Ver 2.2 - 1
Player Character Races:  Elves

``ELVES  PRIVATE 

Description:  Elves are one of the major races of the Forgotten Realms and ruled large sections of the land before the rise of men, but now the majority of these long-lived beings have retreated from the onslaught of human expansion as well as that of other races, and their numbers in the Realms are now but a fraction of those present even a thousand years ago.  Elves are a bit taller than humans on average but are much more slender.  Their fingers and hands are long and delicately tapered, and their bone structure is light and angular.  Elven faces are thin and serene, with pointed ears, eyes that almost seem to glow with inhumanly vibrant coloration, and chiseled, delicate features and melodic voices.  There are five subraces of elves:

 sea elves, also called aquatic elves

 dark elves, also known as the drow

 gold elves, also known as high elves

 moon elves, also known as silver elves or grey elves

 wild elves, also known as green elves or wood elves

The general characteristics of all elves are described below, and the particular characteristics of each elven subtype are described in the following subsections.

Languages:  All elves begin at 1st level with proficiency in their native tongue and one other language, which may be another elvish language, a local human tongue, or any other language that is commonly available in the elf's area of origin (DM's discretion).  Other languages must be purchased normally with non-weapon profi​cien​cy slots.  Native tongues for the elvish subtypes are Cuivene (spoken by gold elves, and also the primal tongue from which all elvish languages descended), Salishan (sea elves), Drowic (dark elves), Dorian (moon elves), and Nandor (wild elves).

Special Benefits:  Elves are incarnate spirit creatures, and in many ways they are unlike mortal beings.  One characteristic of this nature is that elves do not need to sleep (but see Special Hindrances for a note about elven reverie).  Because their physiology does not include the need for sleep, they are also immune to all sleep-based attack forms.  It must be noted that elven spellcasters who wish to regain their spells must medi​tate and memorize their spells as necessary for their particular class or specialty.

An elf's essentially immortal lifeforce also suffuses his or her body with a vitality that provides immunity to nat​ural diseases, in​​fec​tions, and infestations (including the wound infection brought on by the touch of a ghoul, the bite of rats and bats, the like) and grants a +2 bonus to saves vs. magical diseases.  They also need not make system shock rolls to survive unnatural aging effects of less than 10 years.

Elves have sharp senses, being able to see out to triple normal human ranges in all conditions and gaining a +1 bonus to avoid surprise.  In addition, they are naturally graceful and have a very light step, applying a -1 penalty to opponents' sur​prise rolls, doubled to -2 if the elf is alone (i.e., more than 90' away from others) or with other very stealthy creatures and is not wearing metal armor (other than elven chain).

Finally, elves are sensitive to magic and can detect magic as often as desired by handling and examining an object or place or person for 1d10 rounds.  The chance of suc​cess is equal to the elf's Intelligence score multiplied by his or her experience level.  All elves also have the abil​ity to create a limited number of magical effects based on their spiritual heritage and their inherently magical nature.  An elf can attempt to use each of these magical talents once per day, with a chance of success equal to their Wisdom score multiplied by their experience level (halved if attempting to use a 'major talent').  The particular talents possessed by elves depend upon their subrace, and are described in greater detail under Special Benefits given for each type of elf, but any attempt to use them requires one full round of concentration.  In addition, only one ability can be in effect at a time; if an elf attempts to invoke another magical talent, the effects of a talent already in use are immediately ended.

Special Hindrances:  The quasi-immortal spirit nature of elves creates certain difficulties for them in dealing with the mortal world.  Among other difficulties it is impossible for an elf to be restored to life by a raise dead or resurrection spell, though they can be restored to life by means of a wish or reincarnate spell (the latter spell has a 50% chance of bringing the elf back as an elf of his or her original type (though in a new body) and a 50% chance of producing a random type of new body, as normal for the spell).  Their spirits are also very sensitive to death magic, suffering a -1 penalty to saves vs. all necromantic attacks.

Elvish spirits also crave contact with other spirits, and they must satisfy this need through the use of a ritual called reverie.  This ritual enables an elf to reach out with his or her spirit and engage in a period of rap​tur​ous communion with other spirits, particularly the spirits of other elves through​out the world (as well as spirits of elves long dead or yet unborn).  This ritual requires 24 hours, minus one hour per level of experi​ence of an elf, during which time he or she is completely comatose and cannot be roused by any means short of a limited wish or wish.

Reverie refreshes an elf and renews his or her spiritual energies, and it must be performed period​ically to keep his or her spirit strong.  An elf can go a number of days equal to his or her Wisdom score plus his or her level before he or she be​gins to feel the need for reverie.  For each day beyond this limit that an elf neglects this ritual, his or her spirit will weaken and he or she will suffer a cumulative -1 penalty to all die rolls for every day that passes until he or she engages in reverie.

Finally, because of their virtually immortal lifespan, elves have a laconic, distant sort of attitude that some​times precludes the drive and urge to succeed and ad​vance that characterizes mortal races (especially humans).  As a result, elves accrue experience points at a slower rate than other races, suffering a -20% penalty to earned experience.

