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CHAPTER I - DARK ELF HISTORY


The following information should be considered general knowledge by any character growing up in Draelonde.  Even characters without formal education would have heard most of this information.  It is up to you to decide what your character would and would not know or believe.  This history should be treated as  in-game.  This means that the following information has been approved by the National Plot Committee but is not out of game information.  In other words everything you read here is not necessarily factual (by National Rules standards).  It is instead how the Dark Elves perceive their history in relation to the world around them, much like any historical text, it is not completely objective.


If your character would like to find out more specific facts about given events, it should be done in-game through other characters and what ever in-game texts exist. This history is intended to aid you in playing a Dark Elf character successfully, not give you an unfair advantage over any other race.  Please contact the race marshal or the National Plot Committee for what in-game information is available inside of Draelonde.

SECTION  1, ANCIENT HISTORY


There is little written information on ancient Vornae history.  The records that do exist are manuscripts written many centuries after the fact, based on legends and stories that have been passed from generation to generation.  The accuracy of these

records are suspect but from these a general outline of ancient history is possible.

SECTION 1.1, CREATION


Among the Vornae there are two basic beliefs as to the origins of the race (see Section 13, Dark Elf Lore).  One believes that the Dark Elves descended from Dragons.  The other states that their heritage is connected to the giant spiders and even spider sylphs.  Both of these share common elements, but as to the truth, scholars have never been able to agree.


It should be noted that this difference has never been a cause of conflict between clans on any widespread level.

SECTION 1.2, SETTLEMENT


The first records of Vornae society tell of a settlement within a large cavern in central Draelonde.  This cavern, which later grew into the capital city of Shyamachi, was home to three major clans, Takara, Kinobi, and Shubiata.  These three clans flourished in their underground world, mining the precious gems and ore and learning to farm in the Underworld.


As the the centuries passed the Vornae grew in numbers. Several new clans were formed and the cavern became crowded.  The heads of all the clans met and decided that scouts would be sent  out to explore the underworld and see if they could locate other caverns capable of supporting settlements.  When the scouts  returned they had located several caverns that seemed adequate for settlement.  Several of the clans packed up and moved into these caverns.

SECTION 1.3, CLAN WAR IN THE NORTH


The journey of these first pioneers was difficult.  Many Dark Elves lost their lives to the predators of the Underworld.  But once the settlements were established and the new caverns were cleared of danger, once again the Vornae flourished.  During this time, two major clans, the Takara and the newer Hoyosha clans, fought over the lands to the north.  The clan war that ensued was long and brutal.  But when all the fighting stopped the Takara Clan was victorious and in shame the Hoyosha clan was banished to the surface.


Although the fate of the Hoyosha Clan is unknown it is believed that they settled to the north in the Barbarian lands.

SECTION 1.4, THE NEW RULE


While conflicts between rival clans continued in the settlements, the Shubiata Clan left Shyamachi to settle the caverns to the west, and the Kinobi to the east.  Both of these clans hoped that the stories of undiscovered wealth was true and that the new settlements would bring glory and power to their clans.  This left the main cavern in the possession of several minor clans.  One of these clans, Kyotoka, had a charismatic and shrewd Overlord by the name of Kaji-Iwa.  She decided that it would be best if all of these minor clans were unified into a single clan.  And with a little persuasion from the sword soon all the minor clans were unified under the Kyotoka banner.


Word spread of Kaji-Iwa's conquest and soon rumors of major clan war spread.  Realizing the danger in widespread war, Detri, Overlord of the Shubiata Clan, called for all of the Overlords to meet in Shyamachi.


Tension ran high as the Overlords arrived in Shyamachi.  Unsure of Detri's intentions, the Overlords assumed that this was a council of war.


For several days the Overlords met in a large tent erected in the center of the city.  And when the meeting was over and the Overlords came out of the tent a new pact had been signed.  This pact stated that the four largest clans in the Underworld would send their Overlord to sit on a council.  This "High Council" would decide matters of inter-clan politics and map out plans for expansion.  It was also decided that each settlement would remain under the rule of the largest clan, but would follow under the laws of the council for issues concerning national politics.

SECTION 1.5, COUNCIL RULE


With the formation of the High Council Detri's dream of Vornae peace fell to ruins.  The reasons for this were twofold.


The first reason was the fact that of the four original council members, only Detri saw the importance of unification.  The other members believed in a strong military rule and each of these Overlords sought to further their own power.


The other reason was the fact that in the Council pact it was stated the four highest ranking clans would hold seats.  This meant that every 25 years a census of clan membership must be taken to determine the 4 largest (Council) clans.  This established a clan ranking system but also encouraged clans to kill off or enslave other clan members in order to further their own clan status.  A new era of assassinations and clan warfare arose.


Fearing for the welfare of their own status as Council members, the High Council officially published the First Vornae Honor Code.  Based on the honor system used for clan loyalty, this first Honor Code was adopted as law and failure to obey

meant death.

SECTION 1.6, VORNAE RENAISSANCE


The Dark Elf Clans thrived under the new leadership of the council, and steadily their populations increased.  Although clan hostility rose, there was a national push to increase population, driven by the clan leaders and their drive to strengthen clan  ranking.  During this time the Vornae turned their attentions toward academics and the pursuit of knowledge.  Much research was done in the fields of mathematics, military technology, geology and the arcane sciences.  It was at this time that Clan Kinobi sponsored the first Vornae expedition to the surface.


The expedition was the cause of much controversy.  Throughout their history the surface had been considered evil, a place of taboo.  Kinobi's decisions to explore the Upperlands, opened the subject for new debate.  While the scholars argued the point, and Council refused to officially recognize the expedition, the party departed for the surface.  The only word ever returned from the party was a message sent back two weeks after the party had left.  The message stated simply that the party had "reached a tunnel that surely lead above...for only the evil of the surface could cause us such pain."


The party was never heard from again.  It is not known if they ever did reach the surface, or if they perished above.  No evidence of the party has ever been discovered.


346 years after the original journey to the surface, the council decided to send a 2nd expedition.  With the backing of the council the nation’s bravest warriors and wisest spell-casters were assembled.  It was the Council's hope to discover new resources to strengthen the clans and perhaps find new lands for colonization.


Nearly two months after they departed two of the original members returned with grim news.  The following is an account that has been passed down from many generations;  "As we moved to the north we were attacked by a horde of large hair covered elves with rounded ears.  The light that burned in the sky was evil and made us weak.  It had turned the skin of the beasts white.  We battled until the evil light rose and when all was done only the two of us were left to face too many of the "Wild Ones".


With the disastrous outcome of the 2nd expedition, the Council officially declared the surface off limits to all Dark Elves.

SECTION 1.7, WAR IN THE WEST


Between the periods of the 1st and 2nd expedition, trouble arose in the west.  Clan Shubiata which had held dominance over the clans to the west, slowly found rivals in several of the minor clans.  These clans continually attacked Shubiata, until  all-out war was declared.  After the smoke of the war had settled Shubiata was in ruins.  The power they had once wielded was now nothing but a reminder of the past.  Two minor clans rose to prominence after Shubiata's defeat.  They were Morsuldor and Ruinvorn.  The two clan Overlords decided to divide the lands, so Ruinvorn moved to the north were the Takara Clan had weakened and Morsuldor headed to the south.  Although Shubiata still held its Council seat, its power was sufficiently weakened.  Morsuldor and Ruinvorn awaited the next census with anticipation.


