

GOLEM

	
	Cloth
	Ice
	Lead

	
	Large Construct
	Large Construct
	Large Construct

	Hit Dice: 
	7d10 (38)
	12d10 (66 hp)
	16d10 (88 hp)

	Initiative: 
	‑1 (Dex)
	‑1 (Dex)
	‑2 (Dex)

	Speed:
	30ft. (can't run)
	30 ft. (can't run)
	15 ft. (can't run)

	AC: 
	13 (‑1 Size, ‑1 Dex, +5 natural)
	23 (‑1 Size, ‑1 Dex, +15 natural)
	27 (‑1 Size, ‑2 Dex, +20 natural)

	Attacks: 
	2 slams +8 melee
	2 slams +15 melee
	2 slams +23 melee

	Damage: 
	Slam 2d6+4
	Slam 2d10+8
	Slam 2d10+13

	Face/Reach: 
	5 ft. by 5 ft./ 10 ft.
	5 ft. by 5 ft./ 10 ft.
	5 ft. by 5 ft./ 10 ft.

	Special Attacks: 
	Improved grab, constrict 2d8+4
	—
	Slow

	Special Qualities: 
	Construct, magic immunity, immune to piercing and bludgeoning, damage reduction 5/+1, fire vulnerability
	Construct, magic immunity, damage reduction 20/+2, fast healing 5, cold reflection, light show
	Construct, magic immunity, damage reduction 50/+3, partial actions only

	Saves: 
	Fort +2, Ref +1, Will +2
	Fort +3, Ref +2, Will +3
	Fort +3, Ref +2, Will +3

	Abilities: 
	Str 19, Dex 9, Con —,

Int —, Wis 11, Cha 1
	Str 27, Dex 9, Con —,

Int —, Wis 11, Cha 1
	Str 37, Dex 7, Con —,

Int —, Wis 11, Cha 1

	Climate/Terrain: 
	Any
	Any
	Any

	Organization: 
	Solitary or gang (2-4)
	Solitary or gang (2-4)
	Solitary or gang (2-4)

	Challenge Rating: 
	6
	10
	11

	Treasure: 
	None
	None
	None

	Alignment: 
	Always neutral
	Always neutral
	Always neutral

	Advancement: 
	8-16 HD (Large); 17-25 (Huge)
	11-20 HD (Large); 21-40 HD (Huge)
	17-24 HD (Large); 25-50 HD (Huge)


	
	Wire
	Shadow
	

	
	Large Construct
	Large Construct
	

	Hit Dice: 
	16d10 (88 hp)
	22d10 (121 hp)
	

	Initiative: 
	+1 (Dex)
	+3 (Dex)
	

	Speed:
	35 ft. (can't run)
	40 ft. fly 10 ft.
	

	AC: 
	28 (‑1 Size, +1 Dex, +18 natural)
	32 (‑1 Size, +3 Dex, +20 natural)
	

	Attacks: 
	2 slams +19 melee
	3 slams +22/+17/+12
	

	Damage: 
	Slam 2d10+9
	Slam 2d10+7
	

	Face/Reach: 
	5 ft. by 5 ft./ 15 ft.
	5 ft. by 5 ft./ 10 ft.
	

	Special Attacks: 
	Entangle, constrict 2d6+9
	Spell-like abilities
	

	Special Qualities: 
	Construct, magic immunity, immune to piercing, damage reduction 35/+3, malleable
	Construct, magic immunity, damage reduction 40/+5, shadow boost.
	

