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Summary
A full cultural and historical reference for the Wild Elves of Kyrell -- the ranging, border-walking branch
of the elvish family. Covers their divergence from the Halvaen, the patrol system, the Wind language,
relations with other races including orcs and goblinoids, religion, naming conventions, and racial traits.

Wild Elves of Kyrell

The Wild Elves do not have a name for themselves that translates cleanly into Common. The closest
approximation is a word in the Wind -- their spoken-only language -- that means something between
those who move and those who remain moving, depending on context. The distinction matters to
them. A High Elf stays. A Wild Elf is always in the process of going somewhere, even when standing
still.
They are the other branch of the elvish family -- the one that left the forest, or was pushed from it,
or chose to range ahead of it, depending on which account you believe and how much trust you
place in histories written by the branch that stayed. What is agreed is that Wild Elves and High
Elves diverged far enough back that neither people can point to the moment it happened, and close
enough in shared memory that both peoples feel the weight of the separation without being able to
fully articulate what was lost.
What is also agreed: the Wild Elves are the face the Elysor Reaches show to the outside world.
Every interaction between the Reaches and another people, in the current age, goes through a Wild
Elf patrol. The Sun King has not been seen outside the Reaches in three centuries. The Sealing
Stone ensures that nothing enters the Reaches without sanction. The Wild Elves walk the boundary
between that sealed world and everything else, by choice and by duty, and they have been doing it
long enough that the two have become indistinguishable.

A History at the Edge

The divergence between Wild Elves and Halvaen is old enough that its origin has passed into the
territory of competing myths. High Elven accounts tend to describe Wild Elves as those who chose
to range out from the forest home -- brave, perhaps, but making a choice that carried costs. Wild
Elven oral tradition, preserved in the Wind with the precision that spoken cultures develop when
writing is not available, describes something closer to a calling -- a recognition that the forest
needed guardians who would walk its edges, not merely its interior. The High Elves needed
someone willing to meet the world where the trees ended. The Wild Elves were, and are, those
people.
During the Vennite period, Wild Elves functioned as the military arm of Elysorian interests in the
broader world -- the warriors who showed up when the Reaches needed a presence at a negotiating
table that required implied force, or when a threat to the forest needed to be met before it reached
the trees. This role was not fully acknowledged by the Halvaen in the Empire's politics; Wild Elves
were present but categorized under the general heading of elvish representatives in most Vennite
records, which did not distinguish between the two peoples and likely would not have known how.
The Spirit Dragon Wars defined the Wild Elves' relationship with the goblinoids in ways that have
not been repaired in the centuries since. The same displaced Kethric populations that pressed into
the western forest margins and triggered the Halvaen's declaration of enmity encountered Wild Elf
border patrols first, and the encounters were violent. The Wild Elves were defending the
approaches to the Reaches; the Kethric were fleeing catastrophe. Both of those things were true



simultaneously, and neither people was in a position to appreciate the other's perspective at the
time. The bitterness that resulted has been maintained by both sides with more consistency than
reflection.
The Orc conflicts are older and differently structured -- territorial disputes that predate the Spirit
Dragon Wars and were not resolved by them. The eastern reaches of Wild Elf ranging territory and
the western edges of orc clan ranges have overlapped intermittently for as long as both peoples
have been in their current locations. The conflicts have not been constant, and there have been
periods of functional coexistence. The current relationship is wary rather than actively hostile,
which represents improvement by historical standards, though neither people would phrase it that
way.
When the Sun King Aelindrath sealed the Elysor Reaches three centuries ago -- a decision made in
the aftermath of the Weohstannuk Empire's collapse, in response to what he had seen of the
Maygus's rise and its consequences -- the Wild Elves' role shifted. Previously the border had been a
permeable thing, enforced by patrol and relationship. The Sealing Stone made it something harder.
Wild Elf patrols now walk a sealed boundary rather than a managed one, meeting outsiders at the
edge rather than ranging beyond it. Whether this is a permanent arrangement or a temporary
posture -- whether Aelindrath intends to ever open the Reaches again -- is not a question any Wild
Elf on patrol will answer.

