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�SESHEYANS


	Humanoid


Hit Dice:  1d8


Initiative:  +7 (+3 dex, +4 improved initiative)


Speed:  30 ft, fly 20 ft


AC:  13 (10 natural, +3 dex)


Attacks:  2 or by weapon


Damage:  claws 1d4,1d4 or by weapon


Face / Reach:  5’x5’x10’ or by weapon


Saves:  Fort +0, Ref +3, Will +1


Abilities:  Str 11, Dex 17, Con 11


	      Int 13 +1, Wis 12 +1, Cha 10


Skills:  Flying, Low light vision, Alchemy +3


Feats:  Improved Initiative, Brew Potion�Climate Terrain:  Any, prefer warm temperate


Organization:  Civilization


Challenge Rating:  1/2


Treasure:  Normal


Alignment:  Neutral (preferred)


Advancement Range:  By Level





	Sesheyans by nature are not aggressive unless provoked.  Though they are very fast, crafty and have an incredible alchemical understanding and innate ability to create potions as per wizard, but with alchemical means.  One interesting trait of Sesheyans is they dislike using steel for weapons, they prefer to use, copper, gold, silver or bronze.  They know steel is stronger, but consider the other metals, quality metals deserving of weaponry.  Sesheyans are adapt at becoming all classes, and most become rogues or sorcerers.  They have eight eyes, which gives them exceptional vision, and they can fly for 1 hour plus their constitution bonus in turns, before having to rest for two hours.  All sesheyans are alchemists and chemical manipulators.  A non sorcerer or wizard sesheyan can create potions, as if they were a wizard of the same level.





As a Player Class:


+3 dexterity, -2 Constitution, -1 strength


Base speed 30’, fly 20’


Low light vision


Flying


+3 to alchemy skill (These pluses are considered rank increases)


Bonus feat- Brew Potion.


Favored Class:  Sorcerer


