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INTRODUCTION

INTRODUCTION

olems wait silently in dungeon cormdors,

ready o apprehend unwary adventurers whio

dare defile their former master's sanctum.
Shield guardians follow their owners faithfully,
interposing themselves between the holder of their
amuled and il"l"lh'ﬂtl that seoubd |.'|ri|.13 him harm
Homuncuh II:,I farth, p.,,lmred by thesr erenior
lifeblood mio a Erodesque mockery of life. All of
these are constructs, artificial life forms brought into
the world by rituals long secreted away in the
comers of occult libranes, i the niins of mighty
magical empires and the personal notes of
spellcasters with the cunosity o explore this field of
arcane lore.

Building a construct takes resources, skill, patience
andd, above all, dedication. The laboratory reguired
o assemble and activate one of these beings is
unigue After building his |"||.':|L"v|: of work, the caster
miust still gather the raw materials that will make up
the freme, This alone is enough o deter any poor
'l'rlﬂﬁ]. rl'l;,ll'l'l EVEN |||[I,."I1'|FIIIF.|E i Consirmct 'A'Ill:ll'lul ||h."
patronage of a wealthy noble. But the sacrifices of
construct craft do not end here

The spellcaster must be willing 1o sequester himsaif
for weeks or even months, working non-stop and
avoiding all distractions to achieve balance between
subtle magical energies and the hard matennl they
are to be bound into. The rituals required to power
constructs are long and require meticulous,
undivided attention, else they may fail wtterly or
introdiece & flaw inio the construction. Even after
finishing the process, the caster must still imbue his
creanon with his own life energy, losing a part of
himsell 20 the construct may rise,

Byt ull the hardships pay off in the end, for the
wizard or sorcerer has crested life. Whether it &5 a
spirit-driven golem, & magic-powered automaton o
a life-imitating stimuldcrum, he now has a powerful
servant who does not need food, never questeons an
order and can crush almost anything thai crosses its
path. Adthough the humanmd form s the mos)
popular for constructs, thair artificwal noture lends
itself to exploration. Dedscated crafters can
experiment with o constrect’s shape, building all
kinds of artificial servants for purposes bevond mere
guarding. A group of small simulacra make for a
superior construction force, a huge automaton can
defend a kingdom from giants, and legends speak of
titamic golems that could face an elder wyrm and

come out victorious, All the secrets of creating life
are found within these pages, waiting for those
armed with the patience and single-mindedness that
such o demanding tosk requires. Mo sacnbice s
encagh, and all the means justify the end,

ENCYCLOPAEDIA
ARCANE

ft [ Alive
the Encyclopaedia Arcane series, presenting a new
system for building constructs, Designed to be
seamlessly slotted into any fantasy-based D20
gumes system, these sourcebooks enhance and
expand all arcane spellcasting classes, adding o
whole new dimension to campaigns. Euach book of
the Encyclopaedia Arcane 15 not just intended for
Games Masiers o use in conjunction with ther non-
plaver charactors, however. Players themselves wall
fimd full details on how to wse the magic systems
with new or existing characters, greatly increasing
the wealth of options they ane presented with by the
cofe filebonks,

Comstructy is the Tourth volume of

CONSTRUCTS —IT IS
ALIVE. ..

The primary purpose of this sourcebook 15 to gve
ployers and Games basters alike all the information
they need to build constructs such as golems,
automata and simulacra, Within these papes you
will find chapters devoted to the materials, methods
and rituals arcane spellcasters use to give life to the
inanimate in order to protect their towers and
libraries, to defend them against the physical threats
af the world or for simple arcane pursuits, You will
also md mew feats that expand a character’s skill in
the crafting of a construct’s body, Non-Playes
Characters who can mid him during the process and
several options for creating new and amirimg
constructs never seen by the eyes of the unimtiated

Buildimg an empty shell and giving o life is an
expensive and time-consuming endeavour, yet the
rewwards are clear for, by the end of the exhausting
process, the caster will now have o priceless ally, a
formidable soldier that will obey his orders amd
smash his enemies inio bloody pulp when spells wre
not sufficient. Golems. auiomata and simulacra
shamble forth from the workshop's table ready io
serve untiringly and unguestioningly, a mockery of
life, yet an improvement upon nafures oan
crealions.
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AN OVERVIEW

‘1 ’ riz:m:ls and soreerers have long been

known as those who mper with forces

mortnls were nod meant o handle, Thig

repuLation is further remforced when it comes 1o
those spellcasters who build towers from where
strange and unholy noises echo of might. Arcans
researchers push the boundaries of magic i their
lnborniories, and there are few fields where the
evidence of their resulis is 50 visible as construct
building.

Whether they are guands, servants or messengers,
consiructs are both a show of wealth as well as skall
and power, Nobody would challenge the wizard
who semds two beass and wood automatons to
collect provisions from the nearby town, or who
sends a warning about an invading army via a
ﬂ'.lppllls hurmoreid, .. I!hins.

Respect can easily change into fear, and some
spellensters care liftle to dispel the mistrust caused
by all the clanking commg from their laboratory.
While other areas of arcune practice are fuelled by
the noguisition of power and knowledge, a mage
pursues the science of constructs as a test to himself,
he is not interested in what he can obtain, but in
how far he ean push what he already has, All of his
research is oriented toward building a better golem,
finding the way 1o crifl a reliable automaton or
deciphering the secrets of life so he can create his
W,

Griving hife 1o an object that previously had none s
the ultimate show of arcane mastery. No other
school better demaomstrutes the spellcaster's control
over magical energies, balancing the artisans craft
with the wizard’s talent. Transmuters are the
specialists most interested in building constructs, but
amy wizard or sorcerer can iry his mettle at
animating & non-living thing into a semblance of
lifie,

LABORATORIES AND
WORKSHOPS

Putting o construct’s body together requires special
equipment. Brewing a potion is very different to
mixing the ingredients for o homuncoulus, and o
golem tokes a lot more space on a laboratory table
than & sword waiting o be enchanted. The best sites

4

to build such a laboratory are a few miles away from
any population centre, sufficiently apart 50 as to not
suffer an angry mob armed with torches and
pitchiorks, but close envugh o shop for feed and
any simple ingredients, Large and cosmopolitan
cities can tolerate & construct workshop, so long as
there are no devastating explosions and the caster is
careful not io set loose a rogue, rampaging golem
amid the populace,

Regardless of the laboratory's site, the inenors are
generally alike. A table dominates the centre of the
main construction room, surmounded by all manner
of equipment 1o install the rest of the components
into the construct’s boady, 1f the caster wishes for his
construct o leave the laboratory, he must include a
door large enough fo allow it, or just use his new
creation to make one on the spot. Very large
construets cannot squesze into a normal laboratory
and the caster may have to improvise with
scaffolding, A popular tale circulating the corridors
of magic colleges is about a construct crafier who
was paid (o build a gigantic stone golem out of &
cliff side. Once the sculptor finished with the
chiselling, the wizard was so focussed upon the
ritual that be fell from a loose scaffold near the
golem’s shoulders, and only survived thanks to
having featherfall prepared for exactly this mishap,

THE RITUAL

The process to create constructs ts detuiled 1n
various books of specialized lore, some still in the
possession of their authors, others mhented or lost.
A construct manual 15 worth a hefty sum if sold to
the nght party. These boeoks can be casily mistaken
for tomes of scholarly studies but, on closer
examination, all the dingrams and formulae reveal
therm for what they truly are, even if no magic is
senged,

The mages of old scribed their rals very much
like others write down spells in scrolls, Depending
on the complexity of the construct, such tomes can
go from a slim collection of nofes o a true
encyclopasdin of comprehensive knowledge, The
crestion amd ammation of constructs 15 one of the
maosl exacting Delds of arcane research, and crafiers
would greatly benefit from sharing noies so comman
problems could be resolved. Unfortunatety,
coopemtion between wizards and sorcerers is an
unhikely proposition, and amy willing to animate
even the smallest homunculus must sonduct most of
his own research, either basing it on empirical
experimentation of aided by the notes of 8 masier in
the field.
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Once all research and materials are gathered and the
construct’s body has been crafted, the caster begins
enacting the riteal, The previows investigation and
muamual labour are pothing compared 1o the period
during which the wizard or sorcerer distils magic
imto the limbs and structure of a constract.  Spirits
will be summaoned and bound, control foci linked to
the frame and pools of fluids and ichors coalesced
mio the desired shape, Baw magic force will be
kmotted, twisted and forced to reside in a physical
shape umtil the wizard can savour success as his new
creation rises from the table. The animation ritual
vanies from construct to construct, but all require
comtinuity. It does not matter if the crafier 15
creating a warrior golem or a small mechanical
worker, if the ritual is interrupied for a single day, it
will fail, During the ritual, the wizard or sorcerer
irnces runes and magical markings all over the
construct’s body, coating it with expensive
campounds and mjecting other strange substances,
All of these components shape the magic that will
power the object as it tarns into 8 creature, and will
be consumed by the time the ritual ends with the
fimal casting of the Last spell,

All snimating rituals have key spells that need be
emit o else the whole process will be frutless. The
spell emergy of the final casting fires all the latent
magic the ritual infised in the inanmate frame,
shaping it along the mert body until, Hke a fash of
lightning, the construct becomes alive and aware.

CONSTRUCT SUBTYPES

Congiruct lore classifies artificial beings in four
groups: golems, automata, simulacra and puppets.
Golems are sculptures or frames that move thanks to
thee magne cast upon them by the creation riteal and
driven by the bound will of an elemental creature.
An iron golem is a good example. Auiomata are
ingenicus devices that combine engineering and
meagic to move. Several materials are pul together
imio 8 machine that would move by i1sell with the
proper power source, and raw magic is such a

gource, not any summoned and bound spint. A
shield gusrdian is an automaton built with a specific
parpose. Simulacra are mockenes of living beings,
put 1ogether with organic matenials yvet lacking a
spark of life, moving only by the will of their
creators such as an homunculus. Puppets are objects
pnimated through a magic effect, and lose their
properties once the effect ends. As the puppets’
apparcat life results from outside sources, crafiers
copsider them constructs in name only,

GOLEMS

The Tirst thing that comes to mind when hearing the
word “gonstrut’ 15 the golem. Golems are the most
cost-gflective of the constructs: the single material
involved in the creation ritwal carnes inherent
magical propertics, they need no additicnal
enchantmenis 1o provide them with basic
infelligence, and are as hard to damage as they are
destructive in their own nitacks,

Golem bodies are mestly humanoid, varying greatly
in appearance depending on the tastes of the wizard
and the skill of the craftsman. The raw material
carries its own physical and mystical properties over
1o the construct, granting different strengths and
weaknesses, The immunity to spells that the ritual
imbues in the golem depends entirely on the
material used to craft if, and any who would harm &
golem must first know whiat chinks remain in the
gonstruct’s armour, if useless spells are not 1o be
st

The basic principle behind a golem is the binding of
the spirit inside it. The activation ritunl incledes the
incantation to summaon and bind the spimt mio the
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sculpted or crafied body, ordering it to remain and
control the golem’s movements. Earth elementals
are the most common motors for golems, but bold
researchers hove managed to bind other elementals
with extraordinary, if sometimes volatile, results
Rumours also abound among the knowledgeable
that elemental spirits are not the only beings that
can be bound to power o golem, bul experiments
trap and compel undead spirits, or even celestils
and fiends, should be conducted with extreme
caution. The prospect of a fiendish golem escaping
i1s creator's control is terrifying, and only trise
peasters of the art should even think of trying

A golem's rigid nature is a boon when it comes (o
resisiance, but 15 a hindrance if a wizard wishes (o
muke his own improvements, The amount of magic
needed to animate solid and nert material leaves
little room for other enchantments the caster mighd

made 1o exhale a fume of deadly poison or spit a
gust of flame, but not both. Only if the caster is
willing to invest more time and energy can a gokem
pecept ndditional abilities than its base material
grants. Also, aliering a golem after it is amimated s
costly and dongerous, the balance of energies that
keep the clemental in check are subtle, mamtaiming

elemental, rendering the golem inert once more
Golems are extremely strong and nigh unstoppable.

incredible strength and imulnerability to all bt the
strongest attacks and spells make them ideal

The best use for golems is in tnsks where raw
strengih is needed and even then they must be

‘polem, smash!’

AUTOMATA

Automata are easily confused with golems, as they
too can resemble moving statwes but the

sculpture, but also o complex mechanism. Raw
sOTCEry powers its movements, but it is not
dependent on magic for all motion. This
independence gives an aulomalon 3 greater
versatility than the golem, as the spell energy the
tatter needs 1o be able to even move can be used fo
fuel addditional abilities, mugical or otherwise.

wish 1o equip the golem with. An fron golem can be

its power. Any alteration to this halance can free the

Their slow, ponderous movement s compensated by

guardizns, The main drawback in their construction
is that the rtual tmkes o long ime o complete, much
lomger than with any other construct of equal power.

directed at all times for anything more complex than

resemblonce ends there, An automaton is not only a

Automta can come inany shape and size, though
humanoid is most popular. Crafters understand
human movement better than that of any other
creature, but some enterprising or knowledgeable
wizards have made four-legged automatons, and
some cven speak of mechanical centaurs and
spiders. Very rare putomatons are built from a
single material, and even then, none are built from 4
single crafted block. Craflers combine the strength
and weaknesses of different materials for parts of an
automaton'’s body and whilst this combination
precludes the awakening of any inherent magical
property, it optimises the use of sorcery 10 grant o
greater spectrum of abilities and powers.

An sutomaton does not depend om a trapped sparit
for movement: it is raw magic that moves levers,
gears and pulleys, and its rudimentary conscioEsness
derives from the purpose for which it was buill. An
sutomaton can store more free spell energy inside i
body than a golem, which allows the wizard 1o tailor
an automaton’s powers o his liking and, in twrn,
define the tasks it can accomplish unsupervised. To
properly channel this purpose and ability, all
putoanata have o control focus, an object linked to
them by magical means, not mechanical.