Religion
Aerdrie Faenya CG, f, Intermediate Power of Air, Weather, Avians (Ukko)

Corellon Larethian NG, m, Greater Power of Light, the Sun, Magic, Arts and Crafts, Music, War (Pelor/Mystra/Milil/Tyr)

Danae CG, f, Demipower of Joy, Happiness, Dancing

Deep Sashelas CG, m, Intermediate Power of Oceans, Sea Travelers (Aegir)

Eilistraee CG, f, Demipower of Music, Poetry, Storytelling, Bards, Good-aligned Drow (Milil)

Eldath NG, f, Demipower of Peace, Tranquility, Waterfalls

Erevan Ilesere CN, m, Lesser Power of Mischief, Luck, Change, Rogues (Tymora/Mask)

Fenmarel Mestarine CN(G), m, Lesser Power of Out​casts, Isolationism, Wilderness, Wild Animals (Meilikki)

Ghaunadaur CE, m, Lesser Power of Outcasts, Rebels, the Underdark, Insanity, Amorphous Creatures, the Elements (Luthic/Anthraxus)

Hanali Celanil CG, f, Intermediate Power of Beauty, Love, Youth, Fire (Brigit)

Labelas Enoreth LN(G), m, Intermediate Power of Time, Fate, Law, History, Prophecy (Lendor)

Lolth CE, f, Intermediate Power of Drow, Spiders, Darkness

Rillifane Rallathil CG, m, Intermediate Power of  Plants, Flowers, Nature (Chauntea)

Sehanine Moonbow NG, f, Intermediate Power of the Moon, Stars, Dreams, Night Travelers, Secrets (Selene)

Shevarash CN, m, Demipower of Vengeance, Crusades, Loss, Hatred of Drow (Surma)

Solonor Thelandira CN(G), m, Lesser Power of Archery, Hunting (Araw)

Vhaeraun CE, m, Lesser Power of Thievery, Betrayal, Shadows, Drow Males (Mask)

As a final note, it is important to understand that the majority of elvish deities do not permit multiclassed priest characters as a general rule.  Each individual power, however, may allow certain multiclass combina​tions, as follows:

Corellon Larethian:  Cleric/Fighter

Erevan Ilesere:  Cleric/Adventurer, Cleric/Thief, Fighter/Cleric/Adventurer, Fighter/Cleric/Thief

Ghaunadaur (Drow):  Cleric/Fighter

Lolth (Drow):  Cleric/Fighter

Solonor Thelandira:  Cleric/Ranger

Vhaeraun (Drow):  Cleric/Thief, Cleric/Adventurer, Cleric/Assassin


Elf, Dark  

Description:  Dark elves, also known as the drow, are a race of elves that split off from other elves thousands of years ago after a long, bitter war.  The dark elves removed themselves from the surface world into the Underdark and made a home for themselves there, using their powerful magic to safeguard their realms from intrusion from the unintelligent monsters of the Underdark as well as the intelligent races that make their homes there (e.g., dwarves, deep gnomes, kuo-toa).  As a race, dark elves are capricious and vindictive, following the chaotic evil alignment.  Dark elves usually have jet black skin and white or silver hair, with amber, red, green, or violet eyes.  PC dark elves are considered outcasts from their homeland deep within the earth, whether as a matter of choice or merely from being on the losing side of one of the bitter house feuds and having the good luck to manage exile rather than assassination.

Special Benefits:  The dark skin of drow grants them a natural ability to melt into shadows, allowing them a 50% (75% if a thief) chance to become effectively invisible if they are in a shadowy area and remain relatively still.  Small movements are possible (e.g., drawing a weapon, getting out a material component), but any large gestures or quick movements (e.g., spell​casting with a somatic component) will reveal the drow's position.  Their bonuses to avoid surprise and to surprise others are doubled if they are underground or in dark or shadowy conditions.  Drow have infravision out to 120 feet, and they can see through magical darkness within 10'.  Their knowledge of the Underdark and its ways and the mundane matters of tunneling and mining (even though much of the actual work is done by magic in drow communities) allows them to use min​ing abilities similar to those possessed by dwarves, each requiring a round of concentration within 10' of the area being examined:

Ability




Die Roll
Detect sloping passage


1-5 on 1d6

Determine depth underground

1-4 on 1d6

Determine direction

 of travel underground


1-4 on 1d6

Detect new construction


1-3 on 1d6

Detect sliding/shifting walls

 or rooms (including secret doors)
1-3 on 1d6

Detect stonework traps


1-3 on 1d6

All drow are naturally ambidextrous, able to use a weapon in either hand without penalty.  A drow who elects to use two weapons simultaneously reduces the normal penalty from -2/-4 to -2/-2, and this can be further reduced for drow characters with high dexterity.  Each point of a drow character's Dexterity reaction adjustment can be applied to reducing one of these penalties, though the off-hand penalty must always be greater than or equal to the primary hand penalty.; e.g., a drow with 18 Dexterity and a reaction bonus of +2 could reduce these penalties to 0/-2 or -1/-1.  This ambidexterity, which is equivalent to the ability of the same name that other characters can purchase with wea​pon proficiency slots, also enables the drow character to wield a weapon larger than size S in his or her off-hand, though in this case neither weapon may be one that can be effectively wielded two-handed and the speed factor for a size M secondary weapon is increased by 3.

