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Elf 
 
 

ELF, ARAEDHEL (HIGH ELF) 
 
Average Height: 5'4"�6'1" 
Average Weight: 130�180 lbs 
  
Ability Scores: +2 Dexterity, +2 Intelligence 
Size: Medium 
Speed: 30 feet 
Vision: Low Light 
  
Unarmed Attack: Punch or Kick (Strength) 
Unarmed Damage: 1d4 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Arcana, +2 Spellcraft 
Defence Bonus: +1 Will 
 

ELF, TAUREDHEL (SYLVAN ELF) 
 
Average Height: 5'4"�6'1" 
Average Weight: 130�170 lbs 
  
Ability Scores: +2 Dexterity, +2 Wisdom 
Size: Medium 
Speed: 35 feet 
Vision: Low Light 
  
Unarmed Attack: Punch or Kick (Strength) 
Unarmed Damage: 1d4 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Perception, +2 Weapon 

Group (Bows) 
Defence Bonus: +1 Reflex 
 

ELF, MAGOLEDHEL (SWORD ELF) 
 
Average Height: 5'6"�6'2" 
Average Weight: 140�200 lbs 
  
Ability Scores: +2 Dexterity, +2 Strength 
Size: Medium 
Speed: 30 feet 
Vision: Low Light 
  
Unarmed Attack: Punch or Kick (Strength) 
Unarmed Damage: 1d4 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Insight, +2 Weapon Group 

(Heavy Blades) 
Defence Bonus: +1 Fortitude 

 
 
Closed Mind Elf Racial Trait 
The mind of an elf is a complex and alien landscape compared 
to the prosaic and simple brains of other races. This mental 
architecture makes them more difficult to affect with mind-
affecting magic. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: The elf is immune to all magical spells and 
supernatural effects that put him to sleep (such as the sleep 
spell). Mundane effects, such as alchemical knock-out gas, 
still work against him. Additionally, the elf receives a +2 racial 
bonus to Will defence against any talents, feats, powers or 
items with the Enchantment descriptor. 
 
 
Elven Reverie Elf Racial Trait 
Rather than sleep you enter a meditative state, during which 
you remain fully alert but gain the benefits of a full rest. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: If you spend four hours in a reverie, you gain the same 
benefit that other races gain from taking eight hours of 
extended rest.  While in a reverie you are full aware of your 
surroundings and notice approaching enemies and other 
events as normal. 
 
 
Elvish Eyes Elf Racial Trait 
There is little that escapes the keen-eyed gaze of an elf.  
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: Gain a +2 racial bonus to Perception checks. In 
addition, you may make an active Perception check as a Free 
action, instead of a Standard action. 
 
 
Wild Step Elf Racial Trait 
Regardless of your origin, all elves have a profound respect for 
the natural world, and are at home in the Wild. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: Gain a +2 racial bonus to either Knowledge (Nature) or 
Survival. In addition you are unfettered by any sort of 
undergrowth (such as natural thorns, briars, overgrown areas, 
and similar terrain). You can move through these obstacles at 
your normal speed and without taking damage or suffering any 
other impairment. However, thorns, briars, and overgrown 
areas that have been magically enchanted to impede 
movement still affect you. 
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Elf Talents 
 
 
Elven Accuracy Elf Talent 
With an instant focus, you take careful aim at your foe and 
strike with the legendary accuracy of the elves! 
Recharge | Mundane 
No Action 
Prerequisite: Elf 
Area of Effect: Personal 
Effect: When you miss with an attack roll, you may re-roll that 
attack roll. You must use the second roll even if it's lower. 
From 21st level, you may use this talent twice before it has to 
recharged. 
Elven Resolve: When you take this talent you gain 2 hit 
points. 
 
 
Fey Step Elf Talent 
You vanish from sight, and teleport a short distance before 
reappearing. 
Recharge | Supernatural, Teleportation 
Move Action 
Prerequisite: Elf 
Area of Effect: Personal 
Effect: You are able to teleport up to your Speed in feet as a 
move action. You must be able to see the destination point in 
order to activate this power. Fey Step shunts you sideways 
into the Astral Plane for a split second, then returns you to the 
real world at your desired location. 

If you cannot see the destination point then you cannot use 
Fey Step to teleport to it. This means if you are blinded, blind-
folded or even if it is simply too dark or foggy to see clearly, 
then you cannot teleport. If you are standing in a room with 
shuttered windows and a closed door, you could not teleport 
out of that room because you cannot see what is outside. 

Familiarity with the destination is irrelevant to the use of this 
power; neither can you circumvent the need to see your 
destination by scrying or similar divination magic. You must 
have line of sight to the destination, and the destination must 
be within the range of the Talent. 
Special: Many elves have the ability to transport themselves 
back and forth between Iourn and the Greymere. This ability is 
represented by the Grey Step talent (see below). Fey Step is a 
more suitable talent for player characters. 
Elven Resolve: When you take this talent you gain 2 hit 
points. 
 