The control focus can be as small as a medallion,
even il the amomaton 15 severil stories tall or the
size of o thumb and it can be installed mnside the
construct’s body or stored outside, worn or carnied
frecly. Not even planar boundaries can sever the
connection the ritual creates between the automaton
and its control focus, [ this focus is destroved, the
construct ceases 10 function but does not loase 118

|

i
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magic. A new focus can be erufted and bound with
o simpler rifual o retum the automaion o fife. The
rifual 1o build an sutomaton is significantly shorter
than that for & golem. An sutomaton is already able
o move and does nat require any magic or ritals o
allow it 10 do so, and there s no summoning o
binding ivolved. Automata are significantly
weaker than gokems, but they make up for what they
Inck 1 mvulnerabde defences with & greater armuy of
specinl abilities. The ritual ties together the spell
effects and makes them available for the automaton
i use as specified by the caster, This particular
charactenstic can make an subsmaton ;i more
unpredictable and dangerous opponent than a

golem,

These constructs o not possess an advanced
indelligence either, and are only goeed for the task
they were built for, The most popular sutomaten is
the shield guardian. Built to protect its master as a
bodyguard, 11 15 armed with powerful defences and
its control focus helps it to identify whom it must
prodect. Cither nutomata can be animated for other
tasks, such as outright batile, construction work,
entertminment, sentry positions, housework, and
miuch more. The caster's i!‘r'lﬂ.gi:luri-::m .'||1|;]. TESCMITC S
are the only limit for an automaton'’s purpose

SIMULACRA

Of all the construets, the simulacra provoke the mos
comtempt and revulsion. Their constrsction and
esimation rifuals are completely different from

these for golems and automata, for o ssmulacrum s
made of flesh, blood and other unspeakable
jubstances. Simulacra are called thus because
|.|'|g‘:|l are an imitation of irue |11i.-I i m-r-rb.'n:r_l.- EVElL
There are more fuiled expenments and

hirrendows resulis in simulacm research than for
mny ather consiruct, creating monsters that die
mercifully o few days after they leave their
creator'’s lnboratory.,

Hiwever, successful simulacra are very
iseful indeed. They resemble living
Beimps while still remaining coneirecs,
and soome even possess a level of
sentience that golems and automata will
gever reach. Simulacra vary wildly in
appearance, the only general rule being
that they resemble somchow an

existing living being, whether it is
animal, plant or humanaoid. Cther
simalacra are simply indescnbable
monstrasities that any who encounfer
them hope were an accident of creation,

.-J'|‘:| \.'Il.lhl.' L | .‘\.iIHIJIJIL'I'IJI'I'l LA rq."b{ll'l'ltll_l.! ] |'_|I:||T|'||1|
creature, there is always something unnatwral about
it tha reveals it for whit of 15, The most telliale
gpigns are that simulacra do not breathe and ooze a
viscous liquid instead of blood when woundad.
Depending on i1s *design’, the simulacrem can have
extri appendages, features that kelong to other
crealures, extra heads or more "creative” additions o
its physiclogy

The process to make a simulscrom i as sample as it
is prodesque. The crafier puts together o collection
of fluids and body parts, sometmes only nesling an
organic paste made of rare herbs, roods and blood
from creaures he 15 adding features from. This
mass is then moublded into the general shape the
wizard desires, and the animation ritaal slowly
perfects the form as the caster injects magic and
other ritial components, By the mme the rtual is
compleie, o new creature stands up and walks., The
key component m g simulacrum’s ritual is the
cister's own blood. Depending on the size of the
construgt, the caster may shed from a few drops in
the ¢ose of o simple homunculus, to a full bucket for
@ larger specimen. This blood serves the same
purpose as an aulomaton's coptrol focus and a
golem’s bound elemental; it is o link between body
and the power that moves it, in this case, ihe caster’s
own force. By having 18 creator’s blood ns an
:I|'IHﬁ.'IJ:IL".||.'|.. the simubicrum 1% forever bound to his
will, Only the ereator’s denth will free o
simulacrum from this control, even if 1t recerves &
cerlim III11LI'|I!}] |:'h|‘ sEnhNEnce,

i
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THE DRAWING
BOARD

efore any would-be construct builder
commits his resources to reseanch or niual,

b must first have o clear ides of what he is
rving o accomplish. The plannmg stage o animate
the humblest homunculus or the mightiest golem
begins at the same place - the drawing board

The spellcasier beging with a clear 1den of the
purpose for which his construct is being made, for
the final purpose of his creation not only determines
what materials he will employ and what funchions
are installed, but also the kind of constrect to be
animated. The famiharity the caster has with the
kind of construct he 1s designing 18 another factor n
the plunning process, although the drive o animate
lifie is most often the simple joy of trying new
things, Once the caster knows what his goal is, he
can start figuring out all the components and rituals
necessary, and only then will he know the wealth he
has to amass o complete his project, and how much
life force 11 will drain frem im

BUILDING PROCESS

This chapler presents the process to build any kind
of construgt from scratch, The player must take inio
consideration the consiruct subtype he wamnts 10
build and use the appropriote process detmbed below,
Even if the mechanics of the processes are siimilar,
golems, automatn and simulacra hove differend
requirements and costs, and the choices in their
construction yield entirely different results.

Construction Points {CF)

The system o build constructs has a basic building
tool; Coenstruction Points (CP). Every matenal,
fent, feature and deficiency carry a cost measared m
points. As the practitioner makes his choices on
size, materials and abilities, he adds points assigned
o each, or subltracts points by intentionally
introducing deficiencies. The final CP amount is
then used to caleulate all experience amad gl_'ul-:l: COaLe,
as well as form a factor in the research process (o
divise the ritual for the consiruct being designed.

Material (Golems)

All golems are made from a single material, and
have varying costs as detailed in the Artisan’s Craft
chapter. The material provides a base cost that will
be alicred m the following steps of the process

Material Package (Automata)

All metomats are made from different mistzrials for
ench part of their mechanism as detailed in the
Artisun'’s Crafl chapter, The combination of
materials depends wholly on the suwtomaton’s
purpose.  The material package provides a base cosl
that will be altered in the following steps of the
ProCess.

Base Creature (Simulacra)

Al saivalacti are made from a bose crealire 35
detailed in the Artisan's Craft chapter. The cost of
base creatiire depends on its type, which = selected
from Core Nedebook [T, The base creature ype
provides o base cost thut will be altered in the
following steps of the process

Simulacrum Template (Simulacra)
Unlike golems and automata, a simulacrum’s
construction process includes the application of a
template as described m Core Rulebook I 1
is the addition of & simulacrum template
that chunges the base creature’s ype mie
p construct, meaning the caster has
created an imitation, vanation of
perversion of the base creature
Ench template carries an
additinnal CF cost,
depending on its Features

Shapes and Size
The base costs for materials
and matenial packages
correspond fo a humanasid
eopstruet, while the base cost forf d
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simulacra’s base creature is the shape
comesponding o a nommal specimen
of the creature’s species. The
shape and size of the construct
can be altered with special
constrect fizats at an additsonal
cost &5 described in the
Building a Better Construst

chapter,

Feats and Deficiencies

The player can purchase feats for his construct thait
alier its shape or add capabilities, Construct feats
are handled in a similar fashion to choracter feats in
Core Rulebopk [ In addition 10 any prerequisite the
constriect must meet 10 add a feat to its creation, the
plaver must add the feat’s cost in CPs 1o the final
cost. Some characier fenis can apply 1o constructs
af different subtypes and there are also feats
exchisive to golems, awtomata, simulacra and
comstrocts in gencral. A deficiency i3 a kind of
reverse feat that adds a flaw or disadvantage inio the
constract’s performance, reducing the Nmal cost by
subirncting its CF amount instead of sdding . The
Building a Better Construct chapter lisis all feats
and deficiencies available 1o constructs,

Special Abilities

Depending on the type, size and components of a
corstruct, the spellcaster can add & number of
extmordinary, supematural or spell-like abilites the
COmLUCT can use of enjoy as part of its normal
fanctivms, These abilities require additional spell
components the creator must cast personally at the
end of the ritual, but he can use cutside sources,
guch ns scrolls. Most abilities are standard in
ponstriscts ns dictited by their physical component
and do ot add CPs 1o the final cost, but require that
the creator his sccess to the spells that activate
them. The Construct Abalities chapter lists several
philitics a caster can include m o construct, along
with the spells necessary to install them. The costs
for acquining and casting these spells are

independent from the construct's Tinal cost,

Bady Rating

Part of the fotal cost of building & construct goes
into butlding the body. All physical components
have a base Body Roting (BR) that corresponds to a
humanmid polem or awomaton, while the base cost
fior m simulacrum’s base creature is the shape of a
normal specimen of the creature’s species.  Some
additions and alterations to a copstruct’s shape and
size add their CF cost 1o the Body Rating a5 well as

the total CP cost and, while this does not alier the
total creation cost, it factors in the tme necded 10
build the construct’s body, The shape and size of
the construct can be altered with special construct
feats at an additional cost as described in the
Building o Better Construct chapter.

Total Costs

The creator must pay for the construction process in
twi kinds of currency: gold and hife force. A
constructs body costs money and materials which
musi be gothersd before the initial crafting can
begin and the rteal uses up a mumber of ingredients
that will hikely cost more than the creature’s weight
n gald. By the end of the ritual, when all money
has been spent and spells cast, the crentor musl
infuse the construct with a portion of kis life fosce,
miasured in experience powsts, The larger and more
complex the creation, the more expenence pomis
the caster must mvest o sctivate i, The final CP
cosl i3 wed o caleulve both these nmounts

GOLEMS
Prerequisites

Feats: Craft Magic Arms and Armour, Crafi
Wondrous Item.

Spells: Geaviguest, Noired wish, polvmorph any
afject,

Process

L. Sefect o material

2. Chowse the stee of the polem and write down the
CP for a golem of that size with that material,

A, Select feats and deficiencies (i1 any) and maodify
thie CP accordingly. Add or subtract the CF cost of
gach feat to the Body Roting if approgreate,

4. Include any available special ability.

8. Muluply final CP by 25 io obiain the towl XP
Cost,

6. Multiply XP cost and Body Rating by 30 to
obtain toal gold cost and body cost respectively

7. Roll Craft checks o build the 1'!1'!.1:.-‘. ,I'||,|'|:|.' el of 1
adds a Minor Deficiency,

B. Enoct the pitunl. Make nwy check relevamnt o
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spellcasting (such as reading a spell of wo high a
level for the caster from a scroll)
9. It I Alive!

AUTOMATA

Prerequisites
Feats: Craft Wondrous Iem.
Spells: Limited wish

Process

1. 5elect a material package.

2. Choose the size of the automaton and write down
the CP for an qutomaton of that size with the
material rl..n:l:.ugn:.

3, Select feats and deficiencies (of amy) and modify
the CP secordingly, Add or subtract the CP cost of
each feat 1o the Body Rating i appropriate,

4, Include anmy svailable special ability.

g, Hl,||t|'|'||:.- Fioil L8 i'.rrl. 2% o obtain the o] XP
Cans

6. Multiply XF cost and Body Hating by 5l io
obtan tofal gold cost and body cost respectively.

7. Roll Craft checks to budld the bady, Any roll of |
adds a Minor Deficeency.

#. Enmact the ritual
apellcasting

9. It Is Alive!

Make any check relevant 1o

SIMULACRA

Prerequisites
Feats: Cmft Wondrowes ltem
Spells: Dependant on the simulacrum template

Frocess

1. Select a base crearure,

2, Choose size of the ssmulkacrum and write down
CF for a simulpcrum of that size of base creature
3. Choose a stmulnerum template and add its CP
cost (o the hase

d. Select feats and deficiencies (17 any) and modify
the CP accordingly. Add or subtract the CP cost of
each fieat to the Body Rabng iof approprinte,

5, Select any available special abality,

6. Multiply finad CP by 25 to obtain the total XP
Cosl

T. Multiply XP cost and Body Rating by 50 o
obtamn total gold cost and body cost respectively .
8. Roll Craft checks 1o build the body, Ay roll of |
adds s Minor Deficency,

9. Enact the ritual. Make any check relevant io
spellcasting,

10, 1t 1s Alive!

RESEARCH

Building a construct is not o matter of putting
artificial limbs together and hoping a generic ritual
is enough to anmmate it. Every ritual is different in
its nuances, s it dictates how magic will flow along
the construct’s body, and any Litthe addition to the
frame will alter the ritual. The caster works from
precise calculations ond diagrams, as ench elemeni
musd fall o place where it 15 supposed fo

Constroct Manuals

Construct manuals aid greatly in building & golem,
automaton or simulacrum. [n order o understand
ihe instrections contained within one, however, the
proapective builder must possess the necessary feats
and easter level for the construct, or elss it will be
difficult or impossible to follow all the formulse

The majority of manuals only give directions for
building a specific construct. 1f the wizard or
sorcerer wishes 1o alter the design in the smollest
wiry, b muegt condoct new research o devise the
new miual needed. 17 building & construct whilst
following a momeal’s instructions to the letter, no
Research check 15 required, but if the creator makes
any sort ol alteratson 1o the |.||:|;.;_|:'|:I| -ik'.‘:tgn or
devises o construct from scratch, e must make a
Research check
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bome occult branes contain manuals that, although
they do not speak of the creation of specific
comstructs, are treatises and dissertations on arcane
theory related to their construction. Even this kind
of manuals is a great help when researching a new
ritual. Manuals can be grouped in four levels of
knowledge,

Basic: These manuals are primers in construct
theory and do nod delve too much inte specifics
However, they remain a uscful tool on research as
pomters and even sources of inspiration.

General: General manuals explain at length the
edvaniages of material chodces, mechanisms and
tasme Behaviour, cov |."n'|'|p. thi magec imvnlved as i
perinins 1o the physical components and ingredients
of the final riual, 17 the caster has o mamaal for a
eonstruct of a different subtype than the one he
wants b buikd, 1 counts as a peneral mameal. For
canmple, 11 the character hns a manual for & sione
polem and wishes to nld a war sutomaton, his
stone golem mamsal counis as a general manual for
purposes of the Ressarch check.

Detmiled: A detailed manual ig moch more '.'.lllluhll.:

for research, as the informaotion il contiing ol -:n:nl}' Rl!-'iﬂﬂ “.!I'l Ch:l!l.-'lﬁ

1p|'!al.-. absoat |!1-h'_-.'5i1‘:.l.| COmponenis, bl shovs A Research check 15 & Hpclll:mll check thmt

geveral examples of magical formulse and ritual determines how long if takes for the caster 1o

glemenis, a8 well as incantations o cosier may use to calculpte the formulne for the animation mitual, the

patteem his ritual, 1T the caster has a manual for a DC dependant on the construct created. The DC, the

constrisct of the same subtype but different physical charmcter’s check results. and the total cost of the

component than the one he wants fo baudld, it counts construct determine how long it takes o research the

i 3 detailed manual. Awtomata consider their mtuil’s formuolpe. To determine ow moch time and

muterial package and simulacra their creature mamey 1t takes to research the rifual

iemplate to determing their knowledge level for

ather constructs of the same subtype. For example, l. Caleulate the construct’s iodal cost in CPs using

if the character has o manual fior a stone golem and the building process presented above

he wishes to build an iron golem, his sfone golem 2. Findd the base DC lizted i the Andsans Crfl

manunl counts as o detsiled manual for purposes of chapter for the golem materal, automaton materinl

the Research check. package or simulacrum base creafure and creature
templiate

Theoretlcal: These books are written by armchiir 1. Adid all applicable difficulty modificrs from the

wizards who have never built 3 construct m thedr table below 1o find the final

fife, but understand the principles well enough to 4. Muake n Research check, representing one month's

put their theories on paper. Any manal work

encountered has a 5% chance o be a theoretical

wark, reducing by —1 the bonus the manunl granis io IF the check succeeds, multiply the check result by

msearch. However, a bosic manual, whether it was the final C and divide by 10, rounding down. IF

written by a theorsd or by an expenienced construct this number equals the total cost of the construct in

builder, retains ws +1 bonas, CPs, then the character has completed the research

If 1t egunls double or triple the CP cost of the
construct, then the character has Tinished the
research in one-half or one-third the ume. 11 the




THE DRAWING BOARD

number does nol equal the CP cost, then 1t
represents progress the character has made this
month, Record the number and add together the
results of all subsequent monthly checks until the
characier's total reaches the CP cost

IT the chamcter fails the cleck, he makes no
progress this month. If the chasacter rolls o | or fails
three months 0 & row, he has reached a dead end
and must start the rescarch all over again.

Research Difficulty Modifiers
Condition D modifier
Additionn] feat +1

D ficiency =]

Spellcraft Check Modifiers

Radl
Condition madifler
The charscter is nof of sufficient <2 per level of
caster level to build this construct difference
Mot possessing 4 required fieat -3 per feat
% ranks m Enowledoe {arcana) ¥
10 ranks in Knowledge (arcana) i
Possessing a basic construct manual® #1
Possessing a general construct manual® +

Possessing o detailed construct manual®* — +4
Not possessing a construct mankal
Mever buill a construct before

Built o construct of this subtype before

.,L _l-_., I'I-u

* honuses for different construct manuals do not
stack, apply only the highest bonus

Oince the character finishes his research
successfully, he has writien a new manual for the
construct he is trying to build. 1f building a second
construct with these same characteristics, the
character does not need 1o roll any further Research
checks, because he already figured out the creation
rituial,

ALTERING A
CONSTRUCT

If the player already has a construct manual but
wants 1o alter its design in the construction process,
the charcter gains o +4 competence bonus on the
Spellcraft check to research the new, altered rinal,
hasing it on the one he already has. He can change
the construct’s size and special abilities, add feats
and deficiencies and even alter its basic shape,
provided it remains a construsct of the same subtype
and physical compoanent

WHAT IT WILL LOOK
LIKE

The final product of research and construction
results in a creature similar 1o the constructs. found
in Core Rulebook [11. The construct’s abalities and
scores are defined by choices the player made when
building the construct with the options avmiabie

All information on how the addition of abilities and
feats 1o & construct alter its base scores are included
in the following chaplers.