Dark elves also are adept at sign language, and any two drow can communicate in Drowic using only the "silent language" as fully and completely as if with the spoken word.  Other races may be taught certain basic signs and symbols of this special sign language, but with non-drow it is only as useful as the Sign Language non-weapon proficiency.

Dark elves are a highly magical race and are very facile in the ways of magic, they gain a +2 bonus to all saving throws vs. magic, doubled to +4 vs. necromantic and enchantment/charm magic.  This re​places the standard elven save bonuses.  All dark elves possess the following magical talents, each of which can be used once per day:  dancing lights, faerie fire, or darkness 5' radius.  A dark elf who reaches 4th level also gains the ability to use the following 'major talents':  dispel magic, suggestion, or levitate (self only).

Special Hindrances:  Drow are highly sensitive to bright light.  In direct sunlight or its equivalent, their vision range is reduced to 30 yards, their surprise bonuses are negated, and all die rolls by the drow are made at -2 (-10%).  Spellcasting of any sort entails a 10% chance of spell failure, and targets of the drow's spells make their saving throws at +2.  In addition, the drow's Armor Class is penalized by 2.  Lights such as torch​light, lanterns, faerie fire, or starlight will not adversely affect drow, but bright light short of daylight (e.g., full moonlight, large bonfires, multiple light spells) will cause half the penalties associated with full daylight, with vision range being reduced to 60 yards.

In addition to the above, Drow have a very unpleasant reputation, suffering a -3 penalty to reaction rolls (-6 with dwarves, deep gnomes, and other elves), and the best reaction possible is "indifferent," never "friendly."

Allowed Classes (and Kits):
Cleric
14th level1

Counselor, Orthodox Priest, Planewalker, Scholar

Crusader
9th level1

all kits allowed
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Adventurer
9th level

all kits allowed except Buccaneer

Assassin
12th level

all kits allowed except Shadow

Bard
9th level

Acrobat, Blade, Dilettante, Minstrel, Riddlemaster

Guildsman2
9th level

all kits allowed

Thief
9th level

Burglar, Smuggler

Cavalier
9th level

Dragonslayer, Templar

Fighter
9th level

Duelist, Gladiator

Ranger
9th level

Harper, Huntsman3, Outlaw

Conjurer
12th level4

Shadow Mage, Summoner

Elementalist
9th level4

Geomancer, Hyperspecialist

Enchanter
12th level4

Alchemist, Artificer

Mage
12th level4

all kits allowed except Astrologer

Necromancer
9th level4

all kits allowed except Theurgist

1 Only drow females may attain this level in the Priest classes; drow males are limited to 5th level.

2 At the DM's option, it may not be possible for PC drow to become Guildsmen; however, drow Guildsmen are common as NPCs within drow society.

3 At the DM's option, a drow Huntsman may be an expert in training some type of Underdark hunting beast.

4 Only drow males may attain these levels in the Wizard classes; drow females are limited to 5th level.

Allowed Multiclass Combinations:
Cleric/Adventurer

Cleric/Assassin

Cleric/Thief

Cleric/Fighter

Fighter/Adventurer

Fighter/Assassin

Fighter/Thief

Fighter/WIZARD

Ranger/WIZARD

WIZARD/Adventurer

WIZARD/Assassin

WIZARD/Thief

Drow can select any of the Wizard classes to combine in a multiclassed character.


Elf, Gold

Description:  Also called sunrise elves or high elves, gold elves have complexions that range from very fair to pale gold to bronze tan, with hair most commonly silver or gold in color, though uncommonly black, light brown, or coppery-colored hair is seen.  Their eyes are typically amber, green, blue, or brown.  They tend to favor loose garments, flowing robes, and capes.

Gold elves are considered by some to be the most civilized of the elven races, and gold elves themselves certainly share this viewpoint.  They tend toward lawful neutral and lawful good alignments, but they do not commonly interact with other races for any longer than they deem necessary, and they deem all non-elves "N'Tel'Quess", meaning 'not-people'.  They treat such folk with politeness when they must interact with them, leavened with a healthy dose of contempt and aloofness, treating them as a host would a stumbling and illiterate child.  It is important to note, however, that gold elves treat the other elvish races only scarcely better than they treat non-elves, adopting a very superior attitude and patronizing manner when dealing with such folk, save for dark elves, who are greeted with open hostility and hatred on those rare occasions when they are not simply attacked on sight.  Gold elves are a prejudiced people, intolerant of other races and customs, which are seen by gold elves as being inferior to their own; to their minds, the gold elf viewpoint is obviously the correct one.  Racial purity is a large part of the gold elf mindset, and the very rare half-elf births with a gold elf parent result in disgrace and usually exile for parent and child.

