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Tarrasque Flesh Golem

Tarrasque Flesh Golems are terrifying con-
structs utilized in and around Salt in Wounds
while being virtually unknown beyond city limits.
Crafted (primarily) from the freshly extracted flesh,
carved bone, and neural tissue of the Tarrasque; these
golems are pulsating, oozing figures which seem to
pulse with life even as their creators insist that they
are 'merely' constructs. As a result of the material
used in their creation, these golems move faster and
are stronger than those composed of other bodies.
Even worse for would be opponents, these creations
can regenerate from wounds and damage.

Notably, Tarrasque flesh golems have two (usually
mismatched) humanoid eyes, these most often for-
merly belonging to a criminal punished by the Stage
Courts before being purchased & incorporated into a
golem by an enterprising alchemist.

‘While most of these constructs hew to a ‘classic’ man
-like shape forms as varied as centaur, spider, or even
serpentine have been utilized. However, crafting a
Tarrasque flesh golem to resemble the Tarrasque it-
self is considered extremely bad luck and an invita-
tion to the runaway regeneration and berserk state

that sometimes takes hold of these inventions.

Tarrasque flesh golems are utilized extensively by
alchemists, with Bakal Filligreen in particular consid-
ered a master maker. Several of the Meridian Houses
have begun actively exploring the military applica-

tions of such constructs.

M
2T\

E WL YL o

LTS


http://www.saltinwoundssetting.com/2015/12/the-beast-crown-district.html
http://www.saltinwoundssetting.com/2015/12/the-beast-crown-district.html
http://www.saltinwoundssetting.com/2016/01/bakal-filligreen-master-of-twisted-glass.html
http://www.saltinwoundssetting.com/2015/04/the-13-meridian-houses.html
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GOLEM, TARRASQUE FLESH

A vaguely man-shaped stitched together construct of still writhing flesh and bone with hungry, humanoid eyes stalks towards you.H
GOLEM CR 8

XP 3,200

N Large construct

Init —1; Senses darkvision 60 ft., low-light vision; Perception +0

DEFENSE

AC 22, touch 8, flat-footed 20; (—1 Dex, +12 natural, —1 size)
hp 79 (9d10+30) fast healing 10
Fort +3, Ref +2, Will +3

DR 5/adamantine; Immune construct traits, magic

OFFENSE

Speed 35 ft.
Melee 1 bite +14 (1d8+6) 2 claws +14 (1d6+6)
Space 10 ft.; Reach 10 ft.

Special Attacks berserk

STATISTICS

Str 20, Dex 9, Con —, Int —, Wis 11, Cha 1
Base Atk +9; CMB +15; CMD 24

Languages none

ECOLOGY

Environment any
Organization solitary or gang (2—4)
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Want More?

The City of Salt in Wounds Everyone

knows how the City of Salt in Wounds came about.
But for those who have not visited in person, it is
hard to conceive of the scale of the place. It is even
harder for outsiders to understand how wholly the
economic engine of butchering the bound Tarrasque
has transformed the society of Salt in Wounds in ad-
dition to the surrounding landscape.

Upon approach to the city, the first thing a traveler
will note is the sounds of the monster screaming. Its
roar echoes for dozens of leagues, and the ground
occasionally trembles as the creature at the core of
Salt in Wounds thrashes. Most times, the God-
Butchers and Marrow Miners keep the creature un-
conscious but even they -toiling night and day- can
not extract enough to keep the creature down every
hour. Drawing closer, the traveler will notice the

shift in ecology and weather; the deciduous forest
with its seasonal snows gives way to a humid, almost
tropical zone. The temperature for the surrounding
area keeps steady at 80 degrees or higher, sometimes
reaching into the hundreds even in the dead of win-
ter. However, the tropical plants here are unique,
twisted and changed from ground soaked in red.
Travelers should be aware that from this point on,
the water is no longer safe to drink — Salt in Wo...

Salt in Wounds 1s a living campaign setting, currently
being developed by J.M. Perkins. Via Patreon, backers help
determine the future of the city.

Learn more at www.saltinwoundssetting.com

New Content Every Wednesday!
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners
who have contributed Open Game Content; (b) "Derivative Material" means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or oth-
erwise distribute; (d) "Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including transla-
tions and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts, creatures, characters, stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by
the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms of this agree-

ment.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied

to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your

acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive li-

cense with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed

by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identi-
ty. You agree not to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate

which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under

any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy

of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission

from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any

Open Game Material so affected.



13. Termination: This License will terminate automatically if You fail to comply

with all terms herein and fail to cure such breach within 30 days of becoming

aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such

provision shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

Pathfinder Roleplaying Game Reference Document‘© 2011, Paizo Publishing,
LLC; Author: Paizo Publishing, LLC.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax
and Dave Arneson.
Pathfinder Roleplaying Game Core Rulebook. Copyright 2009, Paizo Inc.; Author:
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights re-
served.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson,
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based
on original content from TSR.