Name: The player is free 1o name his creation
beyond *diamond golem’ and “cat clone”.

Tyvpe and Size: The creatiare’s ype remains s
construct. The subtypes golem, automaton and
simulacrum are just a means to explain the creation
process betier and do not affect the type. The player
chooses the construct’s size.

Hit Dice, Initiutive, Speed, Face/Reach, Armour
Chass: Determined by subtype, physical
componenis, size and additional abilities and feats,

Base Attuck Bonus, Saving Throws and Challenge
Rating: Determined by Hit Dice. Consult the table
below to determine the base values. Add the
construct’s Sirength modifier to the Base Attack
Bonus, Reflex and Will saving throws are modified
by Deexterity and Wisdom respectively. Special
ariacks and abilities modify the Challenge Rating as
well as the properties of each construct sublype.
The chapters Artisan’s Craft, Building a Better
Ciolem and Construct Abilities detail how each
subtype and abilities affect the final Challenge
Ratimg.

Abilities: A construct's abilities vary little from one
to the other, with the exceptions of Strength and
Dexterity, which vary depending on the construct’s
size and materials. A typical construct has the
following ability scores: Con -, Int - Was 10
{automata) or 11 {golems), Cha 1. Simulacra are
again the exception to this rule and may also have
different scores in Intelligence, Wisdom and
Charisma

Attacks and Damage: Determined by sublype, size
and additional abilities and feats.

Special Attacks, Special Qualities, and Feats:
Purchased with CPs as special abilities.

Some simulacra keep some of their hase creature s
specit] abilities

12
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Hit Dice Dependent Values

=
=

+() #{) Hl +

7

+

+1 +1

I

=

+

g +1 +3 +3 051

=

11 +3 +3 -3 +8/+3

4 +4 +10+5

=

4

16-17 *5 +5 +5 +12/+7i42

] 1] +f +is + | 0

o

d +7 +7 +7 #1005

WO

+7 +7 +7 1T 1 2+Ti42 1

+8 +8 B +19+ 14+ +4 i1

+49 - i +E 1+ 160+ L6+ ] 12

3l +10 +10 +10 +X3H4] B R+ 13

33 +11 +11 +11 +240 1 001 404 [4

35 +11 +11 +11 F20F2 1100 el 14
38 +12 +12 +12 FRRAEIV IR IR+ 16
4 +13 +13  +13 P3S4 20HT SIS 16
Skills: Construscts normally have no skills, The Alignment: Neutral, though some special construct
caster moy odd o function to his creation tha templates can change this,
mimics a skill, but it is purchased with CPs as an
extrsordinary ahility, Advancement Range: Determimed by physical

components, size and additional abilitics and feats.
ClimateTerrain: Any. Some constructs may be
specifically designed for o particular climate/terram EXAMPLE OF

defmed by the player.
CONSTRUCT CREATION
. - ton bew many the creetor Maorsell decides thit it 15 time 1o show &
can afford. .
necromancer colleague that mransmuters are nothing
T Do o vt he s snibs omereo e




THE DRAWING BOARD

Planning

Narsell’s player has decided to build a terrifying
golem: a lange skeletal warrior wiclding a scythe, so
he gets to work, Thae first step is to Figure oul whint
the golem will be able to do, and how much it will
cost to make 11 do it: Looking at the process
checklist for golems, the first step is choosing a
material, Marsell has already decided that he wall
make a bone golem, and a Large one at that
Looking ai the table in the chapter Artisan’s Crafi,
we find thit the cost for a Large Bone golem is 56
Construction Points

In the mext step, Narsell ean choose feals and
deficiencies from the chapter Building a Better
Construct. His original plan was an image of the
Grim Reaper, but in o flash of inspiration he decades
to make o centaur-like skeletal shape, with an
elongated snout adorned with fangs. 5o he takes the
fieat Extra Pair of Legs and adds its cost: 6 CPs. He
could take Maturn] Weaponry (o give the construct a
hite aniack, but decides that the elongated face wall
only be 8 cosmetic feature, Since the gelem will
wield n scythe. the wizard must take the feat Melee
Weapon Proficiency (seythe) (2 CFs) and 1t
prerequisite, Combat Expertise (1 CPs). He must
also provide a Huge seythe for the golem o use.

Bone golems have one special ability slot, jnd

Marsell can choose a special atinck of special quality

from those found in the Construct Abilities chapter.
Since he is creating o visage of death, he picks
Unavoidable (Su), an abality that lets the golem
pursise its prey to the ends of the world. He noles
the spells he will need to activate this ahility, locate
ervature and scrving, 50 he tokes steps to acquire
them if they are not in his spell book.

With all the elements in place, the cost calculations
are as follows, also adding other information like
Body Rating and Challenge Rating modifiers:

Challenge
Elements CP BR Rating
Large Bone Golem 56 ] 5
Extra Pair of Legs [ fi |
Combal Experise 2 - |
Melee Weapon 1 - f
Proficiency (scythe)
Unawoidable [5u) - - -
Tuotal fif 21 +7

Time to check the bill: 66 CPs imes 25 eqguals
1,650XPs Narsell must sacrifice. The price in gold
for the whole ritual will be 82, 500gp (1.630XPs
misltiplied by 500, and the cost of the by itself
will be 1,050gp (21 BR multiplied by 30).

Research and Crafting

The base Difficulty Class for a bone golem 15 16,
quite an casy task for a wizard like Narsell, who has
an Intelligence score of 18 (+4 modifier), 10 ranks

in Knowledge (preana) and 13 ranks Spellcraf
However, he is innovating on the basic bone golem, §
5o he must research the new ritunl.  Luckily, he is ||

somewhat of o construct expert and possesses a few
construct manuals, including one for obsidian
golems, and this would not be the first golem he has ‘
bauilt

Research and Craft DC

Element nC
Large Bone Gaolem 16
Extra Poir of Legs +1
Combat Expertise +1
Melee Weapon Proficiency (scythe) +1
Tuoial 19

Spelleraft Check Modifiers

Condition Husll modifier
[iF ranks in Knowledge {orcana) 4
Possessing a detailed construct manual +4

Built o construct of this subtype before  +2
Tatal +10
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Marsell rolls a research check, which 1s n Spelleraft
check (D 19). He finds the msk easy for a wizard
of his calibre, rolling 1d20427 {(+4 Int modifier, +13
ranks in Spellcrafi, +10 research modifier).

Bone golems require Craft (Sculpture) checks to
build their bodies, as stated in the chapter Artisan’s
Crafl, 8o Narsell hires a competent sculptor to
follow his plan, using & normal Crafi check 1o
calcukate how much tme does it take o bisild a

body that costs 1,050gp

The Huge scythe will cost 354gp (18gp % 3 for o one
size increment, +300gp 10 make it 4 masterwork
sevibe], it will deal 2d6 poinis of damage and weigh
3 pounds.

The Ritual

Galem nituals require that the spellcaster know the
feats Croft Magic Arms and Armour and Crafi
Wondrous [tem, which Marsell has, The polem
rine] also demands the spells geasigurest, limied
wish, palymorph any object, plus focote creafure
and serving for the special ability Narsell chose.

The Final Creature

Harsells player notes the statistics from the bone
golem's description, and finds the final Challenge
Rating by adding the base value from the table
shove and the CR modifier for a bone golem with
the feats it has

DEATH CENTAUR

(BONE GOLEM)

Large Construct

Hit Dice: 12410 (66 hp)

Indtingive: -+

Speed: 20 B (canmot ran)

KC: 21 (-] size, +12 natwral)

Abmeks: 2 slams +16 melee or 1 huge scyvthe +17
#14 melee

Damage: Slam 3d8+8, soyvthe 2d6-+4

FaceReach: 5 it by 5 010 A

Special Attacks: Unavoidable

Special Qualities: Construct, magic immunity,
domage reduction 20042, brittle, darkvision &0 fi,
Epes: Fort 4, Ref 4, Will =4

Abilities: Str 26, Dex 10, Con -, Int -, Wis 11, Cha |
Climaite Terrain: Any lnnd

Orgamisation: Solimry (unigue)

Challenge Rating: 13

Treasure: Mome (1 huge masterwork seythe)
Albgament: Always neutral

Ihe death centaur s a golem made from a colléction
of bones forming & strange centaur-like shape with
an mhuman head dotted with small fangs, wielding
a great scythe.

Construct: Immune to mimd-mfluencing effects,
poison, disease, and similar effects, Not subject o
critical hits, subdual damage, ability damage,
encrgy drain, or death from massmve damage.

Magle Immuanity (Ex); Bone golems are immiune
to all spells, spell-like abilities, and supernatural
effects, except as follows. Acid-based effects slow
them (as the spell) for 1d6 rounds, with no saving
throw, An electnicity effect breaks any slow effeci
on the golem and cures | point of damage for each 3
pomis of damage it would otherwise deal. For
cxnmple, & bone golem hit by o lghting bolr cast
by & Sth-level wizard gains boack 6 hit points if the
damage total is 18, The golem rolls no saving throw
apainst electricity effecis

Britile (Ex): Lnlike normal constructs, bone
golems are subject (o critical hits from bludgeoning
weapons, bl noed lo sneak attacks,

Ungvoidable (Suli The creator can designate a
turget creadure vin scrymg or by providing a link
with it, or the death centaur may acquire one
|]'ITI1I.-IEJ1 E:IEJ1I:. From then on, the constrsct s |||'.|.'|1_'9.-5
pware of the location of the tanget crenfure mnd wall
follow 1t wherever it may be, as long as they are on
the same plane of exisience, The deaih centaur is
not fooled by polymorph spells and is only slowed
dovwn by effects that block scrying, The creator can
recall the constroct 4 amy Hine,

Construction

The golem costs 82,500 gp o create, which mcludes
1,050 gp for the comstruction of the body.
Assembling the body requires a successful Crafi
(sculpiure) check (DC [9). The creator must be 14k
bevel and able 1o cast arcanc spells. Completing the
ritual drains 1,650 XP from the creator and requires
geasiguest, limited wish, locate crearure, polymorph
any ofyject and sorying.
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ARTISAN’S
CRAFT

efore the wizard or sorcerer can begin the
B|Lr|_|'rnu.lln:u| ritual, he must first have

something to enact it upon, Some casters are
welf-aufficient tn this respect, learming 1o craft the
construct’s materials by themselves, although it is a
costly pursuit as it detracts from their studies in the
fields of arcane lore. That is why any construct
builder is advised to find o good crafisman to assist
him, 2% a man who hos been o blacksmith since he
was bom will forge o supenior iron golem body 10
any wizard who just wants to save himself the cost
of paying for skilled labour.

If working near o sufficiently large town or city, the
caster can approach the local guilds, where he will
find the best talent for the tasks he requires, The

crafisman, or team of craftsmen, will work on the
materials the wizard provides, or charge him extra if
it is they who must get the materials. The price for
thee body calculated from the Body Rating usually
includes the materials, although the Gomes Master
can make exceptions for rare (F EXOUC Componenis
such as dismend, mithral and adamantine.

WAY OF THE ARTISAN

Since building constructs imvolves as much mundane
ckill a5 11 does arcane knowledge, the player must
pither devale a Tair number of skill points to add booa
Craft skill or tell the Game Master his character will
hire specialists to build the construct’s body for him.
The latter option is the more advisable, since a
rsgter amisan, with his well-truined team of
journeymen and apprentices, will have a much
better chance than the wizard at meeting the high-
quality demands of certain construct materials, as
well as being able to finish the job in a consaderably
shorier amount of fme.

The Craft Skill

As defined in Core Rulebook 1, the basic function of
the Craft skill is 1o allow the character to rake an
item of the approprate type

Whether it is the caster or 2 Non-Player
Character craftsman who is building the
body, the normal rules for Craft checks |
apply. The item n question i8 thi constructly)
body, and its cost is caloulated by
1'|'||,|'|I;|'|'l|g,-'|ng by 50 the llnd'r-' Rating of the
physical components, plus any additsonal
feat or deficiency as detailed in the previous
chapter. This price 15 the number 1o be used
to Figure out how many weeks it takes for the
artizans to craft the body and, as the rules
miention, a third of the cost is paid up froet @
invest in raw maleriali

The following areas of the Craft skill can be
used 1o build o construet, depending on he
miderial used: armoursmithing.
blacksmithing, carpentry/woodworking,
leptherworking, metalworking, masonry/
sfoneworking, pottery, sculpture,
weaponsmithing,.

Profession and Other Skills
Although not focusing on producmg palpabisy
results, characters with ranks in a Profeisio
#kill can still apply their knowledge mto
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building & construct, They follow the rules for Crafi
checks when applying their expertise this way.
Characters with the following professions or skills
can work on some constructs; Alchemy, Heal,
Profession (herbalist, apothecary), Profession
{engineering ).

Skill Synergy

Some skills complement each other and grant a
gynergy bonus 1o other skills. Building constructs
cn imvelve more thon one arca of expertise and,
gven if it is a check for u single Craft skill that
determines the time spent building the construct’s
body, knowledge in other arcas can add g +2

gynergy bomas 1o the check, if the charscier
posscsses at least 3 manks in @ pertinent skall. Games
Masters should use common sense when allowing a
siall b provide a synergy bonus to another when
crafting a construct. Here are some examples of
skills that can provide such advantages; Knowledge
jarcana), Knowledpe (noture), Spellcrafi, Profession
{miimer, woodeiter)

A CONSTRUCT's BoDY

The first choice in construct bmlding is the
comerstone of the whole process: which muierials
o e, Every physical component in golems,
mesomata and simulacra exerts a great influence on
the capabilitics of the future constrisct, from how
much it will cost and how leng it will ke w craft
its body, 10 its special abilities and the powers that it
cmn be equipped with, Constructs can be crafied
frem almost any base component, and here are but o
fiew of the materials that a spellcaster can employ.
The list is by no means exhaustive, and players and
Gipme Masters are encouraged to come up with their
pram, lasing these as o guideline.

The entries for golem materials, automaton material
packages, simulacrum base crentures and

simulacrum templotes define the values wsed in the
eonstruchion process checklisis in the previous
dapier. The entrees also mclude additional
mfcemation to consider before a chodce 15 made, and
specific values 1o include in the construct’s
Chamactenstics once it is finished.

CPF {Construction Polnis): The p]'q.ls:nl
pompanemis provide the base construction values.
The final value is multiplied by 25 to find the final
ameunt of experience points the caster must spend
ut the end of the ritual, and this = multiplied by 50
1o calculate the 1otil cost in gold of building the
tonstruct.  Giolems and outomata smaller than

17

Medium size use the CF cost for Medivm constructs
of their type, representing that, even as the body
gets smaller. the precision to devise the ritual
mncreases and the detail needed for the crafting goes
up as well. Unlike golems and automata, similacra
add the cost for the base creature 1o the template’s
CPs of the same size to determine the final CP wal,

BR (Bady Rating): This represents the amount of
maoney that must be paid in the Crafi check when
building the body of the golem, 1w be further
modified by adding special abilities from the meat
two chapters. The final value is multiplied by 30 to
cilculate the total cost in gold of building the
construct’s body. MNode that this amount is ineluded
in the final cost obtained from the CPs, but it s
cilculated separpiely for the purpose of the Crafi
checks. Automata have a split rating, with the First
number beig the cost of the body, and the second
the cost of the control focus. Unlike golems and
automata, simulacra adjust a BR depending on the
creature’s Hit Dice, once the template is applied o
the base creature.

Caster Level: This is the minimum level a
characier must possess in o spelleasting class in
order to enact the animation rituals, 11 the coster
does not meet the required level, he suffers penalties
m any rescarch check and mus roll a caster level
check in the spellcasting phase of construction.

