__________________________________________Kahns

Kahns are an ancient, mysterious race. Once they highly populated the world, but now their numbers have reduced significantly, almost to the point of extinction. To those few outsiders aware of them, Kahns are known for their potency for arcane spell casting.


Personality: Kahns enjoy life and live it to the fullest. They are often outgoing and caring for one another. They treasure self-expression thus most Kahns are some kind of artist. They love jokes and pranks and often use their arcane abilities to play jokes on unsuspecting victims.  They are quick to make friends, but slow to make enemies. A Kahn reaches adulthood at age 50 and can live to be over 400 years old.


Physical Description: Kahns resemble an elven/feline hybrid. They are short and thin(rarely does a Kahn ever stand higher than 5 ½ off the ground or weigh more than 130lbs.). Their bodies are covered with a fur coat ranging from a light cream to a dark gray. Men usually stand at 5’3” and weigh around 110lbs. While women stand about 5’0” and weigh around 90lbs. A Kahn’s hair is often kept unruly and greasy. They care little for their physical appearance and often wear their clothing unkempt.  


Relations: Kahns have little contact with members of the common races. Although they have been known to get along well with Humans(which they find intriguing due to their ambition) and elves(which they can closely relate to for their share of love for magic). However, Kahns treat a being as an individual regardless of it’s race.  


Alignment: Like elves, Kahns love self-expression and freedom. Like dwarves however, Kahns show a respect and a need for authority. They also tend towards goodness. More often than not, a Kahn is Neutral Good.


Kahnic Lands: Kahns usually form small communities(of 300 or less) in forests and in the plains. However, Kahn villages have also been known to be located in mountainous regions. It is in these regions that Kahns hunt their game and build their well hidden villages. Kahns will often allow outsiders to reside in their villages, but rarely does an outsider wish to do so. The life of a Kahn, to others, seems rather boring and dull. Members of the common races most often find themselves to different to reside with the Kahns.


Religion: Kahn revere the god of magic, Boccob. He is the archmage of the deities, and with their strong passion for arcane magic, Kahns often worship him.


Adventurers: With their talent with arcane magic combined with their curiosity, many Kahn leave their small villages in an effort to learn more about this world they live in. Most Kahn adventurers are sorcerers, wizards, or bards.

Racial Traits

· +2 Charisma, -2 Wisdom. Kahns have an inborn talent for sorcery but are very naïve about the world around them.

· Medium-size: As medium-sized creatures, Kahns have no special bonuses or penalties due to their size.

· Kahnic base speed is 30 feet.

· +2 racial bonus to saving throws against enchantments. Immune to sleep spells.

· +2 racial bonus to concentration and spellcraft checks.

· Automatic Languages: Common and Draconic. Bonus Languages: Sylvan, Gnoll, Gnome, Goblin, Orc, Elven, and Dwarven. 

· Favored Multiclass: Sorcerer. A multiclass Kahn’s sorcerer class does not count when determining whether he suffers an XP penalty for multiclassing.