While turmoil reigned in the west Clan Kinobi had problems of its own.  Having disobeyed the wishes of the council and broken taboo with the surface expedition, Kinobi was losing its hold over the eastern lands.  Though no clan had as of yet challenged them, the Kinobi leadership realized the eventuality of their fall from power.  It was at this time that the Kinobi Overlord made a treaty with the Overlord of a powerful rival clan named Tsumatzi.  Kinobi had wished to insure their power for generations to come.

SECTION 2:  PRE-MODERN ERA

SECTION 2.1, RISE OF KYOTOKA-WUTARO


As Takara, Kinobi, and Shubiata dwindled in power other clans took the opportunity to stabilize their positions of power.  Kyotoka, which had remained unchallenged in Shyamachi grew to a position of even greater power.  In the southern region the Wutaro Clan had surfaced as a major military power as the result of a bloody war that had unified minor tribes.  While each clan took measures to solidify their position within their respected region, they watched each other with caution.


With the results of the census a new power structure arouse.  Of the original Council clans, only Kyotoka and Kinobi remained.   The other two seats were taken by Morsuldor and Wutaro.

SECTION 2.2, TREACHERY


No sooner was the new census out than treachery rocked the Council.  Clan Kinobi alliance with Tsumatzi was dissolved and Tsumatzi signed a new pact with the Bokenjen Clan.  The specifics of the pact are not known but it is rumored that the pact was designed specifically to destroy Kinobi's position of power, because shortly after the pact was signed Bokenjen attacked Kinobi.  Due to the conditions of the pact, Tsumatzi was honor bound to help "defend" the Bokenjen Clan.  After 18 years of  battle Kinobi surrender and by order of the Council were order disbanded for loss of honor.


With Kinobi broken the Council seat remained open.  Because of Vornae law until the next census the seat would remain unfilled.


In an open act of defiance the Wutaro Clan ordered the Council to fill the vacant seat.  Wutaro had grown to the rank of number one clan and hoped that this show of muscle would prove their dominance to the nation.  But instead it backfired.


Wutaro's Overlord was declared a renegade, and her younger sister frantically tried to stabilize the disoriented clan.  But her efforts were not enough.  Wutaro was too large and Morsuldor assassins had infiltrated the ranks.  With Wutaro thrown into chaos, Kyotoka, the number two clan, invaded the Wutaro settlement of Water's Edge.

SECTION 2.3, WAR


For the next 200 years war raged throughout the Underworld.  Kyotoka made alliances with Morsuldor, Ruinvorn and Bokenjen.  Wutaro tried desperately but was unable to muster support from any of the major clans.  During the Blood Wars, as they would  come to be known, the Council was not convened.  Instead all of the nations resources went into warfare.


When the war was finally over the entire Wutaro Clan had been eradicated to the last child.  As a show of power and brutality, Kyotoka dumped the bodies of Wutaro into the under ground lake outside of the city (To dispose of a Dark Elf's body below the surface is considered a high insult to the deceased).  To this day the city is still called Dokomezio or Poisoned Waters.

SECTION 2.4, REBUILDING THE UNDERWORLD


Many lives were lost to the Blood Wars.  As near as can be estimated over 1/4 of the entire Vornae population died during the war and many scholars feel that even more lives were lost due to disease, famine, and the other effects the war had on the

land.  The Dark Elves turned to the council for help.  But the council was in ruins.  During the war no census had been taken and without Council to order one, the clans were in disarray.  Several attempts were made at re-organizing a new High Council, but there was no way to be certain of the accuracy and legitimacy of the census.  In addition to that assassinations were at an all time high.  The Underworld had plunged into the Gozen dochi Hihakari (The Days of Pain).


Small conflicts continued throughout the lands for the several generations.  All efforts to re-establish the Council  were abandoned.  Instead the Overlords battle for supremacy with in their regions, Each one claiming the right to call them selves

Empress.


It was not until some 1200 years after the end of the Blood Wars that one dominant leader arose, her name was Forel I, of the Clan Kyotoka.  Throughout the period of chaos, Kyotoka had remain relatively stable and powerful.  As the confrontations took there toll on lesser clans Kyotoka used the opportunity to adopt others into its ranks.  Then Forel I and her army forced all the other clans into submission.


Slowly Forel I forced the clans to swear loyalty to her clan, ensuring Kyotoka's safety from outside attack.  At last the age old dream of Vornae unification was realized.

SECTION 3, THE MODERN ERA

SECTION 3.1, THE BIRTH OF AN EMPIRE


Forel quickly assumed the position as Empress, but she was  shrewd and knew that subtlety was needed to secure her new position.  Her first official move as Empress was to order a census and reconvened the High Council.  The only difference was that the Royal Clan would not have a seat on the Council.  Instead the next four largest clans would hold the seats.


The census was quickly completed and Bokenjen, Morsuldor, Ruinvorn and Tsumatzi were appointed to the council.  With the High Council reinstated Forel wasted no time in drafting the First Vornae Imperial Constitution (see Section 5, Dark Elf Constitution).  One of the major points of the new Constitution was its revisions of the Honor Code.  The same honor code that is still used today.  Forel also made Kurianki the official and only legal language of the new Empire.


Under Forel and her military rule the new Empire of Draelonde, which in the ancient Provincial Vornae means Shadow Haven, saw a new period without any major clan wars.  The occasional assassination or covert attack still occurred, but no  one clan dared to challenge the power of Kyotoka and the Empire.


Trade between the cities grew and major re-construction of war-torn regions proceeded.  Forel watched with pride as her Nation grew.  Or so she thought.  With the next four censuses Forel and the Council noticed that the population was not

increasing as expected.


It was at this time that the High Council decided that an expedition to the surface should be launched.  They had hoped that they might discover another settlement of Dark Elves or other similar races.  There were also allegations that the government sought new races, so that the civil wars that had ravaged the Underworld since ancient times, would end and the Vornae could find new enemies to vent their hostilities on.


The expedition party was gone for 70 years.  During that time Forel I died and her daughter Forel II took the throne.  When they returned they had a wealth of information including maps of the surface world, documentation of new races like  Quentari Elves and the Sarr, and even strange and exotic items.  The importance of the surface world could no longer be overlooked and Forel II and the High Council realized this.  But both feared the public reaction of such knowledge of the surface world.  So it was decided that most of the information gathered by the expedition would be suppressed for "reasons of the safety of the clans and all the citizenry of the Empire".  It is also rumored that at that time Forel appointed an official Advisor to Surface Affairs.

SECTION 3.2, DISASTER


With the return of the expedition and a new Empress, the High Council and Forel looked to the future with optimism.  Although the last few censuses showed no massive population increase, but the numbers were slowly increasing.  They knew that

with out a sturdy population that no large scale expansion could be made.  The optimism was soon crushed.


