god imparted virtue into his or her creation, feeding and nurturing the newmy
formed race. Thus were the Elves born from the blood of Corellon Larethian, mixed with
the soil of the world, blessed with the tears of the moon, and given their nearness to
divinity.

The other gods saw this example and set about infusing life into their own sadly
misshapen vessels, with varied results. Alas, all other races were but sad imitations of the
Elves.

The tale of the Godswar explains some of the even traits, both physical and mentd.
Being formed of the blood of the god Cordlon Larethian accounts for why elves possess
such long lifespans. Tears from the moon provide arationde for the elves etheredl
beauty—a beauty that often led the lesser races to think of eves as gods. The soil of the
earth explains the connection dl eves fed with the land.



To the dves, their legends provide some measure of assurance that they play agrand
role in the scheme of things. Study of even legends explains why eves are so certain of
their rightful place in life, and why they rarely worry about afflictions that would be
crisesfor lesser beings.

Other even myths provide different indghtsinto the elf character. Following isan
accounting from Sarathos- Tdanith, which sheds further light on f hisory—specificaly,
the times that were responsible for initia fragmenting of the df nation: the Elfwar .

After the Godswar, the deities divided the world among themselves so that their
creations could prosper and grow. The Seldarine chose the forests for their children, the
Elves, but secretly encouraged them to spread as they would. The other gods did likewise,
and the races fought for land: The hatred introduced by Gruumsh the Cursed One had
spread to the mortal species.

The Elves were, at thistime, all one people. There were variations, but these were
individual, rather than any sort of societal rift. All differences were a matter of personal
inclination, and the Elves lived in harmony with one another.

There were those who lusted for power, and those who could not bear to live within the
confining walls of a city. Others were rabidly xenophobic, wanting to bar outsiders such
as Humans and Dwar ves from the Elflands, keeping away the taint of those "unfavored
by the gods.” Still others, more moderate in most things, were scorned by their brothers
or even despised.

Each Elf thought he knew best, and each tried to impose his views on his brother. Evil
flourished in this atmosphere of distrust and dissent. The great Elf cities of old
deteriorated, and the Spider Queen Lolth gained a foothold in the hearts of many Elves.
They used her to gain greater power and influence, and her evil ways led them even
further astray. These Elves practiced dark magic and forbidden lore to make themselves
mighty, and they turned from the light they had loved so much.

The tension grew unbearable. The Elves who had embraced the teachings of Lolth
marched into the cities and slaughtered their brethren. The first attack came under cover
of darkness, and the other Elves could not mount a defense. But they had seen the dark
time to come, and they had readied themselves for war. Their preparations were not in
vain. They returned fire.

The Elfwar raged for decades, neither side gaining victory. Thousands of Elves
perished on both sides, and the number of wounded grew ever higher. The Elves of Lolth
took the name Drow to signify their new allegiance, and they took the cities they had
captured as their homes. They massed for the final battle, and Lolth covered theland in
loathsome clouds of black to strike fear in the hearts of mortal Elves. The Drow were
prepared to win—but then the gods themsel ves intervened.

Corellon Larethian and his companions struck deep into the heart of Drow territory.
Long and hard they fought, seeking the evil in that land. Finally, Corellon Larethian
came upon the dread Spider Queen, and he attacked. Magic flared and spat; blood
merged in rivulets. Then Corellon struck Lolth a telling blow, driving her deep into the
earth. With her defeat, the haze over the battlefield lifted, allowing the bright light of the
sun to bathe the land in its healing rays.

The Drow turned their faces away from the sun's purification, preferring instead their
fallen goddess. They consciously chose the shadows over light, and Corellon decreed that



such treachery would forever show upon their faces. It isfor this reason that the skin of
the Drow is dark.

Corellon forced the evil Elvesinto the rift where he had banished Lolth the Spider.
After the last Drow was driven underground, he and his fellow gods abandoned the Elves
to their own devices, preferring instead the plane of Arvandor.

Therifts and turmoail created by the Elfwar have permanently scarred the ef psyche.
Although many factions were appaled at the breaking away of the drow, some could not
contain their discontent. Severa such groups chose to strike out on their own: an event
cdled the Fractioning. Thus, the divison of eves, begun by the drow, continued. The
elven race divided into the grey dves, who had chosen the mountains as their home; the
gylvan elves, who had returned to the forests of their birth; and the high elves, who chose
to remain in the even cities and be the keepers of the dven way of life. Still more sought
farther afield, roaming the oceans, the arctic wastes, and the skies above.

In time, these elven nations grew further gpart, each coming to develop specid
characterigtics. The grey dves became ever more aoof, while the sylvan eves grew as
wild asthe forests. The explorers adapted themsalves to new lands, regardless of where
they settled. Still others continued to roam, leading anomad's life. In campaigns, these
nomeadic elves are consdered high eves.

These nomadic eves encountered the other races that had been so haphazardly
scattered about the world. The elves were often a source of legend to the dwarves,
humans, gnomes, and haflings. Initid contact was rlaively peaceful, particularly with
gnomes and haflings. But suspicions remained, and tensons grew, particularly between
elves and dwarves.

None are truly sure of the reason behind the war with the dwarves. Some clam the
dispute was aterritorial matter, while others hold it was a difference in ideologies. Of
course, both elves and dwarves name the other as ingtigator. Whatever the cause, they
fought brutd, bitter wars for many years. They have since reconciled to a degree, but
there has never been tota trust between the two races.

Thefirg even contact with humans has been logt to the migts of time. Since the elves
were figures out of human myth, the humans were more inclined to hold them in awve,
This attitude has carried over even unto the present day, and the elves remain enigmas to
humans

Although dves and humans have not gone to full-scale war with one another, there
have been a number of smdl clashes. Many of these are over human encroachment into
the forests and their heavy-handed techniques for logging. The elves take exception to the
degth of virgin forest. Further, some humans, out of greed and jedousy, have taken
advantage of the eves trust to day and destroy them.

Thus, dves have come to mistrust humans as well; many have withdrawn beyond
human ken. While some remain in the lands known to humans, more have returned to the
fabled Elflands

The eves are aproud people. They see the unbridied thirgts in the human race; that,
coupled with their amazing fecundity, make them a serious threet to dl that the elves
originaly accomplished. The eves watch the humans, and there isfear in their hearts.

Chapter 2: Variationson a Theme



There are nearly as many types of Elves asthere are Humans. . . perhaps more. After
all, you Humans are different only in appearance. We Elves have more substantial
differences, more than dlight dissimilarities in philosophy. The Aquanesti, or Aquatic Elf
asyou call them, isas different froma Grey Elf as a dolphin is from a mountain lion, yet
there are no petty racial quarrels between us that characterize the existence of every race
but ours. What is the problem with Humans and Dwar ves that you cannot live in peace
with your own?

Certainly, we once had a history of intraracial conflict, but those days are long since
past. We have our disagreements with one another, but we settle them like civilized folk—
and | am beginning to believe that Elves are the only civilized folk in all the realms
known to mortals.

Although we continue to war with the Drow, the cause of that war isfar more than
the color of their skin or their beliefs. It isthe fact that their very existence is an affront to
ours, that they were created by perversions within our own race. Our war is nothing less
than sublime effort to undo an error made hundreds of centuries ago.

We do not judge anything by the color of their skin. Granted, we find it tempting to do
so in the case of the Drow, but even we—who have so often been betrayed by our dark-
skinned cousins—find it within ourselves to judge each of them by their own merits.

Unlike the Humans, the Dwarves, and the Small Ones, we Elves are not so much
shaped by our heritage as by the way in which we are taught to live. Tales of Dark Elves
who have the heart of High Elves exist, as do tales of treachery and deceit among High
Elves. While both cases are rare, they have happened—and will happen. Always, we
attribute these to the way in which the EIf was raised, for we know that is moreimportant
than blood. The marked differencesin our brethren appear only when grand
conglomerations make their individual traits societal.

-Eronion Marathas, even
seer

None are truly certain from whence the first elves arose. The dves themsdvesdam
they arose from the blood of Cordlon Larethian, while other races hold that they sprang
full-fledged into the world, without divine intervention. One thing is certain, however:

No matter where they came from, they have spread to nearly every world on the Prime
Materid Plane. Their afinity with the worlds on which they have made their homes leads
one to suspect amore dementa nature to their being. However, sSnce they have often
been residents of these worlds longer than humans have existed, human sages are often
inaccurate when speculating about origins.

Elves have adapted to life in nearly every environment possible. The mountains, the
foredts, the plains, the waters, and the underground al know the taste of elves. The snowy
wadtes have fdt the light touch of even boaots, as have the hot sands of deserts.

The eves curiogty about life makesit only naturd that they expanded their holdings
to such an extent. They wish to be sure of their world, and they cannot understand it if
they cannot experienceit. If an ef accurately reports her experiences, other elves can
undergtand that world intuitively.

Y et elves are notorious for their desire to see things for themsalves. Even when a



place has been experienced and reported, many elves will dill have awish to seethe
place. Along the journey, they are likely to view each passing locale with greet interes,
stopping to explore anything that catches their interest. For this reason, the éf raceasa
whole islikely to have heard of any given location on any of the worlds they inhabit.

Through their inherent connection with dl the worlds, eves adgpt more easly than
many other races. For this reason, they can be found in any clime, under dmost any
extreme.

Descriptions of the sandard AD& D® game eves follow. These include agudtic,
dark, grey, high, and sylvan eves, aswell as haf-eves. (Descriptions of eves specific to
acampaign world—origindly dl high dves—are found later in this chapter.)

Tables 1 and 2 ligt the heights and weights, respectively, of the ef subraces. Note:
Because femdes tend to be shorter and lighter than males, base numbers are divided into
maeffemae vaues. The modifiers dlow for abroad rangein each listed category.

TABLE 1. ELF SUBRACESHEIGHT

Height (in Inches)

Subrace Base Modifier
Aquatic 50/50 1d8
Drow 50/55 1d10
Grey 60/55 1d12
High 55/50 1d10
Sylvan 60/55 1d12

TABLE 2. ELF SUBRACESWEIGHT
Weight (in Pounds)

Subrace Base M odifier
Aquatic 85/75 2d12
Drow 80/95 3d10
Grey 85/75 3d10
High 90/70 3d10
Sylvan 95/80 3d12

Any player may fed free to choose one of these subraces as a PC with the DM's
permisson. Otherwise, an ef player character is assumed to be a high df (the most
common subrace).

Naturaly, the descriptions contained here do not apply to every ef. There are as
many different types of eves asthere are humans, each acting differently from his or her
fdlows. What follows is merely the tendencies a subrace tends to evince, not the actua
patterns each df must follow. Not al grey elves are snobs, nor are dl drow eves evil
personified.

Aquatic Elves



Although not as frequently encountered as other f subraces, aguatic elves (dso
known as sea dves) are actually as common as their landbound brethren. They patrol the
deeps of oceans and large inland waters, holding court beneath the waves. Often they are
only seen when they frolic with dolphinsin kelp beds.

Aquetic dves have gill dits much like fish, through which they process oxygen. They
can aso survive out of water for ashort time by bregthing. Their skinistypicaly slver-
green, matching the seaweed near their territory. Some possess a bluish tinge to their
skin, dthough thisis quite rare. Aquatic eves hair complements their skin and isaso
green or blue-green. The overd| effect is one that makes them difficult to discern
underwater, especialy near kelp beds. Because of their coloring, they gain the typica
elven ability to camouflage themsdvesin ther natura environment.

Although their lives seem spent in frivolous activity, these dves play an important
role in the underwater ecology: They serve to keep the seas safer for inhabitants. As do
the elves of the forests and the mountains, sea elves keep the devadtation of such
creatures as sahuagin and ixitxachitl to aminimum. The sahuagin are to the aguatic elves
what orcs are to land elves; they are a nuisance and a menace, but now a serious threst.
Unfortunately, the sahuagin do not see things this way and often plan wars on the sea
elves.

These eves didike sharks intensdly. Although anatura part of the ecological cycle,
elves didike any creature that is rapacious and cruel. Additiondly, any beast thet the
sahuagin identify with closdly (asthey do with sharks) is considered to have few
redeeming features. Since sharks relish the taste of sea df, the elves organize hunts
agang this menace.

Because they fear the strange and terrible monsgters that dwell in the sea, the aguatic
elves and the dolphins have taken it upon themsalves to keep at least some of it safe for
those who travel acrossit. In many rellms, no one would travel on the sea otherwise, for
the danger would be far too great. Thus, most seasde communities severdy punish those
who incur the wrath of seaelves. Only the most evil of people encourage the death of sea
elves and dolphins. Reprisd for their murder is dways swift and brutd; the dvestolerate
not the killing of ether brethren or friend.

Although they may survive on land, aguatic eves prefer not to do o, for it causes
them immense pain. They can wak on land for anumber of days equd to tharr initid
Condtitution score. However, they endure increasing pain as time spent out of water
wears on, and their ability scores and proficiencies are affected. Every two days, these
scores decrease by —1 until the elves return to water. If aphysica score (Strength,
Dexterity, Congtitution) reaches O, the f dies.

In salt water, the sea df's attributes return to norma within 15 minutes. In fresh
water, an ef merdy stopslosng hisor her scores; they do not revert to normd until the
df enters sdt water. The time spent in fresh water does not count againgt time away from
the seq, and these dves may dwel in fresh water indefinitely. If they enter the water
before their attributes are to decrease again, the water acts as arevitdizing force; the
suffering period begins anew when they emerge from weter.

EXAMPLE: Theriatis the sea elf must journey to the airlands to aid friends, to whom he
owes a favor. He has a 16 Constitution and can therefore stay away from his beloved
ocean for 16 days, or a little more than two weeks. He travels for four daysto where his



friends are to meet him. Since he has been away from salt water for four days, he loses
two points from all his attributes, and his proficiencies suffer accordingly.

On his way back to the ocean, Theriatis must travel another four days. On the third
day of travel, his scores are at a—7, and heistotally exhausted and pain-wracked. He
finds a pond in which he can rest and stays there overnight. The next day, when he begins
histravel, he is somewhat refreshed and may travel for two more days before his scores
descend another notch. Finally, he reaches the ocean, and its cool waters wash over him;
the brine clears out his gills, and the relaxing currents massage his exhausted muscles.
Within 15 minutes, Theriatis has returned to normal, and he may resume his usual
activities.

Obvioudy, the sea eves do not lightly leave the sanctuary of their oceans. The harsh
environment of the land world discourages any sea ef who foolishly wishesto leave the
soothing waves. This does not mean that the sea elves have no dedings with those who
breathe air. Any dves (excepting drow) are welcome to visit the land of the sea dves, and
they will be greeted roydly. Trade delegations are common between land and sea elves,
dthough it isusudly the land eves who must travel, for they have magicks more suited
for the foreign environs of water.

Sea dves commonly travel with even ships, defending those aboard from attacks
beneath the waves. Since they are accomplished a scuttling the ships of evil humans and
humanoids, aguatic elves are feared by pirates and those who would prey on even craft.

Aquatic elves often consort with dolphins and hippocampi, and the latter are bred as
mounts. Dolphins and sea dves are usudly on the best of terms and easily befriend one
another. They serve each other's needs, giving mutua protection and aid.

Aquatic df society conssts mainly of those sea dves who dwell in afive-mile area
Thereisatitular king or queen to whom they pay homage, but he has no redl power over
daly life. Seaeveslive asthey please, coming together under aruler only in times of
undersea emergency or greet trouble for the world in generd. The lords and ladies of the
ocean cities do little other than escort visitors and conduct the trade that aguetic elves
find so enjoyable. The rest of the population conssts of artigts, hunters, and farmers, all
concerned with making survival possible and life pleasant for the rest of the community.

These dves have cities of living cord, supplemented with glittering crystd domes.
Their undersea paradise is marked by sea df farmers tending schools of fish; it isalso
marked by the peace one can find beneath the waves. The wash of blue- and green
dappled light has ingpired abovesea artists for years—and will no doubt continue for
yearsto come.

Dark Elves

The dark eves (dso known as drow) are evil cousins of the other elves. Driven beneath
the surface long ago by the light-loving eves, these Snister beings have made a home for
themsdlves in what they call the Underdark, the niche they have brutdly carved in the
underground caverns. They have become the masters and mistresses of dark grottoes, and
any inteligent cresture shuns them.

Origindly the drow were smply eves who held more with the tenets of might then
those of judtice. In their quest for more power over life, they inevitably began deding



with the forces that would one day corrupt them. Their elven brethren, dismayed a the
initia change in their formerly peaceful kinsmen, sought to reason with them. The drow,
seeing this effort as aggresson, responded by daying emissaries and invading even
cities. Convinced of the evil of the drow, the other elves banded together to drive them
from the land.

A long, painful war marched across the centuries; ef dew df, and great magicks
flew. Much of the world lay in devastation, soaked in the blood of eves. Findly,
however, the good and neutra dves triumphed, and they drove the drow underground.
The corruption of the drow echoed in their appearance, for their skin darkened and their
hair turned white. Their eyes glowed red—further evidence of the fires burning within
their breasts.

The drow are reputedly as widespread as the other subraces of €lves—perhaps even
more s0. No one not of drow heritage knows exactly how far their underground holdings
extend. It iswell known that they have a certain grasp on interdimensona magic, for
they useit to travel long distances. They hate the light, and they have extensvely
researched ways to travel while avoiding the sun, which is anathemarto them. The drow
have extensve tunnel networks, which may or may not canvass their world.

Drow aretypicaly shorter than other eves, and they retain the Dexterity common to
elves. In dl other respects, save their height and coloring, drow resemble their
aboveground cousins.

Drow craftsmanship istruly a marve to behold, wrought with strange and intricate
designs. Unfortunately, their works are unable to exist outsde the drow world, and the
items disintegrate, abeit dowly, when away from the radiation of the Underdark.

Their sodiety isusudly matriarchd, with the female drow holding the mgority of
power. Mde drow are entrusted with the relatively unimportant jobs of swordplay and
some sorcery. Females, on the other hand, command the important positions in drow
society. They are the priestesses of their dark goddess, Lolth (or sometimes Lloth), Queen
of the Spiders.

These femaeswidd their tremendous goddess-given power mercilessly. Using the
threat of intense punishment, they keep the maes cowed and submissive. They are the
top of the socid hierarchy in the Underdark; they jealoudy guard their power against
lowly maeswho might try to take that power away.

Since drow femaes have greater power than maes and are physically stronger and
more intelligent as well, the drow have a difficult time believing that maes can hold
power in other societies. Thus, they do not believe that any threat mustered by males
could serioudy threaten the drow.

Despite their chaotic evil nature, the society of the drow isrigidly structured and
divided. Socid drata and classfications are virtually immutable. A drow can advancein
her caste, certainly, but cannot advance beyond it. The chaotic nature of the drow is most
evident when one seeks advancement—an advancement typically made through degth.

Drow congtantly seek to improve their position in society and in Lolth's eyes. If it
comes at the expense of another's life, so much the better—that makes one less drow to
challenge the newcomer, and it ensures grester security in the new position.

Drow have an abiding hatred of al things aboveground, but nothing draws their wrath
quite like the good dves. The drow take any chance they can to destroy other evesthey
encounter. Even the few evil elves aboveground are seen as enemies, and the drow do not



hesitate to betray such a one when he or she has served a purpose.
Grey Elves

Grey dves are a once the most noble and most reclusive of the eves. They have
withdrawn from the world after making their mark, which was to ensure that the world
was wdl on the path to goodness. The grey elves view themselves as the protectors of
good in the world, but they will stir from their mountains and meadows to protect the
"lesser” races only when they are faced with greet evil.

Grey dves act much like human knights—supercilious and condescending, full of
their own importance. They think nothing of spesking their minds, provided that this
remains within the bounds of even decorum. They are often haughty, disdaining contact
with mog others, including al other elves save grey dves.

This subrace garbs themselvesin wool tunics of gold, slver, white, or yelow. Over
these, they wear cloaks of dark blue or purple. Their dress adone often makes them the
mogt sriking of the eves, and their elegant bearing and pure beauty make them amost
appear as supernatural creatures.

When arming themselves for battle, they don shimmering suits of plate or chain mail,
protecting the head with winged helmets. Their weapons, created by master df crafters,
shine brightly under any light. Mounted warriors ride griffons or hippogriffs into bettle,
swooping down upon their enemies with dreadful perfection.

Taller and more dender than the other elves, grey elvestypicaly have slver hair and
amber eyes. This does not give them any specia abilities, but it does serve to distinguish
them from their high elven brethren. Somewhat rarer are those grey dves who have pale
golden hair and violet eyes. These elves are often known as faerie and are probably those
who first made contact with humans.

While not exactly bigoted toward other races, the grey elves do bdieve in the purity
of the dven line. They are the least tolerant of other races, and they take pains to ensure
that they remain secluded from al—sometimes even other dves. Only the mightiest
mages of other races are dlowed within their mountain citadels, and these are greeted
with sugpicion. The grey elves are not rabid in their didike of the shorter-lived races, but
they do fear the corruption that the other races can bring to the eves.

Because of their reverence for the sanctity of elven blood, grey eves have sriven to
maintain their origind idedls. They condder themsaves to be the purest form of dl elves.
They believe that, Snce the other eves do not concern themsalves with maintaining their
purity, their role in the ven world is less than that of the grey €f. These evesfed tha
they are the "true’ dves and that others are somehow lesser versons. The grey elves
gtaunchly believe thisto be true, despite the fact that they are an offshoot of the origina
high df line

Grey dves disguise the entrances to thelir mountain meadows and remote cities with
powerful magic, ensuring that only those who are dves or familiar with the elven
dweomer can discover their retreats. If members of another race find their hideaways, the
grey dves are not averse to cagting a high-leve forget spell. They have worked long and
hard to achieve their hidden lands, and they welcome not those who stumble across them.

Of dl elves, grey dvesrely the most on their intelligence. While other dvesare by no
means supid, grey evestrust lessin physica prowess than they do the mind. Their line



breeds more mages and mage combinations than any other, and some of the most
esteemed of their subrace are scholars.

Their entire existence is based on developing and discovering new knowledge, and
they therefore spend less time on the pleasurable pursuits that occupy other elves lives.
Thelr mages are without peer in the even world. Even mages of greater power from other
races gpeek of the knowledge of the grey eves with no smal measure of fascination.

Because the only wizard specidties available to eves are Diviner and Enchanter, grey
elves usualy do not become specidist wizards. Instead, they learn more about magic in
generd; their long lifespans ensure that they are among the most knowledgeable mages
on any world, though not necessarily the most powerful.

However, like al eves, their crafters have had centuries to perfect their art. Since the
grey eves have amuch fiercer dedication to perfection than other elves, their products
arefiner than any othersin the world. Only some dwarves can rivd the expertise shown
by grey eves—but even then they cannot riva the sheer beauty exhibited in even
manufacture.

It isaguaranty that amost any grey elven work can hold the strongest magicks and
enchantments. The very qudities of the manufacture work subtle charms into the item,
making it more receptive to whatever potent magic a mage might use to enhanceit. The
grey elves have produced most of the magical items attributed to evenkind. They are
particularly devoted to the creation of tomes and scrolls.

Grey eves often have the most extensive libraries of anyone in the world. Any grey
ef community of more than 50 years will have acommund library rivding those of any
major city or wizard. Such libraries are open to dl e'ves who wish to better themselves
and increase their knowledge. Since the grey dves va ue the congtant expansion of their
gtores of books, many spend their lives in research (either magical or scientific), writing
learned tregtises.

Because they spend so much time in research, grey elves often have little time to
spare for physica labor, athough this does not preclude craftsmanship. In order to
maintain their dities, they must rely on "lesser” dves for the upkeep of their relms. Since
amog dl of these servant elves have been brought up in the particular aamaosphere of the
grey dves, they beieve that their lot in life isto serve the grey eves. Although some do
leave, most do not have the spirit to do so. Many are truly happy performing tasks for
their masters and would not dream of departing. The sratified society offers them
security and comfort.

Grey dves are not harsh taskmasters, but neither are they forgiving. When a servitor
df falsin atask or performsit poorly, punishment is swift and to the point. Few make
the same mistake twice.

Grey df society isamong the mogt rigidly defined in any world. They areruled by a
hereditary monarch, either male or femae, who can be succeeded by any of the other
members of the House Royad. Thisis subject to gpprova by amgority of the House
Noble. The ruler must have dl decisions ratified by such amgority.

Benesth these two Houses are the Merchant Houses, of which the Guild Houses are a
part. The House Protector is equal to the Merchant Houses. Beneath the Merchant Houses
are the Servitor Houses. Beneath them are the castel ess el ves, who have dmost no voice
in grey df society.

Interestingly enough, most other elves do not readily befriend grey elves, for they see



the grey dves as far too serious and arrogant. Indeed, some eves think the grey subrace
isfar closer to the word "human™ than "df." They think the grey elves have logt the even
joy of life, for the grey dves prefer to spend their time with books rather than reve in the
outdoors and the goodness of life. Instead of exploring the boundaries of life, they are
learning to be serious.

In some elves eyes, grey elves have even gone o far as to endave other ves—if not
in fact, then at least in spirit. The grey eves "servants' have none of the typica even
love of life, nor do they have that spark that is o particularly even. This causes many
elves to shun much contact with the grey elves. Even though the servitor eves are there
by choice, such order and lawfulness inherent in the grey ef society seems repulsive and
even dwarvish to most elves.

High Elves

The most commonly seen of dl dves, the high eves are dso the most open and friendly.
They have no compunction about traveling in the world outside their lands, and they do
so much more often than other eves. Since they have the most contact with the non-even
world and since their subrace is more adventurous than other eves, most ef PCsare high
elves.

While a first they may seem aoof and arrogant, a glimmer of true salf can be learned
with alittle effort. High eves know the value of friendship and dliance with the other
good races of the world. However, they are not dways easily befriended. Many high
elves are cautious about trusting the shorter-lived races; quite afew learned to distrust
humans and dwarves in their younger days. Thus, dthough high dves serve the cause of
good, one can never be sure of what the reception from them will be,

High elves are very pae. Though they spend a great ded of time outdoors, their skin
amply doesn't tan, no matter how long they are in the sun. However, their kinislessa
corpsdike pallor than the color of new cream. Ther hair and eyesfdl into two mgor
vaiations. Oneisfair not only of skin, but of hair aswell. These eves generdly have
blond hair and blue eyes. The other variation, equally numerous, ssemsfar more
mysterious. They have dark hair, ranging from sandy brown to sheerest black, and intense
green eyes. These two varieties of high eves have no other significant differences, but
they are nonethel ess often treated differently smply because of their appearance.

High eves prefer light pastel shades over the colors worn by grey elves. Since they
rely on hunting and woodsmanship, they often wear cloaks of green for camouflage in
foredts.

Their preferred wegpon is the bow, but they are aso adept with long and short
swords. In battle, they wear their gleaming elven chain mail beneath cloaks "woven of
the essence of the woods,” which alows them to move silently through forests, strike
quickly, and then retreat. Although they may befriend giant eagles and occasondly use
them for transport, they rarely use mounts because horses and the like are too unwieldy in
the forest. Only on the long-distance journeys or on the plainswill high eves use mounts.

High df avilizationis much like that rumored in children's fairy taes. Elven homes
are enchanted, the lands under their jurisdiction places of goodness. Therems of high
eves arefabled in the lands of men, and the highest aspiration of many ahumanisto dip
into the arms of desth while basking in the serenity of the df lands.



These dves do not place agreat ded of vaue on society, preferring ingtead to live as
they wish rather than how someone tells them to. Their villages are peaceful places, for
the elves dl look out for one another. They have aroya bloodline of sorts, but few eves
pay it much heed. They do not respect someone purely on the basis of birth.

High dveslivein a congant relationship with nature, never taking more than they
need and giving back ever more. They replenish the forests and the plains congantly,
ensuring that there will dways be nature within their world. As such, they are often
regarded by other good- digned races as the highest epitome of goodness. Although those
who prefer law over freedom do not aways agree, they nearly dways have respect for the
quality of elven life. There is no doubt that the high dveslead afine life: Freedom,
nature, and the sheer vitdity of being dive comprise the daily existence of a high €if.

These elves have few cares or worries, and their lives are often characterized by
idyllic splendor. While they face problems from rampaging humanoids or the
encroachment of humans, they seem to live free of the cares that so often plague other
elves Because they live so dosdly in harmony with nature, they have little trouble
finding sustenance in the areas near their homes. Game proliferates near high df
communities, and the earth isfertile for them. However, should the high elvesroam
farther afidd, they often discover adifferent matter entirely. A band of eves on the
march must sometimes rely upon the generosity of others.

Sylvan Elves

Although wood dves (as sylvan dves are often caled) are descended from the same
stock asthe other dves, they are far more primitive than their kin. Therr lives are geared
toward the smple maiter of surviva in the woodlands, rather than enjoyment. Y et sylvan
evesfind tha this life, more than anything ese, gives them their greatest pleasure. Not
for them the sophigtication of art and ddicate music. They prefer asmpler life. Their
music isthat of wind through leaves, the howl of wolves, and the cries of birds. Their
art—in the form of tattoos—is ingpired by the everchanging cycle of seasons.

Wood elves, by their very nature, seem more prone to violence than their civilized
cousins. Their muscles are larger, their complexions more florid. They have yelow to
coppery-red hair, which contrasts with their lightly tanned skin. Their eyes are generaly
light brown, athough bright green is not uncommon. Hazd or blue eyes are exceptionaly
rare, cropping up only two to ten times in an entire generation. The supergtitious wood
elves bdieve that twins who have blue or hazel eyes are an omen of good fortune for both
the twins and wood dves as awhole. Thus far, they have not been disappointed.

Wood df clothing is much less gaudy than one would normdly expect from an f.
Thefocus of ther clothing is to alow the wearer to blend with the woods eeslly. A
typica outfit is dark brown and green, or tan and russet in fdl. Winter finds sylvan eves
wearing white leather so that they can hide in snow.

About once every five years, these evesindulge in afestival of art and music more
materia than the ephemera of nature. When the summer solstice arrives, the nomadic
tribes gather in the center of the forest. For haf amoon, the tribes celebrate the turning of
the Seldangith, wherein the constdllations of the Saldarine are obscured by the northern
lights. They claim that the gods come to earth during this time to celebrate in the revels of
their children. Wood ef celebrations involve oak wine, bonfires, dancing to wooden



drums, and singing. The carousing is primitive, even savage, but fiercdy exciting to
them. Their every ingtinct is aroused, taking them back to the roots of nature.

Wood dves are often described as wild and temperamentd. Thisis true to the extent
that these elves are a very emaotiona people. They live with their hearts, not their minds
as do the grey dves. Whatever they fed, they know it isthe right answer. Logic plays
little part in their lives, for logic cannot save one from the charging boar or the faling
tree. Intuition and strength are dl that countsin the wildwood.

Sylvan dves are an independent folk and do not lightly brook intruders into their
forests. Anyone, even another f, who even draws near to awood df encampment
(within three miles) will have a congtant, unseen escort of & least two wood eves
(possibly more) until the intruder leaves the area. Unless the camp is directly threatened,
the wood dves will leave the intruder gtrictly done. Twenty-five percent of the time
wood elves will alow trespassers to know that they are being watched.

If those encroaching the encampment draw too near and evince hodtile intent, the
wood eves have no compunctions about utterly destroying them. Wood dves are
extraordinarily reclusve—even more so than grey eves. They have no wish to let others
expose them or ther lifestyle to the harsh scrutiny of the civilized world. Therefore, they
may even destroy those who bear the wood dves no particular ill will. They fed thisis
the only way to ensure therr lives and privacy.

Although they are of even descent, wood elves tend toward totd neutraity. Thisis
not out of any inherent evil, but only out of adesireto beleft done. They do not care
about the proceedings in the outer world; only when such acts impact their relm do the
wood dvestake interest. Even then, that interest is only in removing the nuisance and in
returning to the wildlands as quickly as possible. Only other elves can break their solitude
without suffering potentid death.

Sylvan eves associate more often with the animals of the forest than with any other
beings. They have giant owls guarding their tent homes or, rardly, giant lynxes. Their
isolationist tendencies have corrupted the only racid language they know (Elvigh);
however, some do learn the languages of various crestures of the forest.

Wood dves are probably the least friendly of dl the surface dves. They are certainly
not as outgoing as high eves, nor are they as adventurous as aguetic eves. While grey
elves are quite arrogant, they a least will not casudly kill intruders. However, it should
be remembered that wood dves are not evil; they smply vaue their solitude above dl
ese

Half-Elves

Although not properly eves, hdf-elves are included in this book because they do possess
elven ancestry. Half-dveshave a least hdf df in their blood; those haf-eves that breed
back with eves are dways conddered haf-even, regardiess of how long ago the non-df
blood was introduced. Those half-eves who do not breed with dves (thus diluting the
elven grain even further) are considered by elvesto be totally non-elven. These crosses
have none of the abilities normaly associated with either ves or hdf-eves.

Some hdf-elves are not readily accepted in ether df or human communities, and they
often become introverted, sullen, and embittered. Lucky haf-elves gain accessto both
races, for often dves and humans find haf-eves fascinating. Largdly, it isamaiter of the



hdf-df in question and the societies with which he or she deds. Half-eves are never
accepted in grey df society, for hdf-elves serve as a pdpable reminder of dl that the
grey elveswish to eradicate.

Although there are rare exceptions, hdfelves are predominantly also half human;
elven genestypicdly cannot cross with anything other than human genes. Those
descended of stock other than human must be specidly approved by the DM if they areto
be used asa PC race.

Mog hdf-dves are of high df descent. The reasons for thisare Smple: Aquatic elves
cannot live with humans, grey dveswill not knowingly gpproach humansin such
friendly circumstances, wood eves would smply flee or hide; and drow would daughter
the fool who trusted them.

There are dways exceptions to these generdizations, of course. Some dveswill
aways bresk the mold of their kind by doing something unpredictable. A few grey eves
consent to speek fredy with humans, and it is possible one could consort with a human
out of love. Not adl wood elves are recluses, nor are dl drow ruthless, evil killers. Aquatic
elves are not as unreachable as they might seem, for humans have long used magic to
vigt the underweter realms.

It isentirely possible to encounter hadf-dves from dl the mgor subraces, they are
smply not as common as haf-eves of high ef stock. However, few of them have
inherited dl, if any, of their parents abilities. Thisis a matter best |eft to each DM; it is
recommended that half-elves receive only the bonuses ddlineated in the Player's
Handbook. Even hdf-eves descended from aquatic eves should not have the ability to
breathe under water unless the campaign is based around seafaring adventures. Even
then, it isa matter best consdered very carefully.

Since they are human and dven both in demeanor, haf-elves are generdly easlly
recognizable as such. They aretaler and heavier than the average f, though their hair
and eyes often reflect those of their human parent. However, they aso take on some of
the features of the even parent.

The skin of those descended from seadvesis ablend of human and even flesh, often
gppearing as apae green or avery light blue. Their hair echoes that of their human
parent, though it can contain a hint of green or blue.

Grey hdf-dves, while extremely rare, exist only in human society, Snce they never
find homes with grey dves. They areless easy to gpot than many other half-dves, for the
hair and eyes of grey dves are often close to human standards. The hair and eyes of these
hdf-dves are of alighter tinge than many humans, but asde from the pointed ears, these
half-elves can be confused as smdler humans.

Aswith grey dves, the descendants of high eves can easly be mistaken for humans
for ashort while. Since the high df coloration is nearly identical to that of humans
(athough the skin is somewhat paer), therr haf-df children pass among the shorter-lived
races with few problems. Aslong as they keep their ears covered and perhaps do
something to disguise their angular fegtures, they can usudly remain unnoticed.

The hdf-elves of sylvan blood have the easest time passing through human lands.
Since sylvan eves are the largest of their breed and their skin tans, the sylvan haf-eves
can pass themsdves off as humansfairly well. These hdf-dvestake to the forest easily
and often become rangers, since they are on the fringes of society anyway, it isonly
naturd that they would take alife that reflects this.



The hdf-df children of drow are the most unusud in appearance of dl haf-dves.
Their kinisdusky grey, their hair bleached white. Their ancedtry is perfectly obviousto
al, and they typicaly find no solace or sanctuary in ether df or human communities.
Even worse, the drow will often seek out the individua in order to expunge the blot on
drow honor.

The children of two haf-elves generdly appear as did their parents. In cases where a
hdf-ef's parents were descended from different subraces of df, the results are varied.
Fifty percent of the time, the child will take on a mixture of the parents characteridtics,
25% of the time the child will resemble the mother, and 25% of the time resemble the
father.

Ohbvioudy, hdf-dves do not have an easy time integrating themsdves. They are often
outsders, playing out their roles on the borders of society. Thereis apervasive racism
inherent in many of the socigtiesin which haf-dves take part, athough not many will
admit to it. Such racism exists in both human and f lands, and it is often hard for half-
evesto form attachments to either race.

Instead, many creste their own communities, where dl are free to live asthey will.
Unfortunately, many hdf-eves have dlowed their experiences with humans and with
elves to sour them toward both races; in haf-df communities, the members of their
parents races are not ways welcome.

Humans, despite their fascination with haf-eves, hold haf-eves in some suspicion.
Since many hdf-elvesturn to alife of carefree adventuring or even outright thievery,
they cannot be trusted with great respongibility. In addition, they are amingling of the
blood of two disparate races, and no one can ever be sure of what the result of such a
union will be. Many hdf-eves are aso the unhappy byproduct of war crimes, and they
are feared to echo the circumstances of their conception. Their motives are, for humans at
least, suspect.

Elves, on the other hand, typically see these children asinferior mongrels. They may
try to tolerate presence of haf-dves, but they view them as smply longer-lived humans.
Thus, while hdf-elves are not often driven from ef lands, neither are they made to fed
overly welcome, even as children, nor are there tears at their departure.