Skill Check IMC: This number s the Difficuly
Class i roll in the skill checks related to this
physical component. Research checks are Spellcraft
checks modified by circumstances as detailed in the
previous chapter, and the Craft checks to build the
construct’s body are discussed earlier in this one
Andomata hove a split DT, with the first number
used 10 build the body, and the second to build its
conirol focus. Simulscra have a base DC for the
base creature, and a DC modifier for each template.

Skills Required: This defines the kind of craftsman
that must be hired io build the construct’s body, or
the skill the caster must possess if he wants to crafi
the body himsell. All simulacra require Craft
(sculpiure).

Special Ability Slois: The basic animation ritual
inclsdes “glots” into which a specinl ability can be
inserted, [Different materials are more conductive to
magical energies and allow additional spell effects
to be included. The caster does not need 1o pay amy
extra cost to mclude a special ability in an pviilable
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ghot, save for any normal milleriil companenis or
additional costs of the spell needed. The chapter
Constrsct Abilities list several sample abilities and
their spell components, and the Additional Ahility
Slols comstruct feat can expand the construct’s
cupacity.

Control Focus: Automata require a control focus
that hinds the magic together. This field describes
the typical forms & contred focus for this tvpe of
gutomaton can take. There are three kinds of codiral
foci: internal, external, and carried

Attncks: This is the number and kind of attacks the
construct can make in 8 round. Where it indicutes
numbet: it means that it performs that numbser of
artacks at its highest attack bonus as a standard
action. If only the kind of attack is listed. # means
that it can conduct one atiack at its highest attack
bonius as a standard action, or the number of anacks
its Hit Dice allow with the normal attack modifiers
s @ full roond action.

CR Modifier: The inhercnt properties of each
physical companent can addd abalities to the
construct, depending on its subtype, that ndd 1o the
Challenge Rating. Add this number o thi base
Challenge Rating presented ot the end of the
previous chapter

Golem Materials
Ritwal Time: 2 months

By hinding an earth elemental 1o the material, the
caster awnkens formidable magical defences in a
golem, like immunities 0 magic spells and damage
resistnnee. However, a flaw develops in the materis
as part of the elemental’s unwillingness 1o
participate in the ritual. Every golem material has
its wn strengths and weaknesses and all must be
carefully weighed when making the final decision

woobD

Golems made from wood are relatively inexpensive
The base material 5 easy to obtain and casy to work
with and, since it was once alive it tends 1o condud
magic easily. A wood golem may look like an
inpocent wooden stafug, though more Simsier
artisans craft them like marioneties thal move
awkwardly. Shaping a golem of this material as o
tree does nol help it to pass as a treant, for s
artificial origins are readily apparent

Caster Level: L4th

Special Ability Slots: |

Skill Required: Craft {carpeniry ) or Crast
{woodworker)

Magie Immunity (Ex): Wood golems are
immune to all spells, spell-like abilities, and
supernuturnl effects, except as follows.
Diminish plants and cold-based effects slow
them (as the spell) for 2d6 rounds, withso 3
saving throw. Plant growth and irvmwenid breslky
mmy slow effect on the golem and cure 1d6
points of dumage

Flaw: Fire Valpermbility (Ex). A wood guh:ﬁi!

affected by fire effects and suffers double
damage from them

Keen Visbon: Darkovision 640 1L

Attmeks: 2 slams

Damsge Hesistance:
+1

151
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Wood Golem Characteristics

F +3 10 ft* 26 (+3 Dex +8 size +
Tin 310 +1 10 f* 20 (+] Dex, +2 size, +7 natural]  1d4
Medium 6dl0 -1 20 fL* 20 (-1 Dex, +11 natural) 2d6+3

H 10d10 -2 30 .* 18 (-2 Dex, -2 size, +12 nawral) 4d6+9 28

Calosaal 2210 -2 30 A* 14(-2 Dex, -8 size, +14 natural) 6d6+12 35 f

* Cannot run

Wood Golem Construction Table them (as the spell) for 1d6 rounds, with no saving
CrP BR Skill Checks DC throw. An electricity effect breaks any slow effect
Fime 2 2 20 on the golem and cures | point of damage for each 3
Dimimutive L F. 4 16 points of damage it would otherwise deal. For
Tiny 1n i 14 example, o bone godem hat by o fighiming Belr cast
Small 32 7 13 by a Sth-level wizard gains back 6 hit points if the
Medium 32 B 12 damage todal is 18. The golem rofls no saving throw
Large 40 10 13 ngainst electricity effects.
Huge B0 20 14 Fluw: Brittle (Ex). Unlike normal constructs, bone
Cargantunn 160 40 16 golems are subject o critical hits from bludgeoning
Colossal 320 1] 20 weapons, but not to sneak atitacks,
Keen Vislon: Darkvigion 60 fi
EQHE Adtacks: 2 slams, .
. Damapge Resistance: 20042
Bone golems have been confused with undead, and CR Modifier: +5

with good reason, since they are crafted by joining
sieletons and skulls together with the strength of the
mimation riteal. Bone golems can take almost any
sppearance, from that of a walking skeleton with

Bone Golem Construction Tahle
CE EBR Skill Checks D

some spikes and wire to keep it together, 1o grisly g::':mun'-'c :E i f:
sculptures that use bones from several creatures of Tiny 4R " 17
different sizes.

Small 48 11 16
Caster Level: |4th M adinm 4R K] I5
Special Ability Slots: | Large 56 15 I
Skill Required: Craft (sculpiure) Hugs {12 10 17
Maglc Immanity (Ex); Bone golems are immune G § 1 194 iﬂ'J L]
to all spells, spell-like abilities, and supernatural [ﬁmr“n :HR 120 21

effects, except as follows. Acid-based effects slow
Bone Golem Characteristics

ili mi ﬁ-zs|'+4ﬁ+ ﬁi ﬁii-““

[ +4 10 B si i |
1 6di0  +2 10 f* 33 {+2 +2 g 2dda+1 12 14

Mediam 10410 -+ 20 fi® XX {+]2 | 2d8+4 19 §1]

Hii 1440 -1 30 f* 22 (-1 Dex, -2 size, +15 notural) 44649

24 f
Calogaal 2edln -2 30 M.® 18 (-2 Dex, -8 size, +18 notural } bdo+14 38 th

*Cannoed rum

19
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Shell Golem Characteristics

‘Ine 2d10  +5 10 f.*

Timy a3 20 f* 26+ Dex,

Medium f1dig -+ 30 f.*

Hu 15410 -1 30 i

Colossal 271 -2 40 fi*

* Cannol run

SHELL

Seaside communities with a golem-bulder among
them can recognize the great bulk of seashells that
makes up & shell golem. The prime matenal
consists of organic shells and, no matter if they
come from sea creatures of karger repliles, all the
individual shells join as if they were all part of the
same organism. There is usually a wooden or metal
skeleton beneath, used by the craftsman as a guide
to where © hang, glue or cemend all the different
shells together. It is popular to choose spiked shells
to form knuckles and joints to provide extra
damage, bt these are optional.

Caster Level: 1dth

Special Ability Slots: |

Skill Required: Craft (sculpture), Knowledge
(nature) provides a +2 synergy bomus.

Magic Immunity (Ex): Shell golems are imvmiane
1o all spells, spell-like abilities, and supernatural
effects, except as follows. Cold-hased effects show
them (as the spell) for 146 rounds, with no saving
throw. A force effect breaks any slow effect on the
golem and cures | point of damage for each 3 points
of damage it would otherwise deal. For example, a
shell golem hit by a magic missile cast by a Sth-
level wizard gains back 4 hit points if the damage
total 18 12. The golem rolls no saving throw against
force effects.

Flaw: Hollow (Ex). Sonic effects stun the shell
golem for 1d4 rounds, no saving throw allowed.
Keen Vision: Darkvision 60 1,

Attacks: 2 slams.

Damage Hesistance: 20/+2

CR Muodifier: +3

29 {+5 Dhex,

+8 sere, +6 naturaly |0 i

+2 gize,
2% (+1 5 nameral b

26 (-1 Dex, -2 size, +19 natural)

21 (-2 Dex, -8 size,

#11 natural) 2d4 11
2 #3 Ly
ME+T 24

+271 natural)  SdA8+12 34

Shell Golem Construction Table

L BR Skill Checks DT
Fineg 41 3 24
Dhimimuiinve 48 5 19
Ty 48 ] 17
Small 1 11 16
Medium 1 13 15
Large &6 5 I 6
Huge 12 10 17
Gargantuan 224 il 19
Colossal 444 120 24
OBSIDIAN

20

Most obssdian golems have razor sharp edges,
chiselled with the purpose of hurting anyone wh
gets close. They are shiny black, casting odd
reflections on their surface, Usual enchantments on
ohsidian golems revelve around illusions and mind-
affecting spells on anyone who catches its own
reflection, but this stone 15 also used for
necromantic magic as well,

Caster Level: 16th

Special Ability Slots: |

Skill Required: Craft (sculpture) or Craft
{stoneworking).

Magic Immunity (Ex): Obsidian golems are
immune 1o all spells, spell-like abilities, and
supernturnl effects, except as follows. Sound-based
effects slow them (as the spell) for 1d4 rounds, with
no saving throw, Shatter deals normal domage o
ohsidian polems, The golem rofls no saving throw
apgainst sound effects

Flaw: Dulling (Ex). Atacking causes some of the
golem’s materinl to chip off, dulling its edges. Afier
gach successful atiack, the golem must roll a
Fortitude save (DC is 10 + the damage inflicted), IF
it fiils, subtract —1 from the damage dice result
before adding the strength mosdifier. These penalties
stick bl are only deducted from the dice resuli, nol
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Obsidian Golem Construction Table

L o BR Skill Checks i
Fine 56 5 24
Diminutive 56 B 20
Timy 56 12 15
Small 56 14 17
Medium 54 & 16
Large 4 20 17
Huge 128 4D 1%
Crargantumn 256 Hid 211
Coloszal ] brl 1643 24

QUARTZ OR CRYSTAL

Quariz is a peradox. On one hand, you have o
relotively imexpensive stone that is not as impressive
as gemstones as for as golem motenals go, but i
ilzo possesses perhaps the most mystical nature in
the mineral kingdom. (uariz is the only material
ghle to hold psionic powers in & consiruct frame,
and the arcans version has greater magical capacity.
Cuantz erysial is left a8 rough as possible ina
golem, with several millky-white 1o transparen
clusters jutting out from random places on the body.
Caster Level: 16th

Special Ability Slots: 2

Skill Required: Crafl (sculpiure) or Craft
(stomewarking)l. Craft (gemcounng) provides @ +2
svmergy bonus

Maugic Immiunity (Ex); Quariz golems are immune

from ihe todal damage, meaning that the golem will io all spells, spell-like abilities, and supernntural

ot least deal 118 Strength modifer iz damage when it effects, except as follows. Sonic-based effiects slow
hiis 1f it 18 completely dulled. Sharpening the golem them (as the spell) for 2d6 rounds, with no saving

is oovered im the Mainienance chapter throw. An electricity effect breaks any slow effect
Keen Vision: Darkvision 60 . on the golem and cures 1 point of damage for each 3
Attacks: 2 slams, points of damnge it would otherwise deal, For
Damapge Resistance: 302 example. o quartz golem hit by a lighming bolt cast
CR Modifier: +5 by o Gih-level wizard gains back 6 hit points if the

Obsidian Golem Characteristics

-+ 10 fr.*

a0+l 20 fL® 23 (+] Dex, =2 gare, 10 natural) 14642

Wy idig -+ 20 fL* 26 (416 natural)

2R+ 210

15dip -2 30A* 26 (-2 Dex, -2 size, +20 natural) 3d5+5 27 7

Codossal 21dio -3 30 d10+13 37 4

21 (-3 Dex, -B size, +22 natural)

* Cannot man
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I f

24

W

damage t1otal is 18. The golem rolls no saving throw
agminst eleciricity effects.

Flaw; Conductor {Ex). Crystal golems resonale
with almest all kinds of energy once their mystical
properties are activated, and thus suffer a -2 penalty
on every applicable Fortimude, Reflex and Will save
thnt comes from direct actions aguinst them.

Keen Vision: Darkvision 60 fi

Attacks: I slams.

Damage Resistance: 3042

CR Muodifier: <6

10 f* X9

diil

Tinv B

124140

cr-lmm

fuge | 10

Colossil 2E4I0 -3

* Connot run

I f® 23 (+1 Dex, +2 size, +10 natural )
M fr* 26 {416 natural)
20 fi* 26 (-2 Dex, <2 size,

m

10 fL® 21 (-3 Dex, -8 size, +22 natural)

Quartz Golem Construction Table

CP BR Skill Checks IvC
Fine A6 5 24
Diminutive 56 B 20
Tiny S 12 ]
Small 56 14 I7
Medium 56 16 16
Large i el 17
Huge 2B i 18
Ciargantsan 256 By 20
Colossal 512 | 60 24

DIAMOND

There is no construct that approaches such
perfection as the diamond golem. Even mithral and
pdamantine bow before the perfect balance between
the magical and the physical that the diamond
conjures. The clear and transparent body of a
diamond golem refracts light into tints of different
colours, cresting a rainbow around it. A dimmond
golem's attacks ore fearsome indeed able to pierce
the strongest armour,

Caster Level; 16th

Special Ability Slots: 0

Skill Required: Craft (sculpture) or Crafi
(stoneworking). Craft (gemeutting) provides a +2
synergy bonus.

Magic Immunity (Ex): Diamond golems are
immune to all spells, spell-like obilites, and
supernatural effects, except as follows. Electricity-
based effecis slow them {as the spell) for 1d6
rounds, with no saving throw. A force effect breaks
amy slow effect on the golem and cures | point of
damage for each 3 points of damage it would
otherwise deal. For example, a diamond golem hit
by & magic misyile cast by a Tth-level wizard gains
back 5 hit pomnts if the damage total is 15, The
golem rolls no saving throw against force effects,

Quartz Golem Characteristics

+R zize, +7 mat

Id6+2

2d8+5
10 matural) Jdtl'

Sd10+14
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Flaw: Balance (Su). The diamond’s perfection
carmies a price:  the ritual 10 animate it s perfectly
balanced and does not allow for the inclusion of any
other magical ability, reducing its special ability
slots to 0, IFa spellcaster tries to install additional
abilities 1o the golem, the balance is broken and the
eanth elemental is fireed.

Keen Vision: Darkvision 60 fi.

Attncka: 2 slams,

Dumage Resistance: 50/+3

CR Modifier: +7

Diamond Golem Construction Table

L BH SKill Checks DC
Fine 4 5 27
Mminutive fid ] 21
Timy 4 12 21
Small G4 14 20
Medmm 4 16 19
Large 72 20 20
Huge L4 40 21
Gargantuan 2E8 bl 23
Colossal o 160 27

SHARD

Shard golems look as if the creator could not decide
of which metal to make the construct, and decided

1o put several pieces together. There are several
varieties known to exist, depending on the quality of
the metal. Scrap iron golems are made from lefl
over junk from smithies, blade golems use Miniched
ashing and piercimg weapons and splint golems use
srips of several metals, The differences are purely
nesthetic after the animation ritual ends.

Caster Level:  16th

Special Ability Shots: |

Skill Required: Craft (Backsmithing), Craft
{weaponsmithing ), or Craft (armoursmithing).

Magic Immunity (Ex): Shard golems are immune
to all spells, spell-like abilities, and supernatwral
effects, except as follows. Electricity-based effects
slow them (as the spell) for 2d6 rounds, with no
saving throw, A fire effect breaks any slow effiect on
the golem and cures | point of damage for each 3
pavints of damaoge it would otherwise deal, For
example, a shard golem hit by o fireball cast by a
Sth-level wizard gains back & hit paoints il the
damage total is 18. The golem rolls no saving throw
against fire effects.

