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The Avariel are possessed of an almost ethereal beauty.  Their wings, often quite majestic, are usually white, although some Avariel are born with plumage that ranges from light gray to black.  Avariel features are often more exquisite than those of the already beautiful peoples, with slightly larger eyes, and white or black hair.


The Avariel are not merely "elves with wings": their entire body has been developed to accommodate flight.  Their torso is typically larger and stronger than that of their elvish brethren, designed as it is to bear wings.  Furthermore, their skeletal structure, composed of light and hollow bones, helps reduce the burden of their weight while aloft.  When in the air, they tend to be quite fast, mobile, and agile, due to their lighter weight and to their graceful flight.  On the ground however, they are almost burdened by their wings, sometimes appearing clumsy. 

Avariel Elves are extremely claustrophobic, as a result when in a dungeon or enclosed area he must make a Wisdom check for every day they are confined.  Failure to save results in temporary insanity and he will become violent, catatonic, or panicked.  Such insanity last until he is in a clear open space above ground.  If four such checks are failed the he will become permanently insane and can only be cured by a heal or remove disease spell. Player’s who choose Avariel for their characters have 45 character points to spend on their racial abilities.  These Points can be spent to customize a Avariel from the general list below, or they can be used to purchase a skill package.  Only 5 points can be retained for use later in the game.

Racial Modifiers

Class
Max Level

Abilities
Min
Max

Cleric
12

STR
8
18

Fighter
Unlimited

DEX
8
20

Ranger
Unlimited

CON
4
16

Magic-User
15

INT
8
18

*Specialist
15

WIS
3
18

Thief
Unlimited

CHA
10
18

*Only Song Mage is allowed

Thieving Skill Racial Adjustments

-5 Open Locks

+10 Move Silently

-10 Hide in Shadows

+25 Detect Noise

-25% Climb Walls

+10 Read Languages

+10 Detect Magic

Avariel Abilities If the player wishes to create his own customized Avariel character, he can pick and choose from the list below.  Abilities cost either 5 or 10 character points; refer to the descriptions below.
· Aim Bonus (10): +1 to Aim sub-ability.

· Attack Bonus (5): +1 to hit with weapon of choice.

· Balance Bonus (10): +1 bonus to Balance sub-ability.

· Bird Call (5): This gives the character an innate ability to mimick bird calls and as such has a 10% per level of fooling enemies.  The percentage is halved for fooling Rangers.

· Cold Resistance (5): +1 bonus on saving throws vs. cold- and ice- based attacks, as the elf's body is less susceptible to extreme temperatures.

· Companion (10): The elf gains the companionship of a avian animal. See the Animal Master kit for more specifics on companion animals.  He can also carry up to twice his own body weight before encumbrance is considered.

· Dagger Bonus (5): +1 bonus to attack rolls with daggers.

· Exertion Bonus (20): This ability allows the Avariel to fly  longer before needing rest than other Avariel. He can fly his max rate per round equal to twice his Constitution.  He can also carry twice his weight while flying before encumbrance starts.

· Heat Resistance (5): +1 bonus on saving throws vs. heat- and fire-based attacks, as the elf's body is less susceptible to extreme temperatures.

· Infravision (10): Avariel Elves have 60' Infravision

· Less Sleep (5): The elf requires only four hours worth of sleep to be rested. This is especially valuable to spell-casters.

· Magic Identification (10): A 5% chance per experience level of identifying the general purpose and function of any magical item, reflecting their interest in the arcane. This is as per the bard ability - see the Player's Handbook for more information.

· Resistance (10): 90 percent resistant to air elemental-related spells.

· Speak with Birds (10): Once a day, the elf can use the speak with birds ability, as a priest of the same level.

· Spear Bonus (5): +1 bonus to attack rolls with a spear.

· Spell Abilities (15): Once a day the elf can cast faerie fire, dancing lights, and darkness as a priest or wizard of the same level. When the character reaches 4th level, he can add levitate, detect magic, and know alignment.

· Sword Bonus (5): +1 bonus to attack rolls when using a long, winged, or short sword.

· Telescopic Vision (5): Like birds, the Avariel have keen eyesight and are able to see clearly for up to a mile.

· X-Bow Bonus (5): +1 bonus to attack rolls with X-Bows.
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