Nether humans nor eves seems to recognize the unique gifts helf-elves have to
contribute. As beings longer-lived than humans, they are in a postion to understand the
elven point of view. Likewise, as creaiures who have the weight of impending mortaity
over their heads, they can comprehend the curious speed at which humans go about their
lives. They are thus perfectly suited as ambassadors from one country to the other. They
are guaranteed to be impartid, as they have relations on ether side. They can become
virtudly any class and are multifaceted individuas in more ways than can be listed.
However, eves and humans cannot forget the fact of parentage, and they lose avauable
opportunity for understanding each other.

Since they have difficulty being totally accepted in either world, haf-elves tend to be
travelers and loners, dternating between human and df societies. When life soursin one,
they move to the other for atime. They have come to see the best of both worlds.

Elves of the Worlds

Beyond the eves described above, there are elves of different ilks populating separate



worlds. Offshoots of the nomadic high elves who searched the worlds far and wide, the
elves described below settled on worlds that struck their fancy. In time, they became new
subraces of elves. (A diagram on page 29 shows the interrelationship of these subraces.)
In some lands, the eves are entirdly distinct, bearing little resemblance to the origind
high df stock. In others, the ves vary mostly in name and attitude, rather than through
any physcd bass. All of them carry a definite aurathat pervades their world, shaping it
as surely asthey shape history.

One important thing to remember isthat not dl dves of these areas conform to these
descriptions. There are always exceptions in every land. Any player characters from these
lands may act as they wish.

AL-QADIM® Campaign World

The dves of Zakhara, the Land of Fate, are the same physicdly asthe eves found just
north in the FORGOTTEN REALMS® world. What distinguishes these elvesistheir
attitude toward life, other races, and their creed.

In Zakhara, dl races tend to adopt a more cosmopolitan perspective toward other
races. It ismore important, they fed, to believe in an enlightened god than to be an df, a
dwarf, or ahuman. What oneis, indde, is more important than who oneis outsde. They
recognize that no one can control the circumstances of their birth, thet it is the actions and
the beliefs that make a being truly good, rather than the race of that being.

For this reason, there is no separate elf society in Zakhara. There are certainly those
bigots who prefer elves over other races, but the truly enlightened individuas make no
distinction between eves and other races. In Zakhara, no one is surprised when an df
takes ajob many in the other worlds would consder traditionaly dwarvish.

Neither isthereracid intolerance and antipathy. It is perfectly reasonable for an orc
to be good friends with an df (inasmuch as eves become good friends with anyone).
Again, races are judged by their actions and their beliefs. Only in the uncivilized portions
of Zakharawill one find evidence of the antipathies so prevadent in other lands.

Indeed, the eves of the Land of Fate are consdered vauable members of society.
Because of ther ahility to live to agreat age and the fact that even young eves are of an
age with the mogt venerable humans, they are sought after for their wisdom. Many of the
gadi (judges) are, in fact, dves. Their lifespans give them a unique view of the world and
the opportunity to serve for hundreds of years.

Many elves serve as sages for universities. Again, their age gives them an advantage.
Any creature that lives hundreds of years can accumulate knowledge of nearly any topic.

None of the elves native to this area worship the gods of the elves. Like the other
citizens of Zakhara, they worship the enlightened gods. Any who worship their gods
through idols and icons are regarded as savages. Any gods found in Zakharawill be
represented only in symbols, for thereis no other way to fairly represent agod.

The Zakharan elves consder the northern eves barbarians. The northern elves
continue to subscribe to the system of hatred for other races, worship through the idols of
their primitive religion, and keep to themsdves. It isfar more likely that a Zakharan df
would sde with afellow believer againgt a northern f than the other way around. They
know no racid loydty; they know only the loydty to one's brothers and sisters in belief.



DARK SUN® Campaign World

Athasian elves are entirely different from the high dves that settled Athas eons ago, for
they have adapted to alife in the burning world. Understandably, these eves do not dwell
in woodlands as do their more typica cousins, for there are few forests on Athas. Instead,
they live on the plains and in the barrens, scratching out an existence where few survive.
They are runners and raiders, disdaining the transport used by the weaker speciesin the
desert. They, like the other races on Athas, are much more savage than the typicd dff.

The dves of Athas are very tal, often reaching heights of 7 feet or more. Their long
legs make them excdlent runners, and they can cover unbdievable digancesin asngle
day. They aretheterror of the deserts, and their hunting bands are widely feared.

Not only do they prey on those foolish enough to pass through their territory, they
exploit the gullible in the marketplaces of the city-states. Few of these places do not have
some sort of market where the eves sdll thar ill-gotten or shoddy goods; the elves make
an incredible profit from those who pass through because they are the only suppliers.

Although they act ignobly toward members of other races and even other df tribes,
the Athasan eves are not an evil people. They have strong tiesto their tribesand are
only as harsh astheir planet dictates. The bonds that unite them are amazingly strong;
elves of atribe often have no other friends than their tribe members. Their lives depend
on their companions, and so they trust only those who have proven they can be trusted.

Like the other inhabitants of Athas, the eves struggle to endure. Under the fires of the
Dark Sun, only the strongest survive. The eves plan to be among that number, and if they
mugt crush others. . . well, if such isthe path to survivd, they will takeit.

DRAGONLANCE® Campaign World

The high eves sdttled the world of Krynn long ago, and their history on this wondrous
world isrich. Although anaogous to the higtory of evesin the AD&D® world, it is ot
exactly the same. Indeed, some misnformed historians argue that these elves are not
related to the df explorers mentioned earlier in this chapter. This theory seems highly
implausible after reading the history of eves on thisworld.

On Ansdon, the main branch of elves was called the Kagonesti, the source from
which other eves sprang. These others quickly abandoned the sylvan role, taking up
more civilized pursuits. They eventudly formed aredm caled Silvanog, after their grest
leader in the First Dragon Wars. The Silvanesti are reminiscent of the grey dvesin therr
attitude and outlook, for they are haughty and most concerned about racid purity.

The Qualinesti broke from the Silvanesti centuries later, over a dispute of the best
way to ded with the non-elven world. The Silvanesti, a xenophobic, caste-ridden batch,
nearly drove the Qudinesti from the land for their sympathetic tendencies toward
humans

The Qudinesti, commanded by Kith-Kanan, left Slvanost when it became apparent
that the Silvanesti had stagnated as a society. They traveled west until they found a place
where they could live in freedom from the structure demanded by the Silvanesti. The
relations between these two races are strained, at best. The Quainesti most resemble high
elves, and they are by far the most common elves seen in the DRAGONLANCE®
campaign world.



The sylvan dves of Krynn are the Kagonesti. Although they are of the firgt variety of
elves that ever set foot on Krynn, they are disregarded by the other races, shunned as wild
and uncivilized. The Kagonesti, however much they didike this Stuation, have chosen to
regect avilization and its "corrupting” vaues. They prefer, instead, the wild harmony of
nature, the contact with the earth that the other elves seem to have thrown away in ther
quest for newer and better forms of government. The Kagonesti often wear tatoos or paint
their faces to intimidate their enemies or to blend in with their surroundings.

The Dimernesti and Dargonesti are the two races of aguatic eves found on Krynn.
Created by the chaotic passage of the Greystone of Gargath, these sea elves possess the
ability to transform themsalves into otters or dolphins. The relations between the two
races of sea elves are much like that of the Quainesti and the Silvanesti. The Dargonedti
are only rarely seen and are very reclusive.

The elves ndtive to the other continent of Krynn tend to resemble the Kagonesti more
than any other variety of Krynnish df. Tdadan dves of the Tamire are nomads and
raders, digrugtful of outsders. They identify their dlans with totem animds, using these
animas as spirit guides and protectors.

The other race of eves on Taladas conssts of refugees, ves from a Sivanedti
armada driven off course to the new land. They have founded aland caled Armach and
aretrying to build aland reminiscent of Silvanedti.

However, the humans of the region proved too resilient to be driven from their
homeland, and they forced the eves to accept them into a confederation. The humans
have thus become more even, and the e ves have become more human in outlook.
However, the dves have influenced the primitives of Taadas much more than they have
been changed.

A fanaticd desire to keep themselves purdly even has preserved these elves culture
well. Although they dwell in aloose confederetion, they have clearly delinegted the
license the non-elves of Armach may take with the elves. They guard their new
"homdand" fiercely, executing those who cross its borders without consent. Overdl, the
Armachnesti (as they have come to be called) are much more intolerant than their
Sivanedti brothers ever were. Although they must ded with humans, their life has
become dl the more rigid, and some say ther inflexibility isadirect effect of ther
necessary contact with humans.

Both races of elves on Taadas must confront the League of Minotaurs on occasion,
which sits squarely between the two. The Armachnesti currently have atruce negotiated
with the League, but both countries know that the truce will be broken when it is
convenient for either Sde. The dves of the Tamire are in more serious danger, for the
minotaurs think nothing of raiding their lands to replenish their stock of daves.

FORGOTTEN REALMS® Campaign World

The elves of Toril do not follow the standards of most other worlds. What unites dmost
al the dves of the Redmsisthear sdf-bestowed title: Te'Quessr. Thistrandatesto "The
people” All non-elves are known asthe "N'Td'Quess,” or "Not-People.”

While these dves possess the sandard lf abilities, their gppearanceis markedly
different. These eves are of human height, though there the resemblance ends. Like their
more typica cousins, the eves of the Realms are much more dender and ddlicatein



gppearance. Bresking down the f nation dill further, there are five separate, distinct
subraces of dvesin the Realms, each of which is viewed differently by the other races.

Thefirg subrace isthat of the gold elves. Some dso cdl them sunriseevesor high
elves, dthough they do not closdy resemble the sandard high elves and, indeed, seem
more like grey dves. Gold elves are generdly viewed as the most civilized and, & the
same time, the most contemptuous of other races. They are the nohility of eveson Toril,
leading the other dvesin the dven way. They are the equivadent of the Silvaneti on
Krynn.

The second subrace is known varioudy as moon, silver, or grey eves, athough again
the name is the main smilarity to the typicd grey ef. They more closdy resemble high
elves than grey dves, which is not surprising since the nomedic high eves settled Toril.
They are the most common of elves on thisworld, or at least the variety most often seen
by non-elves. Because of their higher tolerance for other races, the moon elves are more
likely to become adventurers than are the other eves. Likewise, most haf-dvesin the
Redms are descended from moon elves. Although moon elves are considered less noble
than gold elves, the Queen of Evermeset isamoon df.

The third subrace is roughly equivaent to sylvan elves. They are caled wild, green,
or forest elves. They ded dmost exclusvely with other eves, keeping any contact with
other races to aminimum. Since they try to live far from humankind, they are one of the
least- seen races of the elves. Although they do not have akingdom of their own, they
permeste every df nation.

The sea eves comprise the fourth subrace. They, too, are fairly uncommon, athough
they aren't as reclusive as wild elves. They swim in two waters: those of the Great Sea
and the Sea of Fallen Stars. There isonly adight difference in gppearance between the
two. One race breathes salt water and the other fresh, but they can survivein ether.
Water elves make their homes anywhere but are most common near theidand retreet of
Evermest.

The fina subrace on Toril isthat of the dark elves. Like their drow cousins, the dark
dvesare dmogt universdly shunned for their evil. Crud crestures living underground,
these drow emerge only at night, trying to avenge themsalves on their "oppressors,” the
elves responsible for their underground retrest.

The dves of the Realms are one of the oldest races native to that world. While
humanswere living in their caves, learning to hunt each other, the dves flourished. Ther
nations spread across Toril, and they lived in harmony with the land. But as humans
became more and more civilized and expanded their holdings, the elves had to retrest.

Since the dves could not react quickly to the constant change humans wrought, they
had to devise an dternate plan. From their court in Myth Drannor, the elves began
arguing the virtues of a Retreet to aland beyond humans. They argued this matter for
many centuries and, after exhaugting dl the evidence available, came to a consensus.

During their debates, they located aland far beyond human reach. Caled Evermest,
an idand thousands of miles out in the Trackless Seg, it suited their purpose perfectly.
Holding deep and glorious forests as well as many of the other features elves consder
essentid for ahome, there was little doubt thet this should be the last home of the EIf
Nation.

Only dves are welcome in Evermeet. All others (including drow and hdf-elves) are
turned away. Since there seems no way of meagicaly traveling to Evermest, it isonly by



ship that anyone can journey to there. The Elven Navy, the largest known, protectsthe
sanctity of Evermeet by destroying non-elven ships that come indde Evermeet's
jurisdiction. The navy aso provides passage for eves seeking Retreat or protection for
elves beset by humans. The navy seems to know when their services are needed.

Although they were once the most powerful group of the Realms, the elvesare a
group in sad decline. They retreet from their world in ever-greater numbers. One day,
humans will find the Realms devoid of eves. The greater world will no doubt misstheir
presence.

GREYHAWK® Campaign World

The dves of Oerth resemble the slandard AD& D® dvesin nearly every respect. They
are very much the stereotypica df, concerned with those things most even. Some
contend that Oerth is the even homeland, the place from which dl others sprang.

Contedting this claim, however, are the existence of the grugach and the valley eves.
Although these two races may be merely offshoots of sylvan eves and grey dves,
respectively, they are found nowhere outside the world of Greyhawk. Were Oerth truly
the elven homeland, then these two variants would be found outside it. Perhaps the true
birthplace of the vesislos in the shadows of time, or perhaps it was destroyed during
the greet Elfwar. Whatever the casg, it islikely that Oerth is not the origin planet.

Still, the elves of Oerth tend to be "purer” in form than the dves of many other
worlds. Their idedls and their goals are often closer to the AD& D standard than those of
other worlds. In dmost every regard, they are the average df, save for the grugach and
the vadley dves.

The grugach are much like sylvan dves, living like them in the deep, pristine forests
of unpopulated aress. Like sylvan eves, grugach tend to be much less civilized than their
other cousins. One areain which they differ, however, isin their savagery.

While ordinary sylvan eves are ornery and unfriendly, the grugach are downright
vicious. Sylvan elves resent intruson into their lands, while grugach usudly kill those
who do so. Grugach cannot stand the company of any other humanoids not naturdly of
the forest. Thisincludes druids and other eves, dthough it does not goply to nymphs or
dryads.

On the other hand, they possess a close kinship with the animas of the woodlands,
often dedling with them more equadly than with humanoids. The grugach's attitude of
brutdity for al outsdersiswel known. Their hatred carries far into the reelm of
violence. The grugach generaly use trgps and snares to capture outsiders who agpproach
too closaly to their camp. These traps become more and more cruel the closer one nears
such a camp.

The other subrace of df in the world of Greyhawk isthe valey df. Their nameis
derived from their homein the Valley of the Mage. As servants or dliesto the Mage,
they protect the land in exchange for the Mage's ahility to protect them from outsde
threats.

The Mage has, many beieve, sat up anetwork of valey df spiesto protect the land
and raid nearby powers. Since vdley eves are roughly the same height as humans, they
can usudly pass in disguise through humean lands. Understandably, such infiltration
disturbs the neighboring peoples, and they would be happy to see the valley eves



eiminated.

Mog other dves despise valey dves. The common even belief is that these eves
have sold out their dignity and their independence for the fleting protection of a human
wizard.

Since the df lifegpan is S0 much greater than humans, the elves will no doubt outlive
their "protector,” unless he chooses the option of becoming alich. If thisis the case, the
other eves may well come and eliminate their wayward brethren. They won't stand to see
more of their kind corrupted by evil. The vdley eves dready live under acloud of
suspicion for their tendency to follow the orders of the Mage's drow lieutenant, and
becoming vassals of an undead beast would be the last straw for any right-thinking df.

The valey eves have adapted well to the dangerous environment of the Barrier
Peaks. Even before the coming of the Mage, they fended well for themsavesin the
perilous lands nearby. After hisarriva, they became a part of the danger in the area by
protecting their lord fanatically. Some say there can be few better bodyguards than
zedous elves. The Mage of the Valey iswell protected indeed.

RAVENLOFT® Campaign World

There are no known elves native to the dark domains. The mgority of evesfound in the
demiplane live in the domain of Sithicus and are origindly from Krynn. Here, they are
forced to remind Lord Soth of his crimes, kegping dive the memory of his heinous past.
Although they do not conscioudy perform this service, he cannot but help recdl the elves
who engineered his downfdl. The elves here live atortured, cheerless existence, never
knowing when Soth may choose to avenge himsdlf for this offense,

Thisdomain is not entirdy natural, so dvesfed no connection with it. The forests do
not respond to their merriment, lying lifeless ingtead benegth their feet. The joy that eves
typicdly fed in the forests of more naturd landsis absent from Sithicus, and any
happiness they might show isforced. Their lives are tortured; for this reason, elves
experiment extensvely with methods to escape the clutches of Soth. Thusfar, few (if
indeed any) have been successful.

In the other domains revedled at the time of this writing, dves and their derivatives
tend to be regarded with intense sugpicion. The people of Ravenloft are usudly very
human and inherently superdtitious. Anything that does not fit with their carefully
structured beliefsis an object of fear and hate. Only warily will elves ever be accepted by
these folk, and even then they will be distrusted.

Mogt undisguised evesin Ravenloft are hunted by frightened citizens. After afew
atempted lynchings, any f worth his bow will understand the need for disguise while
traveling in the dark lands. Thus, any eves who might be journeying through these
reslms will not be reedily apparent, dthough they will typicdly offer aid to afdlow df in
danger. Since undead radiate no heet, elves can spot impogers easly at night . . . which
comes dl too frequently in Ravenloft.

SPELLJAMMER® Campaign World

Those dves who travel through wildspace and the phlogiston consider themsdvesthe
quintessentid breed of df, for they are the link between dves throughout known space.



Because elves do not typicdly attain higher levelsin magic, they are not as gpt to
congtruct planar travel devices. Thus, they rely on the Elven Imperid Navy to keep
contact between the scattered settlements across the worlds. Paradoxicaly, it may be for
lack of magica power that the elves are currently one of the strongest forces in space.

Some say that these descendants of the nomadic high elves have developed cloaking
technology for their ships, dlowing them to discreetly observe potential trouble spots.
Further, rumor holds that there is a Szable fleet located at the Rock of Bra, hidden within
the bowels of the asteroid with the consent of Prince Andru. It iswell known that the
elves have an embassy |located on the Rock, for it is an important location in wildspace.
Thus, any f spelljammers can report directly to the Elven Imperiad Navy at the Rock.

The Elven Imperid Navy travelsto each of the mgor df nations on each planet
where elves are known to hold power. They carry news from other f nations and offer
assgtance to the various rulers. Fortunately, they recognize each monarch as sovereign in
their own nation, S0 there is little friction between spacebound eves and groundlings.

The assstance they offer isusudly in the form of advice as the spelljammers do not
like to make their presence known to the average inhabitants of a planet. Occasondly,
they will offer something a bit more subgtantid, but thiswill generdly only bein an
emergency. In return for this help, they expect that the beneficiary will provide ad for the
lesser df nationsin an area.

Some say that the Elven Imperid Navy aso protects the ef homeworld. They dam
that they are anaturaly occurring race throughout the spheres, united in a common bond
with the universe. Others point to the obvious Smilarities between eves on so many
different worlds. These folk claim that the elves sprang from one world to spread across
the spheres.

If it were true that the elves did originate from one world, it should come as no
surprise thet they deny it. Having seen what other races have done to their worlds and
how many of these worlds are now obliterated, the elves would naturdly want to make
sure that none of these races would discover and then destroy the ef homeworld.

Conversdly, another theory states that elves only learned to live in harmony with their
new worlds through the destruction of their origind home. This, the criticsdam, isthe
elven shame, and they hide the planet because they don't wish it known that they weren't
adways asinsufferably perfect as they are now.

It is due to the eves that so much of traveled space isreatively safe for good-digned
folk. The eves drove the orcish races from the known spheres in the Inhuman Wars,
crushing their fleets dmost entirdy. Although the goblinoids have vowed revenge, the
elves are not overly worried. If they did it once, they can do it again. This sentiment, of
course, occurred prior to the Second Inhuman War.

The events leading up to the destruction of the goblinoid fleets sem from another
debate, much like the one which prompted the move of the eves of Toril to Evermest.
This debate, too, took several hundred years from beginning to completion but, once
decided, the doom of the goblinoids was sedled. With relentless precison and
determination, the elves ensured that the goblin races would pose no threat for some time
to come.

Because of their power and dominance of many spheres, the elves have grown
arrogant. They have gppointed themsaves the police force of space and often decide to
extend their jurisdiction to planet surfaces. Sometimes, it seems, the spelljamming eves



embody dl that isworst in the ef race. They use their age as power, claiming experience
and wisdom beyond that held by others. They are haughty, hardly deigning to spesk to
"inferiors." They often interact with other races only when they suspect the other race of
wrongdoing or conspiracy. The actions of these pelljamming elves contribute to, or even
cause, the negative view of eves that many races hold.

Elven spdljamming ships are organically grown, bred for aesthetic beauty and
functiondity in wildspace. Thus, they are eadly recognizable, as are those stolen from the
dven gardens. The rgects are often violently colored mongtrosities and are visible for
long distances.

Elvesfrom dl worlds can be found in space, dthough it istypicaly only the grey and
high eves (or their equivaents) who travel by spelljamming. Aquatic elves cannot leave
their watery homes, and wood eves hate to be parted from their forests for even a short
while. Drow cannot abide the light of the stars at such close range. (For that matter, drow
can eadlly travel to other places by extraplanar means and so have no need to endure the
brightness of space.)

In the middle of the Second Inhuman Wars, dves are finding that they have been too
lax too long. Their inability to change at the same rapid pace as other racesis leading to
their downfal a goblinoid hands. The dves see thair "empire’ crumbling around their
pointy ears. They have become just another spacefaring race rather than the feared power
they had been for so long.

Chapter 3: Physical Attributes

W, of course we're different. We live longer, often more than 400 years past the
typical Human. We can function easily and comfortably in places where the only light is
from the heat radiated by our brothers—and our enemies. Our skill with bow and sword
has been called paranormal by some, while others recognize this skill as simply the
mastery and artistry it truly is. We do not even need sleep, instead deriving our rest by
dwelling within our memories and hopes of the past: the act of Reverie. Some claimthis
stagnates us and causes us to live in the past. Thisis not so. We learn for the future by
reliving the past.

We are the overlords of the forest, and for good reason. We are intimate with the very
soil on which we walk, for our souls are tied to the soil. The ground beneath our feet
holds us up, never betraying us to the enemy. Our forests embrace us by hiding usin their
branches, ensuring that we do not inadvertently betray ourselves.

We can adapt to any environment anywhere, and there are members of our race in
places most have deemed too inhospitable. Although you may not see our brethren, you
may rest assured that they are there watching you . . . making sure you do not do
anything to offend them.

We are, in short, the guardians and keepers of this world. We do not try to prove that
we are naturally better than everyone else. We only know that our abilities far exceed
those of most, and our long lives give us the perspective to use these abilities to their
fullest extent.

Thisis not to say that the world should sit at our beck and call. To the contrary, we
do what we can to ensure that we do not interfere with its workings too greatly. Indeed,
we see our mission as one of restoring the world after you others are done with it. Unlike



you people, our lives are not devoted to the idea that we must change the world, for we
are fully aware that the world will change itself when it must needs.

-Laranis Cdlirr, high
df ranger

Elves generdly resemble humans physicdly. Although they tend to be shorter and
dimmer, they can often successfully disguise themsalves as smdl humans. Without this
disguise, however, ther true origins are readily apparent. They are betrayed in this
respect by their distinctive countenance. Many eves, however, find thisis not a problen;
they have no wish to be confused or identified with humansin any way.

Elves have ddicate chisded features that are typically quite angular and beautiful.
Thereisredly no such thing as an f born ugly; those who have low Charisma were
ether scarred accidentaly or marred magicaly. However, Charismais not only an
indication of outward beauty. The fact that many dves have average Charismaisa
testament to the fact that beauty is not, contrary to popular belief, the only important
thing about a person.

All eves are very dim, hiding their natura strength under avall of fragility. Their
dight build belies a power seemingly drawn from the earth itself. Looking a them, one
would never believe that these creatures were some of the most powerful ever created, or
that they very nearly witnessed the birth of the world. Elves saw the rise of other races—
the crawl of humanity from the primordia ooze. They are older than many trees and will
live to see generations of trees and humans dike. Y et they hide thisinnate power benesth
addicate exterior; many thus assume they are harmless.

Elven hair and eye color varies by subrace. Thisis, in fact, how many people identify
the separate types of df at first glance, most especidly grey and high eves. With other
elves, the differences are often immediately obvious. However, it isgill useful for any
character to be familiar with the various traits that distinguish the df subraces.

One interesting elven characterigtic that few are aware of isthe eves lack of canine
teeth. Since they sprang full-fledged into the form they now occupy, they skipped the
evolution process undergone by so many other races. Thus, dthough they are omnivores
and their teeth are dl strong, they have no pointed, canineincisors.

Elven skin isusudly quite pale. The obvious exceptions are, of course, the drow and
the aquatic dves. Even hdf-eves are rather fair when compared to their human parents.

Of course, dl eves have pointed ears. This affords them senstive hearing, and they
can hear sounds unheard by human ears. However, the rangeis not redly great enough to
make a sgnificant difference; it is only enough for evesto ditinguish certain tones,
which enables them to pass messages not meant for human ears.

This chapter discusses the physica aspects of eves, including innate abilities, stages
of lifethey go through, diet, and fertility. It dso discusses two uniquely dven qudities:
the even bond and even music. They areincluded here rather than in Chapter Four
because of the physicd ramifications each has on dves.

Physiology

Elves have certain abilities not ble to most humans except through powerful



magicks. They are aware that other races do not have these faculties, and they take great
pride in knowing that they are the only morta race blessed with them. However, most
elves do not treat other races as inferior smply because they were born without these
abilities; rather, they rgoice in their own uniqueness. The elvesfed truly blessed.

Among the abilities al dves are born with are communion, elvensight, manifestation,
thereverie, and alimited resstance to heat and cold. Each of theseis more fully
explained in the following text.

Communion

All eves have the inborn ahility to share their experiences, ther fedings, and ther lives
with those dves they love or trust implicitly. This sharing, called communion, can only
be undertaken by fully willing dves. It does not work with haf-elves, nor doesit function
when one of those participating has even the dightest reservation. This includes those
under the influence of charm-related spells, for they hold qualms deep in their hearts,
evenif told they do not.

Communion requires dl dvesinvolved (to a maximum of four) to be in a gate of
total relaxation. They must bein a place of peace, preferably where the world is not likely
to intrude with its troubles and its cares. A natural surrounding works best for this
operation.

Communion requires the participating elves to be totally serene, thinking only of the
othersin this most intimate bond. (Thus, communion is not an effective method of
relaying messages of any urgency.) All the eves must free themselves of judgments and
prejudices about the others, which may take some time. Indeed, some communions have
been known to take afortnight or more merely in preparation for the bonding.

When the participants have sufficiently calmed and retreated from the rigors of the
world, they lightly touch pam to pam, finger to finger. They open their mindsto the
others, fredly and completely joining together; if even atiny reservation remains, the
bond fails. During communion, the elves explore dl the facets of the others
personality—the loves, hatreds, hopes, and fears.

Whilein this trance, communing dves are totdly vulnerable to anything that might
happen to them physicaly, for they cannot defend themsaves againgt any attacks while
communing. Mentdly, they are even more vulnerable to attack, saving at —4 againgt most
menta attacks, for their minds are totally unguarded.

Interestingly enough, the very act of communion offers a protection of sorts. Thosein
communion are defended againgt being spied upon, either mentally or physicaly; this
defense takes the form of an invisble barrier surrounding the communing ves. It is
gpeculated that the elves are 0 enrapt with each other that they project amenta shield
that keeps discovery to aminimum. Of course, this offers no protection againgt an attack
from someone who knows of the time and whereabouts of a communion.

The benefit of communion is not only that elves learn the most secret facets of others.
Because of the sharing, they dso become intimately acquainted with others' habits,
fighting styles, and ways of thinking. For the day immediately following communion, the
bonded dlves can fight in perfect harmony, one's wegpon following through where
ancther left an opening. If fighting Sde by Sde againgt common foes, they gain a+2 to
attack rolls and a—1 to AC for the next day only, and only if they work together. All the



elves must have a least one partner from the communion at their Sdesiif this bonusisto
be brought into play.

Communion can only be effected once aweek. Those who try it more often with the
same partners find themsdves sharing with essences that are essentialy themselves, for
those who have participated together have shared enough of their spirits thet there islittle
difference between them. Furthermore, communion tends to be somewhat draining even
while it invigorates. Bonding o totdly is smply too much of adrain on one's psyche to
be atempted lightly and frequently. Communion works best when the participants have
something to learn or gain from one another.

Elvensight

Elves have extremely keen eyes. Although they are not as sharp-eyed as most birds of
prey, their eyes are fill sharper than those of the average human. In addition, their eyes
have the ahility to see further into the infrared spectrum, dlowing them to function in
most unlighted places. In most landbound eves, this sight extends only to arange of 60
feet. Aquatic elves, as described below, have an entirdly different sort of sght.

Naturdly, there must be no other light a dl for dvengght, or infravison, to function.
If agreater intengty of light than garlight (induding moonlight from a haf full or fuller
moon) iswithin the df's line of sght up to 100 feet away, hisor her dvensght will not
work at dl. Although the range of infravison istypicaly 60 feet, bright light farther
away affects them adversdly.

Elf eyes mug, of course, adjust to achange in light. They can no more immediately
use their dvengght any more than a human can immediately adjust to the sunlight after
gpoending atime in darkness. Aswell, if they are exposed to bright light while usng their
infravigon, they suffer a—2 pendty to al actions for 1d4 rounds while their eyes adjust
to the change.

TABLE 3: ELVENSIGHT INFRAVISION

Subrace Distance Type of Sight

Aquatic elves 360’ Aquaticvison
(sonar)*
Drow 120 Infravision**
Grey elves 60' Infravison
Hdf-elves 60' Infravison
High eves 60' Infravison
Sylvandves 60 Infravison

* Aquatic elves do not have infravision, per se, above the water; however, they can locate
their way or their enemies through dark and even sormy waters by a verson of
infravison adapted to underwater environments. They do not see heat or cold, but rather
the movements of water currents.

** Drow infravigon is so intense thet their eyes actualy radiate heet; someone viewing a
drow through infravison sees two burning eyes atop a normally glowing torso.



M anifestation

Despite the fact that e ves are shorter than humans and often appear childlike because of
their height, they are usudly not discounted as such. There are the rare occasions when
they are, however, and it is a such times that they invoke the even ability manifestation.

When dves wish, they have an imposing presence. Suddenly, they can seem far
larger, more there, than their actud height and weight would indicate. They usethis
ability to good effect againgt impressble humans; it kegps the credulous ones a a
distance and occasiondly attracts necessary attention to the elf.

The manifestation ability is purely aresult of the even connection with the land; the
only trick involved isin demondirating this connection. Naturaly, manifestation does not
work on planes other than the Prime Materia. Furthermore, it functions only when the ef
isinanatura environment or in one that the elves have shaped, in which case they
generdly do not wish to make their presence known. Finaly, manifestation works only
on an ef's home world or after an df has lived on aworld for more than 50 years,
whereupon the f has grown used to the naturd rhythms of the world.

If an df from Toril wereto trave to Oerth, he could not manifest for haf a century.
After such time, he would have made the planet his home. To do the manifestation back
on Toril, he would have to return to that land and become resttuned to the planet.

Any df away from his home world for 50 years, no matter where heis, loses this
ability until he resttunes himsdf to the land. Note that it takes only five yearsto readjust
to an origind home world, unless an df has atuned himsdf to another. In this case, he
must endure the entire 50-year process, for he has made himself a native of that other
land, and must entirely readjust to the cycles of his home world of old.

Manifedtation has no red definition in game terminology. It is suggested that this
ability alow a+3 on reaction checks (reactions for enemies would be —3), aswdl as
draw attention to the df in question. This might be useful when trying to disract aband
of orcs from an injured party member or when attempting to impress a Smple woodsman.
Aside from impressing people, the power islargely usdess. Elves areimmuneto this
ability and any displays of it. They are aware of its presence when it is used and may
admirethe timing if particularly noteworthy.

The Reverie

Y et another difference between elves and the other humanoids of the worlds they shareis
that elves do not deep in the typica sense, though they can enter that sate if they desire.
Instead, they gain their rest through a process known asthe reverie. The reverieis &kin to
desp, yet isvery much unlike it. When eves enter this state, they vividly rdive past
memories, those both pleasant and painful. Like the dreaming of humans, eves have no
control over which memories rise to the fore when they relinquish their bodies to the
reverie. Occasiondly, elves do actualy dream, but thisis not a frequent occurrence and
mastly occurs only when they truly deep.

Elven dreams, when they happen, are sometimes prophetic. Whether these dreams are
an indication of some sort of precognitive ability on the part of the elves or granted by
their godsis a matter of debate. However, not al elven dreams are prophetic. Indeed,
enough of their dreams are like those of humans that they cannot rely on their dreams for



guidance. Still, dl of ther dreams are highly symboalic, providing insight into each
individud's character.

Inavery red way, the reverie accounts for the even desire to lead happy, joyous
lives. Who would look forward to reliving unpleasant memories every night? Very few,
though there are some truly noble elves who take on the pain and suffering of others so
that they rdive the memories with each reverie ingtead. These elves have accepted this
sacrifice for the good of their people, taking upon themsdves the burden that could not
(or should not) descend to the lives of other, more innocent eves. They perform the
unpleasant task of drawing into themselves the suffering of their people.

When they enter reverie, eves do not usudly close their eyes unlessthereis a bright
light present. They relax their bodies entirdly, each muscle losing itsrigidity, until they
are absolutely cam. Thair facesrelax into adazed and distant look asif they were seeing
another land or another time.

During thistime, they are aware of their surroundings, but they cannot act to
influence them any more than a human can while adegp. Only by an act of will can an f
tear hersdf from reverie, and she will be confused for a short time, just as a human would
be who has torn himself from deep.

Although the reverie providesres, it is primarily an important memory tool that helps
the ef maintain astrong sense of identity. Since their lifespans are so grest, €ves must
periodicaly recal the eventsin those hundreds of yearsthat were integrd to the making
of their persondlity.

The fact that dves go into thisreverie, rather than enter actua deep, could help to
explain thelr naturd resstance to deep spdlls. Since deep is, for the most part, dien to
their nature, they can ward off its effects easily. But sSince the reverieis akin to deep, they
auffer no ill effects when they do fdl victim to deep spels and like magicks.

The combination of reverie and manifestation may aso account for the elves near-
immunity to charm-related enchantments. The reverie imparts a srong sense of sdf,
giving them asecure identity. They are intimately attuned to their own lives, wants, and
needs and are therefore not easily mided about their goals. They dlow only themselves
to determine their course of action.

Their innate manifestation ability makes them wel aware of efforts to influence them
through extranatural means. Since they can sway others, they are conscious of atemptsto
manipulate them and can resist these endeavors with more authority and success than
most other races.

Resistanceto Heat and Cold

Elves are keenly attuned to the world and its meteorologica cycles. As such, they areless
affected by extremities of temperatures than are many other races. The blazing sun of the
desert and the chill of the arctic cause elves discomfort, but not nearly as much as such
extremes do others.

Elves can withstand up to 100°F with only mild discomfort. Likewise, they can
remain clad in their usud clothesto alow of the freezing point of water and be only
mildly uncomfortable. Below 32°F, they suffer the sameill effects as anyone else, but
until that point they fed little different. Above 100°F, they suffer as do others but exhibit
no undue stress until that temperature is surpassed. They lose no body water to swest, nor



do they need to lighten their clothing.

It has been surmised that thisis why dves have pade skin and only rardly tan. Thar
res stance to the dements prevents much of the skin damage that other races suffer. Only
those elves who are congtantly exposed to the elements suffer even the dightest amount,
and even then they do not tan as deeply as some humans and dwarves.

The elves immunity to a range of temperatures does not extend to fire or snow, or
anything that smulates these conditions. For example, an df could not stick his hand into
afire and be undamaged, nor could he walk through freezing rain without effect. Neither
are elvesimmune to spellsthat rely on fire, ice, wind, and other weether-related effects. It
isonly to natura temperatures that eves have even the dightest resistance. A cone of
cold or afireball hasthe usua adverse effect on an df.

Other Elven Abilities

Despite their frail appearance and lowered Condtitutions, €lves have aremarkable
resistance to ordinary disease. Whileit isnot on a scale with the paadin'stota immunity
to nonmagical diseases, dves are only rardly aflicted by disease. Although immunity
does not easly trandate into game terms, the DM has the option of setting elven
resistance to disease. Anywhere from 0% to 50% is acceptable and is unlikely to destroy
game baance.

On the negative Sde, there are some purely even diseases (which are, thankfully,
very rare), to which dl other races are immune. These include certain nervous disorders,
some poxes, and other equally virulent diseases. Elves, dthough not necessarily ashamed
of their afflicted, do try to keep those who areill from the prying eyes of the rest of the
world. They do not want the other races to think of ways to use these diseases against the
elves.

Unless adiscase isfatd, the effects usudly fade smply with the passing of time, for
elves have a strong regenerative ability. Scars (not wounds) on their bodies hea more
quickly than they do on other races, eventually disgppearing dmost entirely. Such scars
show up only under intense scrutiny or under harsh lighting conditions. This ability
works only on scars, elves do not recover hit points more rapidly than any other PC race.

Thelr regenerative ability does not extend to regrowing lost limbs or organs, dthough
some contend that the elves are the origina creators of the magicks that enable this. Elves
are, however, on the pioneering edge of creating artificial limbsto replace lost ones (see
page 106). In addition, df crafters are working on ways to replace the more sensitive
organs, such as eyes and ears, as well as the heart, somach, and other internals.

Stages of Life

Elves have the longest known lifespans in the known worlds. The length of thelr lives
often surpasses even the ancient trees, athough the eves typicaly leave the lands known
to humans before reaching 600 years. Some have been known to stay for aslong as 750
years, but very few remain after that time. The siren call of the unknown beckons to
them, and they leave the world in the capable hands of their successors.