Gold elves tend to operate within a highly stratified caste system, with each caste identified as a House.  At the top of the system is House Royal, the descendants and families of gold elf royalty.  Below this is House Cleric, which contains not only members of the priest​hood but also the lorekeepers and lawgivers.  Beneath this is House Protector, made up of military folk of all types, and roughly coequal with this House are the Houses of the craftsmen and trade guilds.  The relative status of the various craft and trade Houses shifts from time to time, with prosperous Houses gaining status and those in decline losing status.  At the very bottom of the ladder is House Servitor, which includes apprentices to craft and trade guilds, foreign traders, indentured servants, and slaves (in those gold elf communities which practice slavery).  Years of isolation and millennia of tradition have stratified the various Houses into rigid social institutions.  No one marries (and rarely even mingles) outside his or her House without permission, and such permission is only rarely given.  The head of each House (save, of course, for House Servitor) gains a seat on the Sinthal-Elish (Council of High Ones) of each gold elf community, with the relative power of each representative in this council being equivalent to the relative position of his or her House.

Most of the elves on the island nation of Evermeet, the elvish homeland, are gold elves.  Interestingly, however, the royal family of Evermeet is a moon elf family.  The gold elves grudgingly accept this state of affairs mainly because the same royal family has ruled in Evermeet for thousands of years, since before the sundering of the elvish races, and their position in the gold elf caste system is clear and unquestioned, despite the gulf that now exists between gold elves and moon elves.

Gold elves begin play with free proficiency in Cuivene and another elvish language or a local human tongue.  Gold elves can also select starting proficiency in any ancient or modern demihuman tongue, Naiad (the pri​mal tongue of sylvan spirit beings), and dragonish languages.

Special Benefits:  Gold elves are fleet of foot, with a base move of 15.  In addition, they have exceptional vision that is superior even to that of other elves, out to five times the normal ranges listed in the Player's Handbook on pg. 117.  Their visual acuity also grants a +1 bonus to hit with missile weapons.

Gold elves are creatures of very strong wills and minds, trained by many long years of life and the rigid, controlled manner of life and interaction in gold elf communities, and all gold elves have the equiva​lent of the mind bar psionic telepathic devotion (q.v.) in place at all times.  Due to their racial predilection for order, law, and truth as well as their familiarity with magic, they gain a +2 bonus to saving throws vs. illusions of all types, as they can often recognize the telltale signs of magic where others might not.  Basic magical talents for gold elves include:  dancing lights, faerie fire, or light.  A gold elf who reaches 4th level can also use the following 'major talents':  dispel magic, detect lie, or clairvoyance.

Special Hindrances:  Gold elves are very direct and forth​right in their dealings with others, and they eschew the use of stealth as dishonorable (or simply as 'bad form').  As a result, they lack the bonus to surprise others that other elves gain, and only in exceptional or unusual circumstances (i.e., when they can be convinced of a dire need, especially one to the benefit of elven​kind) will they participate in surprise attacks.  Barring such an unusual situation (DM's discretion), a gold elf who attacks from surprise gains no experience points for that encounter.

At the same time, this policy of honesty and stands on high principles rarely wins gold elves many friends outside their race, since they make no bones about their racial pride and obstinate love of legalism and ingrained tradition.  To other races, gold elves often seem aloof from and uncaring about the ephemeral world around them, and they tend to resent what they perceive as gold elvish smugness and arrogance.  Hence, gold elves suffer a reaction penalty of -2 when dealing with non-elves, doubled to -4 when dealing with dwarves, half-orcs, half-ogres, or any creature of the goblin races, who are all treated as uncouth savages by gold elves.  This negative feeling toward gold elves and their rigid attitudes and snooty airs also extends to other elves, resulting in a -1 reaction penalty with moon elves and sea elves, a -2 reaction penalty with wild elves, and a -6 reaction penalty with dark elves.

It should also be noted that gold elves dislike being underground and become mildly claustrophobic if they must spend more than one hour per point of Wisdom beneath the earth, suffering a -2 penalty to morale (NPCs only) and saves vs. fear and a -1 penalty to proficiency checks, attack rolls, and ability checks.

As a final note, because of their habitual closed-mindedness and highly ingrained mental resistance, gold elves cannot possess psionic wild talents.

Allowed Classes (and Kits):
Cleric
12th level

all kits allowed except Witch Hunter

Crusader
12th level

all kits allowed

Bard
12th level

Blade, Dilettante, Minstrel, Riddlemaster

Guildsman
9th level

Diplomat, Merchant

Cavalier
12th level

all kits allowed

Fighter
7th level

Duelist

Ranger
9th level

Archer, Harper, Warden

Elementalist
9th level

Aeromancer, Hydromancer, Hyperspecialist

Enchanter
9th level

Alchemist, Artificer, Naturalist

Mage
12th level

all kits allowed

Sorcerer
12th level

Abjurer, Chronomancer

Allowed Multiclass Combinations:
Fighter/WIZARD

Ranger/WIZARD

Gold elves can combine any of the Wizard classes into a multiclass combination.  Because of their highly strati​fied caste system and ingrained traditions, these are the only multiclass options available to gold elves.


Elf, Moon
Descriptions:  Moon elves, also called silver or grey elves, have very pale, almost translucent skin, sometimes with a bluish or silvery sheen.  They have hair usually of black, silver, gold, or silvery-blue, with eyes of violet, blue, amber, or green, often with gold flecks.  They prefer woven slacks and jerkins for men and long dresses for women.

