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Appearance





	Kenders are most commonly confused with very young elves, mostly because of their size, and also because of their finely chiseled features.  There is one thing about them nobody can miss.  The topknot.  The hair on their head is kept in a fashion that looks like a ponytail, only it is on top of their head.  They seldom become much more than four feet tall, and weigh around 70-100 lbs.  They wear the strangest clothes they can find, and prefer to have numerous (somehow full) pouches.  Their weapon of choice is a hookpack.  It is about 5 ft. tall and looks like a small quarterstaff, only the end has a three-point hook, curving toward the bottom of the staff.  They usually carry a knife, dagger, or dirk, just incase.  They will rarely (if ever) use any other weapon.  If you ever see a Kender with a two-handed sword, pay special attention to what he says, because he is important!  Their hair is usually a brownish color, with green or brown eyes.  Their hands are very small, as are their feet.  It is hard to distinguish male from female, as they are so finely chiseled.  The "true" Kender can only be separated by their voices, which are hard to tell with human ears.  The "afflicted" Kenders can be told apart by one facial feature:  the cheekbones.  On females, the cheekbone starts aligned at the halfway height of the nose, and for males at the bottom of the nose.  Their ears are pointed, and they have small noses.  That is what a kinder looks like...





Table 1


Height:  3'- 4' 6"


Weight: 80 lbs. to 110 lbs


Hair:  Blonde Brown or Red


Eyes:  Blue Green or Brown


Age:  100 + 1d100 years


Max age:  10d100 +1d20





Kender Names


	Kender names usually sound goofy.  When naming your kinder, try to make it sound like it was made by a 6 year-old.  They usually come close.  They would despise a name like "Bob" or "Joe", and they would have trouble saying a name like "Monolanthalansa" or "Kipengrangarou".  Instead try something like "Kiri Topswag".  Some names from the Kencyclopedia are below:


	Tasselhoff Burrfoot


	Kirion Thistleknot


	Kipper Snifferdoo


	Doorslam Maptaker


	Darkstar Killacat


	Juniper Berrybane


	As you can see, they prefer amusing names.  Spend some time on the name, and make it creative.  Most of all, have fun!  You are the one who gets to introduce yourself to everybody you meet.





Ability Scores


	The primary ability score for Kenders, regardless of class, is dexterity.  The entire race is quite well known for their high dex.  Therefore, they receive a +2 bonus and a limit of 19 to that score.  They are small though, but not fragile, and so suffer a 


-1 penalty strength, not constitution.  All scores are as followed





Table 2


Score		Min		Max		Adj.


Str		6		16		-1


Dex		8		19		+2


Con		10		18		nil


Int		6		18		nil


Wis		3		16		nil


Cha		6		18		nil





Handling Scores





	Kenders are like no other race anywhere (except in New York).  No matter what class they are, they get some thieving skill.  Kenders are not thieves, however.  They are Handlers.  Thieves take for greed and do it intentionally, while Kenders pick something up out of pure curiosity, and it is later found in their pouch.  Although the kinder has no idea how it got there, the owners usually do.  They like to make up excuses that they actually think are true, like "I must have seen those Glasses of True Seeing on the floor, and picked it up.  Why you people would loose the world itself, if it wasn't for me!"  and so on.  Kenders can choose not to be a handler.  They still get some handling ability though.  The Kender Handling scores are as below.





These are added to the base scores in the PHB 


Table 3


Skill			Adjustment


Pick Pockets		+10%  


Open Locks		+15%*


Find/Remove Traps	+20%*


Move Silently		+15%*


Hide in Shadows	+20%*


Detect Noise		+10%


Climb Walls 		-10%


Read Languages	+10%*





	Scores marked with an * are higher than any other race!


Kender receive 60 decretory points to distribute, but ONLY if you are a handler.  Kenders still receive Dex bonuses and armor penalties as described in the Player's Handbook.





Special Abilities





Fearlessness


	One of the deadliest abilities of a Kender is fearlessness.  "True" Kender are immune to all forms of fear, magical, dragonfear, and just plain fear.  There has been ONE recorded difference.  Tasselhoff Burrfoot (from The Dragonlance Saga) was unable to enter the cursed Shiokan Grove in Palanthas.  No other power upon the prime materiel plane could scare a true Kender, and the only things not on the prime materiel plane that can scare a Kender are made by the DM.  The afflicted kinder still have a fear bonus.  When making saving throws for magical fear (i.e. Inspire fear or dragonfear) the get a +4 bonus.  All other fear is optional to the PC and DM.  consult to the DM to see if you are a true or afflicted Kender.