Flow: Imprecise (Ex). The metal shards are
difficult to make into a cohesive whole and golems
made from them suffer automancally from this
minor deficiency, suffering o -2 corcumstance
penalty to attack rolls

Mamond Golem Characteristics

2d10 44 10 f® 35 (+4 Dex, +8 size, +13 notural)  1dd-] ] |8

10410+ 20 fi* 29 (+] Dex, 47 size, +16 noturalj  [d6+5% M 13

f4di0  +0 20 f.* 29 (+19 natural) e i 26 10

19din -2 0 i 29 (-2 Dex, -2 size, +273 natural)

Adii+16 32

Codossal o -3 30 ft.* 24 (-3 Dex, -8 size, +25 natiral) sd1o+17 44 4

* Camnot min
23
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Shard Golem Characteristics

10 fiL® 31 (+4 Dex, +8 size, +9 natural)  1d4-1

iidio +2 20 f.* 26 (+2 size, +14 namral) 1db+5

Medium 15410 +0 0 7 (+17 nwtural) 1dB+8 2T 1b

Huge 19d10 -1 30 i

27 (-1 Dex, -2 size, +20 natural) 2410410 31 9

GOLD

Gold is rarely used as a hase material for
golems or any other constructs, mainly for
cconomical ressons, Such a large quantity of
gold can be put to better use 1o pay for the
making of other constructs, but still goid
golems come out from the lnboratories of
spellcasters with an interest in alchemy. As
gold is the metal of the sun, o receives
enchantments based on light sd healing.
Caster Level: 16th

Special Abllity Slots: |

Skill Required: Craft (blacksmithing). Crafi
imetalworking) provides a +2 synergy bonus.
Magic Immunity (Exj: Gold golems are
imumune to all spells, spell-like abilities, and
supernatural effects, except as follows. fire-
hased effects slow them {as the spell) for 146
rounds, with no saving throw, A cold effect
breaks any slow effect on the gobem but does
nod cure any lost it points. The golem rolls

Colossal Jldio -3 W0 A* 21 (-3 Dex, -8 size, +22 natural) 4d10+14 39§
® Cannot
Keen Vision: Darkvision 60 ft. no saving throw against cold effects
Attacks: 2 alams. Flaw: Malleabls (Ex). Attacks made with
Damage Resistance: 40/+2 bludgeoning weapons deform the golems body and
CR Modifier: +5 deal double damage.
Keen Vision: Darkvigion 60 fi
Shard Golem Construction Table Aftacks: 2 slams o
CP BR Skill Checks DC Damage Resiviance; 40042

o~ g0 s v CR Modifier: +3
Lhrnnutive (iE 12 21
Tiny i 16 9
Small A 20 I8
Medium el 24 17
Large 72 30 18
Huge [ 60 19
Ciargantuan JER 120 21
Colossal a7h 240 5
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Gold Golem Characteristics

210 +5

10 ft.* 323 {45 Dex, +8 sire, +9 natural)

(10 +3

20 f.* 27 (43 size, +14 natural

Medium I4d 1

k1 20 ft.* 2d8+6 Ll

28 (+] Dex, +17 natural)

H LEdIO -1 30 =

27 (-1 Dex, -2 size, +20 natural) 3dE+10 i1 =

Calassal Jidin <3 0 MY 20 (-3 Dex, <8 size, +22 poturaly 4d8+15 4] 5
* Cannot nm
Gold Golem Construction Table Flaw: Metal Vulnerabilitics (Ex), In addition to the
CP (L] Skill Checks DT slow effect, steel golems take half damage from
Fme i 8 2 electric attacks, and are affected normally by rust
Diminutive fid 12 20 attacks, such as those from a rust monster or a
Tiny fidh If B, ruiiing grasp spell,
Small il 20 17 Keen Vision: Darkvision 60 f,
Medium i 2d 16 Attacks: 2 slams,
Large T2 i 17 Damage Resistance: 50/+43
Hisge 144 i} I8 CR Modifier: +5
Linrgantuan 283 120 20
Colossal 376 a0 24

H!II_I

STEEL

The formidable steel golems strike fear into
iy who cross their path, Steel is a bat harder
i wark than iron, but vields much better
results when applied to & golem. Most steel
emnsiructs are built 1o resemble suits of plate
urmour, bt statues of muscled men and
women are popalar to reflect the strength and
elegance of the material.

Caster Level: 16th

Special Ability Slots: |

Skill Required: Craft (Macksmithing), Craft
{weaponsmithmg), or Crafl

(armoursmething b,

Magic Immunity (Ex): Steel golems are
mmane (o all spells, spell-like abilities, and
mipematural effects, except s follows,
Electnicity-based effects stow them (as the
fpell) for 1d4 rounds, with no saving throw,
A fire effect breaks any slow effect on the
golem and cures | point of domage for each 3
puints of damage it would otherwise deal.

For example, & steel golem hit by a fireball
cadt by o Sthe-level wizard gains back 6 hit
poirts if the damage total is 1K, The golem
rolls o saving throw against fire effects.
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Steel Golem Characteristics

tne i +3 10 f* 38 [+3 Dex, +8 size, +17 natura &t
Tin 13dig  +1 10 ft* 34 (+] Dex, +2 size, 421 noiural})  1d64+8 24
Medium 17d10 +0 20 fi* 33 (+23 natursl 2dB+11 32 0
2din -2 20 fiL* 31 (-2 Dex, -2 size, +215 natural) 3410413 36 6
Colos=al 33di0 -4 ™ 26 (-4 Dex, -8 gize, +28 notural]  5d8+17 44
* Cannot run

Special Ability Shots: |

Steel Golem Construction Table Skill Required: Craft (blacksmithing). Craft
CP BR Skill Checks D {weaponsmithing), or Craft (armoursmithing)

Fime 73 g 1% Magic Immunity (Ex): Bronze golems are immune
i nskive 73 12 75 o all spells, spell-like abilities, and supernaiural
Tiny 72 16 27 effects, except as follows. Fire-based effects slow
Casall 72 M0 1 them (as the spell) for 1d6 rounds, with no saving
Medium 72 24 0 throw. A cold effect breaks any slow effect on the
Larpe 80 0 21 golem and cures | point of damage for each 3 points
Huge 1 6 &l 37 of damage it would otherwise deal. For example, a
Gargantuan 320 1 20 24 bronze golem hit by an loe srorm cast by o Tth-level
Coloszal Bl 224 7% wizard gains back 3 hit points if the damage total s

12 from the cold damage, ignoring the 3dé impact
damage. The golem rolls no saving throw against

BRONZE cold effects,

An alloy of copper and tin, bronze used to be the Flaw: Denting (Ex}. Not as strong as iron or iron
main raw material for weapons and tools until iron alloys, bronze dents with strong impacts it deals or
smelting was discovered. Bronze golems are receives. After every successful hit from the golem
weaker than their iton cousins, but are also lighter, and after it receives damage from weapons, it must
more decomtive, easier to work with and not subject roll a Fortitude save (DC 15 10 4 damage inflicted or
to some rusting attacks that specifically target iron received), 1F it fmls, subtract <1 from the construct'’s
and its alloys. Many creators outfit bronze golems base attack bonus. These penalties stack until the
with steel weaponry to augment their attack base attack bonus is reduced to 0, at which point the
capacity. golemn could not be any more battered. The golem
Caster Level: 161h retains it Sirength modifiers even if the base attack

Bronze CGolem Characteristics

L0 ft* 36 (+3 Dex, +8 size

Timy 12410  +1 IO f* 30 (+1 Dex, +2 size, +17 natural 1 s +-6 22

M edium 16d18r 40 LY 30 (+20 naturs] 2d6+4

Hu 21d10 -l 200 29 (-1 Dex, -2 zize, +2X2 natural dé+11 32

Cologaal 32410 -3 IDA* 24 (-3 Dex, -8 gize, +25 natural) Id8+15 40 35

* Cannt run

26



THE ARTISANS CRAFT

bams is reduced to 0. Repairing the golem is
covered in the Maintenance chapter.

Keen Vision: Darkvision &0 it

Attacks: 2 slams,

Damuge Reslstance: $0/+3

CR Meoedifler: +5

Bronze Golem Construction Table

CP BR Skill Checks i

Fine 72 K 27
Diminutive 72 12 23
Timy 12 |6 21
Sameall 72 20 1]
Medium 72 24 ]
Large &0 30 )
Huge 160 B0 21
Garganiuan 320 120 L
Colossal 60 240 27
MITHRAL

Mithral i a legendary metal, strong as steel but not
i hewvy, conductive of magical energies and very
hard to mine, Mithral golems shine with irndescent
calours when reflecting light, and have an air of
mapesty ndependent of the form or size they are
grven by the craftsman. Mithral has greater magic
capacity than other metals, and golems that use it
can receive more enchantments,

Caster Level: [15th
Special Ability Slots:
Skill Required: Craft (blacksmithing), Craft
iweaponsmithing), or Craft (armoursmithing).
Magic Immunity (Ex): Mithral golems are
mmune 1o all spells, spell-like abilities, and
wepernatural effects, except as follows. Effects that
targel and disrupt magic itself, such as dispel mogic
or anfimagic fedd, slow them (as the spell) for 246
munds, with no saving throw. Any damage-dealing

4

spell or spell-like effect specifically targeted o the
golem breaks any slow effect on it and cures | point
of damage for ench 3 points of damage it would
otherwise deal. For example, a mithral golem hit by
a firehall cast by a Sth-level wizand grins back 6 hit
points if the damage total is 18. The golem rolls no
saving throw against damaging spell effects thad
cure 1t

Flaw: Magic Resonance (Su). When o mithral
golem is struck by a mugical weapon, there 14 a 5%
chance per weapon’s enhancement bomus that the
two enchanted objects will resonate, even if the
weapon cannol normally overcome the golem’s
damage reduction. The golem will be stunned for a
round per weapon's enhancement bonus and the
weapon wall lose that bonus fior the duration of the
golem’s stunned status.  For example, the mitheal
golem is struck by a +3 warhammer, the GM rolls
% and comes up with 14%. Since the chunce was
13% because of the warhammer's bonuses, the
golem 15 stunned for 3 rounds and the weapon is
comsidered & nommal, non-magical weapon during
those 3 rounds,

Keen Vislon: Darkvision 66 fi.

Avtacks: 2 slams,

Damage Resistance: 500+4

CR Maodifier: +6

Mithral Golem Construction Table

CcP BR  Skill Checks I
Fine A 10 29
Diminutive 80 25 25
Tiny B0 35 23
Small &0 40} 22
Medium L] 45 21
Large ] 50 priv
Huge |76 1] 23
Gargantuan 352 200 23
Colossal 704 400 29

Mithral Golem Characteristics

Fine

2

15d10 20 f.*

1%dld  +0

Mzdium M R* 33 (%23 naturil)

25d10 <2 il

A0 f.*

|

Colessal 35410

40 fi.®
* Canmal run

27

adin +4 10 f* 39 (+4 Dex, +K size, +17 namural

35 (+2 Dex, +2 size, +21 natural

2 Dex, -2 size, +25 natural)

24 (4 Dex, -8 size, +28 natural)

4di+14 38

S5dIHIE 46 &

Mo+ 54 3
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Adamantine Golem Characteristics

Fine +3 1> 40 (+. +R mize, + 19 natuml) 1d4+ I

Ty 16410  +1 20 f* 36 (+1 Dex, +2 size, +23 natural) de+11 36 7

4di+16 42 10

Medium Hdin 40 30 ft.* 35 (+25 nptural)

edin -2 I f® 33 (-2 Dex, -2 size, +27 natural) Sd10+20 S0

ndio -4 40 ft.* 2B -4 Dex, -8 size, +30 natural) Tdi0+24 54 3

Colossal

= Cannod mun

ADAMANTINE impressive of golems.
1 = 1%
Adamantine is as legendary a metal as mithral. also E;:::'li-:l ::i:” ]5]::;_ 1
called sturstee] because if s easier to find a fallen skill thl.lh'e-d: Craft (blacksmithing), Craft

meteor than to find & natural vein from which it
could be mined. Adamantine golems are priced
greatly by their creators of owners and i1s use i
combat is devastating, as it is nearly tmpervious to
damage. Shining like silver with a deeper bluish
tone, adamantine golems are the hardest and most

i weaponsmithing), or Craft {armoursmithimg )

Magic Immanity (Ex): Adamantine golems are
immune to all spells, spell-like abilities, and
supernatural effects, except as follows, Electricity
effiects slow them (s the spell) for 2 rounds, with no
saving throw, Polymorph spells, major creation und
make whole break any slow effect on the golem and
cures 1d6 points of damage per spell level. For
enample, casting mafor crealion (3 5th level spell)
on an adamantine golem cures it of 5d6 hit points
The golem rofls no saving throw against thise
effects, but there are conditions to this (see the Flow,
below )

Flaw: Adamant (Ex). Once the golem is
constructed, it cannot be changed or altered it in any
wary, imdd even normal maintenance is impossible.
In addition, adamantine golems cannot be cured
from lost hit peints during combat. The spell effects
that cure it only work afier the construct has rested
for o full day

Keen Vision: Darkvision 60 fi

Attncks: 2 slams

Damuge Resistance: 60+

CH Modifier: +6

Adamantine Golem Construction Table
CP BR  Skill Checks DL

Fine BE i5 32
Diminwtive B8 35 28
Tiny EE 45 26
Small RA 55 25
Medium BB il 24
Large 96 70 2%
Huge 192 140 It
Gargantuan 384 280 24
Colossal THE il 11 3
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AUTOMATON MATERIAL
PACKAGES

Ritaal time: | weesk

Automata ane made from several different materanls,
which prevent any single one of them developing s
srcane properties. This would make automatn Jesser
constructs than golems, except where purpose is
concerned.  Materinl packages are combinations that
ve proven 1o be successful when building an
automaton, and are organized by the purpose for
which & construct made from these is best sufted. A
spellcaster should judge carefully what he wanis the
mitomaton for, 50 as not to waste high-level magic
in & construct that is not adequate for the tasks
msigned to it. All mtomata have darkvision 60 fi.

SCARECROW

The crudest automata are sometimes the most
appropriate. Inexpensive, unobtrusive and Eisy 1o
Suild, sutomata with this package are not intended
¥ enber combat, but mostly 1o perform minor tasks
Rowever, equipped with the right abilities, a
HAECTOW aulomaton can Spring 4 very nasty
FUrpnse on unsuspecting trespassers. These
matenials are particularly vulnerable to fire,
however, suffering 1d6 additional damape from any
fire source, but with the proper magical ability
mstalled, this vulnerability can be cancelled,
Caster Level: 11th

Materlals: Wood, hay, canvas, wire

Speclal Ability Slots: 5

Controd Focus: External, a cartwheel, an ornate
mde,

Skill Required: Craft (sculprure) or Craft

{carpentry/woodworking).
Attacks: Melee or weapon.
CR Modifier: +1

Scarecrow Construction Table

L BR Skill Checks W
Fine 32 21 22710
Diminutive 32 Ai71] 18/ 10
Timy 32 4/3 1610
Small 2 3/2 1510
Medium iz 62 14710
Large 40 92 1§10
Huge B 16/ 4 L6/ 1ib
Gargantuan 160 32/% 18/10
Colossal 320 60 16 2210
ATTENDANT

These materials are used to build automata that will
mastly remain indoors and often resemble moving
furnsture. OF more clegant design than other
aulomita, these constructs are often buill with face-
like porcelain masks, providing them with an eene
look. The smallest automata are pgenemlly tovs, bui
some are deceiving, since this appearance houses
deadly magical abilities or spells intended io profect
the owner,

Caster Level: [1th

Materials: Wood, silk rope, copper, porcelain,
Special Ability Siots: 3

Control Focus: [nternal, generally a hidden Epring
mechanism; external, music or jewellery baxes:
carried, rings, pendants, etc.

Skill Required: Craft (sculpture), Craft
{metalworking) or Craft (poliery )

Abtacks: Meles or weapon,

CR Modifier: +1

| Scarecrow Characteristics

| 20 1 17 (+1 Dex, +2 size, +4 nsural

Al ft

izdio -2 40 fi.