Moon elves are more friendly with non-elves than are any of the other elvish races.  They are a secretive people, keeping hidden from other races and observing them from afar, wherever possible assisting those who are of goodly bent and destroying those who are evil.  Those who have been aided by moon elves often have no idea of the aid rendered on their behalf, as moon elves prefer to undertake their good works and then slip back into the starlit shadows before their presence is known.  

Moon elves love the moon and stars and concern them​selves with natural beauty in all its forms.  They enjoy growing things and gazing into the open sky, contem​plating the wonders of the universe.  Moon elves tend to be individualistic, each following his or her own life-path and owing only nominal allegiance to any lord (often an older moon elf, who is considered the 'host' of any 'guests' who choose to stay with him or her).  This is not to say that they are not loyal and faithful to their friends, but they pass on from place to place and task to task as their spirit moves them.  They enjoy music, art, stories, and dancing, with long days and nights spent immersed in the simple joy of such frolics.  They are lovers of displays of cleverness and skill, especially in craftsmanship (jewelry is a favorite), poetry, swordplay, and (most of all) magic.

Moon elves are often considered distant and frivolous by other races, with their "feet not quite on the ground."  They do not make friends easily, but a friend (or an enemy) is never forgotten.  Other races are often suspicious of them and their secrecy (and the gold elves are contemptuous of their efforts to aid the "lesser races") and find their personalities impossible to fathom, though they generally treat their friends and comrades as equals.

Special Benefits:  Moon elves spend many long hours practicing the arts of swordplay and archery.  As a result, they gain a +1 bonus to hit when using any sort of bow or sword.

In addition to the magical resistances common to all elves, moon elves free spirits grant them 90 percent resistance versus all types of direct mental control (including domination, magic jar, and charm person), whether magical or psionic.  This resistance is in addition to any saving throw normally allowed.

Moon elves are used to moving about in secret and being aware of subtle clues in the world around them to keep themselves hidden.  This allows them to double the normal elven bonus to avoid surprise (though it does not increase their chance to surprise others).  It also grants them a chance to notice hidden or invisible objects or creatures.  Simply passing within 10' of a hidden creature or object (including thieves hiding in shadows, secret or concealed doors, and the like) grants a 1 in 6 chance to notice it.  If a moon elf is actively searching for hidden or invisible things, he or she has a 3 in 6 chance of spotting hidden or concealed objects or crea​tures and a 2 in 6 chance of noticing the presence of invisible objects or creatures (allowing the moon elf to attack, if desired, with normal penalties for invisibility).

Basic magical talents for moon elves include:  dancing lights, faerie fire, or detect evil.  A moon elf who reaches 4th level can also use the following 'major talents':  tongues, know alignment, or non-detection.

Special Hindrances:  Moon elves often seem distracted and not entirely 'in touch' with the mortal world around them, and normal humans and the like tend to resent what they perceive as elvish frivolity and lack of grounded​ness.  Hence, moon elves suffer a reaction penalty of -1 when dealing with non-elves, doubled to -2 when dealing with dwarves, half-orcs, half-ogres, or any creature of the goblin races, all of which are typically regarded as dangerous and destructive races by moon elves.  They suffer a -4 reaction penalty with dark elves (who hate them) and a -1 penalty with gold elves (who scorn them), but they have normal relations with other types of elves.

Allowed Classes (and Kits):
Cleric
9th level

Counselor, Orthodox Priest, Pacifist, Planewalker, Scholar

Crusader
9th level

all kits allowed

Monk
13th level

all kits allowed
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Adventurer
12th level

all kits allowed except Prospector

Assassin
8th level

Bounty Hunter, Spy, Stalker

Bard
12th level

all kits allowed except Gypsy, Jester

Guildsman
8th level

all kits allowed except Engineer

Thief
8th level

all kits allowed

Cavalier
9th level

all kits allowed

Fighter
7th level

Corsair, Duelist, Sentinel, Thrall

Ranger
8th level

all kits allowed except Beastmaster

Elementalist
11th level

Aeromancer, Hydromancer, Hyperspecialist

Enchanter
11th level

all kits allowed except Transmuter

Mage
11th level

all kits allowed

Sorcerer
11th level

War Wizard

Allowed Multiclass Combinations:
Cleric/Adventurer

Cleric/Thief

Cleric/Fighter

Cleric/Ranger

Cleric/Fighter/Adventurer

Cleric/Fighter/Thief

Fighter/Adventurer

Fighter/Thief

Fighter/WIZARD

Fighter/WIZARD/Adventurer

Fighter/WIZARD/Thief

Ranger/WIZARD

WIZARD/Adventurer

WIZARD/Thief

Moon elves can include any of the wizard classes as part of a multiclassed character.



Elf, Sea
Description:  Sea elves, also called aquatic or marine elves, are quite tall even by elven standards.  They have long, thin limbs with strong but sleek swimming mus​cles.  Their fingers and toes are twice as long as those of humans, with thick webbing between them.  Their skin is tough and feels almost rubbery, with color varying from deep green with irregular brownish stripes and patches (most common in the Sea of Swords and the rest of the Great Sea) to various shades of blue with white patches and stripes (as in those sea elves dwelling in the Sea of Fallen Stars).  Hair and eye color come in every shade seen among the other elvish races, often in vibrant colors, and hair is usually cut short for warriors but worn long (if appearing a bit thick and stringy in com​parison to the hair of surface races) among the wealthy or noble.  A distinctive feature of sea elves are the long gill slits along their collarbones and ribcages.

