

Shadow Guard

Medium-Size Undead

Hit Dice: 13d12 (85 hp)

Initiative: +0

Speed: 15ft (can’t run)

AC: 25 (+8 full plate, +7 natural)

Attacks: 2 Slams +15 melee

Damage: 2 Slams (6d10 + 8 each)
Face/Reach: 5ft by 5ft/5ft

Special Attacks: None

Special Qualities: Damage Reduction 15/+3; fire, cold and sonic immunity; electricity vulnerability; sunlight vulnerability; unswerving loyalty.

Saves: Fort +9, Ref –2, Will +11

Abilities: Str 26, Dex 10, Con -, Int 3, Wis 10, Cha 15.

Skills: Climb +23, Intimidate +17.

Feats: Weapon Focus (Slam), Iron Will, Power Attack, Cleave, Great Cleave.

Climate/Terrain: Any land and underground.

Organisation: 1 – 10 (troop).

Challenge Rating: 15

Treasure: None.

Alignment: Always Lawful Evil.

Advancement: 14-16 HD (Medium-size); 17-30 HD (Large).

Shadow Guard are Shades that have been imprisoned by Shadow Magi in magically binding armour to serve as their personal guard.

They are always 6’5” tall, and wear spiked full plate.  Any cracks and joints in their armour show a deep darkness inside.  They serve their creator with total loyalty.

Combat

Shadow Guard slowly walk toward their opponents, without bothering to go around any people or objects in the way.  They punch their opponents in melee, until either it’s death or their death.  They have no sense of self-preservation.


Electricity Vulnerability: Due to the fact they are encased in metal, Shadow Guard take an extra 2d6 damage from electricity attacks.


Sunlight Vulnerability:  If exposed to a sunlight, light or similar spell of caster level 7 or more, or if exposed to direct sunlight for more than 10 minutes, a Shadow Guard must take a Fort save (DC 15) each round exposed, or take 2d10 damage.


Unswerving Loyalty:  A Shadow Guard is magically enforced to be loyal to its creator.  If an action they are forced to do will cause him direct harm or counter his orders, they will “shut down” into a dormant state until the creator reactivates them.  In this state they have damage reduction 25/+5 and immunity to all types of energy (including electricity).  They cannot enter this state voluntarily, it is a “fail safe”.