A large scale earthquake rocked the eastern coast of Draelonde.  Although it went almost completely unnoticed above ground, many Vornae lost their lives and once again the Dark Elves were at the brink of extinction.  To compound this problem even more, cases of sterility had surfaced in the south.  This had been going on for some time but until now had gone undetected.  But with all eyes focused on population the problem was magnified.  No one is sure on the reasons for the sterility problem but some theories point to inter-breeding, sub-thermal radiation or even over use of celestial magics.  Whatever the reason it was certain that a national crisis had arisen.  All the top scholars from throughout the Empire were assembled and ordered to find a solution to the problem.

SECTION 3.3, THE SOLUTION


For hundreds of years the scholars studied the problem and researched solutions.  Many powerful magics were used and even some new ones were created.  But no one could prove any results.


Many whispered that Forel's power was weakening and she knew that without an heir her Empire would crumble.  Clan Kyotoka was itself suffering and Forel felt that if a solution could be found then perhaps the Empire could be saved.  That was when word came to Forel of "Light Elves" living in caves above Draelonde.  Immediately scouts were sent to find out if the stories were true.  When they returned they reported that there were indeed Elves living in caves within Draelonde's border.  Forel wasted no time.  She assembled her most powerful mages and most trusted warriors and in secret headed to the cave were the Elves were living.  She felt that if she could transform the Elves into Dark Elves then the problem would be solved.

SECTION 3.4, FOREL AND TARILLIN


The first meeting between Forel II and the Elf leader Tarillin, was uneasy at best.  Neither understood each other and the documents from the expedition that Forel had counted on for information were out-dated and woefully inadequate.  For thousands of years the Vornae had feared the evil of the surface dwellers.  Now face to face Forel was unsure what to do.  Originally she had planned to take the Elves by force.  But upon  seeing them in the battered and rough shape they were in weakened her resolve.  They were obviously refugees from some far off war.


For Tarillin, a Quentari princess, the first meeting was even more frightening.  Here she was, leader of about 400 refugees that were inadequately armed and suffering from the effects of a long journey.  When Forel arrived with her well armed and powerful patrol Tarillin feared the worse, for legends of the Dark Elves and their savagery had spread throughout the surface lands.


But with the aid of her advisors and a member of the expedition party, an uneasy peace was made.  It was also agreed that Tarillin would allow 3 children to be transformed.  One of these was her very own brother.

SECTION 3.5, THE DRAE


Forel returned from the meeting with the 3 newly transformed Dark Elves and quickly adopted them into her clan.  When the council next convened Forel proposed her plan to transform the Quentari into Dark Elves.  The Council was shocked.  The original arguments were heated and many of the Council advisors feared this would instigate clan warfare that would destroy the Empire.


For the next 31 years Council debated the issue.  Piles of testimony were heard and debates raged behind closed doors.  The Council remained divided until Forel had decided that the Empire had wasted too much time and without a solution the Vornae survival was in jeopardy.  An emergency High Council was called for by Forel.


When the meeting was called to order Forel introduced the 3 transformed children, that were now near the age of maturity, to the Council and explained that they had been part of the society for the past 31 years.  She also admitted that several others had been transformed in the mean time and had adjusted without  incident.  After many hours of debate and argument the Council decided to allow a massive transformation program to begin and to assimilate all the Quentari, the children taking precedence over the adults.

SECTION 3.6, THE VORNAE REVOLT


When all the transformations were complete Forel decided to officially adopt Tarillin as her daughter.  This decisions,  although backed by the High Council, met with widespread disapproval.  Draelonde stood on the brink of revolution.  The hardline Vornae, that believed the transformation and acceptance of outsiders, who were now referred to as Drae, meaning "shadows", would taint the "true-bloods", even went as far as to assemble the First Vornae Council.  The Vornae Council stated:  "If our race is truly in danger of extinction, is it not more honorable to die in glorious battle then to survive as a race of half-breeds and jochu!"  The Council member died within minutes, and the rebellion was quickly crushed and in anger the Nagakii Clan, then ranked 7th and public leader of the revolution, renounced their citizenship and left Draelonde.  With the departure of Nagakii, Forel took extreme measures to settle any unrest.   To this day the Vornae-Drae issue remains a point of contention between some clans (see Section 12, Drae,Vornae or Dark Elf), with the Vornae being hunted for their hatred of Drae.

SECTION 4, CONTEMPORARY HISTORY

SECTION 4.1, TARILLIN AS EMPRESS


Slowly the Vornae adjusted to the Drae, which had found homes in many of the influential clans.  The Drae customs were strange to the Vornae but once again the population increased and no one could argue the success of the Drae assimilation.  In time Tarillin grew in popularity and was named Royal Seneschal and heir to Forel.


Shortly after their arrival Tarillinae, Tarillin's daughter, refused transformation and left for Quentari.  Several years later Tarillin, under advisement from the High Council gave birth to twins, Jehrill and Jared.  They were later sent to Quentari as messengers but only Jared returned.  Jehrill had been captured by the Quentari.


Forel tired of her duties as Empress and wished to spend more time pursuing the Earth Magics she so loved.  Forel abdicated to Tarillin.  Shortly after that Forel disappeared.  Some say she left to pursue her dreams of immortality.  Whatever

the case Forel was never seen or heard from again.


Under the rule of Tarillin the Empire prospered once again and entered a new age of what can only be called peace.  Although clans still battled for ranking and many prominent citizens found the end of an assassins dagger, major conflicts were few.  Trade grew and Tarillin even established above ground outposts and trade routes.  Many of the Drae preferred living above and the Vornae were happy to oblige.  Trade routes were even established with humans that had recently settled around Draelonde and in 569 E.R. Tarillin was officially invited to join the human kingdom of

Evendarr.

SECTION 4.2, THE BARONY OF ELFHEIM


Tarillin accepted the offer and was officially granted a Barony in the newly established Duchy of Ravenholt that same  year.  The Barony was called Elfheim and Tarillin, known as Blackmere to the humans, was named Baroness.


With Tarillin severing as Baroness, Jared was named Emperor.  This meant that Tarillin would serve as a sort of Prime Minister, and Jared although still considered royalty was little more than a figurehead.  The High Council and Provincial Councils were also kept, but now served simply as advisors to the Baroness.  The human system of feudalism was not very different from their own so as a whole it was fairly well accepted, but some still resented the surface dwellers and their interference in Dark Elf affairs.


Several years later, Tarillin fell in love with the Duke, Basil Ravenhurst, and in order to win him over Polymorphed herself into a human.  In 571 Tarillin married Duke Ravenhurst, who knew her as Rowan Morgana Ravenstarr.  For a short time she was able to lead a double life, but it became increasingly difficult and eventually she left the responsibility to the High Council, and named Durchasi Ruinvorn as her seneschal.  Tarillin abdicated all political power to her son Jared in 590.


The same year, the Duke appointed Durchasi as Baron-Designate and before she was sworn to the office she was charged, under suspicious circumstances, with treason against the Duke.  She was sentenced to death but decided instead to commit

ritual suicide.  In her death speech she vowed revenge on those that had wronged her and for that the Duke stripped her of all titles and ordered her banished.