Taunting


	Kenders have the most annoying ability to Taunt.  The Kender begins to call the determined targets names and insulting them in a vast many other ways.  If the target(s) understand the language the Kender is using, then they make a saving throw vs. spell (with a wisdom bonus).  If the save passes, then nothing happens except they get mad, but if it fails the target begins attacking the Kender with a -2 penalty to hit and a +2 penalty to it's AC.  it attacks for 1-10 rounds. Close friends of the Kender are allowed a save bonus, if the DM sees fit.





Afflicted and True Kender


True Kender


 	True Kender are the ones who are completely unaffected by any fear.  They are looked upon very high by all Kender.  The "True" name is explained next.





Afflicted Kender


	These Kender are not completely unaffected by fear.  After the Chaos War a great red dragon destroyed the city of Kendermore*, some Kender didn't think it was very pleasant.  Seeing most of their friends dying by Dragon Breath, some for the first time felt fear.  They ran to the second kender nation of Kenderhome*.  These Kender were considered afflicted by some disease, and so are pitied among true Kender.  The children of true Kender and afflicted Kender are as the mother. That is how it all came about.


* Hence the names





Wanderlust


	Wanderlust is the stage in life where a Kender has an irresistible urge to go exploring beyond his home.  All Kender pcs start in this stage, and it makes getting them into your campaign easy: "So, what brings you to these parts?" ---"I'm on my wanderlust".  Such a simple answer. When a PC retires his Kender, the wanderlust is over.  He has no desire to go adventuring anymore, and will probably start a family.





Weapons and Armor





Armor


	Kender have somewhat of a problem with the size of most armor.  It's all too big! But there is a solution.  When a Kender finds armor, roll to see the general size.  Any dice will do, if it is even, then it is dwarf/gnome/kender/halfling size. If it is odd, then it is human/elf/half-elf size. If it is d/h/g/k size, then it will fit the Kender UNLESS it has any plate parts.  If so only the mail portions will fit.  The same is with leather and studded leather, as the main body parts are stiff and rigid.  Unless the plate portions were made specifically for a Kender, they will have to be refashioned before it will fit.  The refashioning cost 50-60 gp and takes 1 week.  After that, all normal rules apply.  If a suite of armor is going to be made for the Kender, then it costs 50% more than the original cost unless made by another Kender.





Weapons


	The Kender's weapon of choice, regardless of class, is the hookpack.  It's a part of the Kender society and Kenders are almost never intentionally without one.  The Stats for it are below.





Table 4





Used as a Staff


Type-Bludgeon		Speed-4	Damage Small-1d6	Large-1d4


Used as javelin (not thrown, bottom must have a sharpened tip)


Type-Piercing		Speed-4	Damage SML-1d6


As Javelin (thrown)


Type-Piercing		Speed-11	Damage SML 1d6


Staff Sling with "bullets"


Type-Bludgeon		Speed-11	Damage Small-1d4+1	Large-1d6+1


	Rate of Fire-2 per round	Medium Range-30 to 60 yards		Long Range-90 yards


With Stones


Type-Bludgeon		Speed-11	Damage Small-1d4	Large-1d4


	Rate of Fire-2 per round	Medium Range-30 to 60 yards		Long Range-90 yards


You can also plant the hookpack into the ground for increased range


With "Bullets"


Type-Bludgeon		Speed-20	Damage Small-1d4+1		Large-1d6+1


	Rate of Fire-2 per round	Medium Range-50to 100 yards		Long Range-100 to 200 yards


With Stones


Type-Bludgeon		Speed-20	Damage Small-1d4		Large-1d4


	Rate of Fire-2 per round	Medium Range-50 to 100 yards	Long Range-100 to 200 yards


Cost-8gp	Weight 3 lbs.





	Some hookpacks even have another hook, but straight out as a point to poke things with.  If that portion is used, it does damage as a dagger, and costs 1 gp more to make. Although it is VERY rare to come across a magical hookpack, it is possible.  The reason for the extreme rarity is this.  Why would anybody but a Kender be stupid enough to give a Kender a magical weapon?


Non-Weapon Proficiencies





	Kenders can use all non-weapon proficiencies available to their class, and all rouges are counted as general if you are not a handler.  Pretty simple.  Some recommended non-weapon proficiencies are: Rope Use, Tumbling, Juggling, and Tightrope Walking (you pretty much get an all-in-one circus!).





Kender Classes





Kender can pick any of the base classes described in the PHB.  This includes Fighter, Cleric, Mage, and Handler.  In addition they may (DM's choice) be allowed to be a Bard.  All wizard specialists and priest of a specific mythoi are prohibited. The individual classes are explained below.  All Kender must have a neutral alignment for the respect to lawfulness, and they must be good or nutruel in the good and evil aspect.  No matter what class, a Kender will never attracts followers, if they did, it would only be other Kenders.  If you run a normal (non-Kender) campaign, that would be devastating!  If you are running a Kender campaign, then that would be ok.  They would attract as class in the PHB.