	Saves: 
	Fort +3, Ref +4, Will +3
	Fort +6, Ref +9, Will +6
	

	Abilities: 
	Str 29, Dex 11, Con —,

Int —, Wis 11, Cha 1
	Str 25, Dex 17, Con —,

Int —, Wis 11, Cha 1
	

	Climate/Terrain: 
	Any
	Any
	

	Organization: 
	Solitary or gang (2-4)
	Solitary or gang (2-4)
	

	Challenge Rating: 
	11
	16
	

	Treasure: 
	None
	1,500 gp in precious metals, 1 pound of adamantine
	

	Alignment: 
	Always neutral
	Always neutral
	

	Advancement: 
	17-24 HD (Large); 25-50 HD (Huge)
	23-30 HD (Large); 31-56 HD (Huge)
	


CLOTH GOLEM

A cloth golem is something that looks like a stuffed rag doll, but it is much more dangerous. The material varies, but it's usually canvas or jute. It stands 7 feet tall and weighs only 120 pounds. It does not speak.

Combat

They're not the most powerful form of golem, but if its opponents have no fire or slashing weapons, it might be over very quickly.

Immune to piercing and bludgeoning (Ex): Piercing and bludgeoning weapons, even enchanted ones, deal no damage to cloth golems.

Magic Immunity (Ex): Cloth golems are immune to all spells, spell-like abilities, and supernatural effects, except as follows. Fire attacks affect it normally. Polymorph spells makes them unable to act for 1 round. 

Fire Vulnerability (Ex): Cloth golems as vulnerable to fire, and can even catch on fire, although the flames die out automatically in 1 round.

Improved Grab (Ex): To use this ability, the golem must hit with both its slam attacks against one target.

Constrict (Ex): A cloth golem deals 2d8+4 points of damage with a successful grapple check against Large or smaller creatures.

Construction

The golem costs 30,000 gp to create, of which 100 gp is for the body. Putting it together requires a successful Craft (sewing) check (DC 10). 

The creator must be 13th level and able to cast arcane spells. Completing the ritual drains 800 XP from the creator and requires minor creation, limited wish, polymorph any object, and fabricate.
ICE GOLEM

An ice golem is beautiful to behold, with the power of its magic visible as a rainbow sheen within its body. They aren't just for decoration, though. They stand 8 feet tall and weigh 600 pounds.

Combat

Ice golems are of quite common strength for a golem, but the ease with which they can be repaired makes up for a lot.

Magic Immunity (Ex): Ice golems are immune to all spells, spell-like abilities, and supernatural effects, except as follows. Fire attacks limit it to move actions for 3 rounds. Cold attacks charge up its cold reflection ability (see below).

Fast Healing (Ex): This ability can only be used if the golem is in contact with freezing cold water. 1 gallon of water is used for each 30 hit points to be healed.

Cold Reflection (Sp): When an ice golem is hit with a cold spell of at least 3rd level, it can use Cone of Cold as a spell-like ability once within 2 rounds. (CL 9, 45 ft. cone doing 9d6 points of cold damage, Reflex half DC 15)

Light Show (Ex): An ice golem can bend light within it, so that it can show anything it has seen as a projection within its body. This does not operate in the dark.

Construction

An ice golem costs 70,000 gp to create, of which 50 gp is for the body. Putting it together requires a successful Craft (sculpting) check (DC 16) and a constant source of cold, like very cold weather.

The creator must be 15th level and able to cast arcane spells. Completing the ritual drains 800 XP from the creator and requires Otiluke's freezing sphere, limited wish, polymorph any object, cone of cold and dancing lights.
LEAD GOLEM

A lead golem is a rather obese looking golem, with no sharp angles to it. It moves slowly, which is good, because you'll want to escape from it. They are 10 feet tall and weigh over 6,000 pounds.

Combat

A lead golem's speed is the main problem with it, but it has the strength to compensate.

Magic Immunity (Ex): Lead golems are immune to all spells, spell-like abilities, and supernatural effects, except as follows. Rust attacks deal 1d6 points of damage. A fire effect heals 1 point of damage for each 3 point it would otherwise deal.

Partial Actions Only (Ex): Lead golems can only perform partial actions. Therefore they can only move and attack in the same turn in a partial charge.

Slow (Sp): A lead golem can use slow as a partial action once every 4 rounds. The effect has a range of 10 feet and a duration of 7 rounds, requiring a successful Will save (DC 13) to negate. The ability is otherwise identical to the spell.