While they rarely wear clothing underwater, sea elves who venture ashore typically wear garments (to appease local customs) manufactured from undersea plants in shades of green, black, and brown.  Because saltwater is so corrosive, few metals are used for tools, weapons, armor, or even jewelry (though gold is sometimes used for the latter).  Such items are typically made from coral, shells, bones, stone, and similar undersea materials.  Sea elves tend to avoid coming too close to human sea​ports, but they are less cautious around small shore villages and wilderness areas, sometimes coming ashore out of curiosity.  All sea elves speak Salishan, and they can also communicate with dolphins, whales, and other marine mammals through a range of squeaks and whis​tles, many of which are beyond the normal human range of hearing.  Sea elves do not gain any other 'free' languages when created, but they can learn additional languages by spending proficiency slots.

Special Benefits:  One of the primary benefits of being a sea elf is the ability to breathe and operate comfort​ably in water.  Their eyes are specially attuned to the filtered light present in water, allowing them to see out to ten times the normal range underwater.  Their acute vision and their very sharp hearing combine to grant them a +3 bonus to avoid surprise underwater (rather than the usual elven bonus to avoid surprise).  Sea elves with rogue abilities gain a +10% bonus to their Detect Noise and Detect Illusion skills, and this bonus is tripled if they are underwater.

Because of their coloration, their experience at using seaweed and other marine vegetation for concealment, and their ability to swim in nearly absolute silence when necessary, sea elves apply a -5 penalty to the surprise rolls of enemies under​water, provided the sea elf is alone, with other sea elves (or similar creatures), or at least 90' away from any allied creatures who are not capable of such stealth.  Because they are so used to traveling through seaweed, their movement is never hindered by inanimate marine plant life, and they can even evade or escape entanglement by animate plant monsters or spells such as entangle or charm plants with a successful Dexterity check each round.

Sea elves are ex​ceptional swimmers, with a MV rate of 15 in water, and this pace can be kept up for a number of hours each day equal to the sea elf's Constitution score.  He or she can continue swimming beyond this time, but he or she will suffer the temporary loss of one point of Constitution for every additional hour spent swimming.  A sea elf who overexerts him- or herself in this fashion can regain all lost Constitution points by spending one hour at rest for every hour spent swim​ming (e.g., a sea elf with Consti​tution of 12 who spent 9 hours swim​ming would not need to rest, but if he or she swam for 14 hours then he or she would tempo​rar​ily lose 2 points of Constitution until he or she spent a full 14 hours resting).  This limitation does not include small-scale movement (e.g., swimming around a sunken city), but is meant to define the extent of long-range travel possible by a swimming sea elf.

When swimming, sea elves have the ability to 'sprint', doubling their swimming speed to MV 30.  This requires a successful check against half his or her Strength score, and it can be continued each round thereafter by making another check at the beginning of each round.  Once the check fails, the sea elf must resume his or her normal speed for a number of hours equal to the number of rounds spent sprinting before he or she will be able to sprint again.

Sea elves' tough skin and a thin insulative layer of subcutaneous fat combine with their natural affinity to water to grant them a +2 bonus to saves vs. water- and cold-based attacks and reduces damage from such attacks by 1 point per die.  Because of their unique breathing apparatus, they gain a similar resistance to gas attacks.  Their system is also very efficient at purging toxins, granting them a +2 bonus to all saves vs. poison.  Sea elves are immune to charm, hold, and paralysis attacks (including paralytic poison) by marine creatures, and they have a 75% chance to be un​affected by such attacks, whether magical or psionic, from non-aquatic beings.

Because of their experience living and fighting under​water, any non-aquatic creature trying to fight a sea elf while in the water should be treated as if under a slow spell (i.e., loss of all Dexterity bonuses, -4 to hit, +4 AC penalty, +2 initiative penalty, attack at only half the normal rate) unless they are using a spell, magical item, or other power that grants free action.  Note that these modifiers apply only to combat actions between a sea elf and a non-aquatic creature; other nearby creatures in​volved in such a combat situa​tion would not gain any bonuses versus the sea elf's opponent.  Sea elves also gain a +1 bonus to all attack rolls made with a spear, net, or trident, whether in or out of the water.  Against their traditional enemies, sahuagin and sharks, sea elves gain a +1 bonus to attack and damage rolls.  At the DM's option, these bonuses may instead (or in addition) apply vs. other aquatic foes that are common in a sea elf's home waters (e.g., ixitxachitl, seawolves, kraken, dragon turtles, kuo-toa, aboleth).

As with other elves, sea elves possess certain magical talents.  All sea elves can attempt to cast messenger (sea creatures only), analyze balance, or swim.  At 4th level and above, they can attempt to use the following 'major talents':  water breathing, speak with animals (aquatic only), or free action.  It should be noted that several of these abilities are generally used by aquatic elves to assist surface-dwelling associates in accompanying them for brief sojourns beneath the waves.