Elveslive long enough to see the changes the world has to offer—to see things
humans regard as permanent deteriorate into dust. One generation of elves can see the



rise and fal of amighty human empire, the birth and degth of aforest, the gradua
eroding of amountain range. The face of the earth can change dramaticaly during the
time an ef spends on the world. This gives them afar broader range of vauesthan
humans are usudly capable of understanding.

Elves do not fed the effects of age as humans know them. After an ef has grown to
meaturity, her festures cease to change or, at least, change very dowly. Thereis very little
difference between the way a 100-year old f and a 400-year old ef appear. The only
way to tdl between young and old is the degree of exuberance, spontaneity, and
enthusasm each exhibit. Only at venerable age do elves begin to show their years, yet
they Hill appear younger than most humans do at age 50.

Older dves arelesslikely to charge off to do great deeds rashly, preferring ingtead to
think the matter through a bit more. Y ounger eves, on the other hand, have not yet
discovered the value of patience. They dash hither and yon in an effort to squeeze the
mogt from life, redizing but not quite understanding that they have hundreds more years
in which to do so.

Elves go through severd stages of life, indluding childhood, adolescence, adulthood,
middle age, old age, and venerable age. Once elves have tired of the world, usudly by
their 600th year, they pass on to a place cdled Arvanaith. Because thisfind rite of lifeis
such an important part of the elven way, Chapter Seven is devoted entirely to Arvanaith
and the passing on of dves.

Table 4 below shows the ages a which df subracesfal into the stages of life
categories described in this chapter. The tableis adso useful to calculate any changesto
abilities due to the effects of age. Please note that this table varies dightly from Table 12:
Aging Effects (found on page 24 of the Player's Handbook) in order to represent the
variances between the df subraces and other races. That table noted that the maximum
ability scores an df could have is 18. New maximums for esch subrace are givenin
Chapter Ten; these are initid maximum ability scores and do not reflect the bonus age
bestows on Intelligence and Wisdom. Because dl dveslive such long lives, they have the
opportunity to increase these two attributes to 20, purely by observing life. This
adjustment is regardless of subrace.

TABLE 4: ELF SUBRACESBY CATEGORIES OF AGE

Middle Venerable Maximum
Subrace Childhood Adolescence Adulthood* Age**  Old Aget Aget

Age

Aquatic 1-59 6099 100159 160219 220-299 300+
300+3d100

Drow 1-49 50-79 80-139 140-189 190224 225+
225+3d100

Grey 1-79 80-119 120-209 210299 300424 425+
425+50100
High 1-74 75-109 110-174 175249  250-349 350+
350+4d100
Sylvan 1-69 70-104 105-169 170229 230-324 325+
325+4d100



* Full normd ahilities

** _1 Str, =1 Con, +1 Int, +1 Wis

t —1 Str, -1 Con, +1 Wis

1 -2 Str, -2 Dex, —2 Con; +2 Int, +2 Wis

Note: Modifiersto abilities are cumulative per age category. For example, the total
ability adjustmentsto agrey df of venerable age would be asfollows. —4 Str, —2 Dex, 4
Con, +3 Int, and +4 Wis. However, elves Intdligence and Wisdom abilities can never be
increased beyond 20, except by magica means. Likewise, dl their abilities can never
deteriorate below certain minimums, again except by magica means. Minimum gatigtics
for dl df subraces are asfollows Strength 3, Dexterity 6, Congtitution 7, Intelligence 8,
Wisdom 3, and Charisma 8.

Childhood

Elves remain children for gpproximately 65 to 75 years. They grow dowly throughout
these years, achieving aheight of 4 feet & modt. It is during this stage of life thet they
learn what it means to be an €f. They learn the basics of archery and swordplay.
However, they are ill essentidly children and continue with their childish ways until
they reach adolescence.

Adolescence

At about age 75, eves enter adolescence. Whether mae or femae makes no difference;
both sexes mature at roughly the same time and &t the samerate. Thisisthetime of life
when eves begin growing, some to a height of 5% feet or more, dthough the normiis
often gpproximately 5 feet.

The end of this period is dso the age a which they are inducted fully into even
society—the age when they must bear the responsibilities of adulthood. It is during
adolescence that older dves teach younger ones how to continue finding joy in the years
to come without succumbing to the crushing boredom that advanced years often bring.

Those elves who were not prepared for the prospect of centuries stretching before
them may fail to manage the weight of those years. Indeed, such dves (not to mention
other beings given such longevity) often come to aterrible end if forced to live those
hundreds of years. The most common example of this misfortune is an ef who grows up
in ahuman community. Such eves do not let the years dide past as do other dves,
instead, they try to cram as much living as possible into as short atime as possble—as do
their human teachers. These eves don't learn the true vaue of relaxation and merriment,
and these are often the e ves who become insane or suicidal.

Of course, thisisnt true of dl non df-raised ves, or even many of them. Most eves
have an indinctive grasp of the way they should live so that they can enjoy the entirety of
their lives.

Adulthood



When elves reach age 110, they are considered adults. They are alowed to make their
own way in society, human or otherwise, and are free to make all persond choices. They
are a0 ready to take respongbility for their actions—whether good or bad. Adult elves
can now experience life fully, for they are fully grown and arein the prime of life.

Thisis the age when many dves begin adventuring. Free of the congtraints of
childhood and free to follow their own guidance, they relinquish their role in society for a
time. They yearn to satisfy their boundless curiosity about the universe,

Thisis, unfortunately, dso the age when many of these adventuring eves die. Having
had no true experience of the world outside their homelands, they are usualy unprepared
for what lies beyond the fidlds they know.

L ess than one-fourth the adult population of eves goes adventuring. Most—adthough
curious about the world—find enough joy and beauty right where they are. Those who
take up the sword and the bow to campaign in the outerlands often fed some driving
need. They are not ostracized by their fellows for the wish to experience more; indeed,
those who stay a home may fed alittle wistfulness that they have chosen to remain
behind.

Middle Age

At the age of 175, dves reach middle age. They have dowed somewhat and become
dightly more vulnerable to disease and age. In trade, they know much more about the
world and its workings, having affirmed their connection to the land countless times.
Elves of this age have the wisdom to know whét their ahilities are and the intdligence to
not push themsdlves beyond their means.

Many elves cease adventuring a this point. More than 60 years of one's life devoted
to pursuing fleeting treasure and fame is quite enough for most eves. The priests settlein
one community, the wizards retire to perform magica research full time, the warriors
train others, and thieves establish their own guilds.

There are afew eveswho never cease the campaigning life. They arelikdy to remain
actively adventuring forever—or until their enemies catch up with them. Often, they have
some epic quest or some inner need driving them. These are the elves mogt often spoken
of in legends, for they will not retreat from what they perceive astheir duty. They do
what they musgt, not aways what they want. They are among the most admired beings on
whatever world they exigt; their most hated enemies hold them in grudging respect.
Decades and even centuries have given these elves areputation of might and power. Even
if these elves have no greet ability, that reputation is enough to cow most opponents.

Old Age

Around the age of 250, the lf has entered "old age." He il hasn't become visbly old,
but he fed's the effects of age. He dows his activities, preferring less strenuous ones.
Rather than sprint through the forests as he might have as ayoung df, he stsin therays
of sunlight and composes songs. He has tapped into the mystic rhythms of the earth and
become ever more attuned to its cycles.

Few eves continue adventuring upon reaching old age. Their bodies and minds
evolve into something more suited for a quiet, contemplative life. Still, their bodies do



not appear any different than they did 100 years before, and their skills are ill as sharp
asthey ever were. Thereisadight dowing in thar limbs, but thet isdl.

Venerable Age

Here the df, at age 350 or older, begins to show signs of age. Wrinkles start mapping her
face. Her physical condition deteriorates till further, but her knowledge and her wisdom
continue to grow ever greater. Physcdly, she can Hill exert hersdlf, but not nearly as
much as ayounger df. Fortunately, no one expects her to do so. She has earned the right
to be called eder, and other eves defer to her wisdom and vast experience.

Unlike humans, even the very old eves do not lose much vitdity—only endurance.
Their willpower grows to phenomend might, and these eves can force themselves to
greet deedsif need be. Asarule, venerable elves prefer to lead arelaxed lifestyle, playing
music and singing, and listening to others do the same. Thereisno such thing asa
naturdly senile df.

Diet

Elves can subsst on any food paatable to humans, dthough their tastes are generaly
more discerning. Their preferences are clearly toward delicate foods and wines,
particularly those that possess a grest degree of subtlety. Heavier foods, such as beef and
coarse bread, distress the elf stomach.

Humans usudly find even food unsatisfying, for the portions are too smdl. Elves, of
course, require less food than do humans. They very rardly hunt for or make more food
than they can eat in aday. However smdl the portions, the food eves do make is such
that the finest human chef blushesin shame a hisinadequacy. Indeed, many humanswho
would be gourmet cooks try to procure an apprenticeship among elves. Those who learn
the elven techniques have aright to boast of their achievements.

Elves tend to be more vegetarian than humans, for this has less of an impact on their
environment. When they do eat medt, it is carefully culled from the excessanimd
population of their area and done in such away that it doesn't disrupt the land.

Elves amost never keep herd animals. Not only do these creatures take up space that
could more properly be forest, animas require dmost constant maintenance and feeding.
No df wants to be saddled with the joyless burden of watching animals egt al day long.

Let the humans rake in the profits to be had from ranching; eves can survive on the
fruits of the forest. Besides, dves dont believe in raisng animas smply to kill them.

That is not natures way and therefore not the elves way.

For drink, dves mostly subsist on sparkling waters from cold mountain springs.
However, they are not averse to wine and beverages of a smilar nature, and many df
cities and towns cultivate the grapes and grains necessary to the making of such
refreshments.

Elves enjoy drinking meed, or fermented honey. This ddicate drink agreeswell with
the even paate and gives them a pleasant feding. Greater quantities act on eves much as
acohol does on humans. Fortunately, eves fed none of theill effects humans do when
drinking this beverage. However, eves are susceptible to human brews such asae and
beer.



The elves favorite drink, however, is anectar created from the juice of flowers, mixed
with honey and an additiondl, secret ingredient. This nectar is of ancient origin and is
cdled feywine. What its secret ingredient might be has long been amystery to humans,
dwarves, and the demihumans, aswell as mogt eves. Feywineis used liberdly a even
festivds. It induces frivolous behavior, lasting for days or even weeks.

Elves can, however, turn off feywine's effects when necessary (for example, when
defending againgt rampaging orc hordes). Humans, dwarves, and other races are not so
lucky. The effects of feywine on these races is much greater than it is on elves, and large
quantities can make a human lose dl sense of sdf for months. Too much feywineisthe
cause behind stories of humans waking after reveling with the eves, only to discover that
months have passed since their last memory.

Because of this, dvesrardy dlow humans to consume feywine. The Sde effects are
smply too great, and consumption only increases enmity againg the eves. Any human
atending an elven festival can expect water, mead, or nectar; only when the elves are
particularly mischievous or when their judgment is somehow impaired will they dlow a
human to sample feywine. Since feywine doesn't keep well, eves never carry it on ther
travels.

Elven Interfertility

Elves have been known to produce children with beings of other races. Most of these are
the offgpring of a union between eves and humans. Elf femades sometimes find
themsdves drawn to human men for a brief while, and human women cannot resist the
charms of certain ef maes. The child of these unionsis usudly born and reared in the
civilization of its mother; f maesrarely want humansin ther lands, and most df

femaes don't want to bear a child outside the elven redlms, nor to abandon it to humans.

While eves may ddly with members of other races, there is usudly no offspring
from such unions. Something in the natures of the races involved makes such a child
digtinctly improbable. Only with the aid of strong magicks or unforeseen coincidences
has there been any result from these dalliances.

Apart from the physica differences, dvesfind most other races unappeding in
gppearance. Dwarves have their beards, and halflings have their hairy feet and
condderable girths. While elves may get dong with these races, they do nat, for the most
part, seek to grow any closer than good friends would.

Thus, while elves may be physicaly interfertile with other races, they generdly
choose not to be. While there are many half-evesin existence, most of those known are
of human descent. One or two hdf-df/hdf-dwarves have cropped up in legends, but little
remains of what their abilities were like or what the circumstances of their births were.

The Elven Bond

Very rardy, an df will form amystica and unbreskable bond with another being,
whether df, human, dwarf, or otherwise. Some sgnify this bonding through the giving of
gifts designed to demondrate one's love. Others merdly forge the bond quietly, without
any outward sgns. Whatever the process through which this bond is formed, the eves
involved and their chosen can sense the strong emoations of each other. They fed the joys



and sorrows of the other, their triumphs and angers as well. Should distance separate the
two in this bond and one pass away, the other can fed the degth through the breaking of
the bond. Thisis an even stronger verson of the communion ability elves share, for this
isalifdong bond and not lightly broken.

For this one person, elves become truly dtruistic. Their lives are focused around
meaking their loved one happy, even to the extent of sacrificing their own life. When this
bond is broken, whether through betraya or desth of one of the pair, it isatremendous
shock to the other member of the union. Elves can die from the grief caused by such
partings.

Because they can enact this union only once (or twice, in extremely rare cases) in
their lives, eves are very careful about those to whom they attach themselves. Many
elves go through life without joining their Spirits to another, for many find no mates
suitable for or deserving of such an important union.

Few eves bestow this gift on humans, for humans are so short-lived that the bond
would be dl but wasted on them. Still, there are some who consder thisa small sacrifice
for the love of a particular human. The very number of haf-elves attests to this, for
athough most haf-elves aren't children of this union, there are enough who are. The
blink of an ef's eye spells an end to these ties, but the love they gain lasts for the rest of
their life.

This bond gpplies, to alesser extent, to the earth itsdf. If confined or kept away from
the land or the company of other elvesfor too long atime, an f can die from grief and
londiness. Even if being held prisoner near nature or with other eves, the df canlose
hope and—uwithout sustaining physical injury—force his or her own degth. Thisis done
only in the darkest of times, and only when there is no hope l€ft at dl to the df.

This ability to choose desth over life is one that defegts captors and would-be
torturers, for they are unable to maintain their grip on their victim for long should the éf
choose this method of "escape.”

Elven Music

Song and dance play an important part in everyday even life. They find that music
provides an outlet for their centuries of experience, pain, and joy. The ef that does not
have a least some experience with an insrument or some proficiency in dancing is arare
being, and one might suspect that he or she is somehow emoationdly stunted.

Elven musc is an incredibly complex and beatifully crafted art, dthough it is not
often played around non+eves. Elves have learned that their tunes haunt anyone who has
an ear for musdic, for it leaves these people with avague, unsatisfied yearning that can
never be filled with anything but even musc.

It isfor thisreason that there are very few traveling df bards. For one thing, they
don't want to destroy the enjoyment humans find in their own music. For another, they
know humans would never leave the ef cities done if they knew of the sublime beauty
elves are capable of producing with musc.

Those who have been fortunate enough to hear elven music claim that humans
learned music from the eves. Although human music is but a poor imitation, the humans
continually strive toward the ultimate musical experience thet the elves provide. The best
human and hdf-df bards are those who have learned from df masters, yet even they can



only echo the dves. Thisis the reason, some sages surmise, that so many wonderful
musicians remain dissatisfied with their work.

Elven songs of grief are often acappella wordless melodies. Those listening to such
songs who are non-eves will find themsdvesin tears before the dves are hdfway
through, for the anguish expressed in the lilting voices of the eves transcends the human
experience of heartfelt pain. Those who hear the éven mourning rituds are never quite
the same, returning to the present sadder and somehow wiser. The sorrow that the songs
express often haunts the ligeners for the rest of their lives.

Chapter 4: Mental Attributes

In the not too distant past, a dwarf bounty hunter made a terrible mistake. While
pursuing a fleeing half-elf foe, he came upon an elf hamlet. He wrongly assumed it to be
the home of the half-elf culprit. Nothing would satisfy him that this was not the case, and
he grew ever more enraged that the elves were "hiding" hisrightful prey from him.

In the dwarf's anger and his lust for the reward money, he cruelly slew a woodsman—
using the elf's own axe to cleave the widower in two. The elf's four children, who had
been playing nearby, froze in fear. Ignoring the grief-stricken children, the ruthless dwarf
turned once more to the woods. There he found old tracks made by the fleeing half-elf,
and the dwarf set off after hisfoe again.

Elves being elves, the children were taken in and nurtured as best the hamlet could.
Most were eventually fostered away to other villages, for the hamlet couldn't support
children whose provider had passed on. Despite being separated, the four children
nursed a private longing for vengeance in their hearts. Each trained diligently to
under stand the ways of the forest and of tracking, learning its subtle nuances that they
might avenge their father.

Fifty years passed after the death of their father before the young elves deemed they
were ready. They reunited and swore a solemn oath not to rest until they found the slayer
of their father. The four then split off, each heading in a direction of the compass. Burned
in their minds was the image of the dwarf. They questioned all they came across, and
some sought certain magical items. Finally, one of them found a lead and left word for
her siblings to follow as soon as possible.

The old dwarf had retired from bounty hunting to live alone in the mountains. The
four elves swooped into his house and stole him from his doze by the fire. None ever saw
the dwarf again, but his house till stands. Hacked limbs are left on the doorstep every
few years—the hacked limbs of an old dwarf. To date, there have been 17 arms and 12
legs.

A ring of regeneration can work wonders in vengeance.

The key to understanding the even mind is comprehending the years an ef must fill.
Most races do not (and cannot) understand the perspective hundreds of years of lifelend
an df. Thisincredible lifespan often givesthe df aterrible, driving ambition.
Paradoxically, it can aso give elves alackadaiscal attitude.

Above dl, elves are patient. They have years to complete any task, and they don't
mind the wait. After dl, they have crested many ways to wile avay time. They find
impatience to be an epecialy amusing vice possessed by the other races. If the need for



hagte is urgent, however, eves can move faster and more decisively than most of the
other races.

Elvestend to be very clever and devious, having had yearsto practice their skillsand
hone their minds. Their conversation and their games possess many degrees of subtlety,
most of which goes unheeded by non-elves.

Elves ddight in paradox and humor, for it is through these attributes that they express
themselves mogt fully. These two qudities dlow them to communicate with one another
and affords great verbd play as dvestry to outwit each other. Although elves are
primarily happy folk, they are capable of grest emotions of a much darker nature.

An angry df isaterriblefoe. An df bent on vengeance is even worse. As mentioned,
elves have an inexhaudtible store of patience. They can wait for years before exacting
revenge—after their prey has been lulled into a fase sense of security. Or they can hunt
their enemies over the years, never fatering or dowing in the pursuit of their quarry.

Occasiondly, elves will make a pretense of the hunt and et the person "escape.”
After the person has taken to flight, the f islikely to appear a random intervds—a
tactic designed to keep fear indtilled in the heart of the person. This can make for alife of
anxiety for anyone who has earned the wrath of dlves, for that person never knows when
the df may strike to clam vengeance. Thisis one reason thet the elves are so feared as
foes, for no one wishesto live a paranoid life fearing elven wrath.

Outlook

Their lifespan gives eves a unique perspective on life than most other races can't share.
Elves don't worry about not experiencing enough in their lives, rather, they look for the
next new thing to excite their curiosity and enthusiasm.

This lifespan dso means that eves develop an attitude and a character that is uniquely
their own. No one can tdll exactly how therr years will affect each individud df.
Typicaly, eves begin ther lives as carefree, fun-loving spirits. Asthey grow older, most
of them become dightly more cautious, yet ill retain the warmth and vitaity necessary
for dvesto fully enjoy their lives.

Still, some of them gart life with a more serious attitude, believing (despite the advice
of their elders) that their timeistoo short to be spent frittering it away on such
foolishness as dancing and singing. As these eves grow older, they often become
obsessed with finding a meaning to everything, seeking the fundamenta truths of
exigence. Some few redlize that their years are enough for both truth and fun. Mogt,
however, continue on in asomewhat joyless existence, spending their years associating
exdusvdy with sages and elder beings. Eventuadly, they lock themsdlves away from true
life. In seeking the "truth,” they lose the meaning and purpose of that which they value
mogt: therr lives

Mos dves, as has been noted, are more interested in living life fully. They can begin
severd projects within the span of ayear, such as writing songs, creating works of art,
learning swordplay, and so forth. They think nothing of setting aside each project when
something more interesting comes along. After dl, with centuries at one's disposal, taking
adecade or two on atask is nothing to worry about. If they lose interest in the product in
the intervening time, they can dways ignite interest by reliving it through the reverie.

Obvioudy, dves see no need to hurry themsaves through anything. If their short-



lived friends legitimately need something quickly, eveswill rush to fill that need. If left

to their own devices, however, dveswill take amuch longer time than might otherwise
be appreciated by a human. EIf lives smply aren't short enough to worry about haste. But
eves are far from lazy. They are dmost congantly active during daytime, engaged in
some project or another. If they want to spend aday lying on agrassy hillsde watching
birds or just rdaxing, who complains?

Elves do not regard materid acquisitions as anything important, instead preferring to
cultivate mudgic, art, and poetry that will outlive the years and the treasured possessions of
others. Elves do not therefore try to accumulate gold or other treasures, except as a means
to acquire the things that they truly treasure. Even the grestest paintings eventudly fdl to
the weathering effects of time, becoming useless and vaudess.

On the other hand, elves love to gaze at works of beauty and true craftsmanship.
Oddly enough, elves are rather bad portrait artists. Perhaps because they try so hard to
capture the inner df that they haven't mastered the human method of painting, which
combines the outer shell with inner beauty. As such, eves have been known to locate
measterpieces of human artists, take them to their homes, and then use a secret technique
to preserve them through the years. Although thisis not a perfect means of preserving
these pieces, it does give the art many more years of life

Elves have devel oped other magical methods of preserving such works but will not
share these with other races; the other races do not have a proper appreciation for the
intricacies of art, and thus the preservation would be wasted on them. However, any of
these races are free to journey to the df cities to gaze on the works eves have felt
important enough to save from the ravages of time.

Although they place little importance on materia possessions, dves do have aclearly
defined sense of ownership. Treasured items, such as magic or fine wegponry, sculpture
or favored insruments, are definitely the property of their owners. Thievery of such items
is highly frowned upon. Mogt f thieves take their skillsto the cities of humans or to the
underground, where they may be put to use by adventuring parties. Elves caught stedling
the treasures of other elves are cast away for haf a century—preferably to learn proper
loyalty to one'srace.

Items that aren't important to their owners are usudly fregly loaned to other dves or
to their non-df friends. Aslong asthe item is available when the origind owner needsto
useit, thereis no problem. Most dves have learned that bickering over small questions of
ownership and property are one of the surest ways to lose friends. They do their best to
ignore the finer points of ownership and to share the fruits of their [abors with others (as
well as share the fruits of others labors).

Individual Worth

Elves care very little for structured society, preferring instead to focus on the needs of the
individua. There is nothing so important to eves as the fedings and the needs of the
individua. This doesn't mean that one individua's needs outweigh those of the rest of the
elves. Ingstead, the mgjority of elven society and law is geared so that the right of each df
is to become as happy as he or she may need to be. Elves don't interfere in the lives of
other eves unless there are other elves who would be harmed by inaction. All eves are
believed capable of deding with their own problems. Although other eves may be



curious about a certain df's choices, they will not intervene in the action. Free will isal-
important to the ef mind. Stll, there are few atypicd dveswho are so purdy sdfish asto
regp the love and understanding of their fellows without returning any love. A typicd df
in an df community puts the needs of others before his or hers, recognizing that without
these others, life means less.

While dves are srongly individudistic creatures, they aso have a strong sense of
duty toward their kindred. Just as the human ranger believes in furthering the cause of his
people even while avoiding most of them in the wilderness, so too do eves. They know
thet al ther fellows are essentid for abaanced life, and so they look out for their people
asawhole aswdl asindividudly.

Emotion and Logic

Some consder evesto be totally emotiona crestures, driven by the whim of the moment.
Others see them only as coldly cdculating crestures who do nothing without first
consdering the benefit to themsdves. Neither of theseisredly true. Elves are often seen
as digant and self-serving creatures, probably because of their legendary haughtiness.
Once one can get past their exterior, they find that dves are afredy emotiond, intuitive
people.

On the other hand, eves do not let their emations rule thair lives. They have afingy
developed logicd system and useit daily. Sinceit isalogic that is based on their long
lives and the even mindset, it can fredy incorporate al aspects of even life. Logic
naturaly includes fedings. Humans and dwarves cannot seem to grasp that emotion isan
important part of one'slife, to be cut off only at risk of losng one's persondity. Those
who live solely by the word of heartlesslogic ignore fully hdf of their lives, to ther
detriment. Or so say the dves.

Although evesfear very little in thisworld, those things that they do fear they regard
with utmost terror. They conced thelr fears from the other races, not wishing to appear
week before them. Also, they wish to appear invincible to such petty things asfear, for to
do so might expose aweakness to enemies.

Elves don' redly fear degth, but if closeted away from nature, thet feer islikely to
surround them. When they encounter a spirit-destroying creature (such asatanar'ri or a
wraith), they suffer mortdity pangs of the worst kind, fearing as desperately for their
lives as any human would.

Elves hate and fear undead. They see them not only as perversions of nature, but aso
as nearly immorta foesto be dreaded and loathed. Since undead can live even longer
than elves, these creatures are a serious thregt to the even way of life. Ther plans can
gpan centuries, their machinations of purest evil.

Elves therefore often become hunters of the undead. The eves have set themsdves as
the natural adversaries of undead. The undead are a blemish on the face of the world, an
otherworldly perverson of the life force. Elves, embodying the life force, find the undead
far more repugnant than most ordinary people do. (To become an undead €ff is, to elves,
truly afate worse than death.) Only good- or neutra-digned liches may even hopeto
escape elven hatred, and these are feared.

The dves ahility to hunt the undead isimpressve, especialy in older dves. Many
adventuring eves have gained the experience necessary to fight mongters, and they bring



this wedth of knowledge with them when they begin hunting undead. Elves somehow
seem able to sense the very foulnessin the air when undead are present, and this leads
them to their prey. Although this ability is not eadly applied in game terms, the DM
should be more lenient in dlowing eves to find undead. Undead lairs are such rank holes
of un-nature that df senses are acutely aware of the evil auraleft by these foul beasts.

Elves are never necromancers (either mage or priest), except for those who have
turned to evil. These eves resemble the drow in attitude and, as such, do not mind the
foulness and corruption associated with the undead. The only time an elf associates their
name with necromancy is when they study necromancers tomes for clues about those
they seek.

Generational Splits

There are no serious troubles between members of separate generations, asis often the
case with humans, but the variationsin views held between df generations are huge.
Indeed, because of the unique nonaging physiology of elves, one of the few waysto tell
between young and old evesis the difference in persondity. Of course, thisis ill not a
clearly defining test, for elves have as varied persondities as humans.

The persondity of younger elvesis characterized by curiogty, a strong stresk of
individudism, and awillingness to learn. They arejust getting used to their long lives.

Y oung dves are often found wandering into places where few would expect an df to be.
These are the eves who make friends with humans and the short-lived races, for they
have not yet redized the speed of years for humans.

Older dves, on the other hand, lean toward isolation and quiet enjoyment of the
world. Few, if any, eves of more advanced age leave the df lands, for they have seen
enough of the world to lat their lifetime. While they don't become entirdly inactive, their
activities are of a contemplative nature, rather than the more boisterous activities of
young elves.

This difference in outlook creates a generaiond gap, but the older elves do not
attempt to redtrict the youths. They remember dl too well their wilder, younger days and
have no wish to repress that which they vaued themsalves. Because elves are so closaly
connected to their own pasts, they never wonder at the motives of youth. The reverie
helps older elves remember the excitement and passion of youth and the need to be
independent and explore the world.

Attitudes Toward Other Races

Elves generdly do not hate other races. Although they may didike these races, they il
fed akinship with them as living beings. Humans never understand this, for they have
not the time to make a true connection with the life force of the world. Only the true
mystics of other races can understand the affinity dves havefor dl life.

Those races that hate the elves with an dl-consuming passion are not worth any such
emotion from elves. Irritating as these species may be, the eves regard them with nothing
more than strong antipathy. Only those who routingly defile the forest for their own evil
ends arouse much anger in dves.

The eves reserve their darkest emotion—hatred—for the drow. The drow have



thrown away dl that the elves consder sacred and have instead embraced foulness,
corruption, and desth. They have betrayed the heritage that was theirs by right and
forsaken the light of the sun to live with pure evil: Lolth.

Not only do most of the surface elvesfail to comprehend this choice, they don't
understand how beings created from the blood of a god could descend to the depths of
evil as have the drow. They do understand, however, that the drow mean only to destroy
them. The drow dreams of world conquest and domination are secondary to their hatred
for surface dves. The dves of sunlight know this hatred wdl and return it in full
measure.

With regard to other races, eves have been accused of being haughty, arrogant, and
contemptuous. This accusation is not entirely true. While eves do hold themselves gpart
from the other races, they do not hold them in contempt. (Granted, dwarves do come
close)) Most eves, however, don't befriend these other races because of their short lives,
not because of any inherent didike. While the dves believe in living life to its fullest,
they don't rdish the idea of watching myriad friends grow old and die.

Since eves can live through twenty human generations before leaving for Arvanaith,
many see no point in befriending those whom they will only lose immediatdy. (While
dwarves are longer lived, they don't agree wel with the dven digposition.) Y ounger dves
are sometimes willing to accept the sure pain of impending degth for the joy friendship
with these vital beings brings. After afew decades, however, they see that their
companions are aging at an absurd rate when compared to df friends. Thisisdwaysa
shock to the young elves. For the firgt time, they must come to grips with the concept of
mortaity and death. This proves more difficult for some than for others, though it comes
to dmog dl findly.

Despite their short lives, each of the other races holds a unique placein the dven
heart. Outlined below are typical dynamics between eves and humans and demihumans.

Dwar ves: Although dves and dwarves both fight on the side of goodness, they often find
themsdves at odds over everything ese. The main point of contention between the two is
the definition of agood life. Dwarves strongly believe in the work ethic (elves do not).
Dwarves don't fed that happinessis essentid to agood life (elves certainly do). Dwarves
believe life should be organized and well cared for—not haphazard and spontaneous as
elves prefer. These views, so contrary to the elven enjoyment of life, don't dlow dwarves
to see things on the even levd.

Y et each race secretly appreciates the other, and some of the strongest bondsin the
world are between elves and dwarves. The two races are actualy a good complement to
each other.

Gnomes: Elves and gnomes get along well when they meet. Gnomes have an
gppreciation of humor and a zest for life that gppedls to the dves. In even opinion,
gnomes take what is best about the dwarves and combine it with a hedthy dose of
elvendom. Indeed, some ancient elven legends say that gnomes were created by crossing
elves with dwarves.

Thisis not to say that gnomes are entirely loved by the elves. They take their
obsesson with digging into the earth allittle too serioudy, and they seem to regard elves
with some suspicion. Elves return that regard. Still, as with dwarves, the two races will



defend each other if necessary.

Halflings: Elves genuindy like haflings, athough in a somewhet patronizing way. They
regard haflings as an amusing race and treet them for the most part as children. The
haflings don't have enough curiogity for even taste; hdflings are usudly content to
remain in their burrows and comfortable little farmsteads without ever experiencing the
outsde world. Elves are very impressed when a hafling manages to amount to something
more than a connoisseur of food and drink.

Halflings sometimes resent the even view that the hdflings are like children, but they
are very much in awe of eves and so rarely spesk out againgt them. To associate with an
df isdl the excitement ahdfling needsin hisor her life. To trave atime with dvesis
more than many hdflings can bear.

Elvesregard hdflings as children and are very protective of them. They don't
gopreciae atempts to harm haflingsin any way and will do their best to avenge any
wrongs.

Humans. Elves have a difficult time dassfying humans. Many humans are friendly and
even alittlein awe of eves. Others are bigoted and unfriendly, even downright hostile.
While other races have variationsin their racial makeup and generd views, none are as
varied as the humans. This meansthat eves will regard every human they meet with
some degree of suspicion until that human has proven him- or hersdlf afriend.

Elves, despite their many accomplishments, are amazed a humans. Humans are
prolific producers of children, and many have incredible innate ability. Humans have
managed to convert lands el ves had once thought unlivable into homes. The eves are
impressed—and perhaps alittle frightened.

Despite their constant bickering and warlike nature or perhaps because of it, humans
now dominate the world. They have accomplished in afew short years what it took elves
hundreds of yearsto achieve. It is because of the humans soaring population and
expandonigtic tendencies that eves find themselves retresting to the forests and
secluding themselves from the world.

The vagt variance of human nature is enough that elves have no set reaction to them.
Ther variety confuses eves, and they stay away from humans as much as possible.

Chapter 5: Elven Society

Of all the festivals I've been to over the years, none compares to the elven Rite of
Soring, which celebrates the return of spring. | amaranger and a lover of the forest, but
| am only human. Being human—no matter how close to nature— did not expect the
honor of being invited to witness one of the finest elven festivals known to mortal man.
Perhaps my years of service to the good of the forest earned me the goodwill of the elf
lords.

As| traveled to the designated meeting place, | heard the sounds of elven laughter
shimmering through the woods. The light of a huge bonfire shone through the night,
guiding revelersto their destination. When | arrived at the feasting site, many of the elves
were already well into the celebrations. My host, one Alarrain Mistraveler, guided me to
my place and bade me enjoy the festivities. The mead and elfwine, or feywine as they call



it, flowed freely even before the meal properly began.

| cannot do justice to the food by describing it. Suffice to say that normal human food
isforever ruined for me, for | shall never again taste anything as heavenly as that which
was served to me those many years ago. Although some elves tried to make conver sation
with me, | could not return the compliment. | was as dumbstruck asa miser ina gold
mine. | had never known that such perfection as was around me could exist.

After the meal came the dancing and the singing. Although | admit | was giddy from
the elfwine, | can reliably swear that no mortal will ever be able to duplicate the beauty |
saw and heard that night. The graceful forms of the elves twisted in a huge celebratory
dance around the bonfire to the tune of elf musicians harmonizing with the wind, the sky,
and the stars. The last thing | remember is being dragged into the dancing circle and
losing myself to the wilderness.

| awoke in the morning covered with dew. Although | would swear | wasin the same
place as the celebrations held the night previous, | found no sign that there was anyone
in that clearing that night save me.

—Eirik Leafwalker,
human ranger

Generd statements will be made about various even tendenciesin this chapter. Note
that these are not absolutes for al even societies, grey elves and drow in particular do
not have the vast range of freedoms available to most other dves. Although grey elves
are not evil like the drow, the movement within their society is carefully restricted. Grey
elves tend to be more lawful than chaotic in nature and alignment and therefore do not
vaueindividud freedoms as much as other elves might. Likewise, while drow are
chaotic in nature, they will brutally crush any who seek to show any semblance of free
will.

Because of the vagtly different world views between these two ef subraces and their
kin, many of the descriptions below apply only to aquatic, high, and sylvan dves. There
may certainly be exceptions (acity of good drow or agrey €f ream where Sratified
society isrgected), but these will be of the utmost rarity.

Asarule, most eves are the epitome of al that champions the individua's cause for
goodness. They bdieve asingle strong individud, focused on making the world a better
place, isfar better than an entire weak society determined to do the same thing. Elves
seek to be as powerful asthey can for the sde of goodness.

Thereis no discrimination based on gender in dven society. Femde eves are
consdered on an equd basis with mae eves—in dl thingsand in al ways. As often as
nat, it isef women who rise to positions of power, fame, and glory. At leest hdf of dven
legends revolve around female heroes, and higtorically there have been more ef queens
than kings. More than any other race, eves recognize the value of women and their full
potentid.

The Elven Language

The dven language is mdodic and fluid, conssting of musical words that are ajoy to
hear. There are nuances and lilting intonations, dl of which combine to make Elvish a



lovely language. Even Drow Elvish is an dtractive language, full of dark mystery and
Secrets.

When spoken by nontdves, Elvish seems strangdly brutalized, dthough it is hard to
define exactly why. Elves know that this is because the subtleties inherent in Elvish only
fully trandate for them (or for those using magic to communicate). Elves, because of
their keen hearing, perceive an additiond current in their tongue, one which aso conveys
emotion should the speaker wish.

Because of this hidden feature, eves can carry on a conversation within a
conversaion. The subtleties of the language and the nuances available alow evesto pass
on the substance of an entirely different topic provided, of course, it is not adifficult or
confusing one. This ability aso alows eves to pass hidden messages to one another even
in front of a human who understands Elvish, which is one reason why eves make such
excellent spies. They can pesk of inconsequentidities, yet pass dong vitd information
to other elves. No one hearing them without magica aid can discern the additiona
message that is carried on the wings of the conversation.

Theintricate care involved in the Structure of the €ven language extends to naming
children. Elven names, dthough they often sound somewhat smilar, are dl individuad.

No two elves have ever shared the same name, save as a matter of choice, for elvesare
far too individuaigtic to stoop to using identicad names for their children.

Elves prefer names that flow off the tongue like wind through trees. Sihilants and “th"
sounds are common, as are others of the softer consonants. Occasionally, to add interest
to aname, eveswill include ahard consonant, such asa k" or a"t." Overdl, they prefer
to dlow the name to remain fluid and me odic, much like their language.

Livelihood

Elves earn tharr livelihoods through whatever craft pleases them most. Often, thiswill be
something that is beneficid to the entire community. Sometimes the goods are traded
with humans for manmade wares but, more often than not, the items remain within the f
community.

Since elves need not be concerned with money to the extent humans are, their home
lives are rardly marked with worry about when the next med is coming. Aslong asthey
produce something of vaue for their community (and probably even if they did not), the
other eves will support them. Giving something as ephemerd as humor or laughter to
brighten the days of others would be reward enough for the easygoing elves.