 
 
Grey Step Elf Talent 
Time seems to freeze, and all the colour fades from your 
surroundings leaving them grey and indistinct. You melt away 
from the world and appear in the parallel plane of the 
Greymere. You are then able to move a short distance in the 
Greymere before returning to the real world. 
Recharge | Supernatural 
Move Action 
Prerequisite: Elf in good standing with the White Council 
Area of Effect: Personal 
Effect: You vanish from your current location on Iourn, and 
reappear at the corresponding point in the Greymere (or vice 
versa). As part of the same Move action you may then move 
up to your Speed in feet in any direction, depending on the 
terrain you find yourself in. After the end of your Move action 
you may then take a Standard action or another Move action. 
You reappear back on Iourn at the beginning of your turn the 
round after you left. You take all your actions normally in the 
round you return. 
    At the end of your round in the Greymere you can opt not to 
return to Iourn. If you do not return to Iourn after one round 
has passed then you remain on the Greymere, and cannot 
return to Iourn until this power recharges. 
Special: The ability to pass freely between Iourn and the 
Greymere is granted by the White Council of Shallambor.  It 
does not work between any other planes. Only elves in good 
standing and on specific missions are likely to have access to 
this talent, and it can be revoked by the White Council at any 
time. Grey Step is an extremely potent  talent to place in the 
hands of a player character, and doing so should be 
discouraged except in the most specific circumstances. 

Player characters wishing a similar ability should take the 
talent, Fey Step, instead. Elves who once possessed Grey 
Step but fell out of favour with the White Council and had the 
power revoked, still have some of its magic lingering within 
them. Fey Step is a thematically similar ability with fewer of the 
game breaking problems, and is more in keeping with an elf in 
exile, as most elves on Iourn will be. 
    Elves that are not native to the Greymere will never have 
the Grey Step talent, although they too might acquire Fey 
Step. 
Elven Resolve: When you take this talent you gain 2 hit 
points. 
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Elf Feats 
 
 
Improved Grey Step Elf Feat 
You have a greater mastery of your Grey Step talent, and no 
longer need to rest between uses. 
Continuous Effect | Supernatural 
No Action 
Trigger: If there is one 
Prerequisite: Elf, Grey Step racial talent, 11th level 
Effect: You use your Grey Step power as an At-Will talent 
instead of a Recharge talent. 
 
 
Elven Awareness Elf Feat 
Your elven senses are so acute that you impart a degree of 
your acuity to the allies around you.  
Continuous Effect | Mundane 
No Action 
Prerequisite: Tauredhel or Magoledhel elf 
Area of Effect: Close burst, 25 ft radius 
Target: All allies that can see or hear you. 
Effect: You grant non-elf allies within 25 feet who can also see 
and hear you, a +1 racial bonus to Perception (if you're a 
Tauredhel) or to Insight (if you're a Magoledhel).  
 
 
Elven Soldier Elf Feat 
You are a trained in the ancient form of elven warfare 
popularised by the legends of Cyryth Allavorean. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Elf 
Effect: You may add the Spear weapon group to your list of 
class skills. In addition, you get a +2 racial bonus to damage 
rolls with longswords, and all weapons from the Spear 
Weapon group. 
Special: See the Skill Training feat for an explanation of what 
happens when you add a new skill to your list of class skills. 
 
 
Elven Precision Elf Feat 
Your skill with the bow mirrors the ancient elven archers of the 
academies of Solonor Thelandira. 
At-Will | Mundane 
No Action 
Prerequisite: Elf, elven accuracy racial talent 
Effect: When you use your elven accuracy talent, to gain a +2 
bonus to the new attack roll. 
 
 
Feywild Protection Elf Feat 
When you teleport a short distance using your Fey Step, you 
remain subtlety out of phase for a moment, which protects you 
from attacks. 
At-Will | Supernatural 
No Action 
Prerequisite: Elf, Fey Step or Grey Step racial talent, 11th 
level. 
Effect: When you use your fey step or grey step talent, you 
gain +2 to all your defences until the start of your next turn. 
 

 
 
Light Step Elf Feat 
Your elven grace and light-footedness give you and your 
companions the edge over your enemies. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Elf 
Area of Effect: Close burst, 100 ft radius 
Targets: Allies in your travelling group, up to 5 + 1 per level. 
Effect: For the purpose of overland travel rates, add +5 miles 
per day (or +½ mile per hour) to your overland speed and the 
speed of all allies in your travelling group. The maximum 
number of travellers is 5 +1 per level. If an ally is mounted, 
then count the mount and not the ally. This does not affect 
your tactical speed in combat. 
    Also, add +5 to the DC required to find or follow your tracks. 
If travelling with allies, you can share this benefit with your 
allies (up to the maximum of 5 + 1 per level). 
    Finally, you gain a +1 racial bonus to Acrobatics checks and 
Stealth checks. 
 