Construction

A lead golem costs 80,000 gp to create, of which 1,250 gp is for the body. Putting it together requires a successful Craft (armoursmithing or weaponsmithing) check (DC 19).

The creator must be 15th level and able to cast arcane spells. Completing the ritual drains 1250 XP from the creator and requires geas/quest, limited wish, polymorph any object and slow.

WIRE GOLEM

A wire golem has a strange fluid, flowing way in its motions, quite unlike that of other golems. They are 8 feet tall and weigh around 800 pounds. One very nice quality is that you can ride inside one, profiting from the protection it provides.

Combat

Wire golems will usually entangle one opponent before fighting the rest. It prefers to take on spellcasters first, but if waylaid, it takes in any opponent.

Entangle (Ex): A wire golem can grab a medium or smaller creature and completely immobilize them. It gets a +5 racial modifier to do this, resulting in a +30 bonus to its grapple check. When a creature is grappled, it is also automatically pinned and is dealt constrict damage. A pinned character can free himself or be freed, but this requires 2 or 3 successful grapple checks: one to escape the pin, a second to escape the grapple, and maybe another one in between if the golem tries another entangle attack on the grappled creature. In this last case, no attack roll is required.

Grappling is still a standard action, but maintaining a grapple or pin is a free action, and the golem is free to engage in combat as usual.

Constrict (Ex): A golem can deal 2d6+9 points of bludgeoning damage on a successful grapple check. It does not have to deal this damage, and it may also choose to strangle instead.

Malleable (Ex): A wire golem's body is very flexible, so that it can move through holes and cracks as if it were a small creature. It can also increase its size by a factor four, although this will have all the downsides of large size, and few of its advantages. Neither is possible when grappling.

Magic Immunity (Ex): A wire golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. Rust attacks deal 2d10 points of damage. Sonic attacks render it senseless for 1d4 rounds and free any pinned or grappled creature.

Skills: A wire golem gets a +10 racial bonus to climb checks.

Construction

A wire golem costs 100,000 gp to create, of which 1,400 gp is for the body. Putting it together requires a successful Craft (smithing) check (DC 21).

The creator must be 16th level and able to cast arcane spells. Completing the ritual drains 1300 XP from the creator and requires geas/quest, animate object, polymorph any object and binding.

SHADOW GOLEM

A shadow golem is a spellcaster's masterpiece, created from materials from the plane of shadow and precious metals. It is 8 feet tall, and weighs only 25 pounds.

Combat

Being both strong and fast would be enough of a threat, but augmented with its spell-like abilities there are few enemies who escape from it.

Magic Immunity (Ex): Shadow golems are immune to all spells, spell-like abilities, and supernatural effects, except as follows. Shadow evocations heal 1 point of damage for each 3 damage they would otherwise deal. Shadow conjurations deal damage as if they where fully real and bypass the damage reduction. For neither does the shadow golem get the will save to disbelieve.

Spell-like Abilities (Sp): At will — Greater Shadow Evocation and Shades. These are as if cast by a level 18 sorcerer (DC 15). When a shadow golem uses a spell-like ability, it cannot use one again until after 1 round per level of simulated spell. When the shadow boost ability is active, this time is halved. When not instructed otherwise, it only uses Greater Shadow Evocation – Ice Storm and Shades – Summon Monster IV – Small Water Elemental in combat.

Shadow Boost (Su): Shadow golems get a +4 enhancement bonus to strength and dexterity when not in total darkness or bright light.

Construction

A shadow golem costs 150,000 gp to create, of which 3,000 gp is for the body. Putting it together requires a successful Spellcraft check (DC 25). You also need a pound of adamantine.

The creator must be 18th level and able to cast arcane spells. Completing the ritual drains 3350 XP from the creator and requires geas/quest, miracle or wish, shades, permanency, polymorph any object and greater shadow evocation.














