Even in the harshest winters and the driest summersthereis plenty of sustenance for
al elves. Because they are so closaly connected with nature, they know when bad seasons
are brewing and thus plan well ahead to meet the demands of such troubling times.

Rituals

Elves have no end of festivasto lighten the weight of passing years. They creste many
occasions to celebrate life—so many, in fact, that other races have sometimes concluded
that elves do nothing but engage in revelry. Of course, thisisn't true, but they do have a
disproportionate number of celebrations—particularly when compared to dwarves.
Although eves prefer smple revelsto structured rituds, there are timesin their lives



when they fed the need for more forma, serious ceremonies. Typicaly, the priests of the
elven gods preside over such ceremonies. They are there to fulfill the function of the
ceremony and to ingtill the proper respect and solemnity required for that ceremony.
Because dves lead such long lives, the ceremonies each village and city celebrates
are equdly unique. Although different, dl are based on certain traditiona milestonesin
elven life and so retain an air of amilarity. These eventsinclude birth, adulthood,
marriage, the journey to Arvanaith (which is covered in Chapter Seven), and blood oath.

Celebration of Birth

Since df children arefew (or at least far fewer than human children), the birth of an df is
acause of great celebration. Births are dwaystimes of great joy. The village turns out in
profusion, setting aside the day's work to celebrate with the infant's parents.

Following a two-year pregnancy, ef women are glad to celebrate the lightening of
their burden. They happily join in the festivities honoring their newborn. Such
cdebraionstypicaly last severa days and conclude with the naming of the infart.
Children are given a private name by their parents and then given a public name. The
secret name is known only to the df, his or her parents, and the priest presiding over the
ceremony. While knowing the name gives no power over an df, itisasgn of love and
respect when an df reveds his or her true name.

Gifts and wishes are often bestowed upon an f child at birth by family and close
friends of the parents. Such presents usudly have alasting impression on the f, for
favors given to an infant are far from ordinary. One child was given the ability to spesk to
dragons, she later used this gift to great advantage when she averted awar between her
village and anest of green dragons living nearby. Another child was gifted with dways
knowing when someone lied to him.

Passage to Adulthood

Rites of adulthood are common in many cultures, and that of the elvesis no exception.
When elves reach the age of 110, they are consdered young adults, with dl the freedoms
and responsibilities that entails. They no longer live in the house of their parents, for it is
time to make their own way in the world.

Elf families hold a ceremony to formaly announce the young df's passage into
adulthood. New adults are given gifts—most often adventuring geer if they are so
inclined. The older dves regde the family with tales of their pursuits, and they wish luck
upon those who follow their steps.

If the new adult isn't inclined toward the adventuring life, they are given tools of their
chosen trade and a house of their own. From this point on, they make their own way in
life, working with other evesto make alife full of happiness and joy.

Celebration of Marriage
Marriage is an occason for greet joy among dves, for the union symbolizesthe

continuation of the df race. Those who disrupt this ceremony to kill the betrothed earn
the wrath of the eves forevermore, and they will hunt such marauders and their kin for



eternity. Marriage isararer occurrence for eves than the short-lived races, and there are
few things so dangerous as to profane the sanctity of this ritual. Sometimes weddings
occur to sedl treaties and for other diplomatic purposes, but more often it is through love
that elves achieve a state of marriage.

Marriage between elves lasts until one partner dies. (There has been only one known
divorce in the last three thousand years, and that was between two extremely opinionated
grey eves) Elvesrarely take a new partner after the deeth of amate. Their vows bind
more than honor; they bind the spirit and heart of each to the other. By taking this step,
many dves give up some measure of their individuaism. Often, only the most ardent and
devout lovers choose the path of marriage; others prefer aless forma arrangement.

The marriage ceremony itsdf istypicaly forma (dthough it can be asinformd asthe
loverslike) and is presided over by df priests of Helani Ceanil. The priests themsdves
Serve no purpose at the ceremony other than as witnesses, for it is the partners who
perform the ritual and the binding vows.

In atrue even marriage of love, vowstie the spirits of the loved ones together,
alowing them access to the other'sinner sdif. Thisisaform of the even &bility
communion. Wedded elves become fully aware of their partner's needs and emotions,
alowing them to anticipate and fulfill these needs. They are not aware of the other's exact
thoughts.

Because eves rdive ther past through the reverie, the circumstances attracting one
ef to another are dways fresh. Thus, eves sddom fdl out of love. Only the gravest of
tragedies and didoyalties can tear an df couple apart. Although they might have
disagreements and even fights, they continue to love each other.

But elves can grow tired of a partner, even when they are joined spiritudly and have
become more intimate than any non-elf could suspect. Elves reignite the spark of passon
and love through absence. For stretches of time, one partner in an even marriage will live
goat; this alows both dvesto gain time to themsalves so that they might grow as
individuas. When the two rgjoin, they shower complete love and affection upon the
other.

Elves also tend to spend time away from their loved onesin order to make their time
together that much more precious. After dl, there are fewer sure waysto grow bored of a
person than to spend hundreds of years with him or her. Time done dlows them to think
on the relationship and to experience new things to share with their mates, thus keeping
the marriage fresh and vitd.

The Blood Oath

Elves are not dways peaceful folk. If they or their friends have been grievoudy insulted

or injured, they swear the sacred oath of vendetta—a ceremony carried out in the darkest
hour before dawn. When they swear this terrible promise, they forsake adl other pastimes
to seek retribution. Elves understand this oath and will release the avenging ef from his

or her tasks.

The avenging eves hunt down the offender to exact some form of vengeance, be it
merely a sncere gpology for an insult or something more severe. Typicdly, atime of
service given to theinjured df is enough to satisfy this oath. However, there are
occasions when nothing less than deeth will satisfy the demand of the blood oath.



Elven Holy Days

Every day isaday of celebration for elves; their love of music, poetry, and song imbues
their liveswith afestive air. However, there are particular days that elves traditiondly
commemorate. These celebrations, despite their rituals (or perhaps because of them), are
the most anticipated days of the year.

Naturdly, these days have a specid sgnificance atached to them, for they mark
eventsin the hearts of dves. Thefollowing isalis of the mgor festivals dves ceebrate
each year, dthough it is by no means complete. Each gathering of dveswill have other
celebrations in addition to those below, each with its own unique observance. The holy
days are presented in chronologica order.

Y eartide: Y eartide takes place during the winter solstice, marking the end of the desth
that autumn brings. During thistime, the eves bdieve the earth is purified while she lies
underneeth her blanket of snow. Even in those regions where the sun doesn't rise and the
snow lies eterndly across the land, the winter solstice is seen as the changing of the old
year into the new.

Elves celebrate Y eartide with quiet meditation on the year past and on things to come.
They regard the human practice of ushering in the new year with feasting and drinking
sensdesdy barbaric—the mark of people unable to truly understand the passing of time.

Faerigluck: Thisisaday in early spring when eves ceebrate with their cousns—the
pixies, leprechauns, and so forth. Too often eves forget their kinship with these other
races, and thisfedtival reminds them al of their relaionship. It isaday spent in practica
jokes and merriment, and participants try to demonstrate their cleverness at the expense
of another. The games are never acrimonious, they draw to a close long before any
irreparable damage can be done to one's pride.

Springrite: Although winter is seen as the turning point of the year, the verna equinox
(spring) represents atime of fertility among the eves, who spend this season engaged in
the pursuits of romance and song. Elves spend the week around the equinox dancing and
singing, involved in nothing but merriment. All important decisons and actions are
postponed until the week is over. Thisisthe time of year when most couplesbond in
marriage or announce that they are promised.

Agelong: Agelong isthe celebration of the elven creation, the observance of the
legendary battle between Cordlon Larethian and Gruumsh One-Eye. This holy day
serves to remind the elves of the presence of their enemies. Held at the summer solstice,
Agdong isthe perfect even excuse to go orc-hunting. On the night of the hunt, eves
nick themselves with obsidian daggers and let their blood flow into the earth, smulating
the bloodletting that made their existence possible. They then swvoop down from their
homes and kill as many orcs asthey can find during this night.

Fallrite As Springriteisto birth, o is Fdlrite to death. Held during the autumnal
equinox, Fdlrite is aweek long period when elves contemplate the spirits of thelir



ancestors, the passage to Arvanaith, and the immediacy of death even in anearly
immortd lifetime.

Unlike some races, elves do not hide behind merriment to avoid facing death, because
they fed that degth is merdly a passing on to a different stage of life. The most important
duties of the year and the most difficult decisions are reached during Fdlrite. The df
kings and queenstraditiondly st in judgment at thistime of year to hear any capitd
Cases.

Chapter 6: Elven Myths

The Legend of Fionna Caslltenirra

When the Elves all lived in the forests and had not yet spread to the seas or the
mountains, there was a beautiful EIf named Fionna CasilItenirra. Barely past 100 years
old, she met a Human who intrigued her completely. Shy and retiring at first, she grew
mor e open and let herself be seen when he traveled in the woods.

Their elders swore to them that such a match would never work, but Fionna and
Killian had eyes only for each other. They wed in secret. Five years of bliss passed before
Fionna saw that Killian was aging far more rapidly than she. The lovers searched for
some way to avoid the cruel hand fate would one day deal them, but they could find no
answer. In abject despair, Fionna went to a Human Vampire of whom she had heard. She
begged Vasily for his help, asking that Killian be made a Vampire so the two could share
life for the length of her days instead of Killian's.

The Vampire was overwhelmed by Fionna's beauty and agreed to her plans, with one
stipulation: that she, too, consent to become a Vampire. In her love for Killian, Fionna
never thought of the danger to her very spirit—she agreed to Vasily's dastardly request.
The Vampire took Fionna in hisarms and told her he would bestow upon Killian the
"gift" of eternal life. He drained her, then laid her on the floor of his catacomb. He
looked at Fionna and marveled at her beauty; desire coursed in him, as did treachery,
and he vowed that none but he should possess her. When Vasily found Killian, he
snapped the Human's neck instead of making him anew in Vampire form.

When Fionna discovered Vasily's treachery, she flew at himin rage. Confident that
shewas histhrall, Vasily was amused rather than alarmed. That proved a fatal error on
his part, for his head was ripped from his shoulders by the grieving Elven Vampiress.

Bereft of her love and her life, Fionna wandered the world searching for someone
new to take the place of her beloved, but only hatred and fear met her advances. Anger
and malice found their way into her heart, and she gave herself wholly to evil.

Elves, like other races, venerate the names and deeds of their heroes. Frequently,
some of the heroes from other races have been fabricated—modly to illugtrate some
religious point or another. Not so with the elves. Although their heroes also serve to make
apoint of some sort, al of them existed in some form or another.

Heroes such as Fidtilanthus Woodhevin and his haf-ef brother Gilanthus (both of
whom faced the dread pit fiend Marlikora at the cost of their own lives and saved the df
lands) live on in the glorious tales of storytellers. Hven legend tdls thet they will
someday return when the elves most need them and that they will aid certain blessed
evesor hdf-dvesin times of gravest need. Their bravery and courage thus inspires those



in morta peril.

Other heroes, like Feradar Jaramus, serve as examples of dven life. Although in his
life he neither dew terrible beasts nor singlehandedly fought off menaces from the planes
beyond, his love and compassion saved the eves from fractioning sill further, teaching
them the vaue of life and tolerance. Many other heroes once lived (and, indeed, Htill live)
in the hals of the sages, inspiring and teaching those who hear the tales.

Elven loreis not solely concerned with tales of goodness; there are dso taes of dark,
twisted evil. Fionna Caslitenirra, the firgt f vampire, sill haunts the dreams of romantic
young elves seeking delight in the arms of humans. And the story of Besathan Ridire, the
elf who made a pact with the Spider Queen Lolth and suffered eternd torment at her
hands, istold every now and then to show children the questionable value of deding with
evil.

All dven legends make a point of some sort, whether they deal with an inspirationd
gtory of heroics and vaor or with more humble vaues such as compassion and smple
charity. In both life and deeds, eves drive to teach and to learn. They see thelr lives as
quests for understanding, and they do their best to complete their persona quests; even
legends often help point the way to fulfilling those dreans.

Sometimes there is more to an even myth than meets the human eye. The mora gem
hidden within atae may be far too subtle for humans to understand completely. This
chapter presents but afew of the tales the eves have collected over their millenia of
exisence.

Jarsali and the Treant

Following a smilar, though ultimately contradictory, view to the tale of Fionna
Cadlitenirra, the gory of Jarsdi and the Treant glorifies love of any sort—provided that
love istrue and good. While some eves refuse to acknowledge the truth of this story,
claming it istruly myth and has no basisin fact, others believe it holds the germ of truth.
They cling to it as ajudtification for the paths they have taken themsdlves.

Jarsali Oaklimbs was a sylvan elf of the truest grain—even to the point of shunning
others of her race, preferring instead the company of the woodlands well over that of her
fellows. How her heart came to be full of suspicion and bitterness at her mortal
comrades, no one knew; they only knew that Jarsali was a strange girl, even for an elf.

Nothing assuaged the sorrow in her soul save the nearness of the primordial trees.
Her wanderings from camp took her deeper and deeper into the virgin forest, to places
where even few elves had ever set foot. In the heart of the wood, she found a living tree
holding court with his minions. Her shock was great.

Remember, this was a time befor e the elves had spread across the world, and they
knew little of all itsraces. Few had ever heard of a treant, much less seen one. Although
her tribe had, Jarsali had never heeded the lessons of her compatriots, for she had no
desireto learn fromtheir experiences.

Entranced by the sight of the treant, she crept closer to investigate. Suddenly, great
bark-covered limbs from a nearby "tree" lifted her from the ground and held her captive.
The animated oak brought her beforeits liege.

Jarsali stood prisoner before the treant lord, and something in her heart cracked and



was set free. The elf maiden fell instantly in love with the enduring beauty of the craggy
wood before her. The treant eyed Jarsali's flushed cheeks and bright eyes. Suthurithidan,
the son of Garanahil the First Treant, saw hidden behind the elf's truculent air a spirit of
fire that could not be quenched. It was the treant's first true look at an elf, and he was
entranced. With a silent flicker of his twiggy finger, he commanded the tree to release the
elf maid. The two stared at each other, sunlight filtering through the dappled leaves; then
Suthurithidan turned and melted into the forest.

Jarsali returned to her camp. Her companions were amazed at her newly softened
manner, so changed was it from her usual self. They wondered what could have
happened on her latest excursion into the woods, but none said anything, feeling only
gratitude and not caring the cause. When Jarsali crept away a week later, unable to
forget the treant Suthurithidan, some few smiled, thinking perhaps she had found a lover
with a nearby tribe. One elf, however, did not smile—he frowned. Azalarer had thought
to wed Jarsali himself, for he lusted after the elf maid. The words of his people were an
irritant to his pride.

Jarsali found again the treant lord, and thistime neither could deny the truth of how
well their souls matched the other. Theinitial exhilaration inspired by their first meeting
provided the impetus for the rest of their relationship, and the feelings between two such
dissmilar beings deepened. In time, they found that they were truly in love, each
unwilling to continue life without the other beside them.

But Azalarer grew suspicious of Jarsali's continued change. He and his cohorts
followed her into the depths of the forest. Intent only upon meeting her love, Jarsali's
ordinarily sharp hearing did not warn her of this pursuit. Azalarer and the others found
her then, and they beheld a sight none had ever thought to witnessin all their years. An
elf maid embraced by a living tree!

Azalarer's heart grew black. He taunted Jarsali cruelly and incited the prejudices of
his comrades. In righteous wrath, they tore Jarsali from the arms of the surprised tree
lord and spirited her back to camp. There Azalarer fanned the flames of xenophobia. The
elves had never heard of such a strange coupling; they were outraged that Jarsali's
chosen was not even humanoid, much less elven. They locked her behind a stout wood
stockade and angrily began debating what to do with her.

Jarsali called upon all the elven gods of the forest and of love, and she called upon
the gods of Suthurithidan, too. She prayed for both release from the stockade and from
her elven form, that she might not have to endure the cruelties the elves inflicted upon her
in the name of racial purity. The gods heard her pleas: They gave her the answer to one
by granting the other.

Inside the stockade, Jarsali's body stiffened. Her hair grew long and turned green,
and her limbs became limbs of wood and not flesh. Her feet sought the cracksin the
ground, and she extended her new roots into the soil beneath. Shouldering aside the
flimsy blockade, she forced her way into the sylvan camp. The elves scattered before her.
Some prostrated themselves in abject terror, fearing for their lives.

Azalarer, along with those who had been deliberating Jarsali's fate, came forth from
the council chambers. The elf's heart turned ever more black and cracked with rage; he
grabbed a firebrand but the council restrained him. With utmost respect, they bowed to
Jarsali and bade her good speed and clean water, for her transformation showed them
that her love was real—that nothing they could say or do would change this simple fact.



With only the faintest bow, Jarsali turned to the forest and was reunited with her true
love. The elves watched her go with a newfound respect; to this day, the sylvan elves and
the treants share the custody of the woods.

Moral: True love transcends race—and sometimes even species.

Halimath's Pride

The gory of Haimath Arnuannais a cautionary tale relating the dangers of pride and
arogance, even in those who have again and again proven their superiority of skill.

Halimath was a smith who had transcended all boundaries of metalworking in his
craft. A true master with the hammer and tongs, each piece of precious metal commanded
his complete attention, each blow of the hammer comprised his entire world. His
creations were truly marvelous and inspired such awe in others. With each passing year,
his skill grew ever greater. Elves traveled the world over to see hisworks of art.

Centuries passed, and the grey elf decided that hislife's work should culminate in the
creation of one truly magnificent artifact—preferably a sword—to be wielded in the
cause of good. He had no doubts about his skill, and he had the costly metals and gems
with which to make and ornament this sword. But the grey elves had banned the making
of any more weapons of power. They wanted no reminder of the Elfwar or the
Fractioning, and they forbade Halimath to make such a sword. The elf would neither
listen nor obey; breaking the laws of his land was but a small price to pay for the glory of
the magic he would wrought.

Thus commenced Halimath's destruction.

The rituals the elf sought to enchant the blade were dark and arcane, their powers
hardly more than he could contain. Halimath continued without regard, believing that the
creation of the Sword of Justice would atone for any evils he committed while creating it.
Thefirst spell he cast almost cost him hislife, so strong were the magicks within it. This
spell ensured life to the wielder of the blade for as long as the Sword was held. A second
spell enchanted the weapon so that it could only be used on the side of goodness, and the
third ensured the Sword would strike down the foes of the wielder with but a single blow.

Rumors of Halimath's transgressions reached the ears of the grey elf elders. The
wisest and most just of them, Andriana, confronted Halimath and demanded the truth. To
her folly, she held up the Sword to emphasize her point. The master smith flew into an
insane rage at his creation being so touched. His massive fist struck the frail elf woman,
and she crumpled to the floor. Blood splattered across the blade in Andriana’s hands and
stained the carpet beneath her still-breathing form. Halimath stared down at the woman
in horror, his senses returning to himin the cold light of what he had done. He knew the
other elderswould never allow himto finish the Svord of Justice, and that thought alone
consumed him. He grabbed the Sword and fled.

Shortly after, the grey elf elders discovered Halimath's misdeeds. Though Andriana
lived, the elders swore the blood oath against Halimath. They hounded the elf day and
night, until they finally cornered him; though bruised in body and spirit, he was still
unrepentant.

Halimath let out a great cry and raised the Swvord of Justice in defiance against the



elves who harried him. He leaped to attack, but the blade crumbled to dust in his hands.
When the arrows pierced his body, Halimath fell dead.

Moral: Obsession destroys everything.
Haranavel Koehlanna

Although many human cultures have adapted this familiar gory for their own use, the
evesclam origind credit for it.

An elf village was destroyed by an orc raiding party—the only survivor an elf woman,
great with child. She fled into the burning forest and forded a swollen stream. On the
other side, she found refuge in a tiny human village. There, she gave birth to her child,
for labor was brought on by her traumas. With her dying breath she named her infant
daughter Haranavel Koehlanna, and she bade a woodcutter care for her child. The elf
woman perished that night.

Under the care of the villager, who was now the mayor, Haranavei grew into a child
of amazing beauty. The human women of the household took exception to this beauty, and
they did their best to ensure that such loveliness would never show. The mother and her
daughters made Haranave clean the middens, the sties, and the fireplaces every day. The
poor elf child worked from before dawn to after dusk. The people whom she called
"family" sought always to humiliate her for her pointed ears and thin features, and to
belittle her beauty. Their taunts hurt an innocent heart.

And so matters went for many years, until one day a prince rode through the now
prosperous village. He was an ef prince, this much istrue, and he stopped at the human
village to water and feed his stallion. The mayor's daughters were smitten with his charm
and elegance; in himthey praised the very features they taunted in Haranavel.

The elf amused himself at the human girls expense—until he saw the thin figure of
Haranavei trudge by, bearing her heavy burden of firewood. The prince grabbed the elf
maid by the arms and stared long and hard into her eyes. Then, owly, he smiled, for his
search was over. Drawmij Koehlanna had found his sister. The two wept with joy when
the truth was revealed, though Drawmij was saddened at the news of his mother. He
disclosed that he had been away at the time of the orc attack; he had returned to discover
his home in flames. But there was no sign of his mother, whom he knew to be pregnant,
and so Drawmij went in search of her and her child.

More truth was revealed at the house of the mayor's, for the elf prince saw that the
humans had made a slave of his sister. He retaliated by slaying the mayor's wife and
daughters, only just sparing the man's life at the request of Haranavei.

Moral: Suffer not the vanity of others.
Caelestis

The elven love of cregtion has extended itsdlf into their stories, as hastheir unique
perspective on the nature of time. Perhaps this story helpsto explain why dves are so
willing to devote years to a Single project—and why they can take years away from a



venture before returning to it with a fresh, new perspective.

Malissin Ariessus was a high elf architect and artist of exceeding vision, though he
had no exceptional skill. His dream was to one day create the perfect tree town, where all
elves could live in harmony and peace in a setting of unimaginable splendor—and
improbable engineering.

Malissin did, indeed, create his city within the trees. Caelestis exceeded even
Malissin's dreams, and the city excited all who saw it. Even the gods were filled with
wonder at the magnificent tree town. Alas, Malissin forgot to weave the final
enchantment on his city.

For many yearsit stood tall and proud, a monument to one elf's dream. Malissin
passed on to Arvanaith, happy and secure that histree city was all that he had hoped it
would be. A great storm brewed the night of Malissin's death—a storm so great it tore
asunder even the mightiest oak trees. Malissin's city was destroyed for lack of the binding
spells that would have made his structures permanent—an oversight in an otherwise
flawless creation.

Though the architectural principles Malissin employed are long since lost, his dream
livesonin all of us. The desire to design perfection that is beloved by the gods burnsin
the breast of all who create, and the urge for such immortality is often irresistible.

Moral: Love of cregtion isthe dement of perfection. Patience and love of creation
are the permanence of perfection.

Chapter 7: The Death of Elves

After the Godswar, Corellon Larethian walked the world of mortal Elves, hoping to
gain knowledge and experience of our lives so that he could give us the aid that a true
god should. During his journeys, he came across an EIf woman of such beauty and
generosity of soul that he was stricken with love. Elana returned that love. Two years
later, a child was born: Eliara Larethian. Corellon's daughter was the most perfect Elf
ever born. Men and Elves alike hoped to win her favor.

Eliara could not oblige them all with her love—nor could she choose who was worthy
of her. For a time she spurned them all and devoted her life to the bow; as the daughter
of Corellon, her skill was uncanny. The Men and Elves fought between them to see who
could carry her golden quiver, and war threatened to break out between the races.
Corellon and Elana turned to their daughter, and she agreed that such squabbling must
stop. And so Eliara held a contest to judge her suitors skills. A hunt there would be to see
who could match her ability with the bow; the winner should have her as his bride.

During the hunt, a great red dragon was drawn to the noise and bustle of the hunting
party. Seeing the Men and Elves, it opened its maw and poured forth a great gout of
fire—slaying half the party outright. Eliara drew her bow and let loose an arrow. The
shaft entered the beast's eye, killing it instantly. The dragon’s body crashed to earth,
uprooting trees asit did. The massive limb of a falling oak caught Eliara in the chest and
she was crushed beneath its deadly weight.

A great funeral was held in Eliara’s honor, with all her suitorsin attendance. One of
these, an EIf master singer named Clain Windsong, threw back his head and let forth a



melodic cry of sheer, wordless anguish. Asif on a cue, the other Elves took up the cry,
their voices mingling and harmonizing in an outpouring of overwhelming grief. The
Humans in the party, overcome by the terrible beauty of the music, died of heartbreak.

The tradition of the elven mourning song continues to this day, and it is song of such
anguish asto break a listener's heart.

There are those who congder the eves to be virtualy immorta. While they can die
through accident or violence, no one has ever seen an ef die of "old age." That is because
no truly old eves remain in the world known to humans, "old" eves have l&ft the world
and journeyed on to aplace caled Arvanaith. At about age 550 years old, elvesfed an
irresgtible urge to make one last journey. An ef can defy this urge only margindly more
than a man can defy death when it comes.

PC dves, with the permission of the DM, can continue adventuring rather than
succumbing to the siren call of the beyond. Of course, if they do, they stand the chance
that the doors to the otherworld will be forever closed to them. If so, they will never
know the ddlights that await them there in Arvanaith. The DM should sStress thet few
elves make this choice after having experienced al that the world hasto offer; change—
by way of Arvanaith—is an attractive option at old age.

With the spdlls available for prolonging one'slife, ves do have the choice of
temporarily forestdling the inevitable. However, because of their attachment to the
naturd cycles of the world, most dves fed disdain for those who attempt to avoid the
unavoidable. Only those elves who fedl no respect for the tuggings of the seasons or those
who have crucid tasks yet unfinished take this option. Otherwise, old elvestravd to
Arvanaith, the hidden dven homdand. No df who has traveled to Arvanaith has ever
willingly left that land, nor has any df regretted such ajourney. The sylvan glory
awaiting al dvesthereis beyond any ever experienced by humans—and isbarely
conceivable by the eves themsdves.

Arvanath isaplace full of naturd beauty, hidden away from dl but dves. Some
human sages have speculated thet this pocket is a piece of Arvandor on the Plane of
Olympus, but none have ever been able to reach it—save through death. Those sages who
have made such ajourney and were able to return to their origina plane are unable to
pesk of Arvanaith. The memory of the beauty is too intense for their human minds to
bear. Itistruly aredm only for the €f.

Those elves who have passed into its wooded glories can experience anything they've
ever wanted for aslong as they want. Unimaginable happinessliesin thisredm, and
every df can expect to enter Arvanaith upon hisor her departure from tempora
kingdoms.

The only way to return from Arvanaith is through reincarnation, resurrection, or some
way of retrieving the spirit from this reslm. (The last two methods are ways done
agang the df'swill.) A very few return voluntarily, having spent milleniaenjoying the
splendor of Arvanaith; they volunteer to be reincarnated, and their souls begin anew.
Those who leave seldom regain their origind bodies. They find themselves reincarnated
in theform of any anima ranging the spectrum of the anima kingdom. Sometimes these
elves return as creatures so low on the evolutionary scale that they lose their dven spirit
atogether.

Only alegendary few have ever returned through time to their origind forms. These



elves have returned to complete quests of epic valor and sdvation. More likdly, those
truly heroic elves who have requested to be reincarnated are reborn as anew df.

Some dves areripped from Arvanaith by the spells or prayers of those il on the
morta plane. A very few of these survive the shock of returning to their old bodies; they
regain their morta lives, dbeit their spirits are now touched with a strange sorrow. Most
elves, however, fight to remain in Arvanaith. Ther spirits do not willingly leave the
glorious forests of this most ancestra land. Should powerful magicks force them against
ther will, the dveswill return—but at great cost. Such eves usudly succumb to madness
and despair; afew cannot survive the return and are transformed into banshees.

In Arvanaith, dl things are possible. Anything elves might want, indluding
forgetfulness or even oblivion, is available. The winds of Arvanaith are enough to soothe
even the most troubled spirit, causing it to set asde his or her fears and torments. Only
those few who refuse to give up their sorrows retain the memory of former troubles.

Instead, memories of friends and happy times make up an df's new life, dong with
new dreams and chalenges. Troubling memories remain largely in the back of an df's
mind, serving only as areminder and measure for the goodness of existence in Arvanaith.
Mot eves are happy to rdinquish the memories of their suffering, retaining only the
knowledge of its passing to more fully gppreciate their current happiness.

Of course, no df isforced to stay in Arvanaith againgt his or her will. However, only
afew eves have chosen to return to the mortal plane—and then only after centuries have
been spent in Arvanaith. It islargely inconceivable that any df would not want to remain
in the eternd lands.

It should be noted that elves don't die the way other mortd races do; in fact, elves
only rarely suffer true death. Those that do are mourned for months, for their spirits can
never return to nourish the earth once again. Ther children are cherished in hopes that
they will carry on the works of their parents, provided the parents did not die
dishonorably.

There are only afew ways that eves can suffer thisfate. The atacks of certain
undeed, suicide, dying in an unnatura place, and other extraordinary circumstances can
completely eradicate the existence of an df. The only way to recover these brave elvesis
through magicks no less powerful than awish.

The bodies of those who have died the true degth are often burned. This prevents the
undeead life force from occupying the body. EIf villages have learned from experience
that an unwhole spirit is worse than an undead one.

Accidental or Violent Death

Seemingly unlike many other racesin the worlds, evestry to avoid violence. Their
actions are typically more cautious, despite the fact that they seem impetuous. Thisis
more true of older elvesthan younger ones. When embarking on a course of action, elves
remind themsdaves that it could be their last. This has sobering effect on even hotheaded
elves.

Elves live long enough that they don't want to risk ther lives on an indgnificant
issue. Only truly earth-shattering events and dire emergencies will stir older evesfrom
ther retreatsin the forests or mountains. Nothing lesswill entice them to risk their lives,
athough they are not cowards, they have no desire to lose alife for something petty.



Thisis one of the reasons why eves have become legendary for their skill with the
bow; it keepsther foes at a safe distance, affording the elves little danger. At closer
distances, dven training with the sword is proficient enough that few need worry. Still,
elves have no foolish nations about killing an opponent "honorably.” The method of least
resstance is more likely to preserve precious lives.

Unlike most races, elves have no ingrained fear of deeth. Their longevity ensures that
they have a hedthy respect for the cycles of life and—because of their interrelationship
with nature—they accept death in nature. Indeed, eveslook forward to their "death," for
it Sgnifiesthe journey to Arvanaith and anew way of life rather than the surcesse of life.
However, elves do fear death by other means.

Elves dso fear the violation of their spirits and their free will, for these are essentid
in entering Arvanaith. Any cregture that feeds on the lifeforce of another is zedoudy
avoided (or dain, if the means are available) by dves, for these crestures are among the
few who can inflict true oblivion upon an df. Even those eves who live under the
shadow of evil find no kinship in these crestures.

If an ef suffersafata accident or is murdered, she cannot re-enter the grand cycle,
that mystica rhythm that hurtles the earth through the spheres. Instead, her body lies cold
and useless wherever the physica death occurred, her spirit cast out and swallowed by
the nameless void surrounding her. If her body is returned to the land of her birth, the
gory is another matter. Only then can the df's death once again have meaning, for there
her physica form can contribute to the well-being of her world, nourishing the plants and
animas of her birthland. Her spirit isfree to enter Arvanaith and partake in its glories.

Any df of good or neutrd dignment is dlowed in Arvanaith. Even drow so digned
are welcomed and alowed to share in the beauties of spirit found in Arvanaith. In
Arvanaith, subrace is not important aslong as the soul is good or neutral. Any spirit
resding there has earned the right to do o, regardless of what it might have been in life.
Thisistruly areward for those who lived their lives under apal of suspicion Smply
because of the circumstances of their birth.

Aquatic dves, too, are welcome in Arvanaith. Although they probably had no redl
contact with the surface-dwelling evesin life, they can reve in the company of these
evesin the afterlife, for in Arvanaith al things are possible. Aquatic eves and land elves
minglein aworld where the air is water and water is air; thereis no difference to them.

Funereal Ceremonies

Since mogt eves pass on to Arvanaith, their passing is not mourned for long. Although it
isunlikely that they will return to the earth in the same form as they had assumed before
or even with the same persondity, their pirit continues on. As such, death rituals are
more often a celebration that the elf has achieved the joys of Arvanaith. While the elf
may be missed for awhile, others know their companion has passed on to something
better.

The ceremony surrounding esch df funerd varies even from village to village. Some
gather with great pomp to watch the body be interred in the ground, with speskers
expounding on the merits of the deceased. Others bury the body with dispatch; they
regard it as amere husk from which the life force has departed. After ridding the shell,
they celebrate the spirit of the ef who once resided there. Still other elves believe that



burning is the only way to truly rid the spirit of its earthly ties; not only does it free the
spirit for Arvanaith, it prevents anyone from using the body for nefarious purposes. Each
burid istypicaly related to the nature of the df, so that the burid is persondized and the
point made that the spirit has |eft the body.

Chapter 8: Elven Dwellings

My first glimpse of the grey elf city Celenaress was nothing special: It appeared as a
city of exceptional beauty, even under the cloudy night, but certainly no place that |
would lose my soul to. |, Master Thief Gerril Haka, have seen a thousand sights of beauty
in my life, and this was merely another.

| had easily avoided the patrols wandering the nearby mountainside; their
wakefulness was obviously a sham, for only | noticed the few admittedly minor mistakes |
made in approaching the city. | had no trouble with the sentries when | entered, for my
pet mage shielded me fromall prying eyes. | crept through the arched marble gates with
catlike stealth, hugging the shadows all the way to the base of the towering spire that was
my target. The white streets glowed with an inner radiance as they spiraled up the
hillside, but my ability to move through the slightest shadow held true, and | encountered
no resistance.

| climbed the tower as would a spider, hardly pausing to admire the carvings that
decorated its entire surface, appreciating them only for their usefulness in ascending to
the upper rooms. Once inside the obelisk, | found it ridiculously easy to overcome the
magical wards that had been set in place to guard against the incursions of those such as
myself. | retrieved the Jewel of Dajarmarak, and | found myself mesmerized by the beauty
surrounding me. This was only a momentary pause, however, and | resumed my business.

As| climbed out the tower's uppermost window, | cast a glance below to ensure that
no prying eyes watched my descent. At that exact moment, gods be cursed, the moon
chose to show her face from behind the clouds and illuminate the city. So awestruck was |
by the symmetry and form of the city, the exquisite perfection of its design that | must
have fallen into a trance.

My next memory is of lying on the cobblestones surrounded by the City Guard, my
mangled body twitching. My last thought was that | only hope other would-be thieves
never enter another grey elf city so unwarned aswas |, for the city itself was literally my
downfall and may lead to theirs.

Those who have visited an df city will often wonder why any df fedsthe need, or
even an urge, to leave. The peace and beauty of these placesis legendary among the
younger races, So much so thet their ideas of paradise are often modeled on fabled ef
cities. Some say that each df city, tree town, and encampment is a fragment of the elves
Homeland, such isthe magnificence of these places.

Whether it is a sylvan df encampment, ahigh df tree town, or one of the grey elves
cities, each of these places radiates a charm and splendor unrivaed anywhere dse. While
human cities and dwarf strongholds can aspire to the beauty and harmony of the ef
homes, they can never truly riva these places.

While df crafters can il learn from the dwarves regarding strength and durability of
masonry, they need no such tutelage in unlocking the beauty from the stones. With their



long familiarity with the earth, the eves seem to know indtinctively how best to carve a
rock to reved its beauty. One might think that elves would then be the primary shapers of
gonein the world; dwarves have dways held that position and dways will. While dves
do fed an afinity for working in stone, it isthat affinity which holds them back. Most
elves cannot work with stone that has been ripped from the earth, for it seemsto scream
under their fingertips. Very few eveswill pull gpart the earth to pull out a chunk of rock.

When elves work with stone, the rock is amost dways a part of the living earth or a
piece that has become detached. Thus, even statues are often subject to the movements
of the earth. In generd, few eves other than the grey elves devote much time to
soneworking, athough al eves keep the craft dive.

Elvesfar prefer working with living wood than with stone. Wood is more flexible, for
it will shape to both the elves needs and the needs of the tree. Elves do not wish to cause
unnecessary stress to any living being in their world, and they try to keep their impact on
the trees to a minimum.

Each of the surface-dwdling elves has a different perspective on how the layout of a
home should proceed. Following isa brief description of atypica grey dves city, ahigh
elves tree town, and a sylvan elves forest encampment. The descriptions are necessarily
brief, alowing the referee to flesh out the dwellings as gppropriate for his or her
campaign. Bear in mind that the vastness and fullness of lifein ef settlements makes
them nearly impossible to fully describe.

The Grey Elves City

The grey eves have an aiding love for dl things permanent. In their mountains, they
have found nothing so permanent as sone, and so they make virtudly dl of their
beautifully sculpted buildings from this materid. Although their skill is not thet of the
dwarves, grey elves have learned atrick or two with ssoneworking, and they put them to
good usein ther cities. When the rare dwarf is admitted to these lands, tears have welled
up in his eyes at the beautty the grey eves have wrought in granite and shale and the other
gtones comprising their mountains.

The grey df citiesare drictly divided by caste. Those of lower socid level are kept
well away from those of higher socid dlass. Still, even those of low socid sanding have
permanent housing. Grey eves know of the importance of a secure home, and they
provide it for dl who dwell in their cities

Grey df citiesare dso divided into at least five walled concentric rings, with those of
higher classes closer toward the secure center. On the outer rings live those of the
noncaste, or of extremely low class. As one progresses through the rings, thefinery in
construction and ornamentation increases as well, until one reaches the palace and
government buildingsin the center of the city. The few humans and other races who have
seen the center of agrey df city have often sworn that there was no more lovely Sght in
al the world, and that they must be in the home of the gods. Whileit istrue thet the
centra portion of agrey df city is daborate, even the meanest sections of the city are
sunningly beautiful—crafters work on these sectionsin their free time.