Scafloc Bokenjen was appointed the new Baron.  He quickly made attempts to unify all of the Dark Elves within the Duchy but many saw his actions as excessive, even going to the point of removing all titles of any Dark Elf that would not swear loyalty to him.  The High Council was shocked by his actions, and Emperor Jared saw it as a clear attempt by Scafloc toward the throne of Draelonde/Elfheim.  In a defensive move Jared ordered the borders of Draelonde/Elfheim closed to outsiders.  In 591 Scafloc was removed by Countess Cumberland and Isilome Arusorambo was named

Baron.


Isilome moved quickly to restore order to the Barony and to appease the High Council and Jared.  One of his first acts as the new Baron was to restore all titles that had been stripped during Scafloc's term.


In December of 591, due to petitions from Scafloc, King Richard of Evendarr granted Draelonde sovereignty from Evendarr.  When word of Scafloc's actions reached the Imperial Court, Jared used his full powers as Emperor, reinstated the Vornae Constitution, and declared all borders sealed.

SECTION 4.3, THE NEW DRAELONDE


Since the sealing of the border no one, including Dark Elves have been allowed in or out of Draelonde.  Rumors abound including the return of Jehrill, Trolls attacking the surface and even foreign armies above.  No one is sure at this time of the true reason for Jared's action, and until the borders are unsealed only speculations can be made.

CHAPTER II - DARK ELF GOVERNMENT AND LAWS


This chapter consists of information the deals with the specifics of Dark Elf society, things like government structure, laws, clan structure and ranking, and titles and rank.  This information is not necessary for roleplaying a Dark Elf character, but is useful to give a character depth and player understanding of the culture.

SECTION 5, DARK ELF CONSTITUTION


The First Vornae Constitution was drafted by Empress Forel I of Clan Kyotoka.  Since it original drafting little has changed and it is still in use today.  The Constitution outlined the government as follows;

5.1. All lands will be divided into 4 Provinces, as determined by the Constitutional Charter (see Section 15, Maps and Stats).  Shyamachi will remain as a sovereign district under control of the Royal Clan.

5.2. All offices will be assigned according to clan rank.  Clan rank will be determined by a census of all citizens to be taken by appointed census takers every 25 years.  The clan with the largest number of members will be ranked number 1, the 2nd largest number 2, and so on.

5.3. The highest ranking or number 1 clan will be considered the Royal Clan, and the leader of that clan will hold the position of Emperor/Empress.

5.4. Clans number 2-5 will be considered Noble Clans and the leader of each clan will hold a seat on the High Council.  The High Council will consist of the Emperor/ Empress, 4 High Councilors, and 8 Lord/Lady Advisors.

5.5. Clans number 6-21 will be considered Estate Clans and the leader of each clan will hold a seat on the Provincial Council of their respected region.  Each Provincial Council will consist of 1 High Councilor, 4 Councilors, and 8 Advisors.

5.6. Clans number 21+ will be considered Common Clans and their leaders will hold no office except as regent of any land they may hold but will be responsible to the Provincial Council of the region.

5.7. The Emperor/Empress will appoint a High Court of 7 members (High Lord/Lady Justice).  The members of the High Court will sit in judgement of all legal matters concerning laws of the the Empire and its citizens.  All members of the High Court will serve for life.  They will be considered unaffiliated and detached from any and all clans.

5.8. The Empire will be protected by the Imperial Army.  Any member of the Army will be considered unaffiliated and detached from any and all clans.  All officers will earn their way up in rank and will be appointed to that rank by the Emperor/Empress (see Section 8, Ranks and Titles).

5.9. The Emperor/Empress will appoint a Seneschal to serve in their stead should they become unavailable for a period of no more than 5 years.  If the absence lasts longer than 5 years, the Emperor/Empress must abdicate the throne to the rightful heir.

5.10. The following crimes will be considered high crimes; treason, slavery, theft, murder, impersonating a titled person, and interfering with the military.  Punishment for these crimes will be determined by the High Court, which may include but is not limited to death, banishment, loss of lands and titles, or excessive fines.  In addition to these laws each province will draft a Provincial Constitution stating specific crimes of

offense and punishment for the crimes.

SECTION 6, THE HONOR CODE

SECTION 6.1, CLAN HONOR


There are 3 levels to the Honor Code. The first and most important is Clan Honor.  Swearing to the Clan Honor means that your entire clan is responsible for you keeping your Honor.  Likewise you are responsible to the entire clan for keeping your Honor.  If your Clan Honor is broken, any clan member can take what ever measures are ruled necessary to restore that Honor.  Also when Honor is broken the clan name is disgraced until the wrong has been righted.  Only the head of the clan or a clan member given the privileged by the clan leader, may swear Clan Honor.  You cannot swear any oath that is contrary to the Clan Honor Code.

All Clan Honor Codes reads as follows:


I will not commit any act that will endanger the Empire.


I will not commit any act that will endanger my Clan.


I will protect the Honor of my race and my Clan.


I will defend my Clan.


When swearing on the Clan Honor the person asking you to

swear must ask you:


"Do you swear on the Honor of Clan____ and by the Code to <name action or duty>."  "Doto anata sweato demo Yakusoku dochi Shuzoku_____ soshite tokoro Yakusoku a <name action or duty>."


You must then answer while on your left knee:


 "By the Code of Clan _____, I do swear its Honor."  "Tokoro Yakusoku dochi Shuzoku____, Wa sweato hoka kansaeshin."

 
All clan leaders must have in their possession a written copy of the Clan Honor Code, signed in blood by the clan leader and the Emperor/Empress.

SECTION 6.2, HOUSE HONOR


The next level of the Honor Code is House Honor.  Swearing to the House Honor carries the same responsibilities as the Clan Honor but at the House level.  Only the head of the house or a house member given the privileged by the head of the house, may swear Clan Honor.  You cannot swear any oath that is contrary to the Clan or House Honor Code.

All House Honor Codes is as follows:


I will not commit any act that endangers my House.


I will defend my House.


I will protect the Honor of my House.


To strengthen the House, I strengthen the Clan.


When swearing on the House Honor the person asking you to swear must ask you:


"Do you swear on the Honor of House____ and by the Code to <name action or duty>".  "Doto anata sweato demo Yakusoku dochi Yado_____ soshite tokoro Yakusoku a <name action or duty>."


You must then answer while on your left knee:


"By the Code of House _____, I do swear its Honor."  "Tokoro Yakusoku dochi Yado____, Wa sweato hoka kansaeshin."


All House leaders must have in their possession a written copy of the House Honor Code, signed in blood by the House leader and the Clan leader.

SECTION 6.3, PERSONAL HONOR


The third level of the Honor Code is Personal Honor.  Swearing on Personal Honor means you give your word and are bound by it to the death (must suffer a resurrection).  To remember the suicide is considered very lucky.  If you break your Personal Honor you must commit ritual suicide or take the proper measures to redeem that Honor.  If you do not regain your honor you will be considered a renegade under Imperial law.


