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An MC production


Sentinels
Description:

Sentinels are arcane creatures. They resemble faintly glowing scaly humanoids with talons and simian facial features. They are usually conjured into being by conjurers and made to serve as manservants and bodyguards, but “wild” Sentinels do roam the world.

Combat:
A Sentinel’s combat style is pretty straight-forward.

Magical Construct – Immune to disease, fear, poison, sleep, paralysis, and stunning. 

Fast Recovery – Sentinels recover a number of hit points equal to the given value for each hour of rest or light activity. Engaging in combat or other strenuous activity during any hour prevents the Sentinel from recovering hit points for that hour. 
Sentinel – Type 1

Medium Magical Construct
Hit Points:

15
Initiative:

+3
Speed:

12m
Defense:

13 (+1 dex, +2 natural)
Attacks:

Talons +2 (1d4)
Space/Reach:
2m/2m

Special Attacks:
Magic strike

Special Qualities:
Fast Recovery (1), Immunities, Low-light vision, DR1/magic.
Saves:

Fort +1, Ref +2, Will +1
Abilities:

Str10, Dex12, Con10, Int4, Wis10, Cha10
Skills:

Climb +2, Listen +2, Spot +2, Unarmed Combat +2, Stealth +3
Talents:

Adrenaline Rush
Sentinel – Type 2

Medium Magical Construct

Hit Points:

20

Initiative:

+4

Speed:

12m

Defense:

15 (+2 dex, +3 natural)

Attacks:

Talons +5 (1d6)

Space/Reach:
2m/2m

Special Attacks:
Magic strike

Special Qualities:
Fast Recovery (2), Immunities, Low-light vision, DR2/magic.

Saves:

Fort +3, Ref +4, Will +2

Abilities:

Str12, Dex14, Con12, Int4, Wis10, Cha10

Skills:

Climb +5, Listen +4, Spot +4, Unarmed Combat +5, Stealth +6

Talents:

Adrenaline Rush
Sentinel – Type 3

Medium Magical Construct

Hit Points:

25

Initiative:

+5

Speed:

12m

Defense:

17 (+3 dex, +4 natural)

Attacks:

Talons +8 (1d8)

Space/Reach:
2m/2m

Special Attacks:
Magic strike

Special Qualities:
Fast Recovery (3), Immunities, Low-light vision, DR3/magic.

Saves:

Fort +5, Ref +6, Will +3

Abilities:

Str14, Dex16, Con14, Int4, Wis10, Cha10

Skills:

Climb +8, Listen +6, Spot +6, Unarmed Combat +8, Stealth +9

Talents:

Adrenaline Rush
Sentinel – Type 4

Medium Magical Construct

Hit Points:

30

Initiative:

+6

Speed:

12m

Defense:

19 (+4 dex, +5 natural)

Attacks:

Talons +11 (1d10)

Space/Reach:
2m/2m

Special Attacks:
Magic strike

Special Qualities:
Fast Recovery (4), Immunities, Low-light vision, DR4/magic.

Saves:

Fort +7, Ref +8, Will +4

Abilities:

Str16, Dex18, Con16, Int4, Wis10, Cha10

Skills:

Climb +11, Listen +8, Spot +8, Unarmed Combat +11, Stealth +14

Talents:

Adrenaline Rush

Sentinel – Type 5

Medium Magical Construct

Hit Points:

35

Initiative:

+7
Speed:

12m

Defense:

21 (+5 dex, +6 natural)

Attacks:

Talons +14 (1d12)

Space/Reach:
2m/2m

Special Attacks:
Magic strike

Special Qualities:
Fast Recovery (5), Immunities, Low-light vision, DR5/magic.

Saves:

Fort +9, Ref +10, Will +5

Abilities:

Str18, Dex20, Con18, Int4, Wis10, Cha10

Skills:

Climb +14, Listen +10, Spot +10, Unarmed Combat +14, Stealth +17

Talents:

Adrenaline Rush
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