Kender
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	Kender are small enough to resemble human children,though they are more heavily muscled. Males are typically 3'7" tall and weigh 75lbs; females are slightly smaller. Adult Kender are rarely more than four feet tall and seldom weigh more than 100lbs.


	Kender typically have sandy blond, copper-red or even red-orange hair colors. Hair styles are usually long, with many varieties of braids and ponytails being popular. Often bits of colorful material such as bird feathers, ribbons, or flowers are carefully woven into the hair as well. Kender are fair-skinned but tan quickly, becoming nut-brown by midsummer. Their eyes are variously pale blue, sea green, olive, light brown, and hazel.


	Kender are distinctive for their pointed ears that give them a faintly elven look. They are bright-eyed, and their facial expressions ar quite intense. No one seems to look as happy as a joyful Kender or as miserable as a crying one.Angry Kender using taunts and insults can be shockingly vulgar, and can look quite devilish for a few moments. This intensity of emotion can be quite infectious.


	Kender have been called wizened because of the fine network of lines that appears on their faces about age 40. These minute wrinkles give the kender a curious appearance when seen close up, though such lines are considered attractive by Kender of all clans.


	Kender have a wide vocal range, from deep and husky to high-pitched and squeaky. Older Kender tend to have deeper voices, but they still maintain wide pitch ranges and can often perform remarkable sound imitations. When excited, Kender tend to speak very quickly and ramble at the same time, making it hard to follow what they are trying to say.  Player’s who choose Kender for their characters have 35 character points to spend on their racial abilities.  These Points can be spent to customize a Kender 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 


Abilities	Min	Max


STR		6	16


DEX		8	20


CON		10	18


INT		6	18


WIS		3	16


CHA		6	18


Racial Modifiers  -1 to STR and +2 to DEX 





    Appearance


        Height:  3'2" - 4'4".  


        Weight:  83 lbs  - 110 lbs.  


        Hair:    Blond - Brown - Red.  


        Eyes:    Blue - Green - Brown.  


        Ears:    Pointed.  


        Starting Age:  15 +1d4 years


        Lifespan:  100 + 10d10 years  


        Movement: 6





Class		Max Level


Fighter		5


Ranger		5


Magic-user	4


Handler 		Unlimited


Cleric		12


Kender can be Multi-class combinations of: Fighter/Handler, Mage/Handler, Cleric/Handler





"The Thieving Skill Racial Adjustments for Kender" 


+10% Pick Pocket (Ties with half-elves) 


+15% Open Locks (Beats all races) 


+20% Find/Remove Traps (Beats all races) 


+15% Move Silently (Beats all races) 


+20% Hide in Shadows (Beats all races) 


+10% Detect Noise (Same as Gnome) 


-10% Climb Walls (same as Dwarf) 


+10% Read Languages (More than any race!)


+5% Detect Magic


+5% Detect Illusion


+15% Escape Bonds





Kender Standard Thieving abilities:


PickPockets = 25 


OpenLocks = 25 


FindRemoveTraps = 25 


MoveSilently = 25 


HideInShadows = 25 


DetectNoise = 25 


ClimbWalls = 50 


ReadLanguages = 10





Standard Kender Racial Abilities (30)


Immunity to Fear		Reaction Bonus


Taunt			Saving Throw Bonus


Languages*





*Kenders can begin with any four halfling, human, or elf dialects.





Kender Abilities If the player wishes to create his own customized Kender 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 bonus to the Aim subability.


Attack Bonus (5): +1 bonus to attack rolls with thrown, hurled, and slung  weapons.


Balance Bonus (10): +1 bonus to the Balance subability.


Detect Evil (5): Kender are very perceptive. Once a day a kender can detect evil in creatures or individuals.  This ability does not function on items or locations.


Detect Secret Doors (5): Merely passing within 10' of a concealed door allows a kender a one-in-six chance (a 1 on 1d6) to notice it. If actively searching, a kender's chances improve to a two-in-six chance (1 or 2 on 1d6) to find secret doors, and a three-in-six chance (1, 2, or 3 on 1d6) to notice a concealed door.


Health Bonus (10): +1 bonus to the Health subability.


Hide (10): The ability to hide in woods with a chance equal to a thief of the same level's hide in shadows ability.


Immunity to Fear (10): The Kender's fearlessness grants him immunity to natural fear emanating from monsters such as dragons, androsphinxes, and demons, and to magical fear generated by wands or created by spells such as cause fear, scare, emotion, symbol of fear, and fear.


Infravision (5): Infravision with a 30' range.


Mining Detection Abilities (5): A character with this skill is familar with mining, tunneling and stonework. By concentrating for one round the character can:  Determine approximate direction underground, 1-3 on 1d6.  Detect any grade or slope in the passage they are passing through, 1-3 on 1d4.


Reaction Bonus (5): +1 to reaction rolls due to other races' acceptance of kenders.


Saving Throw Bonus (10): For every 3.5 points of a Kender's Constitution/Health, they will receive a +1 to saves vs. wand, staves, rods, and spells.


Stealth (10): When the kender is alone and is not wearing metal armor, he gains a bonus to surprise opponents. The opponent suffers a -4 penalty, or a -2 if the halfing has to open a door or move aside some other obstruction..


Taunt (5): When a kender taunt's an intelligent creature who can understand the kender's speech, the creature must make a successful sving throw vs. spell (Wisdom bonuses apply). If the creature fails, it attacks the kender wildly for 1d10 rounds, with a -2 penalty to hit and a +2 penalty to his Armor Class because of the affected being's irrationality.  If a particular victim is assumed to be more or less vulnerable to such abuse, the DM can apply penalties or bonuses to saving throws as desired. (Long time friends of a kender develop a high resistance to this power as they have grown used to the abuse.


Common Kender Euipment:





Hoopak:


A hoopak is a cross between a bo staff and a staff sling. Hoopaks weigh two pounds. They usually cannot be purchased;a relative or friend gives an adventuring kender his first hoopak. If found and sold,a hoopak might bring as much as one steel piece; kender themselves are not prone to purchase hoopaks from non-kender, and they always arrange to "pick up" any hoopak they see in non-kender hands.


	    As a Staff	As a Sling


Damage:   1d6/1d4	1d4+1/1d6+1


Spd Factor:    4		11


Type: B			  Md  /  Lg


ROF: 2/1	Range:  30-60/60-90