Not only does this arrangement keep each socid class physicaly digtingt, it alows for
tremendous protection of the most important parts of the city. Further, al grey evesare
trained in a least the rudiments of wegponry, and the people themselves provide an idedl



defense againg any unwanted vistors.
TheHigh Elves Tree Town

The high dven philosophy is somewhere between that of the grey and sylvan elves.
While they vaue permanence and works of art, they aso try to stay well in touch with
nature. Therefore, they do not build many stone edifices. They prefer to stay within the
forest, receiving its bounties and creeting a pure synthesis between the two other even
perspectives on dwellings.

Instead of the stone cities of the grey dves and the tents of the sylvan dves, many
(athough not dl) high elves create tree towns. Using only the mightiest of treesin the
ancient forests as a base, they build their homes high above the ground. Although many
have thought this might make high eves especidly vulnerable to fire, those who have
tried to exploit this have found otherwise. The eves dways keep liquids and water spdlls
handy to protect their beloved trees, and bows are dways near to hand to discipline those
who have the audacity to try to burn them.

Tree towns are usudly based around the tallest and strongest of the treesin the forest.
One must keep in mind that these are virgin woods—forests that have never been logged.
Thus, these forests are old beyond measure, and their trees are tall with age. One could
fdl from the lowest leve of atree town for perhaps 100 feet before hitting the ground.

Ropes and ladders connect the levels. There are pulleys and rising platformsto aid
those who aren't as spry on the ropes as the elves, such asthe fairly frequent vistors.
Rails and ba conies surround the houses, keegping one from inadvertently plummeting to
the ground.

Although these high eveslive in the trees, they are just a home on the ground as they
are in the heights. They conduct most of their festivals and meetings on the ground, o
that their non+tree-dweling brethren may attend.

The Sylvan Elves Encampment

Sylvan df encampments are built with both defense and admiration of nature in mind.
Low, mottled-green tents are pitched in acircle, with the openings toward the centra
fires. Occasondly, the dves will engage in shifting the earth about to provide added
protection. These encampments represent the only home sylvan eves know. Theland
readily returns to norma when the eves continue on their nomadic course.

In the winter or when they intend to stay for ayear or more, wood elves build
semipermanent wood lodges, rather than use tents. Many barbarian human tribes have
emulated this practice, for they and the wood dves would rather not endure harsh winters
with only athin canvas separating them from the dements. Still, even the sylvan elves
wood tents are well disguised, and casud travelers passing within 100 yards will not spot
the campsite. Even if they did, the wood f guards would dissuade them from advancing
any nearer with some well-placed arrows.

The bivouac is nearly aways established in a clearing or on ahill, or both, if possble.
The escape routes and battle tactics are thoroughly established at the sametimeacamp s,
S0 wood elves are never caught unawares. They usualy move only twice ayear.

Whatever their schedule, the wood dlves have as great alove for impermanence and



change as the grey dves have for permanence. While agrey df city radiates afeding of
timelessness, comforting its citizens with the knowledge thet it will never change, awood
ef encampment adways gives the impresson of constant readiness to change.

Chapter 9: Optional Rules

Cylithera Swanflight had but one driving ambition as she grew: She would be the
finest swordswoman the world had ever seen. From the tender age of 45 until she was
150 years old, Cylithera practiced obsessively every day, neglecting even her studies of
other subjects.

"All anyone need know of meisthat | have the fastest sword arm,” she scoffed. "l do
not need to bother with other learning, for the historians would never recount how | knew
Orcish. Legends of me will only tell of my genius with the sword—not the dusty facts my
elders would have me learn."

And so Cylithera continued to sidestep true education. For "variety," she studied
under the finest archersin elvendom, honing her archery skillsto perfection. Her every
waking moment was filled with bow and sword practice; her only purpose to one day
become a legend. Already stories were being told of her single-mindedness in pursuing
her goal (not all of them complimentary). Her skills surpassed those of her masters, and
she knew the day had come.

Cylithera traveled to a forest alone, seeking some monster to test her abilities. What
she encountered was far different than her expectations. Rounding a bend in a path, she
came across an elf sitting atop a rock. He was of amazing beauty, but even to her
untutored senses he stank of evil. Drawing her bright sword, Cylithera immediately
challenged himto a duel. Smirking, he stepped from his perch, made a mocking
obeisance to her, and gestured idly. Suddenly unable to move even her fingers, Cylithera
could only watch as the older elf sauntered toward her. He struck the sword from her
hand, scrawled a note on a piece of parchment and impaled it on her dagger, then
plunged the blade into her back.

After Cylithera recovered, she found the courage to look at the parchment. It read:
"Ignorance is sometimes bliss, but more often death.” From that moment forth, she
devoted herself to studying the unknown and eventually became a sorceress of great
repute. The stories told now of Cylithera Swanflight praise her for the vast knowledge she
cameto learn.

Given what is known about dves, it may seem logicd that they be dlowed various
dternatives not normaly granted in the core rules presented in the DMG and the PHB.
Their incredibly long lifespans make a few of these rules seem questionable.

This chapter should address some of these concerns. However, the reader must
understand that any changes proposed in this chapter are purely optional. The DM may
dlow or forbid any of these rules asis gppropriate to his or her campaign.

Since the rules presented in this chapter expand the abilities of eves with only minor
drawbacks (thereby upsetting game baance to potentially unmanagesble degrees), each
addition of these options must be weighed carefully to determine to what degree the
campaign will become imbaanced. The Dungeon Magter should ether disdlow therule
or, if he or she wishesto use the option, compensate for any imbaance it causes. Many of



these optiona rules will add spice to acampaign (particularly an dl-df campaign), but—
agan—the game referee must determine whether the price to be paid is worth the gain.

Naturdly, in an dl-ef campaign, these ruleswill not redly affect the characters
overdl. In any other campaign, however, the advantages and disadvantages must be
carefully conddered to determine the ramifications. Balance must be preserved so that
the game remains enjoyable to play any sort of character. That's why the various rules are
there.

A good idea when congdering the options presented here isto figure out
disadvantages to accompany each advantage. Thiswill force the playersto decide
whether they want the advantage so badly that they will pay for it. If they do, and the DM
iswilling to indude such dternatives, by dl means give the optiond rule atry. If it
doesn't work, retire the ruling.

Options presented in this chapter indude expanding leve limits, alowing extra
proficiencies, modifying combat and archery skills, usng bows as wegpons, and
adjusting arrow breskage.

Level Limit Expansion

As an option to consider, if the DM permits, df characters may progressin ther levels as
far as ahuman might. This option reflects the fact that eves have many extrayearsin
which to prove themsdves. Although atypica ef may become bored with an extended
sojourn in any one class and would prefer to retire than continue in his or her vocation,
there are dways exceptions. PCs are, of course, the most notable exceptions to any rule.

Naturdly, given the long life of the standard lf, this could rapidly lead to elves
dominating their campaign world. This may or may not be desirable to the DM,
depending on the flavor of the campaign. If the eves are the dominant race of a particular
world, having built or fostered other civilizations, the Dungeon Magter might wish to
think about this option. If the other races have developed legends about the skill, wisdom,
and sage counsd of the eves, the elves most likely do not have leve limitations.

If, on the other hand, the DM prefers the eves to follow the AD& D® game standard
asjust another PC race, he or she may wish to somehow limit the elves levels. Please
note, however, that this does not mean hating their advancement in their chosen class
entirdly. Rather, as suggested in the Dungeon Master's Guide, smply dow their
advancement. Remember that time is afar different maiter to eves than to humans,
taking longer to achieve something is naturd to eves.

Charging dlves double the experience points necessary to achieve levels beyond their
maximums seems a reasonable compromise. This reflects the enthusasm dves fed when
firg entering an enterprise, as well as their subseguent diminishing commitment to their
chosen class. Eventualy, most eves grow bored with the repetition that adventuring asa
fighter (or as apriest, mage, or rogue) provides. Such lack of concentrationisindicated in
the additiond time it requires an df to advancein levels.

Extra Proficiencies

This section should only be used if the DM uses the optiond proficiency system. If the
DM doesn't use that system, players may want to skip this section. Or, they may want to



familiarize themsdves with the system and then read this section.

Using the optiond proficiency system, al df PCs get a number of skillsthey can use
to round out a character. Adding extra proficiencies for older ef charactersisanatura
gep in the evolving PC.

Adding positive modifiers to existing proficiencies for older df charactersisaso a
possihility to congder. A being who has more than 100 yearsto practice a skill will
certainly be one of the better practitioners of that skill to be found anywhere.

However, it's unlikely that eves would spend their youth practicing wegpon skills
exclusvely. Parents would rather these young elves learned more of lifes many facets
before devoting time to a single pursuit, including wegponry. More likely than not, a
young ef'slife is dominated by music, dancing, and learning craftamanship. Few df
parents would ever want their child to grow up to be an adventurer; while they vaue free
will, they would definitely discourage their child from such a path. They would want
their child to experiment with dl options available in life, and most would prefer that the
child concentrate on the gentle, lovely side of existence.

For this reason, dves shouldn't be alowed extra adventuring proficiencies such as
blind-fighting or endurance. Only those gpplicable to an df's young life should be
congdered. Even the more rugged proficiencies, such as survivad and fire-building, are
questionable choicesfor an ef'searly years.

Ingteed, think about a human child's life. Human children are taught snging, musica
ingruments, or art. Few of them learn the intricacies of gaming or forgery. Only the most
exceptiona of children would be dlowed proficiencies such asthese.

The sameistrue for df children. Those whose destinies arein a certain craft (such as
blacksmithing, hunting, or study) will learn the skills gpplicable to their craft aswell as
those necessary to become awdll-rounded df. If they want to develop other skills (such
as those they might need for an adventuring life), they will have to develop them in the
future as would anyone el se.

Thus, it is suggested that eves be alowed two or possibly three extra nonwegpon
proficiencies (such as Dancing, Musical Instrument, and Singing), asthey begin play.
Those elveswho start play a alater age might gain one for every 10 years over age 100.

Combat Modification

Elves arefiercdy interested in any art to which they may dedicate themsdlves for decades
or even centuries. Thisincludes the fighting arts. The optiona modification described in
this section, the bladesong fighting style, reflects that interest.

When an df has devoted him- or hersdf to improving prowess in combat, the result
can often be afrighteningly efficient individua. The services of eveswho have
exclusvely trained for battle are in high demand in human lands, for the elves
knowledge of tactics, strategy, and swordplay often rivasthat of the most accomplished
human generds.

Bladesong Fighting Style

Dedicated df warriorstake their craft serioudy enough to have created a uniquely even
fighting style. Unlike the martid arts of other races, the dven fighting style, aso known



as the bladesong, emphasizes beauty and economy of movement over sheer destructive
power. However, the even bladesong is deceptively dangerous, for dl its seeming
gentleness and apparent grace.

There are two types of bladesingers. those who learn it as an additiona skill
(described below), and those who have madeit their lives. Those in this second category
are known as Bladesingers, and they are described in Chapter Ten.

Bladesong is so named for severd reasons. Thefirst and most obvious is because of
the whistling of the blade asiit dices through the air when this style of fighting is used.
The second isfor the haunting, wordless tune many of its practitioners sing as they fight.

Those who practice the bladesong appear asif they are dancing when they fight.
Their movements seem mideadingly dow and eegant, deflecting opponents blades
while lazily drifting back to score hits themsalves. The technique requires, above dl,
misdirection and subtlety. The bladesingers do not believe in smashing blows or strong
and crushing offense, but rather in guiding their opponents to anticipate a different attack
entirdy, thus overbdancing the foe and making him seem dumsy.

Bladesinging can be done with any Smdl- or Medium-sized melee wegpon, athough
the mgjority of practitioners practice their art with the sword. Due to the awkwardness of
polearms and two-handed wegpons, there are no known students of bladesinging
proficient in these weapons.

To take advantage of the bladesinging technica benefits, the character (who must be
amember of thewarrior, priest, rogue, or warrior/mage classes) must devote at least two
wegpon proficiency dotsto the style. Otherwise, the character can gain no benefits from
the technique. This cost does not include theinitid dot devoted to learning rudimentary
use of the weapon, so the total cost is three wegpon dots.

Obvioudy, rogues and priests cannot pick up thistechnique until they reach the 4th
level or higher, since they start out with only two wegpon proficiency dots and dontt
acquire athird until having progressed in levels. (As noted above, mages cannot learn this
dyleat dl.) Evenif rogues and priests devote dl ther initid dots to awegpon and the
firg haf of the bladesong proficiency, they mugt take a sSignificant amount of time away
from adventuring to learn the second half. Unless their companions are remarkably
understanding and willing to wait some years, this could cause party friction. Thus, the
syleisusudly practiced only by warriors and warrior/mages.

Please note: Elves never teach this style to non-dves, induding haf-elves and drow
(the latter of whom have their own teachers and their own style anyway). Elves make no
exceptionsto thisrule, even for those who have proven themsdves eternd friends to the
elves or even those who have married into the elven life. Elves have severd reasons for
not doing so.

Thefirg isthat this style could be aterrible wegpon againgt the eves should any norn-
ef students choose to use it that way. Though they may trust someone with their lives,
the teaching of the bladesong is most definitely aracid secret—a secret that will not be
revealed even under pain of degth. The only conceivable way for a non-df to gain this
knowledge is by using powerful magicksto force it from a practitioner. In such a case,
elves would swear the blood oath and doggedly hunt the thief until he or she is destroyed.
They would not hesitate to use every trick at their command.

The second is that there are so few teachers of bladesinging that they have no desire
to devote the time required to any other than eves. Although thisis biased againgt non-



elves, bladesinging magters are adamant about not teaching any other than eves. Whilea
few other crestures might have the grace necessary for the intricacies of the bladesong,
they certainly do not have the judgment and discernment most elves possess.

Findly, and most compellingly, few other beings have the time necessary to properly
learn bladesinging. In the yearsit takes to master even the rudiments of the bladesong, a
human could raise afamily, build a successful business, and retire awedthy man. There
are numerous other ways to become afierce fighter, dl of which demand lesstime than
learning the bladesong. Even most eves are not willing to take the time necessary to
learn this technique. Only the most fiercely devoted will spend the decades required for
thisfighting gyle.

Advantages

Although the cost is rather steep to learn bladesinging, its practitioners swear by it. Its
wide versatility often astounds those who are not familiar with itsintricacies. The things
even an amateur bladesinger can do with one blade echo tricks that accomplished
warriors can do with two, or with aweapon and shield.
Those eves willing to devote two dots to learning the rudiments of bladesinging gain
the use of the following benefits
1. They may gain a+1 bonusto their AC or, if they wish to spend an extradot, may
boost this bonus to +2 to their AC. That is the highest bonus those who choose
blade-singing as an additiond skill can atain. or
2. They may gain a+1to hit or, if they wish to spend an extra dot, may boog thisto
a+2 to attack. As with the AC bonus, +2 is the best they can hopefor. or
3. They may attack and parry in that same round, without wasting any additiond
attacks.

Note that these three benefits are not cumulative; that is, practitioners cannot use dl
three a once. However, they do have the option of varying between these three options
during the course of a combat.

EXAMPLE: Amaranth Slversword, a 6th-level fighter fully proficient in the
bladesinging weapon style with three slots, encounters a band of 20 orcswhile heis
walking well ahead of his party. He immediately shifts into a defensive posture, giving
himself a +2 bonus to his AC so that he may gauge the orc band's capability.

When they fail to hurt him appreciably in the first exchange of attacks, Amaranth
places his back to a tree so that fewer of them can approach. He shiftsto a slightly
offensive stance, going with one attack and one parry. He dispatches an orc, and the rest
still have failed to harm him severely.

Now that he has fully learned their measure, he goes totally on the offensive and
whirls through their midst with deadly capability. When the rest of his party finally
catches up with him, hurried by the sound of clashing blades, they find Amaranth
standing atop several dead orc bodies, calling elaborate and inventive insults after those
who have fled.

Disadvantages



The most obvious disadvantage to acquiring the bladesinging weapon syleisthat a
character cannot carry a shield and practice the style at the same time. This technique
requires far too much concentration on movement and flow, and the shield getsin the
way of the grace and balance necessary to successfully use the style.

A more esoteric disadvantage is that this style is most often used by loners—solitary
individuals who have no desire to be part of a group. Rardly, this technique may be
practiced by someone whose companions will part company with the PC for a decade.
Since bladesinging is avery demanding style, the training is intense, difficult, and, above
dl, long. Therefore, a PC would be well advised to study thisstylein hisor her early
years before joining up with a group of adventurers—or €lse develop some long-lived
and understanding friends.

Archery Modifications

Elves are, with few exceptions, the undisputed masters of the bow. They have developed
their art to a date of true excdlence. This section details severd techniques elves have
devised to hone their archery skills—for fun, profit, and protection. Many other races
have seen these tricks, and those that were not on the receiving end of them have
diligently tried to practice these arts.

Seven optiona techniques for firing abow are outlined in this section; these
modifications are cumulative with any others that a character might have. Also, most of
these tricks are usable only with long or short bows (or the composite versions thereof).
A few can be used with the crosshow, but because most elves disdain the use of that
wespon, its modifiers are not included.

An important note regarding even archery: Elves may, because of their agility, fire
their bow, move, and fire once again. Alternatively, they may choose to move, fire ther
bow, and then move again.

The Broken-Char ge Shot

One of the mogt effective wegpons of a mounted enemy isthe ability to charge. One of
the mogt effective ways to rid foes of this advantage isto take out their mounts from
underneath them. Although thisisnt a method elves generdly employ because the mount
usudly isn't athreat, they will use the tactic if things are looking grim on the field of
baitle. Elves will aso use this optiond maneuver if the mount itsalf poses a threat.

Unless such animds are wdll trained in the ways of combat and in deding with pain,
ahit by an arrow will bresk the charge. Riders must make a Land-Based Riding check to
seeif they retain their seating atop an injured mount. If they fail this check, they must
follow with a Dexterity check. Those who don't have the proficiency may only do the
Dexterity check; if this check fails, the rider is hurled to the ground for 1d4 points of
damaege.

The Double-Arrow Shot

Another trick that isimpressive (though good for little €se) is the double-arrow shot. By



adding a+1 pendlty to initiative and taking a—1 to attack rolls and damage, the archer
may fire two arrows from the bow with one pull of the string.

The arrows can be directed toward asingle target or at two separate targets within a
60-degree arc if the attacker iswilling to take an additiona +1 pendty to initiative and
another —1 to attack rolls and damage. This reflects the time the archer takes to adjust the
fletching and arrange the arrows on the string.

This shot does not dlow more than two arrows on asingle string. Ladtly, if this option
is taken, no more than one additiona arrow may be fired in the same round.

EXAMPLE: Kanali, a 3rd-level/3rd-level high elf fighter/mage, faces two ogres. She has
exhausted her spells and must rely only on her archery skills. Taking two arrows from
her quiver, sheripsthe fletching a bit, nocks them both on the string (taking a +2 to
initiative), and lets loose the arrows. To hit the ogres AC 4, sherollsa 16 and a 13.
Taking all her modifiersinto effect (+ 1 for being an elf, -2 for the difficulty of the shot),
her total modifier is—1. Her modified rolls are then 15 and 12. Snce she needs 13 to hit
AC 4, she hits one of the ogres, inflicting 1d6 —2 points of damage. If she had focused
both shots on one ogre, the damage would have been greater. She still has one shot |eft
thisround, and she'd better not waste it.

The Foot Shot

In some Stuations, an archer may find one of her arms unable to grip the string or shaft of
abow. Perhgps the other hand is holding onto something to keep the df from falling, or
perhaps the arm has been injured. Or maybe the df just wants a bit of extrapull on the
bow, to inflict just alittle more damage.

Inacaselikethis, if ashot is absolutely required, eves have developed the foot shot.
The ef must have a secure place to rest her hindside and at least one arm free. Using the
feet as a base againg which to pull, the df amsthe bow and pulls back the string with
the free hand (or both, if possble). Although thereisa—1 pendlty to attack ralls, the
damage isincreased by +1 because of the extra pull granted by using her fedt.

TheHanging-Tree Shot

Because eves spend so much timein and around with trees, they obvioudy have found a
need to incorporate trees into their archery. EIf scouts and spies especidly have learned
to use trees effectively. They drop from branches to land in front of their enemies or use
trees as conceal ment.

One of thetricks ef archers are most proud of is the dangling shot. In this shat, the ef
wraps her legs around a sturdy tree branch and drops downward while smultaneoudy
firing right into the faces of her oncoming enemies,

Unfortunately, the disadvantages to this shot are numerous. The most obvious isthat
anything on the df that isn't tied down or srapped in (arrows, daggers, loose change, et
cetera) will fal to the ground. Another disadvantage is the —3 to attack rolls. Lastly, the
ef can't fire her usud two shots.

However, the ef can il take an action, such as swinging back up into the tree or
jumping to the ground. Further, the enemy suffers a—6 to his surpriserall! This



advantage aone often outweighs the drawbacks, and the hanging tree shot is afavorite
trick of eves ambushing lone outriders.

The Quick-Draw Shot

Every oncein awhile, there arises a Stuation where an archer must fire more than two
arrows around or where the archer must bring abow to bear very quickly. In response to
this need, dves have developed the quick draw shot. Their agility and the near- constant
companionship of their bows has helped them achieve that end admirably.

Because of the speed involved in firing from aquick draw, the df haslesstimeto
am. Therefore, accuracy of the shot is severdly affected. Thefirg shot in around is made
at no penalty. From there, pendties add up quickly. The second shot isat —2. The third is
at —4. Thefourth isa —8. If the f wishes to attempt afifth shot, the pendty for it is—16.

The archer gets off two shots on hisfirgt attack sequence. When al combatants have
finished ther firg attacks, the archer may take the next two, if so desired. Findly, after
everyone has completed second attacks, the archer may take one fina shot. Although this
shot isamost guaranteed to miss, it may be the last hope of aparty, so many try itin
moments of desperation.

A gixth shot in around is virtuadly impossible unless the éf has been hasted or has
otherwise been made exceptionally speedy. In such magicaly enhanced cases, the first
two shots are without penaty. The third and fourth are at —2. Thefifth and sixth are at 4.
The seventh isa —8. The eghth (and find) shot isat —16.

The Stapling Shot

When an df wants to disarm or otherwise incapacitate someone, he can attempt a stapling
maneuver. By making a caled shot (+1 pendty to initiative, —4 to attack rolls), the
character can staple some part of the target's clothing to a nearby object, aslong as that
object isof amaterid that is reasonably subject to penetration by an arrow (such as wood
or plaster). The target must be standing near such an object or the shot is wasted.

If the shot is successful, the target is pinned to that object. The target must spend a
round tearing free, athough this requires no roll. Pinned targets defend witha—2to AC
and to attacksrolls. After three rounds, if they have not taken the time to free themsalves,
they break free due to exertion. During these three rounds, the penalties to Armor Class
and atack rolls il apply.

The stapling shot is not only good for preventing various actions on the part of a
hostile person, it serves to demondtrate thet the elves are far from defensdess.
Furthermore, many eveslike to embarrass targets by affixing them to the nearest piece of
"furniture.”

TheTrick Shot

Elves do not dways choose to nail an offensive person to the nearest tree. Often, they
prefer another means to convey their disdain or enmity. Thus, eves have perfected their
am S0 that they can make a spectacular retaiatory shot that saysto an enemy that heis
not needed nor, indeed, wanted in the elves portion of the world.



Trick shots of this sort include knocking off hats, sending an arrow an inch away
from an intruder's ear, or placing an arrow in interesting and amusing places (such asthe
behind of an orc). Ddliberate trick shots aso include shots intended to be clearly warning
shots and not smply missed targets. These trick shots require the €lf to takea+1 to
initiative and a—4 to attack rolls.

If the attack roll is made, the arrow can do exactly what the df wanted. Otherwise, it
will @ther fly away harmlesdy (informing victims that someoneis shooting at them), or
it will actudly hit the one for whom the warning was intended. If o, the arrow inflicts
1d3 points of damage. If the targets were not previoudy enemies, they certainly would be
by now.

Using Bows as Weapons

When archerswielding abow are attacked in meleg, they have little choice but to defend
themsdlves with the bow. In the padt, thistypicaly speled the destruction of the bow, but
elves have learned how to deflect some of the force of a blow—thus making the bow
reparable. Furthermore, elves have developed bows that are more resistant to this sort of
damage.

Elves can attempt to turn aside the worst of crushing blows, and their bows are
alowed to make a save vs. crushing blow (as thick wood) at +1. Piercing weapons are
eadly deflected as long as the ef succeeds in the parry, and they cause no damage to the
bow. However, a parry againgt a dashing weapon is asure way to destroy awood bow.

More importantly, archers occasondly can't reach their mel ee weapons when
someone engages them in close combat. In these cases, they must resort to using their
bows as clubs againgt their attackers. The damage caused is 1d6 —1 against Sor M
cregtures, 1d4 againgt L. If used in this way, awood bow must save vs. crushing blows at
-1

Arrow Breakage and L oss

Although most fletchers make their wares with greeat care, the force of bow shotsis often
enough to induce breakage. And, athough most archers will deny it, occasiondly they do
miss. This section presents an optiond rule to cover such situations.

When an arrow or bolt isfired and the missile srikes its target, the missile must make
asaving throw vs. crushing blow at +6 with other applicable bonuses (or pendties) to the
save. If the savefalls, the shaft is broken and cannot be used again. If the saveisa
success, the missile can be reused.

If the missle missesitstarge, it travels out to its maximum range (if there are no
obstacles to impede its movement), which is 25% greater than long range. It skids across
the ground, ricocheting against rocks, gravel, plants, etc. Thereisa 10% chanceto find a
logt missile that has reached its maximum range, unless specia precautions have been
taken with proper modifiersfor different terrains a the DM's discretion. Certain types of
terrain will, of course, make recovery impossible. Aerid and nava battles are two
examples of such terrains. Even if the missleisfound, it still must roll asaving throw vs
crushing blow at +3 to be unbroken.

Not only doesthis optiond rule make for more redistic game play, it dso dlows



characters with the Bowyer/Fletcher proficiency to make use of their skills. Furthermore,
thisrule will dlow charactersto spend far less time searching for possibly broken arrows.

Chapter 10: Character Creation and Kits
Random EIf Generator
The Random EIf Generator allows the DM to create believable elf PCs and NPCs quickly

and easily. He or she should feel free to adjust the results to suit a campaign and playing
style. The Level Compared to PCs Table is only for NPCs.

Age (1d100) Class (1d8)
1-30 100-200 1 Fighter
31-50 201-250 2 Ranger
51-75 251-300 3 Mage
76-95 301-350 4 Priegt
96-100 350-700 5 Thief

6 Fighter/Mage

7 Fghter/Thief

8 Fighter/Mage
Subrace* (1d6) Alignment (1d20)
1 Aquaicdf 1-7  Chaotic good
2 Drow 8-10 Neutrd good
3 Greydf 11-12 Lawful good
4 Hdf-df 13 Chaatic evil
5 Highdf 14 Neutrd evil
6 Sylvandf 15 Lawful evil

* Modify as needed
for terran.

Sex (1d6)
1-3 Feamde
46 Mde

16-17 Chaotic neutra
18-19 Trueneutrd
20 Lawful neutra

Per sonality (1d6)
1 Compassionate
2 Crud

3 Haughty

4 Frivolous

5 Proud

6 Obsessed

Level Compared to PCs (1d3)

1 Lower (3 or fewer)

2 Equd (within 2)

3 Higher (3 or more)

If characters may be warriors, wizards, priests, thieves, or multiclass combinations. If



they are multiclassed, they may sdlect from fighter/mage, fighter/thief, mage/thief, or
fighter/magefthief kits. If aplayer chooses amulticlass kit, he or she should be familiar
with the gbilities and limitations of the dlassesin the Player's Handbook. The character's
abilitieswill be further modified by subrace, as noted in this chapter. Note: EIf PCs may
become bards only if they adopt the Elven Mingrd Kit.

Standard EIf Abilities

Unless otherwise stated, each df has the following abilities:
Elves are 90% resstant to deep- and charm-reated spdls. Eveniif they fal a
check, they get the save usud for such spells.
BElves gain a specid bonus to find secret or concedled doors. Passing within 10
feet of a secret door, elveswill detect it on aroll of 1 ona1d6. If they search a
10-foot—square area, elves can find a secret door on aroll of 1 or 2 on a 1d6.
Elves find concedled doors on aroll of 1, 2, or 3 on a 1d6.
Elves gain a specid bonus with bows, excluding crossbows. When firing a bow,
an df gainsa+1 to attack rolls. This does not apply to damage unless a specidly
made bow is used that takes advantage of a Strength bonus.
Elves are especialy good with short and long swords. Like their gbilities with
bows, they gain a+1 to attack rolls (but not on damage) when using one of these
wegpons. Thisisin addition to any bonuses of the weagpon itsdlf.
Elves move through forests and other naturd terrain silently and amogt invisibly.
Aslong as eves are not attacking, they can only be spotted by someone who can
oy invisible objects. When dves move through the woods, if they are careful,
they will appear only as shadows of the leaves of trees, dancing in the
undergrowth. Thisis of immense vaue to dves, who can thus gather information
about their enemies—enemies who often do not even suspect an even presence.
Findly, eves have the ability to give thair enemies a—4 penalty to asurpriseroll
if thedf is. 1) moving aone, 2) is 90 feet away from the rest of their party, or 3)
iswith other eves or hdflingsand dl arein nonmeta armor. If the df must open
adoor or screen to get to the enemy, the pendlty is reduced to —2.

The EIf Subraces

Each df subrace has different talents and hindrances in an adventuring career. Each
achieves levds differently and at a different rate than the others.

Some, such asthe drow, have alarge number of benefits while suffering few
disadvantages. (Of course, the mgjor disadvantage to being adrow is being a drow.)
Subraces that have more advantages require more experience points to advance to the
next level than those with few advantages.

A player character created from a specific ef subrace will have anumber of
adjustments to the standard character abilities. These are defined as follows:

Ability Score Adjustments. Adjustments to be added to, or subtracted from, the
base ability scores when creating charactersin a subrace.

Ability Scores. The minimum and maximum scores characters of a subrace may
have after the initid adjustments have been made. A character who does not meet



the minimum requirements of a subrace cannot be a member of that subrace.
Scores over the maximum must be reduced.

L anguages. The languages members of a subrace typicaly know. Elves may
gpeak either apecific form of Elvish or "Elvish common,” depending on the
campaign. Even if they are spesking a specific form of Elvish, eves can usudly
understand most of what isbeing said in another diaect; pronunciation and usage
of some of the words may be different, but Elvish is bascdly Elvish.

Infravison. The range of the subrace's infravison.

Special Advantages. Ahilities of a given subrace that set them gpart from others.
Special Disadvantages. The disadvantages of a subrace that offset its advantages.
Additional Experience Cost. The pendty for playing anaturaly powerful
subrace. Because certain subraces have a number of advantages that other
subraces do not, they must work harder to become better in their chosen
professons. Experience adjustments for high ability scores cannot be taken by
races with additional experience cods.

A +10% experience cost means that a character of that subrace must earn an
additional 10% of experience points normally required to increase in levels. Multiclass
characters must gain the necessary points per level plus an additional 10% for each class.
Aswith any multidassed PCs, they may advance in one level while remaining fixed in
another.

Aquatic EIf

Ability Score Adjustments: Aquetic dves, because they need the ability to move
quickly underwater, gain +1 to their Dexterity. However, Snce their underseaworld is
fundamentally one-dimensiond, they suffer a—1 pendty to Intelligence.

TABLE 5. AQUATIC ELF ABILITY SCORES

Ability Minimum Maximum
Strength 3 18
Dexterity 6 19
Conditution 8 18
Intelligence 7 17
Wisdom 3 18
Charisma 8 18

L anguages. Aquetic Elvish, kuo-toa, sahuagin, dolphin, merman, abovesea common,
undersea common.

Infravison: 360 feet.

Special Advantages. Aquatic eves have gill ditstha engble them to filter air from
water. Impure water, like fouled air for surface dwellers, is difficult for them to breathe.

Special Disadvantages: These elves cannot be out of water for extended periods
because their gill dits close when exposed to air. This offsets their underweter bregthing
ability.



They do not gain a +1 to attack rolls with bows. Since bows are ineffective
underwater, they have had no chance to learn the intricacies of these wegpons. Only an
elf who has traveled to the upper lands may learn the use of the bow, and even then this
does not gain the bonus conferred by alifetime of practice.

Additional Experience Cost: None.

Drow

Ability Score Adjusgments. Drow are extraordinarily dexterous and intelligent. They
gain abonus of +2 to Dexterity and a+1 to Intelligence. However, their persondities can
be described as grating at best (dthough not usudly to their faces), and they have the
typica df Congtitution. Thus, they have a—2 pendty to Charisma and a—1 to their initid
Condtitution scores.

TABLE 6: DROW ABILITY SCORES

Ability Minimum Maximum
Strength 3 18
Dexterity 8 20
Condiitution 7 17
Intelligence 9 19
Wisdom 3 18
Charisma 6 16

L anguages: Drow Elvish, Elvish, duergar, svirfneblin, deep dwarf, illithid,
undercommon, Sign language, kuo-toa, bugbear, orcish.

Infravison: 90 feet.

Special Advantages. Once per day, al drow can use the spdls dancing lights, faerie
fire, and darkness. They achieve this through force of will, rather than spell components.
A 4th-level drow can cast levitate, know alignment, and detect magic once per day. In
addition, drow priests can cast clairvoyance, detect lie, suggestion, and dispel magic once
aday.

At the art, drow are 50% magic resstant, and every leve they rise increases the
resistance by 2% (to a maximum of 80%). Multiclassed drow use the higher leve to
determine this bonus.

In addition to their high magic resistance, drow aso receive a+2 bonus on dl saves
involving magic. Thisincludes those devices that emit magical effects or are powered by
magic. This magic resistance does not hamper ther ability to use magic themsalves,
however.

Special Disadvantages: The mgor disadvantage of the drow is their inability to see
in bright light. Any light greeter than that of torches or continual light spdls (induding
bright sunlight) will blind them and severdly affect their ability to fight. Wan light, like
that of alight spell, does not trigger this disadvantage.

Bright light causes the drow to suffer, temporarily, —2 to Dexterity. Attack rolls are
made a a—2 pendty, and opponents gain a+2 save againg drow spdlsif they are within
the light. When adrow isin darkness and his opponents are in the light, he retains his



Dexterity and surprise advantages but il suffers a pendty on attack rolls.

If the drow spends more than two weeks away from the subterranean caverns of the
Underdark, the special advantages fade at the rate of one power aday. This starts from
the mogt innate spdllcasting and works down to the least powerful. Thus, adrow priest
would first lose dispel magic, followed by suggestion, clairvoyance, and detect lie. Drow
magic resstanceislost at arate of 10% per day. This process can be hated and the
powers regained if the drow returns to the Underdark and spends one day there for each
week spent aboveground.

Findly, dl other eves hate the drow, and reactions to them are with at least a—4
pendty. This modifier is cumulative to any kits the drow player might be using. Only
after aparticular ef comes to accept a particular drow as a friend, does this pendty
disappear.

Additional Experience Cost: 20%.

Grey EIf

Ability Score Adjustments. Grey dves are the mogt intdlligent of dl the dvesand
are more dexterous than most. They receive a+2 bonusto Intelligence and a+1 to
Dexterity. However, because they spend so much time studying, their physiqueisfrail.
They have a pendty of —2 to Condtitution and a—1 to Strength.

TABLE 7: GREY ELF ABILITY SCORES

Ability Minimum Maximum
Strength 3 17
Dexterity 7 19
Conditution 5 16
Intdlligence 8 20
Wisdom 3 18
Charisma 8 18

L anguages. Grey Elvish and dl other languages requiring Soeech or gestures. Since
grey dves spend so much time in ther libraries and with their sages, they can learn
virtudly any language they desire.

Infravison: 60 feet.

Special Advantages: Grey eves have unlimited access to their own libraries and
sages. Any information the grey ef council determinesto be good for the ef race may be
furnished to grey df PCsfor a chegper price than they would find elseawhere. Thisis
purely discretionary on the part of the DM and should be played accordingly.

Special Disadvantages: Because of their haughtiness and arrogance, grey elves
receive a—3 on dl reaction adjustments when dealing with non-elves. Their disdain,
whether intentiond or not, communicates itsdf to others and leads to very poor relations.

With other eves, grey eves suffer a—1 on reaction adjustments. This adjustment
reflects their irritating and condescending attitude, even toward other elves. With other
grey elves, of course, thereis no reaction adjustment.

Additional Experience Cost: 15%.



Half-Elf

Hdf-elves, as noted earlier, are not truly a subrace of elves. They have no
adjustments or advantages and disadvantages to note here, dthough a DM may wish to
make an exception in special cases.
High EIf

Ability Score Adjustments: The most common type of df, the high df has only the
standard ability adjustments, which are a+1 to Dexterity and a—1 to Condtitution.

TABLE 8 HIGH ELF ABILITY SCORES

Ability Minimum Maximum
Strength 3 18
Dexterity 6 19
Conditution 7 17
Intelligence 8 18
Wisdom 3 18
Charisma 8 18

L anguages. High Elvish, other forms of Elvish, dwarvish, gnomish, hdfling,
common, orcish, hobgohblin, and goblin.

Infravison: 60 feet.

Special Advantages: None.

Special Disadvantages: None.

Additional Experience Cost: None.

Sylvan EIf
Ability Score Adjustments: Because their lives are spent in constant exertion, wood
elves are stronger than other elves. However, they are less sociable because of thelr

upbringing. They have bonuses of +1 to Strength and Dexterity and penalties of —1 to
Condtitution and Charisma.