Special Hindrances:  The many disadvantages of being a sea elf are as plain as the advantages; a completely land-based campaign will clearly place a sea elf character in a very difficult situation.  Sea elves can survive outside of water for a significant period of time, but not without difficulty.  A sea elf on land has MV 9 and can operate normally for up to 48 hours without penalty.  For each day after this, however, a sea elf loses 1 point from all six ability scores.  If a sea elf's Intelligence, Wisdom, or Charisma score reaches 0, he or she slips into a coma and cannot be roused unless his or her ability score is restored.  If a sea elf's Strength, Dex​terity, or Consti​tution score reaches 0, he or she will die.  If a sea elf can immerse him- or herself in fresh water for at least one turn, this will forestall any loss of ability points (the total of elapsed days will be 'reset' to 0 with fresh water immersion); however, immersion in fresh water does not restore ability score points that have already been lost.  This can be accomplished by immersion in salt water for 1 turn per point that must be restored.  Lost ability score points can also be restored immediately by the application of a heal or regenerate spell.  Because they are so sensitive to dehydration, sea elves suffer a -2 saving throw penalty vs. heat-based attacks.

In addition to this debilitation caused by staying out of water, a sea elf's skin contains special oils that assist with undersea activity but which give off a strong "fishy" smell if a sea elf remains out of water for more than a day.  This smell, while slightly unpleasant, is not intolerable.  It does impose a -2 reaction penalty when dealing with any land-dwelling races.  This odor also gives a +4 (+20%) bonus to attempts to track a sea elf by smell on land.

Sea elves begin their careers only with knowledge and equipment that might reasonably have been obtained during their days beneath the waves.  Thus, all sea elves must have a Maritime background and cannot begin play with any Rural, Subterranean, Urban, or Wilderness pro​ficiencies.  Likewise, they may only begin play knowing languages for creatures or cultures that frequent the sea.  A sea elf's initial weapon proficiencies must be selected from the following weapons:  crossbow (any), knife (any), net, or spear (any).  A sea elf's initial weapons are also likely to be made of bone or stone rather than metal.  If such weapons are used against a metal-armored foe (or a creature with a natural AC of 3 or better), they suffer a -1 penalty to attack and damage rolls and have a 1 in 6 chance of breaking on any successful hit.  Such weapons cost only half the normal price for equivalent steel weapons.

A sea elf may begin play only with the shell armor common to their race (treat as studded leather armor, but it provides only AC 9).  If they are forced to wear any armor other than this or elven chain (or the similar but much rarer sea elven scale mail), a sea elf will suffer a -1 penalty to all die rolls for 6d6 days due to discom​fort while becoming acclimated to the armor.  This time of acclimation must be repeated each time a sea elf wears a new type of armor.  In no case will a sea elf ever wear armor heavier than chain mail or scale mail, and in water they will wear only shell armor, elven chain, sea elf scale, or leather armor, as any other armor would be too encumbering to allow freedom of movement when swimming.

As a final note, it should be pointed out that sea elves do not possess any unusual degree of stealth when out of water and so gain no bonus to surprise others.  Their vision out of water is equivalent to normal human vision, rather than the enhanced vision typical of other elves.  In fact, sea elves are somewhat sensitive to bright light and suffer a -2 penalty to saving throws vs. light-based attacks.  Because their senses are so finely attuned to operating in a watery environment, sea elves gain no bonus to avoid being surprised when they are out of water.

Allowed Classes (and Kits):
Cleric
15th level

Counselor, Orthodox Priest, Pacifist, Scholar

Crusader
10th level

Battleguard, Champion, Justifier, Purifier

Druid
7th level

Beastfriend, Loresinger, Preserver
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Adventurer
10th level

Buccaneer, Scavenger

Guildsman
8th level

Diplomat, Trader

Fighter
6th level

Corsair, Gladiator, Sentinel

Ranger
8th level

Mariner, Seeker, Warden

Allowed Multiclass Combinations:
Druid/Adventurer

Fighter/Adventurer

Fighter/Druid

Ranger/Druid (NG alignment)



Elf, Wild
Description:  Wild elves, also called green elves or wood elves, tend to have a coppery or tan complexion (some​times with a faint greenish sheen) and hair in various shades of brown, from nearly golden to near​ly umber.  Their eyes are generally amber, green, or brown.  Some wild elves paint or tattoo themselves with fanciful or natural designs, a custom which other elves (particularly the gold elves) find barbaric.  Wild elves tend toward chaotic good and chaotic neutral alignments and are rather reclusive and individualistic.  They are very friendly with faerie folk but tend to be distrustful of non-elves, particularly humankind.  Wild elves do not tend to form large nations of themselves, preferring to remain in a relatively tribal or clannish social organi​zation with a great emphasis on individual freedom in harmony with nature.  They respect nature in all of its forms and will make use of nature's bounty to further the well-being of themselves and the tribe or clan, though never in a destructive or exploitative fashion.  Wild elves do not start wars of aggression, but they are far from pacifists, and they become fierce and determined warriors when the need arises.  They hunt game and enemies with equal deadliness, and their are fiercely proud of their own heritage and traditions and generally rather hot-tempered and impulsive, especially compared to the reserved and stoic gold elves.

