
Descrip!on 
Deep Elves are tall and thin,  
their skin is dark gray to 
deep black. Their eyes are 
gleeing with a strange 
spark, mark of their 
madness. Their hair can be 
any color,  more often dark, 
sometimes with a metallic 
reflection.

All Deep Elves received at 
birth the Gift of Darkness, 
usually discrete, but 
sometimes grotesque 
mutation.  

Deep Elves make powerful 
spellcasters or skilled and 
silent assassins. Males, 
according to their mutation, can be 
formidable warriors.

Origins
Deep Elves descend from surface Elves 
driven by a mission: eradicate Darkness 
from the world. 

Their elvish ancestors ventured 
centuries ago in the underworld 
tracking the origin of all evil. Their 
quest took them deeper, deeper in the 
Underdark, abyssal caves where Hell's 
only one step from Earth. 

Over generations, however, Darkness 
won them over, enslaved them away 
from their mission. Strange mutants 
dawned from their wicked union with 
Underdark residents: Deep Elves were 
born.  

 race
Racial Bonus : Dx, In ou Au +1

Racial Abilites : 
Darvkvision (+1), Fleet footed 
(+1), Immortal (+0), Sensitive 
to light (-4*), Magically 
gifted (+1), Sure shot (+1), 
Servant of Darkness (+2)**

*Sensitive to light x 4. Deep 
Elves receive -4 penalty to all 
their actions in sunlight or 
equivalent and -2 and when 
they are within range of a 
light source brighter  than a 
candle. 

** As per the talent.
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vilE and corrupt,
Deep elves

Gift of darkness
The Adoration of Deep Elves for their dark 
deities earns them the Gift of Darkness, 
mutations they carry proudly. Males' 
mutations are more apparent than female's. 
The latter serve as spies among the people of 
the surface. 

A character receives a mutation at its creation. 
The player or the GM throws a D20 and looks 
up the appropriate table. Some mutations give 
creatures' special abilities.

Table DE2 - Male 

D20 M*a!ons
1-5 Tentacles: Constriction.

6-10
Eyes stalks:  Never suprised by an 
attak, all flank and from behind 
attacks modifiers don’t count.

11-15 Insect body: Chitina (AB +2).
16-20 Lizard tail: Flinging.

Table DE1 - Female

D20 M*a!ons
1-6 Bat’s Ears: Sonar .

-2 to all action around loud noises.

7-11
Cat’s eyes: Night vision.
-1 additional penalty when facing 
direct light.

12-17
Pale of skin : Can pass as a 
Surface Elf. Gets -4 to all social tests 
in the Underdark  No modifier with 
Surface people.

18-20
Barbed tongue : Melee Attack 
(WB +2).  Aversion: Get -4 on all 
social tests.

Darkness is deceiving, it can sometimes 
put on a pretty face.
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