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Introduction

This supplement provides information for including Dokkalfar (dark elf) characters under the Basic Fantasy 
Role-Playing Game rule system.  If you do not already have a copy of the Basic Fantasy RPG Core Rules, 
please visit the website and download a copy.

NEW CHARACTER RACE

Dokkalfar

Description:   Dokkalfar  are  a  subspecies  of  Elves, 
but they believe themselves far superior to any and 
all other types.  Both males and females stand around 
five feet tall and weight around 130 pounds.  Most 
have hair of monochromatic coloration ranging from 
jet black to pure white, and lack almost all body and 
facial hair.  Their skin is a very pale white, and they 
have pointed ears and delicate features in common 
with other elven types.  Their eyes are perhaps their 
most striking feature, being some very pale shade of 
blue, green, or grey, with the latter being the most 
common coloration.

Dokkalfar  are  typically  haughty,  cold-blooded, 
resentful,  and lack empathy towards other races as 
they see them as completely inferior. Their negative 
attitude is strongest against all surface dwelling races, 
most  especially  Elves.   Their  typical  lifespan  is  a 
dozen centuries or more.

They speak a dialect of Elvish which will be difficult 
for other Elves to understand.  Some may learn other 
languages,  but  generally  only those useful  to them, 
such as Dragon or Hobgoblin.  They will rarely if ever 
speak  Common;  however,  if  the  GM  chooses  to 
allow them as player characters, beginning Dokkalfar 
PCs may choose to speak both Common and their 
Elvish dialect.

Restrictions: Dokkalfar  may  become  Clerics, 
Fighters,  Magic-Users  or  Thieves;  they  are  also 
allowed to combine the classes of Fighter and Magic-
User,  and  of  Magic-User  and  Thief.   They  are 
required to have a minimum Intelligence of 9.  Due to 
their generally delicate nature, they may not have a 
Constitution  higher  than  17.   Dokkalfar  never  roll 

larger than six-sided dice (d6) for hit points.  They are 
extremely  sensitive  to light;  if  suddenly  exposed to 
daylight or any illumination of similar brightness they 
must save vs. Death Ray or suffer blindness for 2d4 
rounds.   Even  so,  when  in  such  illumination  they 
suffer a -2 penalty to all attack rolls.  Exposure of a 
Dokkalf's  skin  to  actual  daylight  (not  merely  bright 
lights) causes their skin to actually harden and begin 
to crack, inflicting 1d4 points of damage per each full 
turn of exposure.

Special  Abilities:  All  Dokkalfar  have  superior 
Darkvision with a 120' range.  They are able to find 
secret  doors  more  often  than normal  (1-2  on  1d6 
rather  than the usual  1 on 1d6).   A Dokkalf  is  so 
observant that one has a 1 on 1d6 chance to find a 
secret  door  with  a  cursory  look.   Dokkalfar  are 
immune to the paralyzing attack of ghouls.  They are 
less  likely  to  be  surprised  in  combat,  reducing  the 
chance of surprise by 1 in 1d6.

Saving Throws: Dokkalfar save at +2 vs. Poison and 
+2 vs. Magic Wands and Spells.

Additional Notes:  To resist the effects of sunlight, 
Dokkalfar war or raiding parties have been known to 
coat their exposed skin with a black ointment.  This 
ointment prevents all damage from sunlight exposure 
for protected areas, and can only be removed with 
alcohol solutions (beer is not strong enough, but wine 
or mead will do the trick).  The ointment does lose 
effectiveness in 1d4 days, though it remains visible on 
the skin (becoming lighter by the day) for twice the 
rolled period.   Use of  this  ointment has resulted in 
many not  totally  familiar  with  them to believe  that 
they actually have black skin.  This ointment provides 
no  protection  against  anything  other  than  sunlight 
and is thus not useful to most other creatures; further, 
the  recipe  requires  substances  found  only  in  the 
caves and strongholds of the Dokkalfar.
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