Each Dark Elf must write their own Honor Code.  They must include in it any actions they will or will not commit in the name of Honor.  Any time a Dark Elf swears to his/her Personal Honor that oath then becomes part of his/her Personal Honor Code and must be physically added to the Code.


Example:  Grimmhawk's Personal Honor Code states that he will protect the Emperor at all times, he will defend the Honor of any female Drae, and he will destroy undead creatures.  Lord Darkhart swears Grimmhawk on his Personal Honor not to cast necromancy and Grimmhawk swears the oath, it then becomes part of his Personal Honor Code not to cast necromancy.


When swearing on your Personal Honor the person asking you to swear must ask you:


"Do you swear on your Honor and by the Code to <action or duty given>".  "Doto anata sweato demo anato Yakusoku soshite tokoro Yakusoku a <name action or duty>."


You must then answer while on your left knee:


"I do swear my Honor and Oath."  "Wa sweato wao kansaeshin
soshite kotabe."

SECTION 6.4, SWEARING HONOR AND RANK


Clan Honor can only be sworn to someone outside the clan of equal or higher rank.  House honor can only be sworn to another clan member of equal or higher rank.  Personal Honor can be sworn to anyone.  Non-Dark Elf rank is only acceptable if the

individual swearing the oath has sworn fealty to a non-Dark Elf of that hierarchy of equal or higher rank or if the Dark Elf is himself titled within the hierarchy.  


Example:  If Grimmhawk swears  fealty to Lord Eric, a human, then he can be held to his Clan and House Honor by any of the Lord Eric's peers or superiors.

SECTION 6.5, REDEEMING HONOR


If Honor is broken at any level of the Code, to redeem that Honor the guilty party must ask the offended party to contact any titled Dark Elf of higher rank than the guilty party.  The titled Dark Elf will then consider the severity of the offense and assign a task or punishment fitting of the offense.  The guilty party must complete the task without hesitation.  Refusing to accept the punishment means that the offended person can order whatever means they deem necessary to bring justice to their

name.

SECTION 6.6, BREAKING AN OATH


If a Dark Elf is sworn on their Honor to an oath that they can not uphold or was coerced under false pretenses or with magical influence, then that Dark Elf can partition anyone of  higher rank to break the oath.  The person of rank must take the responsibility of investigating the circumstances.  After the person of rank feels they have made sufficient effort, they can make a decision as to whether the Dark Elf should be bound to that oath.  The person of rank also takes the responsibility of notifying the person to whom the oath was sworn that the oath was suspect and they must also inform all parties involved of any final decisions.  This is a rare occurrence and is not taken lightly.  Seldom are Dark Elves released from an Oath.

SECTION 7., SOCIAL STRUCTURE

SECTION 7.1, CLAN STRUCTURE


A Clan is a group of at least 4 people, 2 of which must be related.  This is the largest grouping within the Dark Elf social structure.  Clan members do not have to be family, as outlined below, but being within the same clan can be an even closer tie than family.  Most Dark Elves have a clan affiliation.  Those that do not are usually paupers and outcasts.  Renegades are never affiliated with a clan, house or family


A new clan can be started when 2 members from separate clans marry and partition the Emperor/Empress to be granted clanhood.  It may also be granted by the Emperor/Empress in cases of outstanding service to the Empire.  New clans may also be formed when a clan is dissolved for dishonor.  In this case clanhood will only be granted to anyone not family of the offending party, or not of the same house as the offending party. At this time, there are 40 clans inside Draelonde.

SECTION 7.2, HOUSE STRUCTURE


A house is a substructure of a clan.  Members of a house need not be family, but this is usually the case.  Not every Dark Elf is member to a house. A house is started when a clan member wishes to be recognized as a separate entity but still remain part of the clan.  An individual can also be granted a house for outstanding service to the clan or committing an act of great Honor.  Houses are granted by clan leaders.

SECTION 7.3, FAMILY STRUCTURE


Dark Elven families are very similar to the human concept with some minor differences.  Under Imperial law family consists of any family member of direct descent or anyone within one generation.  Anyone beyond that is not recognized as family.  Another difference is that when Dark Elves marry, the couple joins the clan or house of precedence (see Section 7.4, Precedence and Succession).  Upon joining all other clan or house ties are severed and that spouse is adopted into the family and will be considered of lowest birth order.  


Example:  If Grimmhawk married Lyrra and they were both in the same clan but different house, and under the Laws of Precedence Lyrra was higher ranked, then Grimmhawk would join Lyrra's house and would be considered son to Lyrra's parents, and brother to Lyrra's siblings.


But if they were from different clans and Grimmhawk's clan was higher ranked, then Lyrra would join Grimmhawk's clan and house and be considered daughter to Lyrra's parents and sister to his siblings.

SECTION 7.4, PRECEDENCE AND SUCCESSION


Since the structure of Dark Elf society is based on rank and heritage, the Constitution also has specific laws of what the order of precedence shall be.  Precedence gives a ranking system according to clan rank, birth order and sex (Please note that although the Dark Elves are not a true matriarchy, females are considered to be the preferred sex).

SECTION 7.5, PRECEDENCE OF CLANS


Clan precedence is simply based on the ranking number (see Section 5.2) of the clan.  The lower clan number takes precedence.  In other words Clan 12 has precedence over Clan 24.  In cases of clans with the same rank, then the clan with the

leader of better birth precedence takes precedence.

SECTION 7.6, PRECEDENCE OF BIRTH


The simplest way to explain birth precedence is to say that a 1st born child has precedence over the 2nd born or lower.  Likewise the 2nd born has precedence over the 3rd born or below and the 3rd born has precedence over the 4th born or lower etc....  In cases of equal birth order the female takes precedence over the male.

SECTION 7.7, ORDER OF SUCCESSION


Order of succession is important for two reasons.  The first is it is used to determine the heir to the throne.  The second is that it is used to determine the heir to a clan or house.  Order of succession is as listed below:


1.  1st born daughter


2.  1st born son


3.  Daughters in order of birth


4.  Sons in order of birth


5.  1st born daughter's daughters in order of birth


6.  1st born son's daughters in order of birth


7.  1st born daughter's 1st born son


8.  1st born son's 1st born son


9.  1st born daughters of daughters in birth order

           10. 1st born daughters of sons in birth order

           11. 1st born sons of daughters in birth order

           12. 1st born sons of sons in order of birth

SECTION 8, RANKS AND TITLES


Titles and ranks are one of the most important elements of the Dark Elves' culture and social structure.  Titles are important to any Dark Elf and they are forced by law to show the proper respect to any Dark Elf that carries a title.  As stated above to impersonate any titled person is a high crime.