14 (-2 Diex, -2 size, +8 notural

10 {-2 Dex, -8 size, +10 noatural)

015 (-1 Dex, +6 natwral)

Idio+a 22

2dB+10 31 fi
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Artendant Characteristics

Tiny 4d 10 2 M 23 (+2 Dex, +2 size, +9 natural} Id4-1

Csmall 6410 41 2024 (1 Dex, 1 size, #12 nutural) || (146 (12020

Medium  8d10 +0  30f 22 (+12 natural) 1di=1 L4

Huge pzdio -l 30 ft, 22 (-1 Dex, -2 size, +15 natwral) 1d12+5 23

-1

Jde+10 32

24d10 40 M. 17 (-3 Dex, -8 size, +18 natural)

Colossal

Attendant Construction Table carved piece of bark; external, wooden stag ligurine,
CP B Skill Checks DT weather vane; carried, carved arrowhead, wooden
Fine 40 2/ 2214 medallion.
Drimimutive 0 i LE/ T4 Skill Required: Crafi (sculpture), Crafi
Tiny 40 9/3 1614 (leatherworking) or Craft [carpeniry ).
Small 40 15/3 1514 Attacks: Meles or weapon.
Medium 40 2143 14/14 CR Modifier: +1
Large 48 Z6/d 15/14
Huge B S8 1614 Wilderness Scout Construction Table
Ciargnniuan 192 104716 15714 CP BER Skl Checks DO
Colossal 354 200832 2214 Fine 4% 371 2310
Diminutive 48 a1 IR0
WILDERNESS SCOUT Tiy 48 62 16/10
A : j Small 48 9.2 1510
Consisting mostly of natural materials, this package Medium 43 (172 14710
is employed on avtomata that are meant 10 travel in L“!g 56 132 15/10
the wilderness for long periods of time. They look Hu 112 v6/4 L&D
Ee 1
like & patch of forest that decided 10 take a walk, Gargantuan 224 52,8 1810
and have often been confused with some forest Colossal 443 104/16 23/10

spirit. Animal fur and even antlers adorn automata
made with these components. They can withstand
adverse weather much better than other constructs,
although the smell of wet animal heralds their
prrival after a downpour,

Caster Level: 12th

Materinls: Wood wild wood, fur, bone, sinew,
Special Ability Slots: 4

Control Focus: fefernal, mummified heart, rune-

Wilderness Scout Characteristics

Fine 2d10 +] 10 i 27 (+3 Dex, +8 size, +6 noatural) 1

Timy 7d1il W) 20 ft, 21 (+2 size, +9 patural | dd

Medmm i1dio -1 30 fit 21 (-1 Dex, +12 nataral) 1d8+3 s 9

Huge 158410 -2 I fi. 21 (-2 Dex, -2 stee, +135 natural) 1d12+7T 24 &

 Gargantusn 19410 2 4DRL 192 Dok, 4 ise, ¥ISmatural) 24849 296

Colossal  27d10 -3 40 i 1K (-3 Dex, -8 size, -19 natural) da+12 34 4
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SENTRY

Standing stop castle walls or in dungeon
cormdors, sendrics are the weakest of the
combal automata, but they are comparatively
cheaper to make. Constructs made from
these materials are usually found as the first
lme of defence in a wizard's ower, and most
wre instrcted o retreat if the situation tums
sguinst them, 11 is better not to depend solely
0N m semtry aulomadon so that it can be
recalled for repairs, than to wait and see all
the effort into making it destroyed.

Caster Level: 12th

Materials: Stone, wood, iron,

Special Ability Slots: 4

Control Focus: [afernal, 0 solid iron sphere,
an mon medallion; ecterme), 3 small forged
coit of arms, ornamental mindature swords:
carried, o sword-shaped pendant, an fron key.
Skill Required: Craft (sculpiure), Craft
(backemithing) or Crafi {masonry/
stnnievworking |.

Attacks: Meles or Wenpon

CR Modifler; +|

Sentry Automaton Construction
Table
CF BR  Skill Checks

B

Fing 56 41 2412
Dimimutive 56 LT 2012
Tiny Sify R4 1812
Small Sy 11k'4 1712
Medium 56 1175 16712
Large B 14/6 17/12
Huge 128 ZR12 1812
Uargnntuan 256 024 20012
Colossal 512 | 1248 24/12

Sentry Automaton Characteristics

210 +3 10 fi 28 (+3 Dex, +#8 size. +7 natural

Medium 12d10 40 At 26 (416 natura

-

Huzpe l6dio -2 -2 dipe,

30 fi

]

-2 Dhex +19 natural

Colossal 28410 -4 40 21 (4 Dex, -8 swre, +23 nafural) Adio+11 32 3
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Fine dii +1

10 ft, 37 {+3 Dex

Ti Gl 1y H

5]

wedium 13di0 -2 A 23 (-2 Dex,

Hu 17d10 -3 a0 fi

Colossal 29410 =4

CLOCKWORK

Caster Level: [2th

Special Ability Slots: 3

medallion, a rod.

[clockmakimg)
Attacks: Melee of weapon,
CR Muodifier: +2

CP BR
Fine ik /2
Diminutive 64 54
Tiny i 115
Small 4 146
Medium fiud 168
Large Ti 20/i0
Huge [hd 40720

Ciarganiuan I8H IR
Colossal 576 16 Bl

20 fi

40 fi.

Materkals: Bronze, copper, tin.

Clockwork automata are the most advanced
constructs ever buill. Perhaps not as physically
powerful as shield guardians, they only need a little
push from the animation ritual to move. These
construcis ore unmistakeable due 1o the whirring
noise they make with every movement and can be
wsed for @ great variety of purposes. Ther
mechanisms are surprisingly dependable, once
magic has come into the mix 1o power it

Control Focus: [nrernal, o small group of gears
and pistons, o small clock mechanism, exrernal, a
grandfuther clock, a set of dials; carried, 2 bronze

Skill Required: Craft (metabtworking) or Crafi

Clockwork Construction Table

Skill Checks DC
2514
20714
1914
15/14
17714
1614
1714
21714
2514

Clockwork Characteristics

. 22 [+8 gize, +10 natural)

#15 natural)

.23 (-3 Dex, =2 size, +13 natural)

20 {4 Dhex, <8 size, +22 natural)

+8 size, -+6 npiural 1

I diy 1

1d8+3 r

2d8+7 25

di+13 35 3

COMPANION

Strong of frame and delicate on its exterior, the
companion automaton is @ lesser form of bodyguard
imended for humaon or smialler sizes, but that can
still be built larger. Iis movements are generally
more gracefil than those of a shield guardian, and it
is oble 10 accompany its master to mare social
occasions, Even if lacking in mtelligence like most
constructs, some wizards have enchanted o
companion automaton with the ability to speak a
few phrases, using it a8 messenger, majordomo or
conversation piece

Caster Level: 12th

Materials: Wood, bronze, tin, cloth, porcelain.
Special Ability Slots: 5

Control Focus: [niernad, a simple clockwork heart,
an ornaie medol: ecernal, small bell or gong, heavy
crystal hall; carried, any piece of jewellery, an
omate medal {twin 10 the aulomaton’s).

Skill Required: Crft {sculpture), Craft
(woodworking) or Craft {metalworking).

Attacks: Melee or weapon,

CR Modifler: +2
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Companion Characteristics

Fing 1 4 IO ft, 28 {44 Dex, +8 size, +b natura h

Tim Bdin g ]

20 ft. 23 (+2 Dex, 42 size, +9 natural) [ da+2 16 14

Medium 12410  +0  30M. 2 14

2 {+12 naturulj 1df+5

Hu I6din -1 IR 22 (-1 Dex, -2 size, +15 reatiural | 2d3+8 23 8

Colossal 28410 40 fi. 18 (-2 Dex, -8 size, +18 natural) 2dI0+13 32 &

| y - ASSASSIN OR HUNTER

Automats made for this purpose are the *point-and-
shoot” kind.  Their materials make them very hardy
and capable of handling most of the opposition that
mtervenes between them and their mrgets. It can
function as a capable warrior and thus it is equipped
with special weaponry fit for its great strength and,
possibly, size. The abilities a spellcaster can install
in such & frome are mostly of the destructive
persuasion, but more tactically minded crestors
might include a moch deadlier mix of enchantmenis.
Caster Level: 1Z2th

Materials: Stone, bronze, mon

Special Ability Slots: 5

Control Focus: [nternal, a solid iron sphere, a
srnall magnetized iron rod; exrernad, & small
statuetie replicating the automaton, an iron-framed
mirror; carried, a medallion with a crystal lens at
the centre, an iron wand.

Skill Required: Craft (sculpture), Craft
{weaponsmithing) or Craft (armoursmithing).
Aftacks: Melee or weapon

CR Modifier; +2

Assassin/Hunter Construction Table
Cp BR Skill Checks DO

Fine T2 [ 24112

[Hminutive T2 54 20012

Companion Construction Table Ty 72 1175 1812

CF (17 Skill Checks DT Small T2 ldh 1712

Fme 64 &2 24417 Medium T 6 1712

Dimmative 64 Bl M2 Large Hi i | T 17712

Tiny A4 I 15 (812 Huge 160 A ) 18712

Sl B4 L b/ 19412 Ciargantuan 3z E 1T T 2012

Modium &4 | 6l 16712 Colossal gl 1 GINE 2412
Larpe T2 20410 1712
Huge [ 44 400210 1812
Gargantuan 288 BO/40 212
Colessal 576 | 60/R0 24/12
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AssassinHunter Characteristics

Fine 2din 4 0 ft, 20 (+4 Dex, +8 size, +7 nutural} 1 6 IR

Tin 11d10  +2 Mfe 24 (+2 Dex, +2 size, +10 nateralp 1d6 14 14

Medium 15d10 =0 10 ft. 26 (416 notural) 2d6+5 20 10

Hu I&dio -1 Whft. 27 (-1 Dex, -2 gize, +20 notural)  2d10-+H6 27 8

Colossal Idio -2 /. 22 (-2 Dex, -8 size, +22 naturnl) 3dI0+11 37 B

more often used for the same purposes that golems
are built: defenice, puard duties and deterrents
against uny attack. Only the most foolish would go
against the shimmering form of this armoured
automaton, and its strength and wider magical
capacity make it a fair match agninst many enemies,
including the dreaded golems.

Caster Lovel: 14th

Materials: Mithral, steel, wood.

Special Ability Slods: &

Control Focus: fnternal, an ornate medallion, a
silver rod encrusted with jewels; external, a brass
clarion, a mithral short sword; carried, a silver
ghield-shaped pendant, any piece of jewellery

Skill Required: Croft (sculpture), Craft
{weaponsmithing) or Crafl (armoursmithing )
Attncks; Melee or weapon

CHR Modifier: +3

Elite Guard Construction Table
CP BR Skill Checks DC

Fime B0 73 26/14
[riminutive =il | /& 22714
Tiny B el TA | 20014
Small Al 213 1914
Pl eckivm il 15 1814
Large RE /1t 1214
Hug I 7h T3 Hi'l4
Cargantuan is2 | 443600 22114
Colossal i ZEQ20 2614
CHAMPION

The ultimate mechanical warrior is mode from the
toughest metals. Although not on the same level as
an adamanting golem in terms of raw strength, the

EL'TE GUARD champion automaton makes up with magical might
; and agility. These constructs are sculpted so that
Beyond the abilities of a shield guardian, the they do honour to the noble materials and the skill

materials used for an elite guard make certain that
pothing will ever harm 4 person under ils core
However, putomata made from these matenials are

needed to crafi them, with majestic bearings for
even the smallest of them. Their purpose is almost
always war,
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Tin
Medium
Hie

Colossa)

Casier Level: 14th

Jdlp  +3

13d10 +1

17d1dr  +0

12d100° -2

jidig -4

Elite Guard Characteristics

10 fi
20 1.
30 1,
30 .,

4 fi,

Muterials: Adamantine, mithral, seel

Imasterwork ).

Special Ability Slots: 6

Cootrol Focus: [nferral, o large ruby, o raw and
enchanted peode;, eviernia!, an ormamental suit of
armoair, & large mifeod: carried, o delicate helmet, an

expensive bracelet
Skill Required: Crafi {sculpture), Crafi

iweaponsmithing) or Craft (armoursmithing ).
Amincks: Melee or weapon.

R Modifier:

+3

Champion Construction Table

Fine
Diminutive
Tiny

Saall
Mediiom
Lange

Huge
Uargantuan
Colossal

Medsism

L
1]

BR Skill Checks M

1045
24/11
NS
3718
40420
4713
9446
18&/2
376/ 154

Ad 11y +d

15d1n 42

19410 +0

25din -]

3zdio -3

26/15
2215
2015
1915
1E'15
1915
1S
22158
2015

Champion Characteristics

10 ft,

21 i,

30 fi

30 A

40 1

31 (+3 Dex, +8 g, +10 nwturaly  1d4-2 G 17

28 (+1 Dex, +2 size, +15 notoral)  1d#+2 {5 12

28 (+18 natural)y 2da+a i1 10
A7 (=2 Deex, -2 size, +21 natueal)  3d8+10 31

22 {4 Drex, -8 size, +24 nomral)  MIZ2415 4] 3

37 (+4 Dex, +B size, +15 natural}  1d6-1

31 {+2 Dex, +2 stee, 417 natural) 1d12+5 0

I {(+20 natural) 2d1i+8 26

29 (=] Dex, -2 size, +22 natural) 30411

24 (-3 Dex, -B size, +25 natural] 4410417 44
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SIMULACRA

Rimaal Time: Vanes

Simubacra are constructed oo much different way
to golems and automata. Instead of shapimg
materials and putting them together, a spellcaster
makes a primordial soup of arcane ingredients grow
and adopt the shape he desires. The creation ritual
imvolves injecting all sort of components into a
mould that sometimes includes a mechanical
skeleton, bul most often the eneatune’s bones will
form with the ritual,

Choosing a base creature does not mean that the
spellcaster must somehow capture such a specimen
and apply the ritual to it; this means the creation
process takes that creature as a base for the kind of
simulserem to be constructed. The creator selects o
bise creature and a template, and adds the
Comstruction Paoints for the kind and saze of thal
creature and template. The base creatune provides a
base DT for the Craft (sculpture) check 1o build the
bosty, modified later by the template as mdicated on
the description for cach. The size of a simulacrum
depends on the size of the base creature, though this
can be rechiced or enlarged by buying the appropriate
simulpcrum fiead in the chapter Building a Better
Construct.

36

SIMULACRUM BASE
CREATURES

MNone

Using no crepture to work from, a spellcaster is able
to create & shambling humanoid with no
resemblance to anything alive,

Base Skill DC: 12

Applicable Templates: Homumeulus,

Vermin and Ooze

Insects are easy to work with, as they have very
simple pnatomies and their exoskeletons are often
enough to sustain a vermin simulacrum of most
sizes, Dozres, lacking any sori of anatomy tw begin
with, are as easy o duplicate.

Base Skill DC: 12

Applicable Templates: Homunculus, mockery and
perversion.

Plant

Plants and plant crestures are more difficult o
imitate with a construct, but still fall within the
skills of many spellcasters. When using a normal
plant such as & bush or & tree as & base creature,
assign costs depending on its size und assume that
flowers, bushes and other vegetables have | HID,
while trees may have 2-4 HD, depending on their
mge and size,

Base Skill DC: 12

Applicable Templates: Mockery and perversion

Animal and Beast

The animal kingdom is ripe for experimentation,
and every animal and beast 15 full of interesting
features that can be kept, altered or removed
Base Skill I+C: 13

Applicable Templutes: Mockery, perverswon,
miamen, and eidelon

Humanoid

The maost horrific results of construct
experimentation come from the imitation of
humanoids. From lowly kobolds to lofty elves, any
race can be duplicated with a simulacrum, The BR
cost for & humanoid simulacrum ignores any class
levels the creature has, and only uses its base HD or
*monater level’.