Physical Description

Wild Elves are shorter than their High Elven kin -- shorter, in fact, than average humans -- but they
carry the lean elvish build in a way that makes them seem larger than they measure. Where a High
Elf's stillness reads as composure, a Wild Elf's stillness reads as readiness. The distinction is
meaningful and immediately apparent to anyone who has encountered both.
Skin tans and, crucially, scars. Both outcomes are valued. A Wild Elf's scars are a record -- not of
failure but of history, of encounters survived, of commitments kept. Tattoos are equally prized and
equally readable to those who know the conventions: clan affiliation, notable kills, rites of passage,
territory claimed and defended. The contrast with High Elven flesh, which takes neither scar nor
tattoo, is not accidental. Wild Elves are aware of it and have opinions about what it means.
Hair is dark -- brown, black, occasionally a very deep auburn -- and typically worn in a way that
keeps it functional. Eyes tend toward earthy greens and ambers, with occasional grey. Wild Elves
have the pointed ears characteristic of all elvish peoples but more pronounced facial structure than
the Halvaen -- sharper angles, a jaw that comes to a clearer definition.
They dress for the terrain. Whatever else they wear, a Wild Elf on patrol will be equipped for
extended time outside in whatever environment they range through, and their gear will be in
working order. The craftsmanship of Wild Elf woodwork is one of the known wonders of Kyrell --
shaped rather than carved, using techniques passed within the craftworker tradition and not
shared outside it, producing materials with the resilience of metal and the weight of wood. Their
bows in particular are distinctive enough that an experienced weapons merchant can identify one
across a room.
Wild Elves have the elvish lifespan -- multiple centuries -- but do not share the Halvaen's
relationship with the Life Tree. They age, slow down, and eventually die. This is not considered a
tragedy within Wild Elf culture. A long life spent well is honored. The Long Sleep of the Halvaen is
not discussed in Wild Elf tradition except in the context of the history of the divergence, and even
then obliquely.



Society

Wild Elf society is built on two foundations: community and duty. These are not abstract values --
they are the organizing principles of daily life, and decisions at every level are evaluated against
both simultaneously. A choice that benefits the individual at the community's expense is not a
choice a Wild Elf is expected to make. A duty neglected for personal comfort is not neglected
without consequence.
The basic social unit is the extended family group, led by a mated pair whose authority derives from
demonstrated competence rather than hereditary right. Leadership changes when it should -- when
age or injury reduces effectiveness, or when a clear successor has emerged and the sitting leaders
recognize it. Succession disputes are rare, partly because the culture actively discourages the kind
of ambition that generates them and partly because Wild Elf communities are small enough that
everyone can see when someone is no longer the right person for the position.
Extended family groups cluster into larger clan structures for mutual defense, large-scale territorial
management, and the major ceremonies that require more participants than a single family can
provide. Clan-level decisions are made by council of family leaders, with the most experienced
voices carrying the most weight. Consensus is preferred but not required; when council is split, the
most senior voice decides, and the dissenters are expected to comply and say so explicitly rather
than comply silently and resent it.
The patrol system is the most visible institution of Wild Elf society to outsiders, and in the current
age it is the institution that defines Wild Elf interaction with everyone else. Patrols rotate through
established ranges on schedules maintained by clan councils, with experienced rangers mentoring
younger ones. A patrol's job is to know its territory -- every trail, every approach, every place where
the boundary can be tested -- and to manage contact at that boundary with the combination of force
and diplomacy that the situation requires. Wild Elves assigned to patrol duty near settled areas
develop more facility with other languages and more tolerance for outsider social conventions than
their inland kin. They are still not patient in the way that, say, a High Elf diplomat is patient. They
are patient in the way that someone who has been doing the same job for forty years has learned to
manage situations without unnecessary escalation.
Craftsmanship occupies a specific and honored place in Wild Elf culture. The technique for
shaping wood into metal-resilient materials is taught within a specific craftworker tradition -- not
secret in the Elysorian sense, but not casually shared either. Learning it requires time, relationship,
and demonstrated commitment to the community that will benefit from the skill. Outsiders who
have tried to acquire the technique by other means have not had notable success.