SECTION 8.1, POLITICAL TITLES


The list below is in descending order of importance.  The numbers in parentheses shows how many people can hold the title.  Any title with an asterisk cannot be held by a PC.  Any person wishing to play a character with any tile in Draelonde must receive written permission from the Race Marshal and the National Plot Committee.  Next to the title is listed any official organization attached to the title:


1. Emperor/Empress*(1)


2. Seneschal*(1)


3. High Lord/Lady Justice*(7)- High Court


4. Lord/Lady Councilor*(4)- High Council


5. Councilor*(16)-Provincial Council


6. Lord/Lady Advisor*(8)-High Council


7. Advisor*(32)-Provincial Council


8. Overlord*(40)-Clan

SECTION 8.2, MILITARY RANK


The list below is in descending order of importance.  The numbers in parentheses shows how many people can hold the title.  Any title with an asterisk cannot be held by a PC.  Any person wishing to play a character with any tile in Draelonde must receive written permission from the Race Marshal and the National Plot Committee.  Next to the title is listed any official organization attached to the title:


1. Emperor/Empress*(1)


2. High Knight General*(1)


3. Lord/Lady Knight General*(4)


4. Knight General*(16)


5. Knight Major*(32)


6. Guardsman*

SECTION 8.3, NOBLE TITLES


The list below is in descending order of importance.  The numbers in parenthesis shows how many people can hold the title.  Any title with an asterisk cannot be held by a PC.  Any person wishing to play a character with any title in Draelonde must receive written permission from the Race Marshal and the National Plot Committee.  Next to the title is listed any official organization attached to the title:


1. Emperor/Empress*(1)


2. High Lord/Lady Shaman*(1)-Healer's Guild


     Arch Lord/Lady Magus*(1)-Mage's Guild


3. High Lord/Lady Knight*


    High Lord/Lady*


4. Lord/Lady Knight*


    Lord/Lady*


5. Sir/Dame*


    Lord/Lady Shaman-Healer's Guild*


    Lord/Lady Magus-Mage's Guild*


6. Overlord(40)*


7. Shaman-Healer's Guild


     Magus-Mage's Guild

SECTION 9, EDUCATION


In Draelonde education is very important.  There are 6 major centers of higher education located throughout the Empire.  Although primary education is mandatory, higher education is not mandatory but is expected of the Royal, Noble and Estate clans.  All centers of higher education are tuition free, but very often applications are judged on the "donations" of an applicants house or clan.  None of the schools have ever accepted a non-Dark Elf.


Citizens that become teachers receive the status of high Honor and their clans gain prestige for such honor.  Instructors carry the title of Master.

SECTION 9.1, KYOTOKA UNIVERSITY (Gakushi'in Mata Zotoshosai)


Located in the capital of Shyamachi, this is a university of general studies.  Its curriculum covers subjects like history, philosophy, politics, mathematics, languages, etiquette and even the basics of Earth and Celestial magic.


All records and any writings of importance are kept here in the Great Library, and are available to students studying at the University.  Any Dark Elf holding a political office usually graduates from the University.


The average student spends between 10-20 years in study at the University.

SECTION 9.2, GUNTAI


Also found in Shyamachi is Guntai, the Imperial military academy.  It is also headquarters of the Imperial Army.  Guntai's curriculum specializes in subjects such as armed combat, combat tactics and strategies, siege techniques and even weapon and armorsmithing.  All graduates are required to serve at least 6 years in the military.  The average term of study at Guntai is 10-15 years.

SECTION 9.3, CENTER FOR CELESTIAL STUDIES (Kijutsu Shinsa)


Located in Dokkok-kyo Province, in the capital city of Dokomezio, is the Center for Celestial Studies.  This is the where all studies into the Celestial magics are based.  It is also the home to the Mages' Guild's central members.  Although not as extensive as the Great Library, the Center for Celestial Studies has a fair collection of texts, but most are limited to celestial knowledge.  Terms of study can last anywhere from 10-30 years, but most students graduate after 12 years.

SECTION 9.4, ACADEMY ARCANA (Iiofuka-Kai Chusai)


In Miobanero, capital city of Miokok-kyo Province, is the school of Earth Magic called the Academy Arcana.  All forms of the Eath Magics are studied here and graduates of the Academy are widely prized.  As part of their training all students must spend time in a small village or settlement as a Healer and offer basic instruction into the Healing Arts.


The Academy's terms vary from 8-13 years.  Most students graduate after 8 years, but some continue for another 5 years.  Those staying into their 13 year are usually accepted immediately into the healer's Guilds as a senior member, or Lord/Lady Shaman.  The Academy is home to the Imperial Guildmaster, High Lord Shaman of Draelonde Healer's Guild.

SECTION 9.5, KIMAE BIJUTSU


Kimae Bijutsu is the artisan's conservatory, teaching painting, architecture, dance, literature, music, sculpture, theater and many other fine arts.  It is located in Shoshaku, the capital of Shokok-kyo Province.  Kimae Bijutsu also offers a limited curriculum of general studies with emphasis on reading, writing, languages and history.  But the conservatory is not considered as a place of serious study as much as a school of creation and inspiration.  The most talented and expressive of the Dark Elves find their way here so that their talents can be channeled productively.


The conservatory has no set term of study, instead all students are judged  and when they demonstrate artistic excellence they are graduated.  Any student that impresses the panel with superior and original work is offered a position on the teaching staff.  For these reasons Kimae Bijutsu is considered one of the most demanding of Draelonde's schools.  Most students spend anywhere between 4-30 years at Kimae Bijutsu.

SECTION 9.6, ANSATSU


Found in Ryudenki, Ansatsu is officially known as the College of Political Sciences, but is better known as the Assassins' Academy.  Ansatsu's students are drilled in the areas of espionage, foreign policy and laws, domestic laws, etiquette, military theory and guerilla warfare.  Almost every clan in Draelonde tries to send at least one member to Ansatsu, for those who do not find themselves at a disadvantage.  About 80% of all Ansatsu's students have attended  Kyotoka University.


Terms at Ansatsu range from 15-35 years with the average being 25 years.  Study here is reputed to be the most strenuous and intense education in all of Draelonde, but students are notably tight-lipped about the school's curriculum.  Graduate status is not granted until a minimum of 15 years of study has been reached.  All graduates command high respect edging on outright fear.  The College can withhold the right to graduate even after requirements have been met.  This is the only school in Draelonde that allows this.

CHAPTER III - ROLEPLAYING A DARK ELF


This section deals with specific aspects of role-playing a Dark Elf character.  These are guidelines and are not meant to restrict you in any way while playing a Dark Elf character.  But also keep in mind that the Dark Elf Race Marshal has the right to restrict any player from playing a Dark Elf if he/she feels that the is playing the race poorly or improperly.

SECTION 10, DARK ELF NAMES


Dark Elves carry two types of names, their formal name and their common name.  For purposes of NERO, a character's registered name is their common name.  If you would like to use a name that has a strict translation into the Dark Elf language, then see Section 17, Kurianki,the Dark Elf Language.  Otherwise a name can be treated as a word or phrase from an ancient provincial dialect and given any translation you like.

SECTION 10.1, FORMAL NAMES


A Dark Elven formal name generally consists of 5 parts, the personal name, secondary House name, primary House name, personal House name, and Clan name.


1. Personal name- This is the first name of a character, it is the name given to them by their parents at birth.


2. Secondary House name- This is the House name of the secondary parent (see 
Sections 7.4-7.6).


3. Primary House name- This is the primary parent's House name (see Sections 7.4-7.6).


4. Personal House name- If the character is not part of their parent's House then they have a personal house name.


5. Clan Name- This is the name of the Clan that the character belongs to.  It is seldom that a Dark Elf is not affiliated with a Clan.  Unaffiliated characters are usually paupers, peasants and always renegades.  