Base Skill IdC: 14

Applicable Templates: Mockery, perversion,
mimeo, and eidolon
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Simulacrum Base Creature CP Costs

Fime 0 & 12 ] 24 k1] b

Tiny i 1] 12 I8 24 10 3

Medium 0 [ 12 3 24 10 36
Huge =

-albuasal -

Monstrous Humanoid Ritual Time: | week.

These creatures nlready possess several of the Spells Required: Arcane eve, mirror image and
fentures spellcasters want (o implement inoa mending.

construct, but their strange biology makes it mone CR Modifler: +1

difficult fo work from them. The BR cost for a

monstrous humanoid simulscrum ignores any class Homunculus Template Construction
levels the creatune has, and only uses its base HD or Tahle

‘monsier level’.

Base Skill DC: 15 ﬁ:ﬁi i
Applicable Templates: Mockery, mimeoi, and Medium |
gidolon, ;_.-arg-e 2

Aberration

These crentures have such o bizarre anatomy that SOuNCHIS Tempiite Ny Ruling Tuble

ipelhcasters have a harder time making a construct ::‘r: ﬁr}::l:Im]HH
resembling them. Howeves, such creatures provide il | per HD

el sons of nasty surprises for opponents who think

ﬁk;nu; ﬂl'a-[ [ﬁ,um:. *Homunculos® is a template that con be added to a
Hcabibe '[", Intes: Mock d hiaze creatire (none) and vermin (referred to

ing et iad Ras e hereafier as the “base creature™), The creature’s type

becomes ‘construct.” It uses all the base creature's

5|MULﬁCRUM statistics and special abilitics except as noded herne.
TEH PLATES Hit Dice: Change to d1{. Base Creature (Mong) has
Homunculus < HD.

A homunculus i3 & strunge litile monster, moving :

bourt powered by s master’s blood and will alone. Speed: Samc as base creature. Base Creature

(Nonc) adds a flving speed of 50 feet with good

Homumcuili are useful as spies, messengers and o
manoeuvrability,

gouts and mot much else. However, every
bomanculus 18 connected telepathically with its

gremior. Vermin homunculi are a fleshy and Attacks: Same as base creature. Base Creature
defiormed version of the insect they're based upon. (Nonc) has a bite attack.

As with all simulacrn, homunculi cannot disobey

#eir master. The craftsman gains a +2 synergy Damage: Same as hase creature. Base Creature
bamas 10 his Craft check if he has at least § ranks in {None) deals 1d4-1 hp damage with its bite, plus
Alchemy. [ ET

Custer Level: Tih

Special Ability Slots: | Special Attncks: A homunculus retains all the

Skill Check Modifler: +0 special attacks of the base creature and also gains a

poison attack if it did not have one already. An




Eric. jfgomn

pdditional special attack can be purchased with CPs
during the construct’s creation (5o the Construct
Abilities chapter),

Paisan (Exi: Bite, Fortitude save (DC 11). Initial
damage sleep for 1 minute, secondary damage sleep
for another 346 minutes.

Special Qualities: A homunculus has all the special
qualities of the base creature, plus durkvision with o
range of 60 feet. Additional special abifities can be
purchased with CPs during the construct’s creation,
if it has any free ability shot (see the Construct
Abilitics chapier). In addition, the creature gams o
construct’s special gualities.

Consiriict: Imimune 1o mind-influencing effiscis,
poison, disense, and similar effects. Not subject 1o
critical hits, subdual damage, ability damage,
energy drain or death from massive damage

Suves: Change to the saves of a cleric of the same
level as the creature has Hit Dice and modify
pecordingly (look at the table n The Drawing Table
chapter)

L]
i

Abilithes: Same as base creature except for tye
following: Str +1, Con -, Int 10, Wis 12, Cha 7
Base creatures (none) have a Strength score of 8 and
a Dexterity score of 13,

Skills: Homunculi hove no skills

Feats: Homunculi have no feails, bui special
constrisct fizats can be purchased with CPs during
the construct's creation as special abilities (sec the
Construct Abilities 1.'hu||.1[-.’:rl.

Challenge Rating: Same as the base creature +1
{rounding dowmi]

Mockery

A mockery 15 a poor copy of the base creature. It
loses all of the creature’s charactenistics in favour of
increased toughness and durabilicy All mockeries
vagucly resemble their base creature, but hive
mismniched feptures like mangy fur, skewed eyes,
misaligned jaws ond other deformities. As % ith all
simulacra, mockeries cannot disobey their master,
The craftsman guins a +2 synergy bomus to his Craft
check if he has at least 5 ranks in Knowledge

[ TeabLire b,

Caster Level: Eth

Special Ability Slots: 0

Skill Check Modifier: +1

Ritual Time: 2 weeks,

Spells Required: Alrer self, mending and stoneskin

Mockery Template Construction Table

Skne L
Frne -
Medium =
Large il
Huge 6
Garganbwnn i2
Colossal b

Mockery Template Body Rating Table

Base Creatuore BH
Vermin 2 per HD
Flant | per HD
Animal 2 per HD
Hummanoid | per HD
Monstrous Humanoid 2 per HD
Ahbermation £ per HD

‘Mockery” 14 o template that can be added 10 any
creature of the following types: animal, humanoid,
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manstrous humanoid, plant, and vermin {referred 1o
bereafter as the “base creature’). The creature’s type
becomes ‘construct”. It uses all the buse creature’s
statistics and special abilities except as noted here,

Hit DNee: Change to d10.
Speed: Change to 20 feet per round.
AC: Matural armowr is reduced by -1,

Abtacks: Same as basc creature, except that it can
paly make one of is svailable atacks sach round.

Special Attacks: A mockery loses all the special
aitacks of the base creature, and cannot purchase
any new one with CPs during the construct’s
creation (see the Construct Abalitics chapter).

Special Qualitics: A mockery loses all the special
qualities of the base creature, but gains darkvision
with a range of 60 feet and damage reduction 10v+3
thanks to its mbbery skin and total lack of & normal
amatomy.  In addition, the creature gains a
construct’s special gqualitics.

Construct, Immune fo mind-infleencing efMects,
poison, discase, and similar effects. Mot subpect 1o
critical hits, subdual lhﬁl.u;r:, .a|'|||.i1:,- n|,|.||r|'|u.gp:_
Energy drain or death From mnssrve |_‘|,:,|.;|'r|ug|_-

Saves: Change to the saves of a clenc of the same
level as the creature has Hit Dice and modify
accordingly {look o1 the table in The Drawing Toble

chapter)

Abilities: Adlust the base creature’s ability scores
i follows: Sir -1, Dex -4, Con -, Int -, Wis 10, Cha
L
Skills: Mockenes have no skills,

Feats: Mockeries have no feats, bul specinl
construct fieats can be purchased with CPs dunng

the comstruct's creation as special abilities (see the
Constract Abdlities chapter).

Challenge Rating: Same as the base creature +1

Perversion

A perversion 15 exactly what the name implies: a
mwisted version of the base creature. Mostly the
product of an equally twisted mind or the result of a
failed experiment, perversions are even mWre

39

deformed than mockeries, giving the impression that
the s-jmll-:;mm Wag -.r|||'_|.' I'1:l|||:w:|ng the creature™s
gL‘imr;ﬂ idea and iuu'.'i:ng the detadls to chance. As
with all simulacra, perversions cannot disobey their
master. The crafisman gains a +2 synergy bomus to
hi Crafl check if he has at least 5 mnks in
Enowledge (nature} or Alchemy.

Caster Level: [0th

Specinl Ability Slots: |

Skill Check Modifier: -2

Ritual Time: 2 wecks.

Spells Required: Alrer self, Mell v acld arrow and
mending,

Perversion Template Construction Table

Sl CF
Fine -
Mediam 2
Large 12
Huge 24
Grargantuan 44
Colossal Qi

Perversion Template Body Rating Table

Hase Cresture BR
Vermin 3 per HD
Plant 2 per HD
Animal 1 per HD
Humanoid 2 per HD

‘Perversion’ i5 & templote that can be added 1o any
creature of the following tvpes: animal, humimod,
plant, and vermin {referred (o hereafier as the ‘hase
creature’]. The creatone's type becomes “consiruct’
It uses all the base creature’s statistics and special
ahilities except &8 noted here,

Hit Dice: l."h:mgu to dii
AC: Nawral armour improves by +2.

Special Attacks: A perversion retains all the special
attacks of the base crenture that are extracrdinary
ahilities, ond loses oy supernatural or spell-like
ability. An pdditonal special attack can be
purchased with CPs durning the construct’s creation
(see the Construct Abilities chapter). In sddition,
the perversion 15 made of such foul materials that it
gains the following special attacks:
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Aeid Vot (Ex)h: Every 1dd rounds, & perversion can abilities, and loses any supernatural or spell-like

spew acid at an opponent 20 feet away. This is o ahility. It gains darkvision with o mnge of 6 feet.

ranged touch oitack that deals damage depending on Additional special abilities can be purchased with

the size of the perversion CPs during the construct’s creation, if it has any free
ability slots (see the Construct Abilities chapter). In

Sie Damiage addition, the creature gains a construct’s special

Fine 1d3 gualities,

Drmunulive ld&

Timy 2da Construct: Immune to mind=influencing effects,

Small Ade poison, discase, and similor effects, Not subject to

Medium 3B critical hits, subdual damage, ability damage,

Larpe Sdi energy drain or death from massive damage.

Huga Sl

Ciargantuan s Saves: Change to the saves of a clenc of the same

Colozzal fidiil level as the creature has Hit Dice and modify
accordingly (look at the table in The Drawing Table

Foul Iekors (Ex): Whenever o slashing or piercing chapler),

weapon successfully hits o perversion, the constrict

spurts some of its corrosive components ot the Abilities: Adjust the base creature’s ability scores

gttmcker. The acid deals damage equal 1o the as follows: Sir +2, Con -, Int 10, Wis 9, Cha |

original attack’s, but the attacker can roll Reflex

(D 17) to halve this. Skills: Perversions hove no skills.

Special Qualities: A perversion has all the special Feats: Perversions have no feats, but special

qualities of the base creature that are extraordinary construct feats can be purchased with CPs dunng

the construct’s creation as special abilitics (sce the
Construct Abilities chapter)

Challenge Rating: Same as the base creature <2

Mimeni

A mimeod 15 0 perfect copy of the base creature,
similar to the results of a clone spell, except that the
body is not a living creature and has a will of its
own. Mimeoi can be crafted 1o look and even wct
like the base creature, able 1o mimic personality
iraits and behaviour patberns. When mimeosi are
crafted after & particulor humanoid, they are used as
decoys, infiltrators and spies, retaining telepathic
contact with their creator. Mimeod are set in their
form ns they were built, and connot change shape
once they leave the laboratory™s table, As with all
simulacra, mimeoi cannot disobey their muster. The
craftsman gains & +2 synergy bonus to his Craft
check if he has at least 5 ranks in Knowledge

[ nature |

Caster Level: [ 2th

Special Ability Slots: 2

Skill Check Modifier: +4

Ritual Time: | week per base creature’s HID
Spells Required: Alter self, arcane eye, detect
thougrhrs and mending

40




THE ARTISANS CRAFT

Mimeol Template Construction Table
Size CF

Fime

Medium K
Large 12
Huge 24
Gorgantuan -~ 48
Colossil bl

Mimeoi Template Body Rating Table

Base Creafure BR
Amnirmal 2 per HD
Beast I per HD
Humanomd 2 per HD
Monstroaiz Humanoad 2 per HD
Abermation 4 per HD

‘Wimeoi” 1s a template that can be added to any
creature of the follwing types: abermtion, pnimal,
beast, humanoid and monstrows humanodd (referred
o hereafier as the “base creature®). The creature’s
iype becomes ‘construct”. It uses all the base
creature’s statistics and special abilites except ns

noiled here,
Hit Dice: Change 1o d10
AC: Motural armour mproves by +1

Special Attacks: A mimeod retains all the special
gtiacks of the base creahere thal are extraordinary
ghilities, and loses any supernatural or spell-like
ghility. Additional special attacks can be purchased
with CP's during the construct's creation (see the
Cosstruct Abilities chapter},

Special Qualities: A mimeol hag all the special
qualities of the base creature, plus darkvision with a
mnge of 60 feet. Additional specinl abilities can be
purchased with CPs during the construct’s creation,
if it has amy free ability slot (see the Construct
Abalities chapier). In addition, the creature gains a
construct’s special qualities.

Corsrrict. Immune to mind-mfluencing effects,
poisan, disease, and similar effects. Mot subject to
eical hits, subdual damage, ability damage,
gnergy drain or death from massive damage.

Mimde (Su): After spending three rounds studying
the crestare it is a copy of, or a specimen of the
ame species in the case of animals and bensts, the
mimeoi can act exactly like that crepture, ganing a

10 bonus o Bluft and Perform checks for an

indeterminate duration, even when not possessing
that skill

Telepatile Link @5w): The mimeoi's creator can look
through the creature’s eyes and send instructions
telepathically by concentrating.  The link cannot
cross planar boundaries, but its range is otherwize
unlimited,

Saves: Change 1o the saves of a clenc of the same
level as the creature has Hit Dice and modify
accordingly (look at the table in The Drawing Table
chapter).

Ahbilities; Adjust the base creature’s ability scores
ws follows: Con -, Int 10, Wis @, Cha 11

Skills: Mimeoi have no skills.

Feats: Mimeod have no feats, but special construct
fents can be purchased with CPs during the
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construct’s creation as special abilities (see the
Construct Abilities chapier).

Challenge Rating: Same as the base creature +3.

Eidolon

Fidolons are mare than mere replicas of a creature;
they are the pinnacle of arcane theory, for the
gidolon is the only construct to have what could pass
for a soul. An eidolon is, in some ways, an
improvement on the base creature: stronger, faster,
and more powerful, The problem anses when the
construct demonstrates its will and tries to rebel
njgainst its master, but as with all simulncra, eidolons
cannot disobey their master. The craftsman gains &
+2 synergy bonus to his Craft check if he has al

least 5 ranks in Enowledge (nitufe),

Caster Level: 16th

Special Ability Slots: 4

Skill Check Modiler: 9

Ritual Time: | month per base creature’s HD,
Spells Required: Geas/guest, ffvited wish and
mending.

Eidolon Template Construction Table

Sire CF
Fine -
Medium i
Larga 4
Huge 44
Ciarpaniuan a6
Calossal 192

Eidolon Template Body Rating Table

Base Creature HR
Amimal 1 per HD
Humanaoid & per HD

‘Eidolon” is a template that con be added 1o any
animal and humanoid {referred to hereafler as the
‘base creature’), The creature’s type becoines
‘comatruct”. Tt uses all the base creahure’s stalistics
and special abilities except as noted here

Hii Dice: Change to 410 and increase HD by 4
Speed: Increase all forms of movement by 10
AC: Naturel armour improves by +2.

Attncks: One extra primary attack.

Damage: As base creature'’s natural attacks or by
WA,
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Special Attacks: An eidolon retains all the special
atiacks of the base creature that ane extracrdinary
ahilities, and loses any supernatural or spell-like
ahility, Additional special aitacks can be purchased
with CPs during the construct’s creation (see the
Construct Alilities chapter)

Special Qualities: An eidolon has all the special
qualities of the base creature, plus darkvision with o
mnge of 6i} feet. Additional special abilities can be
purchased with CPs during the construct's creation,
if it has any free ability slot (see the Lonstuct
Ahilities chapterh. In addition, the creature gans @
construct’s special qualities.

Construct: Immune to mind-influencing effects,
poison, disease, and similor effects. Not subpect 1o
critical hits, subdual daomage, ability damage,
energy drain or death from massive damage

Limired Lifespan (Ex): Asa precaution by the
creator, an eidolon anly “lives” for 1d4-+4 years
After the eidelon ‘dies”, enacting the original niual
at one-guarter cost in XP and gold can reanimate i,
but all the memories and personality it acquired are
erased (roll again for Intelligence, Wisdom and
Charisma increases )

Saves: Change to the soves of a clenc of the same
level as the creature has Hit Dice and modify
accordingly (look at the table in The Dnwang Tahle
chapter)

Abilities: Adjust the base creatre’s ability scores
as follows: Sir +1d8, Dex +1d8, Con -, Int 10+2dé6,
Wis B+2d6, Cha | 1+1dE.