The Wind

The Wind is the spoken language of the Wild Elves. It has no written form. This is not a limitation --
it is a choice made and maintained with the same deliberateness that the Halvaen maintain their
silence about Elysorian. Wild Elf oral tradition is extensive, precise, and rigorously preserved. The
Wind-singers -- elders who specialize in the preservation and transmission of oral history -- are
among the most respected figures in Wild Elf society, and the tradition they maintain contains
records of events that no written source corroborates but that have, where they can be checked
against physical evidence, proven accurate.
The decision to keep the Wind unwritten is explained differently in different parts of Wild Elf
tradition. The most common account is that what is written can be read by anyone; what is spoken
lives only in relationship -- between speaker and listener, between generation and generation. The
oral tradition is not a storage medium. It is a practice, and the practice is the point.
Wild Elves interact with outsiders in the low form of Elvish, which all of them speak, or in Common,



which most of them learn through necessity. They do not speak Elysorian, and their relationship
with that fact is more complicated than either they or the Halvaen usually acknowledge in each
other's presence.

Relations

Wild Elves and High Elves share lineage, share Sylvara as patron, and share the low form of Elvish
as a common tongue. They do not share the Life Tree, Elysorian, the House system, or a fully
compatible understanding of what the elvish identity is supposed to mean. The relationship is
functional and frequently warm at the individual level -- a Wild Elf ranger and a Halvaen scholar
who have spent time working together will often form genuine bonds -- and complicated at the
institutional level, where two very different cultures with an unresolved history of divergence
continue to orbit each other without resolving the question of what they owe each other.
Humans who interact with Wild Elves at the border generally find them direct and fair -- harder
than the High Elves they may have expected, more willing to say plainly what the terms of an
interaction are, more likely to hold to those terms exactly. The reputation for aloofness that Wild
Elves carry in the Settled Lands is less about coldness than about economy. A Wild Elf patrol does
not have time for conversations that are not going somewhere useful.
The tensions with orcs are real and ongoing but are not defining. Individual Wild Elves and
individual orcs have worked together, fought alongside each other, and formed lasting friendships.
The clan-level relationship is cautious and territorial. Both cultures understand the other's
framework well enough to negotiate when they need to and disengage when they do not.
The relationship with goblinoids is harder. The Spirit Dragon Wars left a wound there that neither
side has tended, and the Halvaen's formal designation of goblinoids as particular enemies -- a
designation Wild Elves enforce at the border without necessarily endorsing at the level of personal
conviction -- has kept the wound open by institutional inertia. Individual Wild Elves who think
carefully about the history generally arrive at a more complicated assessment than the official
position reflects. This view is not widely shared in public settings, because the official position is
also the patrol standing order, and Wild Elves do not typically undermine their own patrol standing
orders in conversation with outsiders.

Religion

Sylvara is the patron of all elvish peoples, and Wild Elf worship of her is the less formalized of the
two traditions -- closer to the raw weather-driven devotion that the goddess's portfolio implies,
conducted outdoors in the places she is most clearly present rather than in dedicated structures.
Wild Elf Sylvaran practice involves significant attention to the ferocious aspects of her nature
alongside the nurturing ones: the storm as well as the rain, the predator as well as the forest.
Ancestor veneration runs alongside and sometimes ahead of formal deity worship in Wild Elf
tradition. The Wind-singers maintain the ancestral record, and calling on ancestors in moments of
difficulty or decision is common practice. Whether this constitutes religious practice or cultural
tradition is a distinction Wild Elves find uninteresting -- the two are not separate things, and the
question implies a framework that does not fit.

Names

Wild Elf names consist of a flowing given name coupled with a family name that references
something in the natural world, given in Common. The family name is descriptive rather than



honorific -- Mireilla Stonecreek, Daveth Brightleaf, Sarel Ironwood -- and changes rarely, usually
only when a family's primary association with a particular place or feature changes through
relocation or significant event.
Given names are chosen by the family at birth and carry no ancestral obligation in the way High
Elven names do. They are simply names -- sounds the family found right for the person who had just
arrived. Wild Elves find the Halvaen naming practice interesting and slightly burdensome, and will
say so if asked.

Racial Traits

As Wood Elf (PHB p.24).
The Wind is an automatic language. The low form of Elvish is the standard language for interaction
with outsiders. Wild Elves do not speak Elysorian.


