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�T’sa


	Medium Humanoid


Hit Dice:  2d8hp


Initiative:  +9 


Speed:  40 ft


AC:  19 (14 natural +5 dex)


Attacks:  2 (+1) or by weapon


Damage:  claws 1d4,1d4 or by weapon


Face / Reach:  5’x5’x10’ or by weapon


Saves:  Fort +0, Ref +5, Will +2


Abilities:  Str 12, Dex 20, Con 12


	      Int 15 +2, Wis 14 +2, Cha 10


Skills: 


Feats:  Improved Initiative, Evasion


Climate Terrain:  Any, prefer warmer temperate


Organization:  Civilization, Tribal


Challenge Rating:  2


Treasure: Normal (Gems only) + Technological


Alignment:  Chaotic Neutral (preferred)


Advancement Range:  By Level





	T’sa are interesting creatures indeed, bound by no certain laws.  They are not from this world.  Having crashed in a craft capable of parting the stars, the original band of T’sa were stranded and have thus reproduced and extended generations of their offspring.  T’sa have a keen ability to craft technological devices, and it is not uncommon to find them with guns, or vehicles.  They use an advanced form of alchemy that can break up and alter genetics.  Which is very risky, but can be beneficial.  T’sa like and dislike everything, their feelings change constantly.  They often need to trade for steel and other ore, because they lack the strength or desire to do physical mining for it.  


See T’sa Technology sheet for their equipment and weaponry types.





As a Player Class:  


-2 strength, -2 Constitution, +4 dexterity, +1 Intelligence, +1 Wisdom, -3 Charisma


Base speed 40’


Bonus feat- Evasion (Save for no damage from spells)


Favored Class:  Rogue