Example:  If the characters full formal name is Lorac Niikuta Shoku-el Kumahito Banatori and his mother married into his father's Clan and House, but he is part of a different House than his parents, then Lorac is his personal name, Niikuta is his mother's House name, Shoku-el is his father's House name, Kumashito is his House name and Banatori is the Clan name.


It is not mandatory to have a formal name, but it adds tremendously to the fun of playing a Dark Elf.

SECTION 10.2, COMMON NAMES


As stated before a Dark Elf's common name is his "in-game" name.  A common name may be a variation on any part of the formal name, or may be human variation of any part of the formal name. In most cases the clan name is usually part of the common name.


Example:  Using the example from above, this character's common name could be Lorac Banatori.   If translated to human it means Lorac (provincial dialect) Darkbird or Grimmhawk. This character's registered and in-game name is Lorac Grimmhawk.

SECTION 11, DARK ELF PERSONALITY TRAITS


Although you are free to chose the way your character will act and react there are a few general rules that should be followed in order to role-play a Dark Elf properly.


11.1- Above all else the Dark Elf is bound by his/her word.  Unless they are without honor, renegade, they will keep their word.  This is an aspect of the race that ALL characters must obey.  However this does not mean that the Dark Elves throw their word around.  It is usually just the opposite.


11.2-Dark Elves come from a world that has been isolated for many thousands of years.  They have been brought up to believe that all surface dwellers are strange and often evil.  For this reason Dark Elves tend to stay with people they know and trust.  Strangers may see Dark Elves as unemotional, solitary, unfriendly and somewhat paranoid.


11.3-The Dark Elf Empire is a place of perpetual darkness and solitude.  The sunlight bothers them (you lose 2 body points during daylight hours, and are blinded by magical light) and they are use to a world of quiet.  Dark Elves stay away from direct sunlight if possible, and often chose actions that are subtle or stealthy.  Some Dark Elves are known to sit at night in some darkened and shadowy area waiting for some hapless adventurer or monster to wander by.  This is called "spider-sitting".


11.4-Dark Elves have been raised to think of themselves as superior to all other races.  How a character feels about other races is personal but they should appear to be slightly egotistical if not completely egomaniacal.


11.5-Dark Elves tend to be superstitious.  Foremost in their superstition is their fear of the creature known as the Panthergast.  Some believe that prolonged exposure to the sun lightens their skin (out-of-game: this is false).


11.6-Dark Elves are use to assassination and political intrigue among their own.  This means that they are suspicious of others, fearless in purpose, and cunning in logic.


11.7-Dark Elves do not fear death as the humans do.  Instead they see death as a moment of great Honor, much like humans view birth.  A death ceremony is one of the true moments of happiness for Dark Elves.


11.8-Necromancy is legal in most parts of Draelonde.  But this does not mean it is not viewed with some suspicion.  It is up to you to decide how your character feels about necromancy.   This is however not an excuse.  Within human borders any character caught casting it will be subject to human laws and will be beyond the assistance of Draelonde.


11.9-Depending on which creation myth your character believes, (see Section 1, Ancient History) black dragons and spiders may hold a position of respect within your characters beliefs.


11.10-Lastly, it is a human misconception that all Dark Elves are evil;  we just seem that way!  The best way to sum it up is to say, "Dark Elves are not evil, just misunderstood".

SECTION 12, DRAE, VORNAE OR DARK ELF


The most commonly asked question is what is the difference between a Drae, a Vornae and a Dark Elf.  For out-of-game purposes all Dark Elf characters are considered Drae by NERO registration.  The role-playing differences are stated below. 

NOTE: THIS IS AN IN-GAME ISSUE AND SHOULD NOT BE OPENLY DISCUSSED IN OUT-OF-GAME SITUATIONS.  IF SOME ONE ASKS YOU THE DIFFERENCE MAKE IT AN IN-GAME QUESTION AND ANSWER IT AS YOUR CHARACTER.  THIS WILL HELP PERPETUATE THE MYSTERY SURROUNDING THE RACE.

SECTION 12.1, DRAE


Drae are any non-Dark Elf that has been transformed into one.  They are considered by the Vornae to be half-breeds although there is no difference once the transformation is complete.  Because of Tarillin and her association with the surface dwellers all Dark Elves became known as Drae to them.

SECTION 12.2, VORNAE


Vornae are the "true" Dark Elves.  Any Dark Elf born without Drae blood is Vornae.  Since the arrival of the Drae it is nearly impossible to determine who is truly Vornae.  Only those born before the arrival have any true claim to that heritage.  Many "hard line" Vornae detest being called Drae.

SECTION 12.3, DARK ELF


Because of the confusion created over children of mixed parentage, and unsubstantiated claims to being Vornae, and even the human misconception of everyone being Drae, many of the Vornae and even some Drae, prefer being called Dark Elves.  Most Vornae will not explain the difference to non-Dark Elves because they feel that it is an issue that should not concern them.

SECTION 13, DARK ELF LORE


This section deals with legends, myth, stories, ceremonies and superstitions, that have been passed down through the generations.  Any player can submit work to the Race Marshal for this section.  If it is approved by National Plot, it will become part of the race.

CHAPTER IV - DARK ELF MYTHOLOGY


Ages ago great and terrible Dragons walked the lands and flew the skies of Tyrra.  They were all powerful and none dared challenge their rule, for all the creatures, great and small, were but bugs unto the Dragons.  And above all Dragons the Great Dragons were the rulers of their kind.


Although the Lesser Dragons served the Greater Dragons well, from time to time the Lessers needed to be reminded of the strength of the sovereign brethren.  For this purpose, the Black Dragons served as warriors to the rulers, for the Black Dragons were known for their strength and fury in battle.  The Black Dragons carried out their duties with loyal devotion, and blood-thirsty passion.  For their services the Great Dragons taught them their magic.


For many years this was the way of the Dragons and the flourished upon Tyrran soil.  But the Great Dragons had grow fat and lazy and most of all, dependent upon the Black Dragons for security.  The Black Dragons saw the greed and sloth of their Overlords and wished to free the Lesser Dragons from their cruel reign.  And so Forel, the legendary mistress of their kind, led the Lesser Dragons in rebellion against the Greater Dragons.


The Black Dragons were swift and deadly but the Greater Dragons had magics far beyond any of the Lessers'.  They used this magic to create a being, because they were too lazy to hunt the rebels themselves, a being that would track the rebellious Dragons and destroy them once found.  But the powerful magics that created the Panthergast, as it came to be known, were flawed.  instead of destroying the Lessers it  transformed their bodies upon contact.  The new shapes retained the Dragons' natural color, and so the Elves were born.  Many of the Elves were too small and frail to survive in their new forms and quickly died.  But many of the Elves used the new form to their advantage and prosperity.