TABLE 9: SYLVAN ELF ABILITY SCORES

Ability Minimum Maximum
Strength 6 19
Dexterity 6 19
Conditution 7 17
Intelligence 8 18
Wisdom 3 18
Charisma 7 17



L anguages. Sylvan Elvish, High Elvish, centaur, pixie, dryad, treant, and other
woodland creatures. Wood dves only rarely learn common; they are trying to keep
humans and others away from their woods, and they think learning those languages
would just encourage visitors to their realm.

Infravison: 60 feet.

Special Advantages: Sylvan eves have an indtinctive, natural connection to the land.
Their skillsin dedling with the woodland are surpassed only by rangers, whose bonds
with the forests are legendary.

Sylvan eves easly befriend naturd woodland crestures. Unlike rangers, however,
wood elves can only perform thistrick with woodland creatures; against a desert lion,
they must be as careful as any other being.

With the natura creatures of the woodlands, the wood elves power is especidly
useful. Unlessthe animd is dready hodtile, sylvan dves can automaticaly shift its
reaction by two categories. This ability gpplies only to natural forest creatures. It isnot a
charm spell and cannot be used to enthrall creatures of the forest. Creatures friendly to
the df will not accompany him unless persuaded somehow. The ability does not work on
mongters.

Special Disadvantages: Because of thar primitive lifestyle, wood elves have no
gpecid abilities with secret doors. They have no experience with this sort of door and do
not gain the typica bonus for finding them.

Above dl, wood eves never try to leave their forests. They withdrew into the woods
to escape the outer world, and whenever they leave they rediscover why they withdrew in
the firs place. Wood eves take adim view of those who try to forcibly remove them.

In generd, wood dves are unfriendly and unhelpful. Any wood ef PC who isfriendly
to people he or she has just met (within the past five years or so) should be docked
experience points for bad role-playing.

Finaly, wood elves have an averson to most settings that are not of the woods. They
hate the sea (dthough they can trave on lakes) and will not willingly board a seegoing
ship. They hate the underground and become claustrophobic beneath the soil.

These eves are even worse in the cities and lands of other races, including those of
other dves. Sylvan elves regard cities as a perversion. They cannot deal with technology
and cvilization, for it was civilization thet drove the wood dves into their isolation.

Additional Experience Cost: None.

Elf PC Kits

Kits are optional additions to the campaign, alowing a player to add detall to hisor her
PC. These kits are collections of various abilities and disadvantages that can help aplayer
better define his or her character.

Mog of these kits are uniquely even; dthough other races may have smilar kits, the
kitsin this book are for dves only. The kitsin the other Complete Player's Handbook
seriesare dso avallable for evesto take, unless explicitly stated otherwise.

Before usng one of these kits, a player must first generate the character'sinitia
datistics. Firdt, roll ability scores and choose an df subrace, an dignment, and a class.
Then, choose the kit that's most appedling and assign proficiencies, money, equipment,
and other details.



Once aplayer has chosen aparticular kit for a PC, he or she cannot exchange it for a
new one. Neither can a character have two kits. It isonly possible to have one kit a a
time.

If characters want to abandon a kit for any reason, they cannot select anew one, for
the kit describes their development and growth. These PCs can abandon the kit's
hindrances, but they aso loses any benefits as well.

Characters can only use akit that is pecific to their class. That is, warriors may take
one of the warrior kits, but cannot use the warrior/mage kits. Multiclass characters choose
kitsthat are part of their class. For example, a mage/thief can use a mage kit, athief kit,
or amage/thief kit. A warrior or awarrior/thief kit could not be selected, however,
because they contain dements that are totaly foreign to that character.

In addition, dthough a player might want a multiclass character to specidizeina
wegpon, thisis not possible. While some of the kits may echo weapon specidization, no
onewho is not a pure fighter can have a wegpon specidization—including rangers.

Each kit presented in this chapter is made up of twelve different parts. Thefirst isa
generd description of the kit and the requirements of entry into that kit. Any who do not
meet the requirements cannot take the kit for their character—No Exceptions! The
remaning eeven pats are asfollows.

- Role. Thisistherole of the PC in generd and in elven society in particular. Note
that the excluson of either mae or female pronouns does not mean the kit is
restricted to gender. All kits are available to both sexes.

Secondary Skills. If acampaign does not use the proficiency rules, the character
must take his secondary skills from this section rather than randomly ralling for
them.

Weapon Proficiencies. These are the weapon proficiencies required of the df to
fill the dots available. Usudly, not dl of these dotswill befilled by the required
weapons, leaving some degree of choice. Please note that weapon proficiencies
are not bonus proficiencies unless specified as such. Most are smply required, not
actua bonuses.

Bonus Nonweapon Proficiencies. Most kits provide some nonweapon
proficiencies. These are free—even if they belong to other character classes.
Note: All civilized eves know Reading/Writing.

Recommended Nonweapon Pr oficiencies. These nonwegpon proficiencies are
recommended, but are not bonus dots. If an df character wishes to take one of
these proficiencies, he must pay the full cost of the proficiency. Again, these are
recommended to maintain kit flavor, but are not required.

Equipment. Thisisalist of equipment that the kit typicaly uses. Some kits use
gpecid equipment, while others require thet their users refrain from using certain
items.

Distinctive Appear ance. Asif dveswere not digtinctive enough, certain kits
accentuate appearance. They make the character easily recognizable as acertain
type.

Special Benefits. Mogt of the kits alow certain privileges to their users.

Special Hindrances. To counterbaance the benefits recaived from these kits,
most kits aso have some specific hindrances.

Wealth Options. Thisisthe limit on how much money a PC recelves when



created and how wedlth gained must be spent.

Suggested EIf Subraces. Although any df subrace can take any of the kits listed
below, certain elf subraces are more likely to take some kits than others. This
provides clues for the sdection of kits by the various subraces.

Priest Kit

Although dl races daim a specid connection with their gods, the dven clam has,

perhaps, the greatest truth. They sprang from the blood of Corellon Larethian, united with
the tears of Sehanine Moonbow, and mingled with the soil of the very earth. The

specidty priests of the elven gods hold specia powers and even ordinary even priests are
foes to be feared.

HERBALIST
Even when these priests have run out of hedling spells, they are not usdless as hedlers.
The df Herbalist can soothe fevers and mend wounds with the utmost ability and speed.
- Role. Each Herbdigt must choose aterrain in which to be proficient. His or her
abilities are not nearly as effective outsde this terrain.

Secondary Skills. Farmer, Forester.

Weapon Proficiencies. Bonus. Sickle. Recommended: Blunt insruments, long

bow, lasso, net.

Bonus Nonweapon Proficiencies. Heding and Herbdism.

Recommended Nonweapon Proficiencies. Fire-Building, Religion, Rope Usg,

Weaving.

Equipment. Asde from vids and preservatives, the Herbdist carries the same

equipment as anyone ese.

Distinctive Appearance. Herbdists are notable only for their lack of adigtinctive

gppearance. They seem to be unassuming and scholarly fellows, unprepossessing

in nature and dedicated to their art.

Special Ben€fits. If in ther chosen terrain, Herbdists function nearly perfectly.

They can restore 1d4 points of damage to awounded cregture if they can reach it

within four rounds after being wounded. Under the Herbdist's ministrations, the

cresture will recover twice as fast than it normaly would (see the Player's

Handbook, p. 59).

Herbalists are very knowledgesble about the various herbs found in their domains.
They can locate even the hard-to-find ones, dthough that might take some
searching. Ther herb lore is unsurpassed, except by druids.

A Herbaig can, a 5th level, identify plants and pure water without error, so long
astheitemsarewithin his chosen terrain. This makes the Herbalist's task
much easier and meansthat thereislittle chance of inadvertently poisoning a
friend.

Findly, Herbdigs can add anew terrain every five levels. That is, if they have
traveled far enough outsde their own terrains that the DM fedsthey warrant an
additiond terrain, they may take one. The new terrain confersdl the abilities
mentioned above, dthough they must again work through five levels before they can
identify its plants without error.



Special Hindrances. Herbdigs are highly trained within their own field.

Unfortunatdly, when they venture beyond that field, they may make mistakes.

When outside their chosen terrain and attempting to hedl a friend nonmagicaly,

Herbaists mugt make an Herbdism proficiency check at —2. Failure indicates the

possibility of having picked a poisonous plant (25% chance).

Herbaists may never brew poison. Although they have the knowledge necessary
to do 0, they fed that their kills are better suited for hegling than for killing.
The only time they will experiment with poison isto test antidotes agang it. Any
Herbaist who brews poisons for use againgt othersloses dl the abilitiesin thiskit.

Wealth Options. The Herbalist begins with 30 to 180 (3d6x10) gp. There are no

restrictions on how the money may be spent.

Suggested EIf Subraces. Aquaic f, high df, sylvan df.

Warrior Kits

Many of the less scholagticaly inclined elves lean toward the warrior way of life. They
are the protectors and guardians of elven society, and play avitd role advancing even
interests.

ARCHER
The Archer isthe epitome of ven skill with the bow. If there isa difficult shot to make,
she will make it. Whether the target can only be reached by firing through high winds or
|stotdly concedled, the Archer is confident of her ability to make the shot.
Role. The Archer easly fitsin as aborder guard for ef towns. She's dso excellent
for making her own way as an adventurer. Her skill with abow is highly prized
anywhere,
Secondary Skills. Bowyer/Fletcher.
W eapon Proficiencies. Bonus: Two proficiency dotswith long or short bow.
Recommended: Continued specidization with wegpon, proficiency with another
type of bow.
Bonus Nonweapon Pr oficiencies. Bowyer/Hetcher, Hunting.
Recommended Nonweapon Proficiencies. Anima Lore, Endurance, Fire-
Building, Jumping, Running, Surviva, Tracking.
Equipment. The Archer carries whatever other equipment she deems necessary.
Distinctive Appear ance. Archers have no distinctive appearance, aside from
their trademark bows, which gleam with polish and loving care.
Special Benefits. The Archer is an expert with her style of bow. In combat, the
Archer may eect to do one of two things. She may ether fire faster than most are
able to, or she may use a bonus on trick shots.
If she dectsto fire fagter, she may take an extra shot every two rounds. That
means the rate of fire becomes 5/2, rather than the usud 2/1. This ill
includes her movement. If she chooses to stand il and fire, she may increase
her rate of fire to 3/1; however, this enables enemy archers to target her more easly.
If she eectsto go with trick shots, she not only gains the usud bonus for
gpecidization and high Dexterity, she aso gainsa+1 to each shot for every
four experience levels.



If the Archer keeps and cares for abow for more than a month and keeps her
arrows sharpened to akeen edge, she may cause 1 hp of additionad damage
when using these items. If using a different bow or new arrows, she does
not gain the bonus. It can only be used with familiar, well-cared-for equipment.

Special Hindrances. The Archer islimited in her choice of melee wegpons, Snce

she disdains them so much. She may choose only along sword, short sword, and

dagger. Even then, the Archer has a—1 pendlty to attack rolls when using one of
these wegpons because she is unfamiliar with anything but the flight of an arrow.

Later weapon proficiencies may be devoted to other weapons, but the Archer will
never gain a bonus to attack rolls with these wegpons, despite any Strength or
proficiency bonus. Thisincludes losng the normd even +1 to attack rolls
with the long or short sword.

The Archer must dways be concerned about the quaity of her bow and arrows. If
any are faulty, she mugt repair them or replace them with equipment of
higher qudity. She can never use missle equipment of inferior quality—
except when in mortal danger or when necessary for the success of amission.

- Wealth Options. The Archer starts with 50 to 200 (5d4x10) gp and must buy her
bow at 150% of the norma cogt. This reflects the high qudity and fine
workmanship of the bow. She may use the rest of the money as she wishesto
outfit hersdlf.

Suggested EIf Subraces. Grey df, high df, sylvan df.

WILDERNESS RUNNER
There are rangers, and then there are rangers. Elves are uniquely connected with the
rhythms of the forests, some more deeply than others. Only those who have chosen to
become rangers may eect to become more fully part of the forest. They are caled
Wilderness Runners.
Role. Wilderness Runners have cast aside the trappings of even elven society to
serve the needs of the wood. Although they till respect and serve their own
society, they take no part in itsfunctions. They may serve as scouts or advance
guards for df dties but they will not willingly enter civilization.
If the Wilderness Runner isahigh df, heisfar less civilized than his brethren and
demongtrates the tendencies of gylvan eves.
Secondary Skills. Trapper/Furrier.
Weapon Proficiencies. Bonus: Quarterstaff, long bow. Recommended: Two-
handed style, dagger, organic weapons.
Bonus Nonweapon Pr oficiencies. Endurance, Running, Set Snares.
Recommended Nonweapon Proficiencies. Fire-Building, Fshing, Hunting,
Mountaineering, Surviva, Svimming.
Equipment. The Wilderness Runner is notable for his lack of encumbrance. He
travels light whenever possible, preferring to own distance rather than materia
goods.
Digtinctive Appear ance. Wilderness Runners never wear "civilized" clothes,
preferring instead to dressin leather. They dso tend to bathe only while
swimming or if caught in adownpour. They do not care for the petty habits and
concerns of city folk.



Special Benefits. Wilderness Runners, like al rangers, gain the Tracking

proficiency. However, because of their proximity to the land, they gain a+2

bonus and are usudly far better trackers than their cousins.

Because of their congtant exposure to the dements, they have inured themsdves
to dl but the most extreme temperatures. Unlessthe air is below 32 degrees F
or above 100 degrees F, Wilderness Runnersfed nothing. The vaiaionin
temperature is merely a pleasant change.

Runners can use the Set Snares proficiency to entrap people as can thieves. Their

understanding of the waysto lure people and animalsinto these trapsisrarely
exceeded.

Wilderness Runners never run out of equipment. Although they carry very little
and need even less, they can fashion wespons and other working gear from

organic materias with astounding speed. While their work may seem crude, it
isfunctiond and works as well as, or better than, much of the equipment
manufactured by civilized folk.

Special Hindrances. Wilderness Runners are acutely uncomfortablein

civilization. Their need for fresh air and the freedom of the forest overwhems

them within one day unless they can make a Wisdom check a —4. Past the second
day, they cannot remain within walls and must wait outside for their companions.

Likewise, they find it difficult to remain within dungeons, crypts, or other
unnatura cavernsfor long. If acaveis naturd, Wilderness Runners will be
able to remain ingde without having to make a Wisdom check. Even then, they

do retain their claustrophobia and long for the open air.

Wilderness Runners never use mounts. For one thing, mounts cannot move
through the forests quickly enough for them. For another, the Runners
repect animals too much to abuse them in such afashion.

Wilderness Runners are greeted with some contempt by civilized eves who,
athough they respect the abilities of the Wilderness Runners, sneer at their
"backward" ways. Most civilized dvesreact at a—2 to Wilderness Runners. They

will not be overtly hogtile, but they will be unfriendly to any unwashed eves. Sylvan
elves and their dlies, however, will react to their unwashed Wilderness
Runner cousinsat a +2.
- Wealth Options. Wilderness Runners start with 3 to 30 (3d10) gp. They must
create the rest of their gear from natural sources. They scoff at material weslth
and are unlikely to have more than 10 or 20 gp at any time.
Suggested EIf Subraces. High df, sylvan df.

WINDRIDER
Few mounted cavdry are as glamorous and exciting as the Windriders. The elite of the
ef forces, they are greatly envied by common elves and greetly feared by foes.
Role. The Windrider isthe knight of the ar, defending df lands against aerid
attacks. In times of war, they are both shock troops and scouts.

The DM may not wish to dlow Windriders in a campaign, for they vadtly increase the
scope of a PC's operations. Then, too, the Windrider's mount may very well make alow-
level PC far more powerful than he or she ought to be. It is recommended that DMs
thoroughly familiarize themsdves with Windriders before dlowing them into a



campaign.
- Secondary Skills. Groom.

Weapon Proficiencies. Bonus. Lance (Light, Medium, or Heavy—one only).

Recommended: Short bow, flal, long sword.

Bonus Nonweapon Proficiencies. Air-Based Riding, Anima Handling (for

mount's species only), Anima Training (for mount's species only).

Recommended Nonweapon Proficiencies. Astrology, Navigation, Direction

Sense, Weather Sense.

Equipment. Windriders must, of course, keep saddles and food for their mounts.

Otherwise, Windriders are free to carry what they will if their mount can bear the

burden.

Distinctive Appear ance. When separated from their beloved mounts, Windriders

do not appear much different from ordinary eves. They may be more haughty,

but otherwise they gppear as normal elves.

Special Benefits. The Windrider is one of the few kits where players receive no

benefits until reaching high levels. Likewise, they do not suffer the hindrances

until they have reached thislevd, which istypicaly 4th to 6th levd, dthough it

can be later (or eaxlier, if the character is epecidly worthy). Those aspiring to be

Windriders must prove themselves worthy of this kit before actudly being

dlowed entrance. They may not have a kit before becoming a Windrider.

Although they do not gain many benefits, the qudity of their benefitsis enough
for the Windrider. First isthe reaction bonus they receive from members of
the higher dlasses in both even and human society. When they are traveling with

their mounts, Windriders gain a +2 reaction bonus when deding with them.

A more important benefit, however, is the mount. When admitted to the ranks of
the Windriders, characters receive intengve training with a mount of the
species avalable. They are effectively out of commission for one year while

learning to be a Windrider. After that time they are full Windriders, and they gaina

winged mount from one of the following races: griffon, hippogriff, or
pegasus.

Their choice of mount confers no other pecid ability except the ability to
communicate, in avery basic fashion, with the members of the mount's species.

They a0 gain the mobility of flight and a companion who is prepared to defend

them with itslife.

- Special Hindrances. While they are respected by the higher socid classesin
elven society, Windriders are the object of greeat jeal ousy—sometimes even
hatred—from the lower classes. Their arrogant manner and disregard for beings of
alower socid gtatus earn them the enmity of the lower classes. They suffer a—3
pendty to their reaction rolls when deding with these folk.

Though able to strike awe into their hearts, Windriders can dso earn the enmity of
humans. After theinitid awe has worn away, Windriders suffer a—3 pendty
for reactions from lower-class humans.

If hisanimd dies, the Windrider is temporarily without the benefits of this kit.
Although he may eventudly regain a mount, the loss is such that it causes
him to suffer dl of the hindrances without gaining any of the benefits of this kit.

Themgor hindrance of the kit is aso the mgor benefit. The Windrider must



aways be concerned with the welfare of his mount, for he would not be a
Windrider without it. Constantly worrying about one€'s mount is the chief
occupatl ond hazard of the Windrider.
Wealth Options. The Windrider begins with 60 to 240 (6d4x10) gp and can
gpend these as he pleases. However, he must ensure the care of his mount by
finding it food and shelter or ese lose the benfits of the kit when the anima flees
its magter to take care of itsdlf.
Suggested EIf Subraces. Grey df, high df, sylvan df.

Mage/Thief Kits

Although they are not exactly common, ef mege'thieves have their own nichein even
society. Their magica abilities dlow them to enter places normally denied to mere
thieves, and their skillswith physical objects can often spell the difference between life
and desth for many who depend on them.

ELVEN MINSTREL

Although not actualy a mage'thief, the even mingrd kit thet originaly appeared in The
Complete Bard's Handbook has characteristics of both classes. In the interest of
conserving space, it is not reprinted here. This df version of the bard does exist for those
who have been yearning to play just such a character.

SPELLFILCHER
This mage/thief is adept at breaking into wizard's domiciles to purloin magica goods,
particularly spellbooks and rare spell components. Through a strange inner taent, the
spellfllcher has an amazing &bility.
Role. When thereisamagical trap to be disarmed or magica treasure to be
gotten, the Spellfilcher isthe oneto do it. Trained from her early years, the
Spdlfilcher uses an innate magica ability to locate and disarm trgps that would
victimize another.
Secondary Skills. Jeweler, Scribe.
W eapon Proficiencies. Bonus: None. Recommended: Short bow, dagger, darts,
short sword.
Bonus Nonweapon Proficiencies. Appraisng, Spdlcraft, Tightrope Waking.
Recommended Nonweapon Pr oficiencies. Disguise, Gaming, Gem Cutting,
Jumping, Rope Use, Tumbling.
Equipment. The Spdlfilcher dways carries a least aminima set of lockpicks
and usually afull housebreaker's harness.
Distinctive Appear ance. Spdlfilchers, by their very nature, do not want a
digtinctive gppearance. They go out of their way to make themsdves ook like
average dves, deiberately ridding themselves of any identifying habits.
Special Benefits. The Spellfilcher isa gpecia breed, sdected from birth to bea
mage/thief because of an exceptiond inborn taent. Thistaent, which can only be
nurtured by the Spellfilcher Guilds, dlows the Spdllfilcher to detect magic once
per day, per experience leve. Infant elves are tested for their latent sengtivity to
magic, something which only the magters of the Spdllfilching Guilds can



determine. If the infant shows promise, sheis taken from her parents (with their

permisson) and the talent is nurtured into a usable skill.

The Spdlfilcher learnsto identify and circumvent magica trgps. Although they
cannot remove these trgps without a dispel magic spel or amilar item, they can
often get around them long enough to remove the items these wards were

protecting. Thus, Spellfilchers gain a+5% chance to Find/Remove Traps of amagica

nature. This chance increases by +5% every four levels. They do not actudly
remove the traps but disarm them for 1d4 rounds, +1 round per three levels,
which should be enough for them to retrieve the item they seek.

- Special Hindrances. The Spdlfilcher'sfirg loyaty must dways be to her guild.
The guild demands totd compliance withitsrules, for it servesthe df raceinits
own way and demands that its members do so as well. Unfortunatdly, this service
occasonaly requires that the Spdllfilcher be caled away from whatever she may
wish to do. If the Spdllfilcher failsto heed the call, the wrath of the powerful guild

descends upon her head.
The Spdlfilcher's Guild will not, on the other hand, call a Spdllfilcher away from
amisson of direimportance to the df race or amission that the Spdlfilcher

clamsisof extreme importance. Since Spellfilchers operate on an honor system,
they trust her. If, however, too many excuses keep her from her duties, the Guild has

aright to demand cooperation and will not tolerate excuses.
To help keep discipling, the Spdllfilcher must ask permission of the guildmaster
before leaving on adventures. Depending on the Spdllfilcher's past record

and loyalty to the guild, the guildmaster may agree or disagree.

The Spdlfilcher character has a hard time dedling with nornelf mages. Once they
discover who sheis and what she does for aliving, they smply do not trust
her near their precious spellbooks and vaued items. EIf mages trust

Spdfilchers, for they know that the Spellfilcher does it for the good of the race and

would not harm an df wizard. Other wizards, however, are not so sure of
this. For thisreason, Spellfilchers take greet pains to disguise themselves and
their intentions.

Spdlfilchers dso take great pains to disguise themsaves because they are hunted
by both vengeful wizards and greedy thieves. The wizards desire the return
of their property and perhaps revenge on the one audacious enough to Sed
from them.

Conniving thieves wish to find a Spdlfilcher to either recruit her into their guild
or to get her to work for them. Failing that, they want to discover the secret

to the Spdllfilcher's success and to exploit that secret. They will not accept the
fact that hersis aninborn talent. Thieves can make a Spellfilcher'slife chaosif sheis
discovered by their guild.
Wealth Options. Spdllfilchers receive 30 to 90 (2d4+1x10) gp, which can be
gpent as the Spellfilcher desires. There are no limits, but it is suggested that they
purchase thieves toals.
Suggested Elven Subraces. Aquatic df, drow, grey df, high df.

Fighter/Mage Kits



Combining the offensive physica power of the warrior and the intelligence and magica
abilities of the mage, these are truly fearsome fighters. They have knowledge—not only
of strategy and tactics—but of magica theory and offense. They are vitd to the eves.

It isimportant to note that fighter/mages can cast spells only when unarmored or clad
in dvenmade or magicd armor. All other armor is too unresponsive to the ways of magic
for magic to flow through it properly.

BLADESINGER

Of theroving elves, there are few as deadly asthe Bladesinger. They are masters of their
wegpons and have spent their livesin the study of their chosen wegpons. They have aso
learned to cast spells while engaged in combat, and thus they double their might.

To be aBladesinger, a character needs at least a 13 Strength and Congtitution, as well
asa 15 Dexterity and Intelligence.

Role. While some characters may stay a home to defend the elven way,

Bladesingers go out and actively promoteit. They do this by seeking out their

race's foes and diminating them, either through words or actions. Acting as both

diplomats and one-df armies, they insure the safety of the df race.

Secondary Skills. Hunter, Trader/Barterer, Trapper/Furrier.

Weapon Proficiencies. Bonus. None. Recommended: One-wegpon style for use

in combat and spdlls; two-handed style for use when spdls run out.

Bonus Nonweapon Proficiencies. Blind-Fghting, Dancing.

Recommended Nonweapon Proficiencies. Etiquette, Juggling, Singing,

Tumbling, Wesgponamithing.

Equipment. The Bladesinger is dways identifiable by his wegpon of choice.

Such an item is dways ornate and beautiful, enhancing the Bladesinger's

appearance in battle.

Digtinctive Appearance. Not only are they eadly identifiable by their wegpon of

choice and catlike grace, Bladesingers are decorated with their wegpon guild's

digtinctive tattoo. Each guild has a separate and unique tattoo depicting its style of
weapon through an anima representation. Long swords are often represented by
great cats such aslions or panthers, awhip would be shown as a gtriking snake,
and so forth.

Special Benefits. There are four specid benefits to the Bladesinger kit, as

follows

1. The Bladesinger chooses one wegpon and practices with it extensively, to the
excluson of mogt other wegpons. If  practice makes perfect, the Bladesingers are very
well practiced in their wegpon of choice—for they are virtualy perfect.

The poised steps of the bladesong (the act of attack by a Bladesinger) not only reveds
the Bladesinger to be a creature of beauty even during battle, but the steps dso carry
him into advantageous positions for either offense or defense. He can indinctively
grasp the flow of the battle around him, and his feet will carry him through the intricate
maneuversnecessary  to optimize his attack.

Such isthe intensve training of the Bladesinger that he gains an autometic +1 to
attack rollsaswell asa+1 for damage. Thisisin addition to the norma even +1
for use of the long or short sword (if applicable). Despite any additiond, further
training, thisis as high as the bonus can be.



2. Bladesingers receive a specid bonus when they wish to try an unusua maneuver
with their blade. Thisbonusis equd to +1 for every four levels the Bladesinger has
attained. The bonus only servesto cancel the pendties normaly applied for sucha
maneuver. All other pendties and bonuses ill apply.

EXAMPLE: Vilana Pyreen, a 5th-level Bladesinger proficient in the long sword,
attempts to disarm her opponent (a special maneuver). Normally, thisgivesher a +1 to
initiative and a —4 to attack rolls. Snce she is a 5th-level Bladesinger, however, her
bladesinging ability gains her a +1 on her disarm maneuver. Snce sheis an lf, she
gains an additional +1 because sheisusing her sword. Finally, shegainsa +1 for her
blade-singing ability with her sword. Her total isonly a—1 to disarm her foe. If she were
12th level, she would have a +1 on her disarming attack.

3. Bladesingers have been taught from an early age to grasp the flow of magic around
them and to turn it to their advantage. They can cast Spdls even whilein the front
lines. Although they cannot actudly attack while casting their pells, they may
defend themsalves againgt incoming melee attacks.

Ther defenseisequd to their level divided by 2, plus 1. All fractions are rounded
down. Thus, a 6th-levd Bladesinger gainsa+4 to AC (6th level/2=3+1=+4 AC).
The same goes for 7th-level Bladesingers (7/2=3.5 —5=3+1=+4 AC). This does not
apply to rear or missile attacks, for it is nearly impossible to defend againgt those while

casting aspdl.

Bladesingers have practiced the somatic portion of their spells well enough that
they may cast their spells one-handed, auffering only adight pendty. It adds +2 to
their casting times, making it eesier to disrupt their spdlls. Like any other spellcadter, if
they are hit they lose the concentration necessary for maintaining their spells; they lose
the spell. Ther spells  are, therefore, usudly of an offensive nature with very short
cadting times.

4. Thetraining is hard enough that only a 3rd-level Bladesinger can begin to teach
even the rudiments of the bladesong. If another ef wishesto learn the bladesong, he
must seek one of the magters of the blade. Bladesingers charge a high price for
sharing thar ills,

- Special Hindrances. To offset their gbilities, Bladesingers suffer some severe

pendties. Not only must they attempt to advance the cause of €vendom somehow

a dl times, they must dso lend ad to any €f in need. Unlessthe df is proven to

be an enemy of the dven way of life, the Bladesnger must sacrifice life and limb

to save that df'slife.

Of course, the Bladesinger is free to determine whether thereis, infact, an éf in
danger. Too many times other races have tried to diminate the Bladesinger
menace through illusion and trickery. The Bladesingers have grown wary and

have, unfortunately, dlowed fellow evesto perish while trying to determine the truth
of the threat. Thus, most Bladesingers carry at least one detect magic spdl in
order to avoid possible errors.

Bladesingers are so devoted to their chosen weapon that they can never learn
another one. Unlike other dlves, they do not gain a+1 to attack rolls with a bow.
With dl other weapons, they suffer a—1 penalty to attack rolls, even if they



have taken it as a proficiency. If they have not devoted the dot to learn the weapon, the
Bladesnger suffersthe ordinary nonproficiency in addition to the—1
pendty.

If the player isusng The Compl ete Fighter's Handbook, he may not alow his
character to specidize in wegpon groups. The Bladesinger focuseson asingle
wegpon only.

Bladesingers may wear no armor heavier than elven chain or studded legther.
Bulkier armor redtricts the Bladesingers movement enough that they have at
least a—2 pendty to attacksif they try to use their bladesinging ability while

wearing such armor. The pendty is greater for heavier armor, dthough thisis at the
DM's discretion.

Bladesingers rarely use weapons other than swords. With only rare exceptions,
they never learn two-handed fighting gyles. They may not use shields or
two-handed wegpons, for these interfere with the bladesong. Even when they

have run out of spells, Bladesingers will fight one-handed or with both hands on their
sngle handed wespon. To do otherwise negates al bladesinging bonuses.

Wealth Options. Bladesingers sart their adventuring lives with 30 to 180 gp

(3d6x10), and only one restriction: They must purchase their wegpon of choice.

Any monies |eft after buying their initia equipment must be returned to the

Bladesinger's Guild. Later in their adventures, they must take opportunities to

upgrade their weapons. Other than these redtrictions, they are free to do as they

wish with their money.

Suggested EIf Subraces. Grey df, high df.

WAR WIZARD
Although eves do not desire war, preferring ingead to live ther livesin peace and idyllic
happiness, they recognize that the world isfull of races hogtile to dves, dl of whom
would love to see them driven into the dirt. A War Wizard is one who has devoted her
life to defending againgt such attacks.
Role. The War Wizard is usudly the person in charge of defense for any given df
town. When thereis a problem with an enemy, the War Wizard isthe oneto call.
Even if not associated with atown, the War Wizard is an invauable asset to any
group that expects to face trouble. Simple grategic knowledge is her bread and
butter, but her expertise does not end there. She can work offengve
marvels physicaly, and her spellcasting skills are excdllent.
Secondary Skills. Scribe, Tactician.
Weapon Proficiencies. Bonus: Long bow, long sword. Recommended: Short
bow, short sword, weapon style specidization (from The Complete Fighter's
Handbook).
Bonus Nonweapon Proficiencies. Spelcraft, plus Engineering or Survival.
Recommended Nonweapon Proficiencies. Blind-Fighting, Heradry, Land-
Based Riding, Languages (Ancient or Modern), Set Snares, Weather Sense.
Equipment. A War Wizard can carry whatever equipment she likes.
Distinctive Appear ance. War Wizards have no digtinctive gppearance. They may
dress asthey please on their own time. However, they often have amilitary aura
When in amilitary capacity, they must wear auniform.



Special Benefits. The War Wizard, because of her knowledge of strategy, can
enable her sde to add +1 to their attack rolls for the duration of a battle. This
bonus gpplies only if al the following conditions are met: 1) The War Wizard hes
had a chance to survey the area and map it. 2) The War Wizard holds a strategy
meseting with &l who gain the +1 bonus. 3) All members of the War Wizard's Sde
who are to gain the bonus successfully make an Intelligence check that has been
modified by the difficulty of the ingtructions and changes in the terrain. Those
who fail do not gain the bonus, and they run the risk of destroying another team
member's bonus during battle. If these conditions are met, the War Wizard's Sde
gainsthe bonus. If any part isleft out or ignored, the bonus is negated.

The War Wizard is dlowed awegpon of choice. She gainsa+1 to attack rolls

with this wegpon, cumulative with all other applicable bonuses.
Shedso gansa"spel of choice" once every four leves. This el isusudly a
large-scale, offensive spdll or it may be ahandy defensve spdl. Only rardy

are they persona in scope and, even then, it must have some gpplicability to a

larger party. The spell can be of any level the War Wizard can cadt at the time she
chooses the spell. Thus, at the 4th level, aWar Wizard can choose spdlls of the
1t or 2nd leve. At the 8th level, she can choose spdlls of up to the 4th levd.

The chosen spdll is not abonus spell for the War Wizard. It must il be
memorized as would anorma spell. However, the spell can be either cast more
quickly, firing a a+1 to initiative, or force the opponent to takea—1 on his
save. For every four levels the War Wizard has practiced this spdll, she gainsa +1 bonus
to either side. For example, if a12th-levd War Wizard had chosen deep as
her spdll at the 4th leve, she would now gain ether +2 to initigtivewhen
casting it or would cause her opponentsto save at —2.

- Special Hindrances. The War Wizard is limited in her choice of wegpons.
Although awarrior/mage ordinarily receives the full gamut of wegpons, a War
Wizard may only take certain wegpons. Any of the norma wizard's wespons, any
blade, any bow, or alance may be chosen. The selection cannot extend beyond
these, however.

War Wizards have a Code of Conduct that they must abide by at dl times. Even
when they are gpart from their units, the code may never be broken. If itisand
they are discovered, they will be drummed from the unit. It is up to the DM

and the player to determine what the Code is for each unit, but it should fierce,

demanding, and redtrictive.

Findly, there are demands the unit will place on the War Wizard. She must
comply with these demands or lose her benefits. The unit will typicdly take
up about one month per year of the War Wizard's time.

Wealth Options. The War Wizard has 30 to 180 (3d6x10) gp initialy, which can

be spent however shelikes.

Suggested EIf Subraces. Drow, grey df, high df.

Fighter/Thief Kit

These are the toughest dves around (and the most quintessentidly even), for they rely on
kill rather than muscle. Although warrior/thieves may not be truly adept with any



wegpon, their thief skills more than make up for that. Fighter/thieves are very useful ina
campaign based more on subtlety than force.

HUNTSMAN
Although some cdl them bounty hunters, the Huntsmen know better. Their chief joy in
lifeisthe hunt, and they have trained themsdavesin the ways of life: fighting and stedith.

Role. A Huntsman is a home in both the city and the wilderness. Hisjob isto

track down errant wrongdoers and bring them to justice. He can be good, evil, or

neutra; he may ethicdly bring criminasto face the law or hunt them just for
money. Whether heis good or not good, his mativation is more the thrill of the
hunt than materid gain.

Secondary Skills. Trapper/Furrier.

Weapon Proficiencies. Bonus: Net. Recommended: Blowgun, long bow, lasso,

long sword.

Bonus Nonweapon Pr oficiencies. Hunting, Tracking.

Recommended Nonweapon Pr oficiencies. Blind- Fighting, Disguise, Endurance,

Intimidation, Juggling, Jumping, Running, Set Snares, Tumbling.

Equipment. The Huntsman, like the ranger, does nat like being heavily

encumbered. He carries only those things he cannot quickly and cheaply replace

and isusualy prepared to make the things that cannot be easily replaced. His
maost valuable piece of equipment is hismind.

Distinctive Appear ance. The Huntsman has no distinctive appearance.

Special Benefits. The Huntsman gains an automatic +10% to both his Move

Silently and Hide in Shadows sKills; this applies to both city and wilderness

settings. Because he has spent so much time learning stedlth, thisisin addition to

his regular modifiersfor high Dexterity and race.

The Huntsman aso takes a smdler pendty to his Tracking proficiency than other
nonrangers. His life has been spent in the hunt, and he therefore is more familiar
with the Sgns of the forest than many others.

- Special Hindrances. Although the Huntsman fetches those who need fetching, he
is not regarded wdll. Histrade isin flesh, and people didike his company. He
receives a—2 reaction penalty when dealing with good-digned people. In evil
society, they hate him, even if heisevil, because he and his kind are responsible
for the capture of friends and dlies. He receives a—2 pendty there aswell.

The Huntsman may never take the Read Languages ability available to most
thieves. His style of life does not require learning new languages and, indeed,
forces him to be congtantly on the move. He has not the time.

Wealth Options. The Huntsman begins play with 30 to 180 (3d6x10) gp. He can

spend this money however he wishes.

Suggested EIf Subraces. All.

Fighter/Mage/Thief Kits
The most eclectic of ef PCs, the warrior/mage/thief classis both the most free and the

mogt limited. While options are nearly limitless for these kits, it tekes alot of doing to get
there. But eves have much time on their hands, and they don't mind the "short" wait



required to reach these goals.

COLLECTOR

Occasondly, humans will come into possesson of items that either aren't theirs or are

too dangerous for these short-lived beings to have. The Collector is there to make sure

these things return to df hands.

The Collector must have a 13 Intelligence and 15 Charisma, for she must ded with

both esoteric knowledge and people.
Role. The Cdllector'srolein life isto retrieve things from dangerous places.
Whether thisitem is a stolen suit of even plate armor or an ancient, unearthed
artifact, the Collector will get it back. When humans seem in danger of destroying
things of beauty or of historica power, the Collector makes sure those objects are

Spirited away to safety.
The Collector is not only athief, but an archaeologist aswell. She uses dl her
classes killsto retrieve the items from wherever they lie, even deep beneath

the earth, then keeps them from the hands of the elves enemies,

Secondary SKills. Any. Artigt, Jaweder, and Historian/Sage are especidly

appropriate.