Fighter


	Kender fighters are pretty much the same as all other races.  They get an automatic specialization in the hookpack, and can take no more specializations.  The weapons allowed are short bows, crossbows, hookpacks, dagger/dirk/knives, and when mounted (usually on a pony) a horseman's mace is used.  Any armor can be worn, with the thieving adjustments in the Player's Handbook.





Cleric


	Clerical Kenders worship a heroic Kender called Uncle Trapsinger.  He was made a god upon his death by the god of the Kender for some very heroic deed (decided by the DM).  Ever since, a few Kender clerics of Uncle Trapsinger pop up now and then.  They gain spells as do normal clerics, and if two are together, then once per day, they can use a spell of the other one, assuming it is of a castable level.  Never should there be two Kender cleric pc's in a single campaign, as they are quite rare.  There are two churches to Uncle Trapsinger-one on Kendermore, and one in Kenderhome--The two cities of the Kender.


Kender clerics must be of nutruel good alignment, and if they commit 5 evil acts, then they become no class.  Their abilities cease, and this lasts until the kender can redeem himself to his god.  The second offense, he becomes a handeler of first level.  He can never become a cleric, and he must keep a true nutruel alignment.





Mage


	Kender mages are just as rare as clerics.  In order to become a kender-mage, you must have an inteligence of 10 and a wisdom of 13.  The wis requirement is because kender are very dificult to keep still, and if one is not wise enough, he will not be able to study the magic.  It is recomended you consult a little extra with your DM before getting your heart set on this class.





Handeler


	Handelers are the normal kenders.  The all level up if they are importat NPCs and most unimportant ones should have raised scores, because they practice alot.  The DM should make tables prior a kender entering town.  When the kender checks out his pouches, roll to see what "fell" into his pouches.  You should keep the items appropraite to the campaign (don't let a 1st lvl. kender find a hookpack of disruption +6).  This rule applies to all kender, regardless of class.  They will always find something.  The most beleivable saying about kender is this:





"If a Kender shakes your hand, check your bracers. Then check your purse, backpack and pouches.  Don't forget your breeches, shirt, and sword.  Only later will you find you're missing your underpants!"


	If your party has encountered a Kender, you probaly can relate to that very easily.








Bards


	Kender bards are also quite rare.  The one major penalty is that they cannot cast any spells.  They get all thiveing skills, as do all kender, but only can add to the ones mentioned in the PHB under the bard section. Other than that, kender bards are the same as any other race.  They can use magical scrolls once they reach the approprate level.





Kender Kits


	Although there are no official kits for the kender, I have taken the liberty of making one.  It is for the handeler class, described above.





Collecter


The collecter is nothing more than a kender who keeps what he finds.  If he has a home, he will keep only what he can carry on him, the rest stays home.  They prefer the way through town with the most interesting things, and rarely will sneak around a bazar for any reason. Althoug all kender "collect" things, only the Collecter keeps most of it.


Role


The role of a collecter is to have alot of crap usefull to the party.  Other than that, they are normal.


Secondary Skills Appraising


Weapon Proficencies As with handeler.


Bonus Non-Weapon Proficencies appraising


Equipment: Anything they can get their hands on.


Distinctive appearance They carry especialy full pouches


Special Benifits A collecter finds 50% more interesting things then normal kenders


Special Hiderances He must establish a home before reaching 4th level or drop the kit.


Wealth Options A Collecter starts out with 4d6 x10 gp and must buy 5 large pouches


























Spells





Level 1


Topknot Growth 


(Alteration)


Sphere: Healing


Range: Touch			Componets:VSM


Duration: Permanent		Casting Tim: 5


Area of Effect: One Head	Saving Throw: None





	This spell is most treasured among kenders, for


it enables them to grow a lost topknot.  Although other


races critisize the topknot furiously, a kender just isn't a


kender without one.  If a kender is seen without his


topknot, anybody who knows this spell is strongly 


compeled to cast it upon the poor thing. The somatic


gesture is a touch to the head, and the materiel component


is a peice of kender hair.





Level 3


Find Owner


(Divination)





Sphere: All


Range: Touch			Components:V, S


Duration: Instantaneous		Casting Time:2 Rounds


Area of Effect: One Object	Saving Throw: None





	This spell is quite usefull	 for kenders.  If they find something


they don't like, they simply cast this, and it tells them who owns it, 


where that person is, and wether or not the person wants it back.