Seeing the failure of the Panthergast, the Great Dragons banished it and thought again how to eliminate the rebellious Lessers.  Many of the Elves were captured and forced to serve the the Greaters.  After much debate and argument, the Greaters summoned the Panthergast once again.  This time the ritual held no flaws and the Panthergast obliterated the spirit of the Elves and Lessers by a mere touch.  So great was the power of the Panthergast that even the strong and brave Black Elves fled from its touch.  They fled deep underground, into caverns that were dark and quiet.  Here they built cities and grew strong once more.


On the surface, the Great Dragons grew fatter and lazier than ever.  They grew so docile that the Lessers and the Elves easily slew them until they were no more.

SECTION 13.2, DARK ELF MYTHOLOGY, SPIDER MYTH


Long ago in a much simpler time, the underworld was ruled by the giant Spiders.  These great creatures were not like the giant spiders we now know.  Indeed they were as different as night and day.  Back then the Spiders stood higher then the tallest man, and they were intelligent enough to speak and cast magic.  Their magic was powerful and deadly.  But because of the size and awkward bodies they feared the lands above.  They knew there were many things on the surface that would want to destroy them because of the way they looked.


So it was decided by the High Council of Spiders that they would create agents who could move amongst the surface world without being noticed.  Several of the smaller Spiders were sent to the surface to capture a specimen so the Spiders could copy that being.  After only a few hours the smaller Spiders returned with a strange creature.  It was only 5 1/2' tall, walked on two legs, had green skin and pointed ears.  In their struggle to return to the underworld the Spiders had accidentally killed the creature.  Because of this the Spiders were unable to find out anything about the creature or its world.


They proceeded as planned and the Spiders used their powerful magics to create a spell that allowed the Spiders to transform at will into the new form.  But when the transformations took place they detested their new body's appearance.  So using their magic again they changed the form so it was more appealing to them.  What they came up with is what came to be known as the Vornae.



SECTION 13.3, DARK ELF MYTHOLOGY, PANTHERGAST


Set your head down to rest


but keep your sword upon your breast.


When sleep falls over little eyes


the formless terror comes to rise.


It knows the deeds that you have done


It eats your heart, you cannot run.


Heed the words your mother speaks


the blood of children It most seeks


Bind your tongue and bind it fast


or you will meet the Panthergast.

CHAPTER V - PHYSICAL CHARACTERISTICS, OOG TIPS, ETC. 


As described in the NERO Rule Book all Dark Elf have "...jet black skin, white hair, and pointed ears."  But there is more to the Dark Elves than that.  This section deals with some of the physiological aspects of the race.

SECTION 14.1, AGE


A Dark Elves life span averages about 600 years.  Although there are cases of longer life spans these are rare cases and anything past 800 is extremely rare.  This is the same for all Elves on Tyrra.


AGE            STAGE              HUMAN EQUIVALENT


0-3


Infant   
 0-2


4-7


Toddler 
 3-5


8-20


Child    
 6-8


21-70

Youth   
 9-11


71-90

Adolescent
12-14


91-100

Puberty   
15-20


101-200

Young Adult  21-30


201-300

Mature      
31-40


301-400

Middle Age
41-60


401-500

Elderly
61-90


500+


Venerable
90+

SECTION 14.2, PREGNANCY & BIRTH


Dark Elf reproduction is almost identical to human.  The Dark Elven term of pregnancy is 9 months.


The ratio of male to female births is about 3:5.  There is also a good chance (about 22%) that a Dark Elf pregnancy will result in twins.

SECTION 14.3, LIGHT


Because of centuries of underground habitation all Dark Elves are weakened by the sun.  This is represented by the loss of 2 body points during the daylight (sunrise to sunset).  Although some Dark Elves, especially Drae, have adapted to living on the surface it still is uncomfortable during sunlight hours.  For this reason even those that have been living on the surface for a long period would generally prefer dark places and night.  As long as there is no ultra-violet radiation (i.e. underground) the sunlight will not affect the character.  Tents and other temporary structures are usually not enough to deter the radiation.


Also any magical light will blind a Dark Elf.  This means that if a Light spell is cast the character is blinded for 10 seconds.  After that treat it as if your eyes have adjusted to the light.  Likewise if someone enters a room with a magical light, for the first 10 seconds after seeing the source you would be blinded, after that your eyes have adjusted.  So a second Light spell would not affect you if the first was still burning.  It should be noted that any magical light hurts all Dark Elf's eyes for the duration of the spell, and therefor most will only willingly let the spell be cast under extreme circumstances.

SECTION 14.4, MAKE-UP, EARS & HAIR


Under NERO rules all Dark Elves must wear jet black face

make-up, pointed ears and have white hair.


The best type of face black to use is the water-based pancake black.  Grease pancake or tube make-up is available but clean up is difficult and messy.  Other types of black are not recommended because of the amount of time the make-up is worn and the adverse affects it has on the skin.  Coverage of hands and other exposed body parts is recommended.  Hands can also be covered with black gloves, or surgical type gloves colored black.  Black surgical gloves are also available.


The best place to find the Elf ears is at Fantasia or Artisan's Alcove (see most NERO newsletters for address).  Both of these have representatives at NERO weekend events.


PLEASE NOTE: DO NOT COVER YOUR ENTIRE BODY WITH MAKE-UP OR LEAVE ANY MAKE-UP ON FOR MORE THAN 12 HOURS.  BOTH OF THESE COULD RESULT IN SKIN ASPHYXIATION OR TOXIC POISONING OF COVERED AREAS.  THE MAKE-UP IS HARMLESS UNLESS IT IS USED IMPROPERLY.


And lastly, but not least, is white hair.  This is the most often abused aspect of Dark Elf PC's. There are several different ways to achieve this the most common being hair white dye.  The best type is the concentrate in a bottle.  The spray does not cover well enough and because of the amount you must use constant use can be extremely expensive.  A wig also works well.  Most of these supplies can be purchased at theatrical and costume shops throughout the New England area with Boston being the best area.  Check the Yellow Pages for listings.  If you would like more information or have questions on make-up and tips for applying it please see the race marshal.


If for some reason you are unable to get ears or sufficient hair coverage please make every effort to conceal them.  But do not make it a habit because repeated failure to wear the proper make-up will result in disciplinary action by the race marshal.


ALL DARK ELF CHARACTERS ARE REQUIRED TO WEAR FACE BLACK, POINTED EARS AND HAVE WHITE HAIR.  FAILURE TO COMPLY WITH THIS WILL RESULT IN LOSE OF THE RIGHT TO PLAY A DARK ELF CHARACTER.  ANY VIOLATION WILL RECEIVE WARNINGS ON THE 1ST AND 2ND OFFENSE, AND THE 3RD WILL RESULT IN THE LOSS OF THE RIGHT TO PLAY A DARK ELF CHARACTER.

SECTION 15.1, POPULATION, ECONOMIC, & STATISTICAL CHARTS

SECTION 16.1, DARK ELF PHRASES


"May you never see the sun again!"


"I hope your life is filled with darkness."


"Dead men hold no honor."


"The friendliest shadows hold the deadliest foes."


"Even the blade of an ally can kill."


"A journey of a thousand miles begins with a single step."


"To live without honor is to die." 