Weapon Proficiencies. Bonus. None. Recommended: Short bow, dagger, short

sword, whip, and smal wegpons that can fit into the tight places into which a

Collector must sometimes venture.

Bonus Nonweapon Proficiencies. Ancient History, Engineering.

Recommended Nonweapon Pr oficiencies. Appraisng, Artigic Ability, Gem

Cutting, Jumping, Modern Languages, Musica Instrument, Rope Use,

Stonemasonry, Tightrope Walking.

Equipment. The Collector is never far from her archaeological tools and burglary

equipment. Sheis prepared to dig in the earth, venture into a fortress, or swing

between two tal towers. Sheisready for nearly any eventudity in the quest of her
prize.

Digtinctive Appear ance. Although they might imagine they are sharply dressed,

Collectors are often rumpled and disheveled, more than likely covered with the

dust and muck of their most recent adventure. Though they may wear fashionable

clothing, Collectors smply cannot keep clothing neat and clean. There are dways
exceptions but, for the most part, Collectors appear musty and dirty.

Special Benefits. The Collector, because of her research into the histories of

artifacts and ancient civilizations, has a chance to know something about nearly

every important magic item on her world. If she can lay her hands on an object
and sudy it, she can atempt to identify it, much like the bard's ability.

Collectors have a 5% chance per two levels (that is, 5% at 1t to 2nd level, 10% at
3rd to 4th leve, and so forth) to identify an item's hitory, purpose, and
dignment (if it has one). The only idea a Collector has of an item's power lies

within the pages of the histories the Collector has read.

This chance increases (at the DM's discretion) if the Collector has accessto a
research facility with an extensve collection of books on magicd items and
artifacts. If not, there is no bonus. The Collector spends 1d3 days finding the
pertinent information.



Likewise, the Callector can find information leading to the discovery of such
magica items, which isthe main part of her job. If she spends aweek or more
in research, depending on the rarity of the item and the difficulty of finding it,

she can discover the generd areain which to begin her search.

The Collector is an expert a rumor gathering. By spending 10d100 gp and
meaking asuccessful Intelligence and Charisma check, the Collector can usudly
get alead on where an item lies. Sometimes the information received is as vague
asagenerd location; sometimesiit is as specific as the exact hiding place. Now dl the
Collector needsto dois to find away past al the protections. . . .

Fortunately, Collectors gain a+10% bonus to their Find/Remove Traps skill. It is
important to remember that finding atragp and removing atrap requires two
separate rolls. Because so many of the old places are fraught with peril, the

Coallectors have found this benefit to be of inestimable value.

Findly, Callectors are rather lucky eves. Once a day, they may +1 or —1 from one
of their ralls, if they desre. The modification may be to any ral, induding
attack rolls, damage rolls, saving throws, and so forth. It cannot be used in

character creation, nor can it be saved from day to day! The player must declare that a
modification is being used before therall is actudly made or the roll isvoid.

Special Hindrances. Although Collectors are, for the most part, decent people,

they receive a—2 reaction pendty. The pendty reflects their tendency to lecture,

forgetting that others do not share their passion for digging in the earth.

Far more hindering isthe fact that Collectors will never knowingly use a
magicaly charged item. They are éfraid that the use of such items might deplete
itslast charge; their purpose is to ensure the preservation of such items. They are

cautious around al other magical items unless certain they are not charged or are
heavily charged.

Furthermore, Collectors will never perform an action that is potentialy
destructive to amagicd item unlessit isthe only way to save their own lives and
the lives of their companions. Even then, they will hestate, agonizing over the

loss to the world.
Collectors even have a difficult time destroying sentient, earth- shaking artifacts of

utter evil. Although they know the atifact isirredeemably evil, they can barely

bring themsalves to destroy an item that has plagued the history of the world.
If she has been persuaded to diminate an item or after she has destroyed an item

to save alife, the Collector will go into a state of degp unhappiness, lasting for

a least aweek. During thistime, sheis not cgpable of intelligent discussion and

her saves and attack rollsare dl at —2. Note that this depression has abasis: If the

Collector destroys more than five items during her career or smply alows

five such items to be destroyed, she will lose dl of the benefits of thiskit.

Wealth Options. The Callector begins with 30 to 240 (3d8x10) gp. At least hdf
of this money must be spent on house-and |ock-bresking equipment and on
excavaing tools such as shovels and picks. The rest of the money can be spent as
the character desires.

Suggested EIf Subraces. Aquatic df, grey df, high df.

INFILTRATOR



The Infiltrator isthe very modd of an df scout. Whether in urban or wilderness
gtuations, the Infiltrator is the master of stedlth and disguise.

- Role. When dves need quick and rdiable information with a minimum of fuss,
they cdl on an Infiltrator. The Infiltrators motto is"If it's a secret, it'snot.”
Sometimes, the Infiltrator will gain information Smply for the sheer joy of
knowing it. Although thisis atypicdly dven trait, only the Infiltrators go to such
an extent to learn a secret.

Secondary Skills. Any.

Weapon Proficiencies. There are no bonus wegpon proficiencies for thiskit.

Bonus Nonweapon Proficiencies. Disguise, Forgery, Information Gathering,

Observation, Tightrope Walking.

Recommended Nonweapon Proficiencies. Ancient History, Etiquette, Modern

Language, Reading Lips.

Equipment. Every Infiltrator must have a good disguise kit. Otherwise, they are

free to choose whatever equipment they like.

Distinctive Appear ance. The only thing digtinctive about the appearance of an

Infiltrator is that he has no didtinctive appearance. Elves can, by word of mouith,

sometimes find out who the Infiltrators are, but only if the Infiltrator wishesto be

found.

Special Benefits. One of the specia benefits the Infiltrator receivesisthe large

number of bonus nonwegpon proficiencies. Please note that some of these appear

in The Complete Thief's Handbook. These al enable him to carry out hisjob more

effectively, and heis so practiced in these proficiencies that he gains a +1 bonus
when he uses one of them.

When an Infiltrator wishes to gppear as amember of another race, he can usualy
pass himsdf off asatdl dwarf or a short human with only a—4 pendty. This
bonus increases by +1 for every four levels the Infiltrator obtainsin his most

expendve class That is, it increases when he reaches 10,000 experience pointsin dl

three classes, making the Infiltrator a4th-leve fighter/4th-level mage/Sth
level thief. Note that this gpplies only to the bonus proficiencies given by the
kit; it doesn't gpply to ether the recommended or the character-chosen proficiencies.

The Infiltrator also gains a +10% bonus to the two thief skills of his choice. This
isaone-time only bonus and cannot be changed later in the Infiltrator's career.

- Special Hindrances. The Infiltrator pends so much time taking on the roles of
other people that he may begin to lose his own sense of identity. Even the reverie,
which ordinarily reinforces an df'sidentity, may not help prevent his sense of sdif

dipping avay.
Therefore, for each level an Infiltrator acquires, he loses 10% from his ordinary
resistance to charm-related and sleep gpells. This decreases his 90%

resistance downward, to aminimum of 30%. Thus, until the point when the 8th levd is
achieved, Infiltrators will lose 10% of their resstance a each level.
Such loss of sdf means thet the Infiltrator will never be as sure of himsdf asan

ordinary df, dthough his sense of sdf will dill be stronger than thet of a
human. Unless heis acting arole, the Infiltrator will be somewhat unsure of himsdf
and may question his own motives.

Wealth Options. The Infiltrator begins play with 40 to 140 (2d6+2 10) gp. This



money can be spent however desired.
Suggested EIf Subraces. Drow, high df, sylvan df.

A Kit for Any Class

Every df has the capability to achieve some of the same ends, dthough in different ways.
The following is a classwide kit that any df can take, regardless of profession, class, or
multiclass combination.

UNDEAD SLAYER

As dves|oathe the undead, it isonly logica that they develop methods to combet the
undead menace. Whether they stay behind to protect elf homes from ravening undead
hordes or actively seek out the unliving to destroy them in their foul nests, the Undeed
Slayers learn al they can about their wretched foes.

Role. The Undead Slayers are schooled in the ways of the undead, seeking to

destroy undead mongters wherever they can find them.

Secondary Skills. Any. Undead Sayers are drawn from dl lotsin life.

W eapon Proficiencies. Bonus: One bludgeoning wegpon of Medium size, aslong

asitisalowed by theinitid class. Recommended: A piercing or dashing weapon

to complement the bludgeoning weapon.

Bonus Nonweapon Pr oficiencies. Blind-fighting.

Recommended Nonweapon Proficiencies. Heding, Herbdism, Ancient Higtory,

Locd Higtory, Ancient Languages, Surviva.

Equipment. Every Undead Sayer carries the common items necessary for this

trade. Most of them carry backpacks containing at least amirror, two vidsof holy

water (if not more), severa sharpened stakes, holy symbols, tinder for torches,
and so forth. For weapons, if thelr class dlows, they carry at least two siver
wegpons, one each of piercing and bludgeoning type, aswdll as ordinary

weapons.

Distinctive Appear ance. Most Undead Sayers have a grim, determined |ook—

the result of the gridy nature of their work. These eves have logt the typica even

enjoyment of life, for they have become obsessed with death and the undead.

Special Benefits. Undead Sayers have chosen aparticular form of undead to

combat and have researched it thoroughly. They know every nuance and variation

between the various members of that species. For this reason, Undead Sayers, if
properly prepared, gain a +2 to attack rolls and to damage againgt their chosen
undeed foes.

Undead Sayers hunt the undead more easily than most. They know the signs of
undeed infestations and can trace them back to their sources. Their keen elven
senses are honed to detect the unnatura rhythms of undead, and they can
therefore find their lairs.

This does not mean that they can find a distant vampire's secret lair. Instead, by
listening to rumors and observing the loca phenomena, they can find the
genera areawhere the lair might be. Then they may search for the creature more

persondly.



Special Hindrances. Although they can fight other foes, the Sayers will never
turn down a chance to iminate an undead enemy. While this does not mean
charging blindly into battle, they will not hesitate to sacrifice their livesif it

means the undead will perish. They will never back away from the opportunity to

rid the world of these blasphemous creations, regardless of the cost to themselves.

Mindless undead are rather low on their list of priorities for destruction. Skeletons
and zombies do not arouse the hatred and loathing of the Undead Sayer as
much as sentient undead do. Anything with a mind raises the hackles and the
anger of the Undead Slayer.

Such isthe Undead Sayers devotion to their cause that they will plan waysto
destroy even those undead who have proved themsdlves friendly. Deding with a
good or neutrd lich, for example, isimpossible for an Undead Sayer. Smply
knowing of the existence of such an abomination is enough for this character to seek
waysto annihilateit.

Wealth Options. Undead Sayers sart out with the same amount of wedlth as any

other players within their class.

Undead Slayers must purchase at least two vials of holy water and aslver mirror
before buying any other equipment. For weapons, they usudly carry an edged
wegpon (if alowed) as wdl as a bludgeoning weapon. After they have

satisfied this minimum requirement, they may spend their money as they wish.
However, it is recommended that at least haf of their funds be spent on
equipment for locating and holding undeed at bay.

Suggested EIf Subraces. All.

Chapter 11: Elven Equipment

How and why feywine—that elixir to gladden the heart and encourage the soul of
every Elf—cameto be is a tale ancient in age. Some of you say it is merely mead, that
Human drink. You say it is nothing more than flowers and honey, left to ferment and age
in oak barrels. You are, in part, correct, but you know not the full story. Let me recount
for you the truth of feywine's origin.

The First Elves roamed the land, well pleased with all they saw and all that the gods
gave them. They had no need for sustenance then, those First Elves—no need for bread,
and meat, and fruits and vegetables that we now so much enjoy. These Elves had the
blood of gods burning bright in their veins. The tears of the Moon and the soil of the land
also coursed through their blood.

Little remains of those early years of our existence. Certainly there are no remnants
of the original vessels made by the Seldarine, which they created to house our spirits.
Those First Elves existed solely through the life-giving form provided by the Seldarine.
Then they joined with one another, and they begat children.

Although still nourished by the earth and the stars, these children were a step
removed from the gods. They had needs that could not wholly be satisfied by their fathers
and mothers. And the First Elves beseeched the gods, crying out as their children lay
dying, for they did not understand why. The Seldarine saw their creations sorrow, and
they were moved to act.

They asked the Moon to bless the land with her tears a second time, as she had when



Corellon Larethian fought in the Godswar, and she did. The tears fed the children of the
First Elves, and the children lived.

In time, the Elves learned to take nourishment from other sources, and they can now
survive without the gods' gift. But an EIf who is routinely deprived of feywine turnsinto
but a pale imitation of hisor her self . . . an Elf who haslost the soul of the gods.

—Firie Anani'Mahs, Keeper of
Feywine

Mogt of this equipment is available only to eves, for they are not willing to sell the best
of their ock to humans or dwarves. There are countless more items that the elves have
invented; the following ligt is only a sample of what they are cgpable.

The chapter contains beverages, wegpons, and other items elves find useful. Most
items have multiple uses, for the eves hate to restrict anything to but one purpose.

Finally, please note that few of these items are forged or constructed in greet
quantities. Elves believe in the unique qudities of each item and, unlike dwarves, do not
enjoy mass-producing anything, no matter how good it is.

Feywine

Thisis afermented mixture of crushed flowers, honey, and an ingredient that some clam
isdigtilled moonbeams. It is available only through eves, and most eves will not alow
members of other racesto drink it. The sole exception to this rule isthe race of haflings,
who appreciate dl good thingsin life. Humans become far too stuporous, and dwarves do
not appreciate the subtleties inherent in the taste, preferring instead to swill it. It Smply
does not affect them. Gnomes have their own variant, which they prefer, and they rarely
ask for feywine.

Although feywine lasts only two days when bottled away from fresh ar, some eves
carry it with them for such a period to use as a secret wegpon against unsuspecting foes.
While their enemies are degping off the effects, the elves can make good their escape.
Otherwise, dvesdrink it only when they are cdlebrating some victory or festiva.

Cost: Unavallable

Weight: Aswater

Elven Harp

These masterworks are highly prized in the musical communities of any culture. The
elven harp produces a clear, dulcet tone, unheard of in any non-elven crafted insgrument.

Not only does it produce a sound rivaed only by the gods of music, the dven hap is
abeauty to behold as wedll. Intricately carved, with attention paid to the smalest detall,
the even harp isadmost as beautiful to look a asit isto heer it.

There are severd different sizes of even harp. Some can be carried by adventuring
elves, while others are clearly intended only for stationary use. Whatever the Size, they
are well worth their cogt.

Cost: 500-2,500 gp

Weight: 10-100 Ibs.



Honey L eather

Honey leather isredly alight canvas used as protection againgt rain and dampness. Elves
useit for tents and to protect camping gear. Unfortunately, it doesn't offer much
protection againgt snags, and it tears easily. However, aslong asit is used only in camp,
itisafarly durable canvas. It is dso completely waterproof, and it is highly vaued
because of that.

Cost: 50 gp/sg. yard

Weight: 1 sg. yard=1/10 |b.

Sashling

This broad, billowing sash was the precursor and the inspiration for the girdle of many
pouches, for its seemingly small exterior hides a grest many interior pockets. Ten pockets
are sawn into the folds of the sashling, each capable of holding about a fourth of a pound.

The nature of the sashling is such thet, unless the item indde istoo bulky;, it will
concedl mogt of what the df iscarrying. It isthusided for carrying hidden coins, spell
components, or other easly concedlableitems.

For those who need to carry more supplies, many sashlings are made with hooks on
the outer Sde. This enables the wearer to hang pouches and other things from the outside
of the sashling aswell.

Cost: 10gp

Weight: 1 1b.

Thistledown

Thisisthe grayish materid from which cloaks of elvenkind are made. It isalight, downy
materid that does not snag on branches. Sinceit isafine qudity materid, it can easly be
enchanted with the spells that enable the elves to produce their woodswesr.

Cost: 100 gp/sq. yard

Weight: 1 sq. yard=1/10 Ib.

Elven Bow

During their years of experience, elves have found that often archers are attacked without
much chance to defend themselves. They have therefore created the even bow. It is
designed to fire with the same rate of fire and accuracy, and yet the elves can useit to
fend off attacks until they can defend themselves with a better weapon or spell.

The even bow is abeautiful piece of work, carved mostly from wood, and is highly
decorated and polished. To fully fulfill its function, the df crafters have dso given it
meta inlays. These enable the bow to be used as a parrying weapon until the elf can draw
amore suitable wegpon. Meanwhile, the ef's bow has not been damaged by the attack
and can be used again.

If used as an offensive weapon, the elven bow acts as a club, causing 1d6 pointsto S
or M-sized creatures, 1d3 to L-sized or larger creatures.



Cost: 150 gp
Weight: 8 1bs.

Arrows (Useful)

Aswith their bows, eves have found that the initid, smple designs are not dways what
is needed in a given Stuation. Sometimes, an arrow must be able to do more than smply
damage afoe. Therefore, they have designed the following arrows, each with a specific
purpose. These are certainly not the limit of the specific arrows that they have designed,
they are but asmall sample of specidties. Thelist here is merely arepresentation.

Cost: Vaiale

Weight: Vaiadle

Flare Arrow

Designed o that the archer may be more easily found or so that a distraction for enemies
can be created, the flare arrow produces an intensdly bright light in the skies, visible for
long distances on clear nights.

The arrowhead is a specia detachable piece. It houses a smdl ar-catching device that
dowsthe arrow on its descent, dlowing it to drift to the earth instead of plummeting. The
interior of the arrow isfilled with a dow-burning, even powder that flares brightly when
ignited. This powder isaclosaly guarded secret of the df crafters.

To send aflare arrow, one smply touches aflame to the fuse trailing behind the
fletching and shoots the arrow into the sky. The head detaches when the arrow reaches
the top of itsflight, releasing the parachute, which ignites the powder. The arrow burns
merrily dl theway to the ground. Naturaly, flare arrows can only be used once.
Unfortunately, they are somewhat fragile, and they breek rather eeslly.

If fired a an enemy, aflare arrow shatters, causing 1d4 points of damage and
gpreading its load of powder al over the target's body. Thereis a50% chance that the
arrow's fuse will light the powder on this enemy, causing 1d4 points of damage per round
for three rounds. It can only be extinguished by immersing one's entire body in water.
Smply beeting a the flames or throwing water on them will not extinguish them.

Theflarearrow'srangeis S: 5, M: 10, and L: 15. If fired straight up, it can go as high
as 120 yards.

Cost: 10 gp each

Weight: 1/51b.

M essage Arrow

Sometimes, one needs to get an urgent message to a distant compatriot in ahurry. The
elves developed message arrows for just this purpose. They resemble norma arrows
outwardly, dthough the head is rather more rounded than most other arrows. It isthe
interior that makes the message arrow specid. The shaft is hollow, enabling the archer to
fit atightly rolled scroll ingde. The arrow can accommodate no more than one sheet of

papyrus or paper.
If used as awegpon, the message arrow will cause 1d6 points of subdura damage,



only aquarter of which is permanent. Because of itsfragility, it will most likely bresk if
it isused offensively. In such cases, it must make a save vs. crushing blow as thin wood
or be permanently splintered. Itsrangesare S 6, M: 13, and L: 20.

Cost: 2

Weight: /10 |b.

Elven Plate Armor

While dwarves and humans certainly have the edge on congtructing various types of plate
amor, it is hardly aforbidden science to the elves. Although there are evenfewer suits of
elven plate than there are of dven chain, intrepid explorers have turned up severd
vaidions. The DM should keep in mind that even plate is rare enough that few PCs will
run across it and, if they do, it will likely belong to an df warrior.

Elven plate is mostly used as ceremonia armor, for elves do not like the lack of
mohbility plate affords. This meansthat virtudly every suit of even plate is ornately
decorated; it is not often that ef armorers are given a chance to combine such utility with
bealty.

Still, despite its decorative appearance, elven plate provides as much protection as
any human suit of plate armor. And because of the skill of df armorers, it islighter than
most plate armor, weighing only as much as typica human chain mail. Unfortunately,
elven plate does not alow the silent movement that elven chain does, and it cannot be
worn by any but fighters, clerics, and their multiclass varigions.

Multiclassed spdlcasters find elven plate to be a specid boonfor, like even chain, it
alowsits user to cast spells and till wear armor. However, as mentioned before, elves do
not wear this armor as often as they do even chain, for it hampers the freedom of
movement they relish.

Elf cavdiers are the main users of dven plate. It ingpires humans, they find, and they
savor the impressions made on these people. Other races aso tend to be impressed by
elves wearing even plate; for what reason the dvesfal to fathom. Many elves capitdize
on this effect, however.

Elven plate, of whatever variety, is extraordinarily rare. In redlity, perhaps 5% (if
even that) of even chain found is actualy dven plate. Each suit is persondized, and the
owner would not be hard to ascertain by the decorations on the armor. Rest assured that
the owner or any heirs would be very happy to see the armor returned; likewise, they
would take serious offense if another being had stolen it or was wearing it.

If it isdifficult for ahuman to earn dven chain, it isimpossble to earn even plate.
Only dves can wear it, for each quit is custommade and unique. Unlessahuman is
exceptiondly dight, there is no chance of fitting into a suit of even plate. Haflings,
dwarves, and gnomes cannot wear it either, unlessthey are especidly tal and dender.
Only hdf-eves can reasonably expect a suit to fit them, and even they can squeezein
only with discomfort. In most cases, it isfar eeser smply to return even plate to its
rightful owners and hope for a token of appreciation.

Chapter 12: The Magic of Elves

The First Elves rgjoiced in the goodness of their life. The Seldarine showed the First



Elves the ways of the world that had been created for them. The vessels that had been
created for them—their bodies—were strong. They knew each thought and emotion of the
world around them, for they were as intimately connected with the land asif they were a
part of it.

These Elves explored their world, rejoicing in the trees and flowers, in the rocks and
the earth, and in the wind. They bore their children and fed them nectar and moondrops.
They crafted their pieces of silver and gold, encasing the gems of the earth to display
their beauty. They played with magic and wrought many a wondrous, whimsical item.
The Elves laughed, for life was good.

Then came the stirring of Lolth.

The Elves thoughts grew dark, and they mistrusted their brother. Many turned to the
sanctuaries of home and hill, seeking to under stand what was happening. Whispers
spread, promising dark power should some follow the Spider Queen's tenets.

Some Elves were wise and foresaw the terrible war to come. They quietly began to
gather their people to forge items of might: armor, to protect the heroes they must send to
battle; helmets, to inspire faith and trust in all who see them; and swords, to smite their
foes. They constructed, too, other weapons of force: subtle arrows of defense and attack,
not-so-subtle rings of power, and awesome spells of destruction designed to fight the
coming of the Drow.

The Elfwar began, and brother fought brother, daughter against mother. Mages from
all sides unleashed their powers. Sparks lit each clash of sword against plate, pointing
the way for arrows to seek and wound—hoping to kill.

Long and bloody was the Elfwar. In the end, the True Elves won. The Dark Ones
retreated to the underground. Disheartened, sick with shame at the parting of their
people, the Elves abandoned their weapons, their armor, their rings and staves of might.
They left them littering the battlefields, for they could bear no more the taste of war.

Some say those items are still there.

Magicisan integrd part of the ven lifestyle. Elves very lives are inherently magicdl,
the blood of a god flowing through one's veins tends to give that person amuch different
perspective on the workings of magic.

Magic fascinates eves—no one particular spdll, certainly, but magic asawhole.
Although they are limited by their very nature as to how much power they can atain via
magic, ves find the whole process absolutely mesmerizing. No other race, aside from
humans, can attain as much magica power. And humans, while they can grow more
powerful, understland magic less perfectly than eves.

Some sages theorize that elves are naturally less powerful magicians than humans are
amply because their frailer frames cannot channd as much energy. To protect their own
best interests, the high levels of spellcasting are denied to them. However, this does not
mean that the eves ingght into such magic is any the less. Indeed, the understanding of
those eves who have devoted their lives to the sudy of magical theory surpasses that of
the greatest of human enchanters. Elves wegpons and magicd items are certainly among
the most powerful in any world, and humans who seek power in the magica arts often
turn to dves for tutelage.

Elves have an averson to nonmagica technology, however, for they have no red
inclination toward invention. One would think that with the long lives available to dves,



they would research and create technologicaly advanced items. Y et they avoid doing so
in dl areas save that of prostheses.

The reason for thisislost in times long since pag, recollected only by ef sagesand
higtorians. Apparently, during the time of the Elfwar, €f inventors were fairly common.
However, most of them joined ranks with the Spider Queen, seeing in her the oneto take
the evesinto anew age. Since then, most eves have been somewhat leery of both
inventors and inventions.

This chapter details afew specific pells and magicd itemsthat eves have developed
over the years, they zedoudy guard this magic, and they will not trade the secrets of
these spells or the whereabouts of these items to other races under any circumstances.
Thismagic is meant for eves done.

New EIf Spells

Camouflage (Alteration)

Levd: WizorPr2

Range: 20 radius

Components: M, S

Duration: 1 turrvleve

Cadting Time: 2

Areaof Effect: One person/leve
Saving Throw: Neg.

The eves jedoudy guard this spell. It alows the mage to ingantly and completely hide
the number of people alowed by the pell, conceding them against even thorough
searches. This spdl functions only in the wilderness, however, for it changesthe
appearance of the affected charactersinto afacamile of naturd surroundings. Itis
effective even againgt infravison and is therefore perfect for use by spies and infiltrators.
Charactersin thisform ill have dl their faculties and ahilities, and they can emerge
from this cover at any time they desire.

It is even possible for characters to move while within this form. Those affected may
move up to 10 feet in asingle round, cregping more closely to ther targets. If they travel
fagter than this, the spdll disspates. Aslong asthe movement is surreptitious and stedthy
("Look, Thrag! That bush moving!"), they should be safe. Aswith the invisibility spell, if
the enspelled characters attack they gain the initiative and a +4 bonus to attack rolls
because of total surprise, yet lose the benefits of the spell.

The characters cannot be detected except by magic or by moving supidly. Until the
spell wears off, the characters can enjoy near-totd invishility and gain much-needed
information. The materid component for the spell is a mistietoe berry.

Conduit (Enchantment, Invocation)

Levd: Wiz5

Range: Touch
Components: V, SM
Duration: Specid



Cading Time 5
Areaof Effect: 5 missles
Saving Throw: None

Using this spell, the cagter can temporarily enchant five missiles with another spdll of a
level no higher than 4th. This spell combines the best aspects of fighters and mages, for
they can work in harmony to maximize both the effects of the spell and the damage of the
missle

The conduit spdl effectively extends the range of the second spell, casting that spell
out to itsfull range from the target point when the missle hits the target. Unless
otherwise specified when the spell is cadt, the effects of the spell radiate forward from the
point the arrowhead strikes.

Missles affected by this gpell must begin to be fired within one turn after thelagt is
enchanted, and they will not hold the spells for longer than an hour. Since the missiles are
not specialy prepared to hold enchantments for longer, the spells tend to bleed off with
the passage of time.

The spells cast on the missiles must be separate ones that the caster has memorized
that day. For example, if a sorceress has memorized conduit and asingle fireball, she can
place afireball only on one of her arrows, not on dl five.

The loaded spdlls are triggered when the head of the missile strikes something,
whether that be the target, the ground, atree, arock, or whatever. Thisis good for radius
attacks, such asafireball, athough it does no good for spells such as burning hands or
shocking grasp.

Targets are dlowed norma saves againg these pdlls, asif the wizard were right
there cagting the spell. However, if the missle carries the enspelled arrow beyond the
spell's normd range, the wizard has no more control over the spell.

For example, web and dimension door spells require the caster to manipulate the
spdll, and casters cannot do so unless the range of their spell can reach back to them.
Unless such wizards want to make the necessary caculations before casting the ol into
the missile, these spells usudly won't work. If a caster wishesto do so, fine, but thisis
assuming alot of faith in the ability of whoever fires the bow, for the archer must make a
successful attack roll againgt AC 6 (including modifiers for range) to hit the area.

The cagting time does not include the cagting time of the loaded spells. The materia
component is a copper wire twisted into the shape of an arrow.

Seeking (Enchantment, Invocation)

Levd: WizorPr2

Range: 100 yards

Components: V, S

Duration: 1 turn

Cading Time: 2

Areaof Effect: 1 missle/3 leves of the cagter, up to a maximum of five
Saving Throw: None

The seeking pdl takes the normd laws of momentum and gravity, and then twists them



dightly in away that is favorable to the cagter of the spell.

The caster can ensorcel anumber of normal, nonenchanted missiles no larger than a
javein, equa to one-third hisleve, to amaximum of five missles. When they have been
enchanted, the caster may either use them or distribute them to his or her companions.

When shot or hurled at atarget, the missiles unerringly seek the target. They will hit
nothing else but that target. The missiles can go around objects of cornersif the target
was visible when the spell was cadt, but the missiles cannot pass through solid
obgtructions. For example, if the target closes a door, the missiles dam into the door and
cannot be removed until the spell wears off.

The norma range can be extended to the distance of the target creature aslong asthe
opponent uses only ordinary methods of escape. If the target plane shifts teleports,
blinks or uses some other means of instantaneous transport, the missile can no longer
homein onitstarget. It falsto the ground, usdless.

This spell is not an automatic guarantee of success. Rather, it ensures that archers and
dingers, when firing into melee, will not accidentaly hit those who are on their Sde. This
gpdl is especidly ussful for battles or shotsin narrow corridors. If the person firing the
arrow or bullet can see the target, he can fire for norma damage without fear of
damaging comrades.

Magical Items

Most of the magica items listed in this chapter are rare and will not be found lying
around in just any hoard. Instead, they can be incorporated into a campaign (preferably
with elven overtones) to suit the Dungeon Master's purposes. These items should never
be just random treasure. If they are going to be used in a campaign, there must definitdy
be areason for their inclusion.

Swordsand Armor

Despite being rdatively peaceful folk, dves have atremendous knowledge of war and
warfare. But even in war, the eves find time to be artistic—as evidenced by the stunning
beauty of their wegponry and protection.

Elven swords are often legendary, especidly those produced by the crafters of the
early millenia These were origindly crested to battle titanic beings of old, creatures who
could be dain only if powerful magicks were cast upon a blade and armor given mighty
protections.

Because of the threet these beings posed to the world, df crafters rose to the
chalenge, creating artifacts of wondrous power. Even though the mongersthey were
created to destroy have long since passed from the world, the blades themselves are
rumored to have survived the toll of the ages. Even now, some find their way into the
hands of humans.

Some races have spread the rumor that, because of superior elven craftsmanship,
these blades continue to grow in power through the ages, rather than decrease as so many
magicd itemsdo. If thisisindeed true, then awegpon from the long-ago Elfwar would
have snce become a wegpon of awesome might. In the right hands, such aweapon could
work wondrous good. And in the wrong hands? . . . Untold devagtation.



Helms of VValor

Thisitem gppears as atypica even winged hem, but will radiate enchantment/charm if
adetect magic spel isused on it. Origindly inspired by those battle |eaders who walked
unflinching through hails of enemy arrow fire, ahelm of valor enablesits wearer to
ignore missile fire. However, in order to do so, the users of such helms must have
implicit trust in both themsdlves and their helm.

When awearer firg tries to use a particular helm, he or she must make a successful
Wisdom check to attune with it. In unsuccessful, that helm will not function for the user
until the individual's Wisdom score has changed for ether better or worse (thus dlowing
another check).

A user who succeeds at the Wisdom check may then attempt to harness the helm's
powers. The next time someone successfully attacks the wearer with amissile wegpon, he
or she may make another Wisdom check to avoid al but 1 point of damage, no matter the
usud damage of the missle.

If this second Wisdom check fails, the wearer suffers the maxi mum damage the
missle can inflict. This check is made for every misslefired a the wearer during this
combat, and the modifierslisted below do not gpply until the next combat.

If this second Wisdom check is successful, the wearer gains a+1 to the Wisdom
check for the next combat. Note: This applies only to the next combat in which enemies
attempt to harm the user. The helm does not work during sparring practice or training. A
user who fails a Wisdom check picks up a—1 pendty for the next three combats, while he
or shelearnsto trust in the powers of the helm again. No matter how often the user
succeeds in the Wisdom check, the bonus can never exceed 19; aroll of 20 dwaysfals.

Helms of valor provide no defense against melee weapons (athough hurled daggers,
axes, and other propelled melee wegpons count as missile wegpons), nor do they offer
any protection againgt spells such as magic missle. Magicd missles induding
enchanted arrows, affect the Wisdom check by —1 per +1 of the enchantment.

The helm is usable by warriors, priests, and psionically empowered individuas. As
with dl helms it is not usable by either wizards or thieves who wish to practice their
crafts.

Arrows (Enspdled)

For untold centuries, the elves have used or modified various priest and mage spells for
use with arrows—spdls for which they have found quite interesting dternative uses. By
placing asmple spell on the arrow, they are able to sgnificantly increase that spell's
range, effectiveness, and efficiency. Thisis not to speek of the conduit spell; these are
spellsthat can be cast on the arrows themselves.

Indeed, any type of spell that requires a specid focd point can be cast on an arrow in
order to deliver the spell to a great distance away. The permanent spells make these
arrows far better foci for magic, but that is not dways feasible.

Although such enspelled arrows are nat, in the main, permanent magica items, they
areincluded here to give some additiond ideas to the players for experiments they might
like to try. Some examples of enspdlled arrows include the following:



Avoidance/Attraction. This5thleve wizard spell is an especidly nasty oneto
place on an arrow, especiadly when the reversed version, attraction, is used.
Attracted arrows if they hit, cannot be removed from the victim's body until a
dispel magic is cast upon that person. Meanwhile, the arrow beginsto fester
within the wound, causing infection and even desth to the unfortunate.
Darknessor Light. These are among the most permanent and most used of
enspdled arrows. If acontinual light or a continual darkness spell is cast upon the
shaft of anarrow, it can then be used to ether spotlight or blind an enemy. These
arrows are common among df scouts, who carry them sheethed until thereisa
use for them.
Fire Seeds. Likethefire trap arrow (below), this one requires a specia hollow
pottery tip, wherein the fire seeds are placed. When the arrow strikes the target,
the seeds detonate, inflicting 2d8 points of damage to al within 10 feet of where
the arrow falls. If the arrow actudly hits someone, that person suffers 1d4 points
of damage, as well asthe 2d3 points from the fire seed; the victim doesn't even
get asaving throw to take only haf damage.
Fire Trap. By cading afire trap spdl on atiny and ddlicate box, then sedling this
box insde a specid, fragile arrowheed, an df priest can creste an effective flame
arrow. In theory, when the arrow hits a firm enough target (anything harder than
water), it triggers the spdl, engulfing its target in a sudden blaze of flame. In
game terms, the head and box must make a single saving throw againgt crushing
blow (as pottery) in order for thefire trap to detonate. Otherwise, the arrow isa
dud, though it could possibly be reused againgt the archer.
The damage caused by thisarrow is 1d4+1 plus the variable damage caused by the
firetrap. Even if the arow missesitstarget, it will il create a conflagration in the area
if the head cracks open.

Arrows (Magical)

By far the most common of magica even weapons, magicd arrows are dill fairly rare

for campaign purposes. Workmanship on even magica arrowsis such that the missiles
are not dways destroyed when they hit their target. Furthermore, if they missthelr target,
these arrows bregk only 25% of the time. If amagica even arrow hitsitstarget, it will be
destroyed 75% of the time. Otherwisg, it can be used repeatedly until it isfinaly
destroyed.

Ancient df arrowsamiths have created some amazing combinations of the following
arrows, but they are extremely rare. Legends tell of wooden arrows of seeking and—
rarest of dl—awooden arrow of seeking and extended range. If these could be found,
they would make the owner amost hgppy individud.

Some examples of dven magicd arrows include the following:

Arrow of Extended Range. There are three versons of this arrow, which alow
the user to double, triple, or even quadruple the normal ranges for any type of
bow. The firat version, which alows double range, is encountered about 60% of
the time. The triple-range version is found about 30% of the time, and the
quadruple-range arrow is chanced upon only 10% of the time.

Although these arrows do not have an attack bonus, they are effective against



crestures who are immune to al but magica wegpons (up to +1). In addition, these
arrows cancel out the norma range modifiers of the bow being used, using instead the
modified, multiplied range for purposes of figuring modifiers.

These arrows are usudly found in bunches of 2d10.

- Arrow of Seeking. Thisisamore powerful versgon of an arrow imbued with the
seeking spdl. Not only doesit round cornersin pursuit of its prey, it dso gainsa
bonus of +2 damage. These arrows are usualy found in groups of 1d10, dthough
sometimes as many as 2d8 can be found.

Wooden Arrow. Thisisatotaly organic arrow. Made completely from wood and
carved with ornate runes, it gppears as nothing more than a novelty, or perhaps a
woodcarver's doodle. In redlity, thisarrow is a most dangerous weapon, and it
radiates srong enchantment magic.

This weapon completely ignores dl nonorganic armor. Thus, meta armor offers no
protection againg this missile, while legther, hide, and scde mail made from a cregture's
skin offer their normal bonus. Studded lesther protects only as lesther armor.

Those wearing metal armor are considered to be AC 10 againg this arrow. Magical
protection still gpplies; thus, plate mail +4, dthough normdly AC -1, would instead be
only AC 6 againgt the wooden arrow.

These arrows are never found in bunches. If encountered, there will be but asingle
shaft. Furthermore, the wooden arrow is an exception to even arows in that it will
always be destroyed when fired, regardiess of whether it hits. The wood necessary to the
enchantment is such that it can function no other way.

Artificial Limbs

With such incredibly long lifespans, one thing eves fear more than nearly anything is
permanent maiming. Even some magicks are not powerful enough to restore limbsto
those who have lost an arm or aleg through accident or misadventure. Thus, the surface
elves, like the drow, nurture anumber of crafters who work replacing lost limbs. There
are very few of the éves who comprehend this extraordinary technology of theirs, for the
design of atificid limbs is something beyond that of magic. Mot eves do not

understand invention or even the desire to create something not inherently magica, but
the existence of these limbs proves that some few do, and do so very well.