Special Benefits:  Wild elves gain a +1 bonus on attack rolls with spear, longbow, and shortbow, and their speed factor when using a longbow or shortbow is reduced by 2.  If they have personally crafted the bow and arrows that they are using, they also gain a +1 bonus to damage rolls and reduce speed factor by 4 rather than just 2.

The stealth of wild elves is unparalleled in forest environments.  When in such a setting and wearing either nonmetal armor (or elven chain) and moving at half speed or slower, wild elves can only be seen by creatures who can detect invisible creatures or objects.  This ability obviously is broken if a wild elf attacks; however, they are so quick and so used to fighting in forest environments that if they gain initiative and make a successful check against half their Dexterity score, wood elves can strike from hiding and then resume their near-invisible state in the same round.  Wild elves double the normal elven surprise bonuses if in forested terrain.

Wild elves' expertise in woodcraft also extends to the climbing of trees, with a base 100% chance to success​fully climb any tree or similar structure, with the nor​mal modifiers for armor worn, encumbrance, slippery conditions, etc.  They are able to move through tree branches as if they were on flat, solid ground, though their speed is halved if the tree branches are slippery or slightly slippery.  In addition, since they are so used to combat in forests, with lots of cover and concealment, they always treat a character using cover or concealment as though it was one step less than normal (e.g., a character with 25% cover or concealment would be considered to have no cover or concealment to a wild elf).

Any creature attempting to track a wild elf through a forest may do so at only half the normal chance of success (rounding down).  Wild elves also gain the Set Snares proficiency free, though if it is used outside of a forest or jungle environment the chance of success is halved.  Wild elves are also alert for such traps set by others and are allowed an automatic check against half of his or her Intelligence score to spot snares, pits, and deadfall traps within 10'; if actively searching for such things, this check should be rolled as a normal Intelli​gence check.  This ability can be used in non-forest environments, though the chance of success is halved in such cases.

Wild elves are very in tune with nature and animals, and all wild elves gain a free proficiency in Animal Lore with respect to animals native to forests, with a +1 bonus to the score for every three levels (rounding up).  In this vein, basic magical talents for wild elves include:  pass without trace, animal friendship, or speak with animals.  A wild elf who reaches 4th level can also make use of the following 'major talents':  speak with plants, dancing lights, or faerie fire.

Wild elves can spend proficiency slots to learn the languages of naturally-occurring forest avians and mammals as well as forest-dwelling faerie creatures, treating them as Modern Languages.  This will not necessarily predispose such creatures to goodwill toward the wild elf, but will allow basic communication (at the creature's level of intelligence, of course).  Wild elves gain a +2 reaction bonus with any forest-dwelling crea​ture that is not of evil alignment.  In addition, they are immune to enchantment/charm-type spells cast by woodland creatures (e.g., dryads, nixies).

Special Hindrances:  Wild elves suffer a -2 reaction penalty with other elves, who tend to consider them rude, unsavory, and vulgar--in general, too 'wild' for their tastes.  In addition, they suffer a -1 penalty to reactions with non-elves, -2 with dwarves, half-orcs, half-ogres, and any goblinoid creatures, as well as evil forest-dwelling creatures.  Wild elves must begin with a Wil​derness Background, and they will never learn Urban or Maritime proficiencies, nor any proficiencies involving working metal or stone (except for Reading/Writing, Gem Cutting, and Weapon​smithing).  Wild elves are also not facile with languages, and any non-elvish language (save those noted under Special Benefits above) costs double the normal number of slots for a wild elf.

Because of their affinity for natural materials and their natural inclination toward stealth, wild elves will wear only elven chain, hide, leather, leather brigandine, padded leather, studded hide, or studded leather armor, and they will never use large shields or body shields.  Because of their long association with the faerie races, they retain in some respects a closer tie to their former spirit nature.  This renders them somewhat vulnerable to the touch of silver and cold iron, and weapons made of these metals will inflict an additional point of damage when used against a wild elf.  In addition, contact with such metal for longer than 1 round requires a wild elf to save vs. poison every round or suffer an allergic-type reaction equivalent to the irritation spell (with both 'rash' and 'itching' components) for as long as he or she remains in contact with the silver or cold iron and for 1d4 turns thereafter.

Allowed Classes (and Kits):
Druid
13th level

all kits allowed

Monk*
7th level

Dervish, Mystic, Seer

Adventurer
10th level

Explorer

Bard
10th level

Acrobat, Meistersinger, Minstrel

Guildsman*
7th level

Outrider, Trader

Thief
7th level

Bandit, Smuggler

Barbarian*
7th level

Forest Runner, Savage

Cavalier*
7th level

Amazon, Windrider

Fighter
7th level

Thrall

Ranger
12th level

all kits allowed except Mariner

Enchanter*
12th level

Naturalist

Mage
8th level

all kits allowed

* A wild elf must select a kit for this class; they cannot become standard Monks, Guildsmen, Barbarians, Cava​liers, or Enchanters.

Allowed Multiclass Combinations:
Fighter/Adventurer

Fighter/Thief

Fighter/Mage

Fighter/Mage/Adventurer

Fighter/Mage/Thief

Ranger/Mage

***DISCLAIMER*** 

As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 

In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 
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