How Convienent!





Return Object


(Alteration)





Sphere: All


Range: Touch			Components: V, S, M


Duration: Instantaneous             Casting Time: 1 Round


Area of Effect: Special		Saving Throw: Neg





	When Return Object is cast, it causes all material in a 1'x1'


square to be instantly returned to it's previous owner.  If the saving 


throw for the item passes, then the spell is negated.  The 1'x1' square


increases 1 square foot per experience level.  A 5th level Wizard could


return 5'x5' of materiel.


	The Materiel component is silver dust sprinkled over the area of 


the materiels.         





Level 8 (Wizard only)





Inspire Kender Fear


(Abjuration)





Range: Touch		Components: V, S, M


Duration:Special	Casting Time:8


Area of Effect: Special	Saving Trow: Reverse





	If Inspire Kender Fear is cast on anything but a kender, it will fizzle.


This spell can cause fear to true kender.  If the kender rolls a 1 on a d20


(which is a special saving trow) then the kender can feel fear for 1d4 rounds, 


plus 1 round per spell level of the caster.  This spell may be used by other 


races as well.  This spell should be considered by the DM before being 


introduced into play. 


	The material component is a bat's wing and a kender's topknot.








Kender Excuses


			21 Good Excuses from The Kencyclopedia.com





1. "I guess it must have fallen into my pouch"


2. "I found it."


3. "You just left it so I didn't think you wanted it anymore"


4. "I was just holding it for you"


5. "Oh!  I thought you told me to take it."


6. "Someone must have put it in my pouch."


7. "I forgot I had it."


8. "This is yours? I had one just like it."


9. "I was gonna give it back, but you wandered off somewhere."


10. "They're not free!?!?!?"


11. "Of course I was going to pay for it, I was going to get some money."


12. "It looked so old that I thought it couldn't belog to anybody still alive."


13. "Someone was going to steal it, so I'm holding it for safekeeping."


14. "These misunderstandings wouldn't happen if everyone would just label all their belongiongs."


15. "What exactly does 'ownership' mean?"


16. "Just because I have it, and you didn't know that I took it, doesn't mean that I stole it!"


17. "it's yours? You sure? I have the same thing, mine's right here...hmm, can't seem to find it...Hey, you must have stolen it from me!  So i'm just        taking it back."


18.  "Well if it's yours, why isn't your name on it?"


19. "Oh yeah, prove it.........Oh ummm....Well I bet you didn't have that proven in a court of law!"


20. "If your saying the things in my pouch are yours, that proves it, because this in't my pouch!"


21. "If this is your ring, and it's on my hand, then it must be your hand.  Now tell me, what buisness do you have going around and attaching your hand to other people's arms?  And where's my hand?  Theif, Theif!  She stole my hand!











Descriptions of Kenderhome and Kendermore





If you would like the maps, you can download them from my site at http://www.geocitie.com/gaming_elite in the books section.  Thank you very much.





Kenderhome-


1. Jeweler


2. Tavern


3. Inn


4. Blacksmith


5. Lumber Mill


6. House


7. Herbalist


8. Home of the Kender Leader-Kirion Thistleknot


9.Church to Uncle Trapsinger


10. Horse & Pony stables


11. Guard Tower


12. Guard Tower Bunkers


13. Mage's Store


14. General Store


15. Weapon and Armor smith


16. Pony and Horse Exercise Area


Kenderhome is a very complex city. It doesn’t matter to the Kender, though.  They have a map of every nook and cranny of this city.  This is the main city of the Kender, as you can see.  Please be aware that most Kender live among normal people, and not other Kender.  By no means is most of the race here or in Kendermore.  Also note, that every fall, the blacksmith travels to Kendermore to sell his goods, so during this time, building #4 is vacant.  If you want the font used on the map, just search the net for Diablo Font.  It shouldn’t take long to find it, it is called Exocet.  Anyway, Kenderhome is also the home of Their leader, Kirion Thisleknot.  He is a hero, and has a leadership among them.  They have no government; they just look up to him.














Kendermore





1. Church to Uncle Trapsinger


2. General Store


3. Stables


4. Inn & Tavern


5. House


6. Metal Dealer (makes things in Kenderhome)


Kendermore was a city made in a hurry.  I know it seems kind of small, but it is supposed to.  Feel free to add buildings, if the DM okay's it.  The big green dots are trees and the gray on is a rock that Uncle Trapsinger himself sat upon.  There is not much more I can say about Kendermore, so I won't say anything.








If you have any other questions, e-mail me


firemage80@hotmail.com


or check out my site at


http://www.geocities.com/gaming_elite





Thank You