Nevertheless, artificid limbs are exceptionaly rare. Since they must be individudized
and their creation often takes years, they are not typicaly found lying about a dungeon.
More likely, they will be discovered on the skeletons of df warriors, or in those places
where warrior eves once fought. Regardless of whether their skeletons have turned to
dust over the ages, their magicd limbs remain.

With extensve (and expensive) retooling, these devices can be worked so that they fit
other races who have lost limbs. Likewise, if a PC can somehow convince the evesthat it
would bein their best interest to forge alimb for the PC, he or she might gain one.
Otherwise, the chances of finding a device such as these are practically nonexistent.

Made of mithril or an especidly strong dloy, atificd limbs can duplicate nearly any
action the origind flesh-and-blood limb could perform. They are more versdile,
however, for they can be fitted with specid attachments that enable their owner to
execute myriad functions.



Artificid feet, for example, could have the toes replaced with spikes for easein
climbing or use as a secret wegpon during combat. Fingers can be replaced with avariety
of tools and picks for locks, or they can be combined to form asingle, deadly blade.
Possbilities are limited only by the imaginations of the crafter and the character, by the
gpplication of good sense, and by the redlities of engineering the devices Findly, if they
are of particularly fine make, they can hold an enchantment.

While nearly any limb can be replaced if logt, eves have not yet been able to develop
internd organs of any sort. However, they can rebuild aperson if hisor her vitdsremain
intact.

Lest any PCsthink that a body given over to such technology would be agood ides,
let them consider the following hindrances: Firdt, the character must be an df, for elves
will not perform this service for any but an elf. Second, dves neither revere nor respect
those who have logt many limbs. Their generds and those of the warrior Houses may
wear up to two artificid limbs without shame; anyone injured beyond that point mug, to
the dven mind, be atotd incompetent. Such a person's bungling and sheer supidity has
obvioudy led to that state, and that person commands no respect from the elves. Such
individuas are actively avoided, for their mere presence is viewed as bad luck.

Findly, and perhagps most importantly, elves are not proud of their scars as members
of the lesser races so often are. Elves who have these limbs take pains to hide them, for
they are ashamed that their lives have not followed the elven way. These individuas weer
long gloves, heavy tunics, or thick breeches to hide the fact that their bodies are not
perfect.

Those whose bodies have been totaly dtered go to even greater lengthsto hide their
restructuring. Their bodies have become something that are not naturd, and so the much
vaunted elven connection to the earth seems a hollow mockery of the way they once
were. Indeed, most elves are far too proud to alow themsalves to be "preserved” in such
away, preferring instead what they perceive as the sanctity of desth.

Thisisnot to say that dves refuse these limbs outright. Rather, the artificid limbs are
aconvenience, alast resort when regeneration and other natural methods of replacement
are exhausted.

For the sake of play baance, the damage-causing potentia of these limbs should not
exceed 1d6, plus Strength bonuses. Although other types of ahilities might be dightly
enhanced (such asthe thief's Pick Locks ability), these bonuses should not exceed +10%.
Player and DM dike should keep in mind that good tools are no substitute for sheer
talent, expertise, and experience.

Chapter 13: Elven Campaigns

Hidden in the leafy undergrowth, Garanahil and her five companions watched the
orcsfell yet another dryad's tree. The dryad's scream of agony echoed bitterly in their
ears.

The orcs were intent on savaging this land of trees and green. This was the tenth
dryad home they had destroyed this week; the orcs laughed wickedly, heedless of any
who might hear them. Who would attack the thirty of them?

The elves were slowly being crushed under the orcish boot. They were too few and
too far apart to countermand the fast-breeding orcs. Attacks such as this were now



common. Garanahil and her comrades were all that remained of a village of more than
50 elves.

Asthe tree crashed to the ground, Garanahil gritted her teeth in anger. They had
harried the orcs for days, unleashing arrows at stragglers and dlitting the throats of those
few who wandered too far fromtheir encampment. Now the elves were out of arrows, and
none of the trees nearby were of suitable quality. If the tiny band paused to make more,
they would surely lose the remaining orcs to the open plains less than a day's travel
away.

The answer was simple for the maddened elves. They followed the orcs through the
rest of the day, planning to catch the humanoids when they least expected an attack. The
elves' hand was forced but hours later, when the orcs found another dryad tree and slew
the dryad before she could protest. Unable to contain their rage, the elves rushed to
attack.

The battle was short but fierce. The elves eliminated all save four of the orcs before
they breathed their last of the autumn air. Garanahil fell near the dryad's body.

Then Garanahil's blood joined with the dryad's and seeped into the ground. Their
blood infused the tree with mad despair, and a sudden, primal groan oozed through the
soil and into the surrounding air. The sound of snapping roots filled the forest asthe tree
lifted its ponderous bulk from the earth and moved. The remaining orcs stood, full of fear,
unable to move. Garanahil the Treant crushed the orcs instantly and went in search of
more.

This chapter isfor referees who plan to run ven campaigns. Whether these campaigns
are dl dven, modtly even, or even just based around evenkind, this chapter should give
the DM afew ideasfor creating a setting.

Firgt, the DM must consider the importance of the history of the world. What is it?
Why? What happened to make it the way it is? How do the elvesinteract with the other
races of the world if, indeed, there are other races? If not, why not? Did something
happen to them?

Next, the DM must decide on the type of campaign that he or she will be running.
After dl, not dl campaigns are the standard adventuring scenario. Some focus on
politica intrigue, while others focus purely on combat. Others rely on problemsolving,
while gill others focus on epic quests instead of Smple dungeon crawls.

The referee can consolidate al of these or can run one single type. The important
thing, though, is that the DM decides on the type of campaign he or sheisgoing to run.
Thiswill determine much of what follows hereafter.

TheWorld

Firg, the DM must create the world in which the campaign is to be played. Its geography,
its seas, and its oddities are dl things that must be taken into account. How was the world
creasted? Was it soun from the very fabric of redity by the gods, or was it smply ablob
hurled forth from primal matter? Perhaps it was a combination between the two, where
the birth of the world spawned the gods.

Whatever the cause of creation, it has shaped the events that will become the planet's
history and perhaps produced some of the most important artifacts. It isvital for the DM



to create a bdievable story of creation for the world. For added interest, the DM can have
the mgor religions and races of the world disagree on its origins, leading to vast
internecine conflicts that have shaped the face of the world ill further.

The History

Now that the world has been created, the DM must create the world's history. What are
the important eventsin the world's past, and what caused them? Most importantly, where
do evesfit in the picture?

Maybe they were created as the Story of Creation in Chapter One suggests, from the
blood of Corellon Larethian as he battled the evil orc god Gruumsh. Maybe the elves
amply sprang from the world and are the true children of the earth. Whatever the truth,
the DM must explain the existence of the elves and how they have come to be asthey are
and where they are today.

TheWorld's Races

Next, the referee must decide from whence the various other races sprang, the order in
which they were born, where they were born, where they moved, and what they did. A
timeline is useful here, as the referee must cregte each race's history, its notable
achievements, and itswars. What have they invented? Have there been any tragediesin
their paststhat they as arace keep locked away in shame or sorrow?

Wheat isthe role of dvesin thisworld? Is there a difference between the dves of this
campaign and the slandard AD& D® game elves? If so, what isit? Perhgpsthese eves are
taller, or shorter-lived, or longer-lived, or have some important digtinction that makes
them vadtly different. Although it is not necessary to give each df race from world to
world a difference, it does add to the flavor of game play and can therefore enhance
everyone's enjoyment.

More important, what are the dominant races of the world? What are the f
characters mogt likely to be? What are their beliefs? The gods will play some part in this,
but if they are not important to the dves, their divine influence is greetly undercut. Also,
aDungeon Magter smply must determine what dl the civilizations are like in the world
and who has the grandest.

Possible Conflicts

In astandard AD& D® game campaign, the various races of the world do not dways live
in peace. Indeed, circumstances in fantasy worlds are usualy such that there is dmost
always warfare between at least two groups, and often far more than that. The
possibilities and variations of anger erupting into armed conflict between different groups
are nearly endless.

There are severd conflicts that soring immediatdy to mind involving eves. There are
so many philosophica and physical differences between elves and other races that
conflict seems amost predestined. Not al of these need be used in acampaign nor,
indeed, must any of them. However, such conflicts are certain to add spice to acampaign
or a least provide interesting diversions for the players.



For example, in ef againg df scenarios, players could take the role of characters at
the dawn of time, before the great Elfwar, seeking to avert the catastrophe of the drow
sundering. As an dternative, they could play more modern elves, trying to unite dl the
races of the world despite the utter stubbornness of the grey elves.

PCs could dso beinvolved in one of the grestest rivaries in fantasy: the dwarf/elf
antagonism. Although it is true that both sides serve the cause of good, their redicaly
different views on life often lead to serious, sometimes violent disagreements. Taking this
one step further, the two races could each so despise the other for its philosophy that they
clash on aregular basis.

Thereisdso the possbility of eves againgt humans. Suppose that humans began
destroying the dven forests and killing the eves they met. The elves, sSck of the wanton
annihilation the humansings on cortinuing, findly decide to strike back. Elvesbegin
killing wayward humans, and the humans retdiate by razing even villages. The
escalations continue, and the player characters can either take part in the wer itsdlf or
attempt to talk some sense into the heads of their leaders.

Thereis aso the scenario wherein the eves are againgt everyone but themselves.
Because of the natural elven predilection for arrogance, they have managed to
inadvertently unite everyone againg them. Thisis acampaign of struggling wherethe
PCs must attempt to placate all Sdes before whole civilizations are swept away by the
tides of war.

Findly, thereisthe old df vs. orc conflict. Although they are the hereditary enemies
of the AD& D game, there are ways to make the conflict more interesting. After dl, not
al orcs are the smdly kind that live in caves. Orcs could have a busiling culture of evil
and perversion, right next to an elven paradise of sylvan beauty. Naturdly, the orcs
would want to despoil this beauty, not to mention capture some daves and sacrifices for
their gods. At fird, the two sdes maintain guerilla tactics, not willing to commit to afull-
scde war. Meanwhile, the player characters could have the unenviable task of having to
infiltrate the orc settlements in order to free their captured comrades.

Naturally, the possibilities for adventure and excitement are nearly endless. They are
limited only by the imaginations of the DM and the players.

Campaign Worlds

Mogt of the published AD&D campaigns have afairly even mix of the various races,
athough they tend to dlow humans to predominate more often than any other race. Since
humans have the most drive and ambition of any of the established humanoid races, it is
only natura that their power aways be taken into account when considering who controls
the world.

However, it's possible to create a campaign world wherein humans are not the
dominant race. What followsis an outline of possihilities for other races dominance and
how such changes would affect the lives of eves on these worlds.

The EIf Campaign

On thisworld, elves are clearly the dominant race. Their world-spanning civilization has
control of the portions of the world the elves find desrable. Theraceisfairly



isolationigtic, preferring to let the rest of the world run its course, rather than interfering
withitinany way . .. usudly. If something comes dong that would disrupt the normd
flow of nature, the eveswill certainly be quick to step in to make sure it doesn't become
too glaring a problem.

Mogt of the elves here have little contact with other races because their scouts and
border guards keep the other races away from the df sanctums. The dveswill dlow a
rare few to journey unmolested past the borders of the df lands, but usudly only invited
guests are dlowed ingde. The perimeter system is very thorough, with few living or
unliving beings getting through unobserved.

Because they do not have to worry about other races threatening their power, the
elves of thisworld spend quite a bit of time in magica research; the magica content of
the world isthus very high. Mot of even civilization has become very much like that of
the familiar grey dves, dthough their intolerance for others has not reached those
proportions.

Indeed, the elves are faintly amused by the antics of the other races, and they enjoy
watching the others rapid ascents and declines in fortune. Elves are guaranteed to live in
comfort (if not outright luxury) on this world and would take up adventuring only to
provide themsdalves with excitement or to quell the incursions of other races. Most of the
quests would be dong the nature of epic adventures, for there would smply not be
anything else that would rouse df interest enough for the eves to take part.

The time period of this campaign world would probably be near the time of creation,
before humans became too populous. If not then, it would probably be after some world-
wide war, wherein the populations of the other races were decimated, while the eves
repelled the worst of the catastrophe from their forests and survived.

These dves might very well see humans to be as threetening as orcs; both are prolific
breeders, both are expansionigtic, and both encroach into the f lands reedily. While the
elves hate neither of these races, they will hunt them to keep them away from the f
lands.

The Human Campaign

On thisworld, because of the human propengty for rapid growth and their expansonist
tendencies, the once mighty even civilization has been driven into decline. The elves
have abandoned their fabled homesin the hearts of the ancestral forests, seeking refugein
lands untouched by human taint. Although the dves do not hate the humans at this point,
they pity them for their tota misunderstanding of nature's forces and for their short lives.
The elves here have either mostly retreated from the world or have set secure
strongholds past which no other races may pass. While ther intolerance is no more than
usud, they do not admit outsders to their lands, which they consider inviolate. In short,
the elves of thisworld are amilar to sandard sylvan dves, dthough there may be
exceptions (as there dways are).

The Dwarf Campaign

In this sample world, the eves have been nearly exterminated by the orcs and their
humanoid alies. They fought a good fight, struggling mightily and nearly holding the



orcs back. In the end, however, the sheer numbers of the orc hordes spelled disaster for
the elves.

However, the ef resistance managed to severely weaken the evil humanoids, making
them easy pickings for the dwarves from the mountains, who findly marched alittle too
late to aid the elves. However, they banished the last of the orc hordes from the ef woods
and offered assstance to help the eves rebuild their cities.

Although the eves accepted the dwarves generous offer, they remained suspicious of
the dwarves timing. When the dwarves began lumbering operations in the forests, cutting
down the very trees the elves had once protected against orc hordes, they felt their worst
suspicions regarding the dwarves were confirmed. These elves watched in shocked
outrage as the dwarves grew wesdlthy off the trees, living lives of luxury once paid for by
the blood of eves.

There were other eves beyond those who had survived the Battle of the Woods.
Those who were off adventuring or acting as merchants returned home now to find the
forests devastated and the dwarves lumbering the remains, with little regard for the sacred
and vaued places of the eves.

The elves joined together and swore an oath that they would not rest until they had
repaid the dwarves for their monstrous deed.

These dves began harrying dwarf loggers, firing arrows at the miscreants and
disrupting dwarven trade in generd. The dwarves retdiated againg these "ungrateful
eves' by increasing their logging efforts and killing the renegade e ves who were killing
precious dwarves. They aso rounded up the few remaining df villagers and enclosed
them in closdly guarded camps, using the threet of violence againg the innocentsas a
cold-hearted means of quelling the f rebels actions.

The PCs have the option of trying to discover who was responsible for the dday in
the march of the dwarf army and who is ultimately responsible for the rape of the forests.
Since dwarves are essentiadly good beings, there should be some mystery and intrigue
involved in this campaign as well as the expected out-and-out fighting againg the
oppressive dwarf forces.

Perhaps the fault liesin the messenger system that ran between the even and dwarven
civilizations, or maybe a corrupt dwarf generd accepted bribes from an oily extortionist
to begin the dwarf army's march so late. If the player characters discover the mystery
behind the late arrival of the army and manage to restore rel ations between the elves and
the dwarves, they will ill have their hands full trying to rebuild the df race to its former
glory. Consdering the years of culture destroyed by the battles, it would not be an easy
task.

Thisworld, too, is probably ether without humans (set a some point before the time
when they came into power) or has very few humans (perhaps set sometime after their
influence had waned). Remaining humans could be ether on the dwarves sde, on the
sde of the dves, or hanging on the brink of extinction themsdves. Whatever ther role,
they will need some dearly defined rdationship to the elves.

Thisis not, of course, the only scenario that could be played in thisworld. The
dwarves could smply be the dominant race because the world is Stuated so that every
forest is ringed by mountains. The dwarves thus keep the elf population from growing too
large, dthough they may not be entirely conscious of this fact. Regardiess of the
circumstances, the elves are likely to be resentful that the dwarves prosper while the eves



auffer. Although they will not necessarily be filled with venom when dwarves are
mentioned, they will certainly not go out of their way to befriend the little runts

The Evil World Campaign

In this campaign, the forces of evil have somehow taken control of the world. As aresult,
the forces of good have been driven underground. The evil ones, who might be orcs or
some other humanoids, may have been dominant right from the beginning of the world's
history, or they may have seized power only as recently as twenty years ago, perhaps
with the aid of some powerful magica artifact.

The PCsplay df characters from the Wild Lands, where the good folk have been
captured. Their job, naturally, isto restore the world to the Side of good. They harry
travelers and fight the heroes of the orcs. Eventuadly they undertake earth-spanning
quests in search of the power that will enable their Side to overthrow the orc empire's
brutal regime.

Thetone of the campaign is, naturdly, rather dark. The Situation might seem
somewhat hopelessinitially, asthe orcs are breeding the sort of adventurers the players
are used to playing themselves. But in this campaign, the players get to see what the orcs
and goblins must routinely experience in other worlds—that is, when PCs trounce them in
search of adventure. This should give the players a better perspective on the adventuring
life and the effects of their rampaging through the lands of humanoids.

An interegting variation on this theme would be to have the eves and humansin the
Wild Lands revert to a savage bedtidity, while the orcs and their dlies cometo flourishin
the cities. Consequently, the orcs grow ever more civilized, learning the vaue of
cooperation, while humans and el ves begin a descent into savage evil, fighting among
themselves only for their own individua benefit.

The Aquatic World Campaign

Not al campaigns have to take place on dry land. Since landbound elves have their
aquatic cousins, they find it eeser than most to receive a wel come benegth the waves and
to gain abase from which to operate. The players need not necessarily play landbound
elves, dther, for they have the option of playing aguatic ef characters.

There are at least two viable options for the underwater campaign. In one, the players
take the part of landbased eves who have gone benegth the waves to combat a menace to
the upper world. While there, they can learn to understand the undersea lands and fight
the creatures that pose threats to their dlies, the aguatic eves. If or when they defesat the
threat to the upper world's peace, they have the option of remaining below the waves with
the aguetic eves or of returning to their sunlit lands above the waves.

The second campaign has the characters playing aquatic eves themsdves, giving
them more mobility underwater. This campaign, naturdly, has little chance of going to
places beyond the sea, but that is quite dl right. There is enough that is unknown about
the sea that the players should congtantly be amazed by what is going on around them. If
the DM throws in fantastic monsters, the undersea life will be doubly interesting.

The Outcast Campaign



Everyone knows how most eves fed about half-eves. But how do they fed about the
parents of haf-elves, especidly those who willingly created their children? What about
those elves who disregard the few dven laws, preferring to make their own way in life?

There are numerous other possibilities for charactersin the outcast campaign, most of
whom have been exiled from the f lands. They wander the world, seeking ether to
atone for their crimes or to make the df nations pay for the indignity of exile.

Thisisagood campaign to play for both role- playing and the tone of the epic ques,
for the outcasts will congtantly be trying to prove themselves to the reims thet rejected
them. They will dways seek to be bigger and better than their peers thought they could
be, whether to prove them wrong or to seek readmittance to their ancestral homes.

But the campaign is dso, unfortunately, somewhat limited, for there are only so many
role-playing opportunities with outcasts. Certainly, they have as much opportunity for
adventure as other characters, but ther attitudes al tend to be rather smilar. Still, an
outcast campaign could be used to introduce a player to a gaming group, a person who
has chosen to play a hdf-df.

Whatever campaign world a DM chooses to design, he or she should keep in mind the
ample need for plausibility. A world can be as fantastic and as origind as areferee
desires, provided it works for the players. This, after al, iswhat gaming isal about.

I ndex

Ability scores

Ability score adjustment

AD&D® eves

Adolescence

Adulthood

Age (categories and effects)

AL-QADIM® dves

Aquanesti

Aquatic eves

Aquatic vison

Archery
Broken-charge shot
Double-arrow shot
Foot shot
Hanging-tree shot
Quick-draw shot
Stgpling shot
Trick shot

Armach

Armachnedti

Armor

Arrow breakage

Arrows (enspelled)
Avoidance/attraction



Darkness or light
Fire seeds
Firetrap
Arrows (magica)
Extended range
Seeking
Wooden
Arrows (useful)
Hare
Message
Artifidd limbs
Arvanath
Arvandor
Athas
Athasan dves
Attitudes toward other races
Avarid
Bladesnger
Bladesong fighting syle
Bonus to attack rolls, bow
Bonus to attack rolls, sword
Bows
Camouflage spdll
Canine tegth
Childhood
Collector
Combat
Communion
Conduit spdl
Cooshee
Corellon Larethian
Dargonesti
Dak eves
DARK SUN® €elves
Death
Diet
Dimernedti
Disease
DRAGONLANCE® dves
Drow
Dwarves
Elflands
Elfwar
Elven Imperid Navy
Elvensaght
Elves of the Great Sea



Elves of the Sea of the Fdlen Stars
Evermeat
Experience cost
Faerie
Feywine
Fighter/mage kits
Fighter/mage/thief kits
Fighter/thief kit
Find conceded doors
Find secret doors
Forest elves
FORGOTTEN REALMS® dves
Fractioning
Funereal ceremonies
Gnomes
Godswar
Gold elves
Green dves
Grey dves

City
GREYHAWK® dves
Grugach
Gruumsh One-Eye
Haf-dves
Hdflings
Height by subrace
Helm of valor
Herbdigt
High dves

Treetown
Holy days

Ageong

Faeriduck

Fdlrite

Springrite

Y eartide
Humans
Huntsman
Infiltrator
Infravision
Interfertility
Invighility
Kagonesti
Krynn
Language
Levd limits



Lifespan

Lolth

Magelthief kits

Magicd items

Manifestation

Middle age

Mingtrel

Moon elves

Mourning song

Myth Drannor

N'Tel'Quess

Nomeadic high elves

Oerth

Old age

Optiona rules

Orcs

PC kits
Bonus nonwegpon proficiencies
Didtinctive appearance
Equipment
Recommended nonweapon
proficiencies
Role
Secondary skills
Specid bendfits
Specia hindrances
Suggested subraces
Wedlth options
Weapon proficiencies

Physiology

Priest kit

Proficiencies

Quadlinedti

RAVENLOFT® dves

Resstance to heat and cold

Resistance to deep/charm

Reverie

Rituds
Blood oath
Celebration of birth
Cedebration of marriage
Passage to adulthood

Seadves

Seeking sodl

Seldangith

Sddarine



Silvanegti

Silvanost

Siver dves

Sodifilcher

SPELLIAMMER® dves

Spdls

Spider Queen

Subraces
Ability score adjusments
Ability scores
Additiona experience cost
Infravison
Languages
Specid advantages
Specid disadvantages

Sunrise elves

Surprise

Swords

Sylvan eves
Encampment

Tdadan dves

Tdadas

Tamire

Tamirnedti

Td'Quessr

Toril

Undead dayer

Vdley of the Mage

Vdley dves

Venerable age

War wizard

Warrior kits

Weight by subrace

Wild dves

Wilderness runner

Windrider

Wood elves

Zakhara

Zakharan dves

Avarid (Winged EIf)

CLIMATE/TERRAIN: Temperate to subtropicd mountains, forests
FREQUENCY: Rare

ORGANIZATION: Bands

ACTIVITY CYCLE: Any



DIET: Omnivore

INTELLIGENCE: High to Supra- (14—20)
TREASURE: N (G, S, T)
ALIGNMENT: Neutra or chaotic good
NO. APPEARING: 5-20

ARMOR CLASS: 8(10)

MOVEMENT: 9, Fl 18 (C)

HIT DICE: 1+1

THACO: 19

NO.OF ATTACKS: 1
DAMAGE/ATTACK: By weapon
SPECIAL ATTACKS: +1 with lasso, bolo, or sword, wing buffet
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: Nil

SIZE: M (5+tdl)

MORALE: Champion (15)

XP VALUE: 650

Theavarid, or winged dves, isarare race of reclusve dvesthat dwells high in the
mountains or forests away from other civilizations. They gppear even more ddicate than
their landbound brethren, their facid festures even more chisded and angular. The
characteridtic of the avarid that is most sunning, however, istheir beautiful, soft wings.
Although these wings are generdly white, avarid have been seen with wings whose
colorsrange to black. The wings are their pride and joy, and an avariel who haslogt his
wingsisintensdy pitied by the other avaridl. Since elves do not generaly accept the pity
of others, awingless avarid often leaves the community to find alife esewhere.

Avarid eyestend to be alittle larger than most elves, adthough they are the same
color that most grey and high eves possess. Their hair is most often white or black, but
there have been numerous exceptions. The avarid have atendency to adopt a far-off look
in their eyes when their immediate attention is not required. They are very much a home
in the outdoors, and they appear out of place indoors or underground.

Avarid dothing ismost reminiscent of togas, for other types of cothing often snag
on their wings. Togas and their like wrap easily around the avarid's body and wings.

Combat: To those not bred to agrid combat, the avarid are a confusing opponent. While
most humanoids tend to think two-dimengondly in combet, the avarid think in athird
dimengion, which they utilize to devadtating effect.

They have incredible eyesight. Not only do they have the sandard even infravison,
when flying or outdoors they can focusther vision to notice details a over amile away
or those obscured by underlying forest. They use this incredible perception to maximum
advantage and thus are excellent scouts.

From adistance, avarid in flight gppear as large birds. Thus, while opponents may
notice their slhouettes, they usualy disregard them. This has, more than once, resulted in
the nearly tota dimination of enemy forces. Since the avarid are efficient hunters, they
ruthlesdy stalk those who have escaped the battlefield, more often than not finding and
destroying those who would report their presence.



In combat, avariel prefer to use light wegpons, for heavier ones inhibit their flight.
Thelasso, bola, and sword are their wegpons of choice, and they gain a+1 to attack rolls
and damage when using these weapons. Note that the momentum generated by any sword
longer than along sword interferes with flying. For this reason, they use bastard swords
and two-handed swords only in foot combat; they do not gain the +1 bornus. Avarid,
unlike other eves, have a difficult time using ordinary bows. Ther wingsinterfere with
the smooth movements required to fire a bow, and they therefore do not gain the +1
bonus other eves have when using bows.

The strength of the avariel isdso their downfdl. If they lose more than 50% of their
hit points in damage, they become too wesk to fly and must continue their battle on
ground. Until they lose 75% of their hit points, however, they can ill glide for short
distances. They can aso jump to aheight of 10 feet.

Their wings are susceptible to fire, and they burn quickly once set ablaze. Only
severa weeks of recuperation will restore wings to flying condition. A favorite tactic of
their enemiesisto launch afireball into the midst of agroup of high-flying avarid and
watch them plummet to their desths. Because of this, avarid are highly suspicious of fire-
using mages. Thewinged dveswill never fully trust these individuds, even if they are
elves.

Another weakness avaridl have is claustrophobia. They cannot bear to bein closed
places, most especidly under the earth. If confined in such aplace, avarie must make a
Wisdom check every day they are so confined. Failure spells temporary insanity, and the
avarid will become violent, catatonic, or panicked. Such insanity lagts until the avarid
reaches open air. If thewinged df failed more than four Wisdom checks, he or she has
gone permanently insane. This can only be cured by aheal or remove disease spdl.

Winged elves can carry amass equd to their own body weight before their wings will
not support them. Each half of their body weight that they carry reduces their
maneuverability dass by 1; if they carry more than light encumbrance, their
maneuverability becomes Class D.

Avarid can become fighters (not rangers or paladins), mages, and clerics, aswdl as
the multiclass combinations available to these three. There are no recorded instances of
avariel rogues. For every five avariel in agroup, there will be at least one fighter of at
least 3rd level. For every 10, there will be amage of equd level to the fighter. Groups of
20 have a 7th-levd warrior/7th-level mage leading them, as well as a6th-leve fighter, a
5th-level mage, and a 6th-leve deric. This roster dso includes the four groups of 5 and
the two groups of 10.

Habitat/Society: In some aress, the avariel are known as Al Karak Elam," and non-df
races have built mythologies around glimpses of these reclusive beings. To propagate this
foolishness, certain mischievous avarid have contacted humans, pretending to be agents
of ahigher power. The older avariel object to this because it leads the humans to search
for them, but this ban has not yet stopped any of the younger winged elves. However, as
the avariel become more common, the instances of this activity have lessened
dramaticaly.

As among the other eves, the avariel have adapted themsdves and their communities
to thelr environments. There is no excluson based on gender; femaes often hold as
many, if not more, positions of power within an avarie community.



There are two types of avaried society that are especialy common no matter what the
environment. Both have drawn on aspects of their even heritage, to the excluson of
others. However, these two types of society are never found far from one another, so that
they may more eadly communicate.

It seemsthat many of the avarid have bred themselves for combat. Much of avarid
society is based on awarrior code of honor, seeking greeter glory for themsdaves and
ther dlies. Ther lives are geared around war and bettle, and they answer to their war
chiefs. These are the avarid that are feared by the humanoid nations, for they are a deadly
foe. They havelittle of the respect for lives of others that landbound eves have; instead,
the avarid live for the fight and the destruction of their opponents. They are aproud,
hearty group, and they form eternd friendships with those who earn their trust. Though
they carelittle for the lives of their enemies, they try to live theirsto the fullest.

The other half of avarid society knows little of war. These avariel have focused
mainly on the arts and the intellectud aspects of life rather than the warlike facets. Where
the other avarid make much of war and manhood ritud, these avarid rely solely on their
brains and diplomeatic ability to get by. They are a population of artists and philosophers,
creeting for the sheer joy of creetion.

The relations between the two haves of avarid community are perfectly harmonious,
and they stay in constant communication. Both respect the other greetly, often trading
their youthsin cultural exchange programs. Since their children are often curious about
the other agpect of their culture, they are given the chance to participate in that feature for
atime, leading to awel-bdanced df. Strangdly, after experiencing the other sde of life
for afew decades, most avaridl are eager to return to their original homes and lead the
lives to which they were born.

Of course, there are more than just these two avarid societies; these are just the most
common. There are others that have a more equa footing between the aspects of their
societies, others that are better balanced. However, none of these seemsto have
flourished so well as the warrior/thinker combination. These two have somehow achieved
aharmony that makes their civilizations grester than others. The cregtive and destructive
impulses, when paired, make the avariel aformidable opponent.

The avarid are a particularly rdigious sect of dves, dthough they are not fanatica
about promoting their beiefs. They worship Aerdrie Faenya, the even goddess of air and
wesether, dmost exclusively. They believe that it is due to her intervention thet they are
ableto survive a dl, and they make their obeisance to her accordingly. They dso believe
that she takes a more direct involvement in their lives than the gods of other elves. It is
due to worship of her that the warrior avariel do not become enamored of law and thus
remain elves at heart.

The weapons crafted by avarid are usudly of glass or obsidian. The open forges used
by other racesto shape metd can singe their wingfegthers, the avariel tend to avoid these.
Thus, they use furnaces to shape glass into workable, durable wegpons. Avaridl
glassmiths are master crafters. Any metd wegpons that the avarid have are the result of
trade with other races or other elves. Glass wegpons designed by avarid may
occasondly bresk in combat. (On anatura roll of 1, roll 1d6; the wegpon shatters on a
roll of 1-3.)

Ecology: No one knows whether the avarid are anatural offshoot of the elven line or the



result of powerful magicks. There are those who claim that the avaridl are the origind
elves and that the other eves have falen from this high state. Mogt, however, maintain
that the avarid are the result of magic that combined elves with their beloved giant
eagles. Some few think the avarid are smply the offspring of eves who had wings of
flying permanently attached to their backs.

The avarid keep in contact with other eves, but the winged elves tend to be
somewhat above the affairs of the world. Nothing concerns them overmuch, unlessit
impinges upon them. They usudly try to avoid contact with other races, despite the fact
that someinsst on seeing the world.

Avarid do not lay eggs, contrary to popular speculation. However, like birds they do
have hallow bones, making them more fragile than atypicd df. Thisisthe price they pay
for their wings for, without hollow bones, they could not fly. Even flying causes some
discomfort becauseit is strenuous exercise to kegp so much weight doft. However, they
find the pain aminor inconvenience, for the sheer joy of flight is o intoxicating. Each
hour of flight, the avarid must make a successful Condtitution check. If they fall, they
cannot continue to fly for at least haf an hour for each two hours of flight previousto the
check.

Avarie wings are sought after by mages and evil giants. The mages prefer to use
these wings in cregting potions and wings of flying, and they will pay huge amounts for
any brought to them. The giants, on the other hand, use the avaridl's wings as decorations
for headgear. They think it looks particularly fine to have a beautiful pair of wings on
their war hemets.

Avaid do not remain in the world aslong as most dves. Therr typicd lifespanis
only 300 years because they fed the cdl of the unknown so much more clearly than other
elves. Thus, they tend to act more human than other elves because they know that they
have less time than other elves. They take things more serioudy and try to fit as much
living in as possble. Thisis not to say thet they are as frantic as humans, but they do try
to accomplish many things before their departure.

With the DM's permission, the avariel may be used asa PC race. Their ability
adjustments are -2 Con, due to their hollow bones, and +2 Dex for their speed.

The Avaridl originally appeared in DRAGON® Magazine, issue #51, as " The Winged
Folk." The race has been modified here.

Cooshee

CLIMATE/TERRAIN: Elven Lands
FREQUENCY: Rare
ORGANIZATION: Pack or Solitary
ACTIVITY CYCLE: Any

DIET: Carnivore

INTELLIGENCE: Semi-(4)
TREASURE: Nil

ALIGNMENT: Neutra (good tendencies)
NO. APPEARING: 1-8

ARMOR CLASS: 5
MOVEMENT: 18, Sprint 24



HIT DICE: 3+3

THACO: 17

NO. OF ATTACKS: 3 (claw/claw/bite)
DAMAGE/ATTACK: 1-4/1-4/2-8
SPECIAL ATTACKS: Overbearing
SPECIAL DEFENSES: Camouflage
MAGIC RESISTANCE: Nil

SIZE: M (4' a shoulder)

MORALE: Steady (12)

XPVALUE: 270

The coosheg, or ven hound, is ahuge, long-lived dog. It is most commonly found in the
company of sylvan eves, who useit for both hunting and guard duties. Occasiondly,
high or grey eveswill keep kenndls of these dogs, but these are generdly few and far
between.

The cooshee has a thick greenish coat, often spotted with large brown spots or
patches. This coat dlowsit to conced itsdf in the forests and fields near its home with a
75% efficiency. Where most dogs crash through the forest, the cooshee moves as silently
asitsef masters, gaining a+4 bonus on surprise rolls.

Cooshee weigh more than 160 pounds and often weigh as much as 300 pounds. Thelr
huge paws house equally huge claws, which are curved to ensure better traction in the
soft loam of the forestlands. Their tails generdly arc over thair backs, though they hang
between their legs when they are being scolded. Their ears come to a point on top of their
heeds, giving the cooshee an attentive, intelligent look.

Combat: In combat, the cooshee is a fearsome opponent. Its powerful jaws are enough to
frighten any norma person; coupled with its fierce claws and demeanor, the coosheeisa
veary effective fighting machine. With a party of eves providing digtraction with their
arrows, the cooshee can become a cresture from a nightmare for its prey. Elves say that
one cooshee isworth five orcs.

Although coashee can go head-to-head with many creatures, their strength liesin the
chase. When they are pursuing an opponent, whether it be game or humanoid, the
cooshee can begin an dl-out sprint, increasing its speed to 24" for five rounds. At the end
of thistime, if it didn't catch its prey, it dows down to 15" for at least five additiona
rounds while it catchesits breath.

When they draw within range of their foe, cooshee may attempt to overbear their
enemy. If this opponent is fleeing, the cooshee gains a one-round size bonus. That is, it
becomes Size L for the purpose of the overbearing attack roll and thus gains +4 to attack
rolls (see "Overbearing” in the Player's Handbook, p. 98). If it rolls a successful attack
roll, the cooshee has successfully dragged or knocked its opponent to the ground.

If it attempts to overbear, it mudt forfet dl its other atacks during that round. In the
round following, it automaticaly pins the quarry and may make its ferocious bite attack
on the helpless prey. The victim may attempt to break the pin by making a successtul
Strength check. If it fails, the victim loses any Dexterity bonus to his or her Armor Class.
Further, the cooshee gains a +4 to attack targets so pinned. They tend to favor the throat
of the cresture over any other target. If the cooshee have been ordered to subdue their



target, they smply close their jaws over the quarry's throat, resting their teeth againgt its
skin. Thistendsto be an effective method of forcing surrender.

Habitat/Society: Cooshee matefor life. If one of the pair iskilled, the other generdly
wastes away. Cooshee puppies bond strongly to their parents, and the parents are highly
protective of their offspring. Only afool comes between an adult cooshee and its
children.

Cooshee tend to avoid other "normd" dogs, seeming to find them inferior. In this
regard, the cooshee echo their ef magters, refraining from much contact with other races.

The cooshee have an incredibly loud bark that can be heard more than amile awvay.
However, they only bark to warn their masters or packmates. In amost no other
circumstances will a cooshee emit noise.

Cooshee often live to be more than 100 years old.

Ecology: No one seems to know whether cooshee are a naturally occurring cresture or if
they are a creation of the elves. The cooshee seem dmost too perfectly designed for their
tasks to be anything but created beasts. However, their affinity with nature, closdy
mirroring that of the eves, leads one to believe that they are, in fact, entirdy naturd.

Although eves have had much successin gaining the trust of the cooshee, few other
races have been able to establish arapport with the hound. Even experienced animal
handlers of other races find it incredibly difficult to approach one of these magnificent
creatures. Thus, unless the cooshee has been magically charmed (it savesa +3 vs. any
charm spdl), it will only be found in the company of eves.