Skills: Eidolons can be ‘programmed” with skills.
These constructs hive their Intelligence score m
gkill points muktiplied by 2, plus two moge points
per HI.

Feats: Fidolons have nd feats, but special construct
feats can be purchased with CPs duning the
constrisct’s creation as special abilities (see the
Consiruct Abilities chapter),

Challenge Rating: Same as the base creature +4.
Alignment: Usually neutral, Eidolons are the only

constructs that can have any alignment, decided by
the caster o the nme of creaton,
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BUILDING A
BETTER
CONSTRUCT

he prices and descripiions o the previous

chapter assume that golems and avtomate are

humanoid shaped, and that simulacra are
mestricied 1o the shape of te base creatune,
However, o consiruci builder is not limied 10 these
options, but merely takes them as a starting point 1o
implement his own ideas. Being crafied objects
animated through magic, constructs can come in all
kinds of shapes and sizes to sust ther creator'’s
whims.

Before the final research check is mads, the
spellcaster has a chance 1o improve on his ereation’s
buse model, adding features and new capabilities,
mcluding shape configurations. Additions and
gherations bo the construct's plysical functions pre
gchicved by pequining specinl construct feats. These
feats are stmilar to the ones characters can obdain in

the course of their adventuring carcers and, like
those feals, represent a unique characteristic or
ability the construct has that sets it apart from the
1418

All of these feats are considersd extraordiniry
abilities, since they are modifications to the
construct’s physical components and give no
magical powers, which are covered in the pexi
i.'.hi.lrll.l.'l’

ACQUIRING FEATS

Constriscts do not get feats like characters and other
living creatures do, Instead, the creator must
purchase them with both life-force and gold. As
described in the -;.:h:q'\-lr.'r The I]I'_ll.'-.ll!q_]: Table, the
base construct has an overall cost messured in
Construction Points, and a spellcaster wishing 1o
add any of these feats must pay for them, adding
their individual costs to that of the base construct,
These additions take an pdditonal foll in the
channelling of magical energies, and ilso add
material that must be crafted and poad for

As long as the spellcaster has the money and the
experience o spend, he can add a5 many feats 1o s
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conatruct as he desires. The Games Master may
[imit the quantity of alterations a construct can
sustain, with a good limit being one feat per three
HD of e base construct. The construct’s creator
can choose feats only from this chapder, although
some regular feats from the Core Rulebooks are
available by meeting special prerequisites and costs.

Prerequisites

Many construct feats have prerequisites, hike
charscter feats do. Most of these requirements
consist of the construct already possessing another
feat.

Types of Feats

Construct feats are classified in four categories
Construct feats apply to all constructs, while golem,
sutomaton and simulacrum feats apply exclusively
to those construct sublypes.,

Costs

Adding a feat to o construct carmes & cost mesured
in Construction Points, which are added 1o the
overall CP cost prior to the Tinal calculation for cost
in experience and gold. Some feats add this value to
the Body Rating as well, thus increasing the cost of
building the body. Finally, each entry lists a
Challenge Rating Value, which is added to the
construct’s hase Challenge Rating, as feats augment
its capahbilities in varying degrees, Round down any
Challenge Rating fraction.

FEAT DESCRIPTIONS

Additional Special Ability Slot (Construct)
The construct was buili io have a greater capacity
for special abilitres

Benefit: The spell caster can install an additional
special ability into the construct,

Speclal: This feat can only be taken twice and only
during the planning stage.

Construction Polnis: 5

CR Valwe: |

Applies 1o Body Rating: No

Combat Expertise (Consiruct)

The construct 1s capable of sophisticated combat
MANOEUNTES,

Beneflt: The construct can be outfitted with some
specialized combat core feats. In addition, the
construct can attempt special fighting techniques
withoul direction, like Aanking, charging, tppng,
trying to overrun and bull rush an opponent, as
described in Core Rulebook |

Mormal: Constructs fight strmghtforsardly and
with no tactics or strategy, and cannot acquire feats
from the Core Rulebooks.

Construction Paints: 2

CR Valoe:

Applies to Body Rating: Mo

Concealed Weapon Mounting {Autematon,
Simmulacrum)

Prerequisites: Weapon Mounting.

Benefitt The muomaton's incorporated weapons are
concealed, and can be drawn or retracted as a free
action. The first time the automaton attacks with a
concealed weapon i a single encounter, it guns @
+1 surprise bonus to its attack roll.

MNormal: Incorporaied weapons in an suiomaton an:
m plain wigw,

Special: Concealed weapons must be one siee
category smaller than the construct.  For example, o
Medium-size automaton can concesl a weapon the
size of a short sword, while a Huge automaton could
conceal o greatsword,

Construction Points: 3

CH Value: |

Applies to Body Rating: Yes

Core Feat

The construcd has access to an additionil ability
pormally restricted 1o living creatares,
Prerequisites: Normal prerequisites for each feat
apply

Benefit: The construct gains a feat from Crare
Fulehonk T or Core Bulebook 1T, This feat must be
chosen from the following list; Ambidexterity,
Cleave, Far Shot, Flyby Attack, Great Cleave,
Improved Bull Rush, Improved Initiative, Improved
Trip, Improved Too-Weapon Fighting, Lightning
Reflexes, Multintack, Multidexterity, Multiweapon
Fighting. Point Blank Shot, Power Attack, Precise
Shot, Quick Draw, Rapid Shot, Run, Two-Weapon
Fighting

Mormal: A construct cannod acquire feats.
Special: In addition to normal prevequisiies, some
core feats require a construct feat 10 become
available, The construct is considered to possess
Ambidexterity for the purposes of the Improved
Two-Weapon Fighting feat.

Construction Points: |

CR Value: '3

Applies to Body Rating: Mo
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Defensive Manoeuvres (Construct)

The construct knows how to defend riself better in
hattle by blocking. parrying and dodging.
Prerequisites: Combat Expertise.

Bemefit: The construct can attempt without outside
direction to fight defensively, engage in full defence
or nid another. as described in Core Rulebook [,
Normal: Constructs fight straightforwardly and with
no factics or strategy,

Construction Poinis; 2

CR Value: '

Applies to Body Rating: No.

Exira Arm (Construct)

The spellcaster designed the construct with one
exira anm, increasing its number of actions.

Beneflt: The construct has an extra off hand and
can perform one extra standard action at —4 1o every
roll wiih i,

Normal: Base plans for constructs contemplate a
humaneid shape (one head, one torso, two arms and
two begs),

Special: The Multidexterity feat cancels the —4
pemalty for using an off hand for crentures with
more than two srms, If the off hand has o natural
weapon, it suffers 1 -5 penalty instead of 4, and the
pemalty can be reduced with the Multiattack feat.
Construction Polnts: 4

CR Value: %

Applies to Body Rating: Yes.

Extra Head (Construct)

The spellcaster designed the construct with ome
extrd head, Increasing its perception,

Benefit: The construct has a + 1|

mbancement bonus o

mitintive, and every round

it cam roll & Reflex

wve to ovoid being

flasked (D 10

ez

Nl e

+ enemys character level or HID)

Normal: Base plans for constructs contemplate a
humanoid shape (one head one torso, two arms and
two lega),

Speclal: I gifted with the Speech special ability,
both heads can speak, but they are both the same
|'||.=||11|;.

Construction Points: 3

R Yalue: |

Applies to Body Rating: Yes,

Extra Leg (Construct)

The spellcaster designed the construct with one
extra leg, increasing its stability,

Benefit: The construct gains a +4 stability bomus
pgamnst bull rush attacks and other effects that might
throw it off balance.

Mormal: Base plans for constructs contemplate a
humanaid shape (one head, one torso, two arms and
two legs),

Construction Polnis: 4

CR Value: |

Applies to Body Rating: Yes

Extra Miscellaneous Limbs (Construct)

The spellcaster designed the construct with an extra
set of miscellancous limbs, increasing its actions or
movement.

Prerequisltes: Size limitations (sce table).
Benefit: The construct gains certain abilitics or
imcreases existing ones, depending on the limb
chosen.,

Normal: Base plans for constructs contemplate a
humanoid shape (one head, one torso, two arms and
two legsl
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Miscellancous Min.
Limb Size
Long neck Tiny

Effect

Reach for Tiny, Small,
Medium and Large
creatures mcreases by 3
feet. Reach for Huge,
Crarganiuan and Colossal
creatures increases by 10
fieet,

Choose oneg: Matural
ammour increases by +1,
Stremgth score increases by
+3, crawl speed (if No
Legs 15 chosen}

Choose one: Extra slim
attack, swim speed same as
walk specd, or +2 stability
bionus.

Fly speed. The same as
witlk speed with poor
mminoewyrability.

Swim speed same

us walk speed plus 10 feet.

Larger Small

0TS0

Tail Fine

Wings Fene

Fins Dimianutive

Flippers

Construction Polnis: 5
CR Value: 1z
Applles to Body Rating: Yes,

Extra Pair of Arms (Construct)

The spellcaster designed the construct with an extra
pair of balanced arms, increasing its number of
actions

Benefit: The construct has two exirn off hands and
can perform one extra standard action ai —4 to every
roll with each. It can alzo handle an additional two-
handed weapon.

Normal: Base plans for constructs cofitemplats a
humanoid shape (one head, one torss, two arms and
%0 I-..-gs.|

Special: The Multidexterity feat cancels the -4
penalty for using an off hand for creatures with
pbiore than two arms. [ the off honds have a natural
weapon, they suffer a -5 penalty mstead of -4,
which can be reduced with the Multattack fent, 17
planning to add an even number of arms, it i less
expensive 1o do 50 by pairs, since they wre built 1o
balance ench other

Construction Points: 6

CR Value: |

Applics to Body Rating: Yoes.

Extra Pair of Legs (Construct)
The spellcaster designed the construct with an exira
pair of legs, increasing its stability and movement.
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Benefit: The construct gains a +4 stability bonus
against bull rush attacks and other effects that might
thriww it off balance. 11 also mereases its walk speed
by 10 feer

“ormal: Base plans for construcis contemplate a
humanoid shape {one head, one torso, two armis and
Wi Il.'_l\..['l-'l.

Construction Polngs: 6

R Valoe: |

Applies to Body Rating: Yes.

Fine Manipulation {Golem, Automaton)
The golem or automaton can perform manual tasks
that require fine manipulatis

Prerequisites: Dex 114

Benefit: The construct his a 42 enhancement bomas
to its Dexierity masdifier when rolling ability checks.
This bonus also applics o skill checks that require
manual coordination, and which can be used
untrained, like Craft, Escape Artist, Use Rope, etc.
Normal: Golems and automatons have little use for
manual labour

Construction Polnts: |

CH Value: '

Applies to Body Rating: Yes

Horizontal {Construct)
The construct stands on four legs, not twa.
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Benefit: The construct gains a +4 stability bonus
agminst bull rush attacks and other effects that might
throwy 1t off balance. It also increases its walk speed
by 10 feet

Normal: Base plans for constructs contemplate o
bumanoid shape (one head, one torso, two grms and
two legs)

Special: This feat is used fo simulate the shape of a
fl.‘ll.l.r-l-cggl.‘lf creature. Sirmulacrn with a base
creature that :llrE'ad:.' |'||.u ﬁ1|.1r or more ]L‘E.'!- cannat
take this fent. The construct loses the ability to
nL:ullFlululr.- 1:I|':|_|EL1!|., &0 1l cannol take Fine
Manipulation, Meles Weapon Proficiency, Ranged
Weapon Proficiency or Swerving Waist
Construction Points: |

CR Value: i

Applies to Body Ratlng: ‘e,

Improved Limb Movements (Construct)
The spellcaster designed the construct’s body to be
more armble,

Prereguisites: Dex 8+

Bemefit: The construct can be outfitted with sorme
speciahized core feats.

Normal: Constructs cannot acquire feats from the
Core Rulebooks.

Construction Polnts: 2

CR Value: 4

Applies to Bady Rating: No,

Melee Weapon Proficiency (Construct)
The construct’s imprinting includes the ability w
wield hand-to-hand weapons,

Prevequisites: Combat Experiise.

Benefit: The construct can be pmﬁl:u:n[ im thie y=a
of a ssmple, martial o exotc melee weapon,
Normal: Constracts only have slam or notural
uizacks and do not use weapons in combat.
Special: The construct cun gam this feat multiple
fimes. Each time it applics 1o a new weapon.
Comstruction Points: 2

CR Yalue:

Applies to Body Rating: Mo

Natural Weaponry (Construct)

The construct is equipped with & natural weapon
like horns, claws, barbed tail, e

Benefii: The constrisct gains a bite, gore, sting or
other natural atiack

Narmal: Base plans for constructs contermplate &
tumancid shape (one head one forso, two arms and
twn legs )

Special: The construct can gain this feat multiple
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times, Each time it apphies to o new notural

wenpon. Dnmage depends on type of attack and
cofistruct saee. The construct must have the
necessary limb to mmplement a netur] weapon,
Matum] weaponry from secondary limbs suffers a -5
penalty to attack rofls, which can be reduced 1o -2
with the Multiattack feat,

Natural Weaponry Damage

Fangs, lnws, stings, Homms, antlers,

Sire tusks, etc, limb spines. head ridges, ete.
Fine - - 1
Diminutive - | ld2

Tiny I 1 ]

Smaill 1d2 L3 Tl
Miedium fik! 1dd 1

Large 1dd L6 TdH

I lan.' 1el& | s 2l
{iuq{unluqn 1ds 26 2
Colossal 2d6 2dE 46

Construction Points; 1
CH Value: |
Applies to Body Ratimg: Yes.

Overbearing Trample {Construct)

IIHIL"' Comnsiruct can mow I.III'-'I.'I'| imn 1'\"|'.||'II'|[‘||‘_'“1 |;|'||L| l;lal'l_‘ﬁ
stand in 1% p:ﬁh

Prerequisites; Combal Expertise, Sir 15+,

Benefit: When the construct attempis o overrun an
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opponent, the target may not choose to avoid it IF
the construct knocks down the targed, it may make
one slam aitack agzinst the target, gaining the
standard +4 bonus on attack rolls against prone
targels.

Speclal: Constructs can only attempt Lo trample a

creature thot 15 one size category smaller than them.

Construction Points: 3
CH Value: "%
Applies to Body Rating: Mo,

Ranged Weapon Proficiency (Construct)
The construct’s imprinting includes the ability 1o
wigld ranged weppons

Prerequisites: Combat Expertise

Benelit: The construct can be proficient i the use
of o simple, martial or exotic rnged weapon
Mormal: Constructs only have slam or nptural
attncks and do not use weapans in combat
Specinl: The construct can gain this feat multiple
times. Each time it applies 10 a new weapon,
Construction Polnts: 2

CR Value:

Applies to Body Hating: Mo

Reinforced Armour (Automaton)

The armour plating covering an automalon is
stroanger than normil

Bepeflt: The automaton's AC is increased by 2.
Construction Points: I

CR Yalue: ‘4

Applies to Bady Rating: Yes,

Rotating Hip (Automaton, Simulacrum)
The automaton's torse can rotate 360 degress,
widening its aren of influence.

Prerequisites: Combat Expertise. Dex 94
Benefit: The construct con furn to face In any
direction a8 & free action. It cannot be flanked and
it threatens the areas behind 14

Special: A simulacrum must have a vertical
configuration and deals 1d8 hp damage to itself the
first time this ability i used m an encounier, as 115
fissue tear and siretch

Consiruction Points: 3

CR Valoe: |

Applies to Body Rating: Yes

Stomp {Construct)

The construct can Natien opponents beneath its feet
Prerequisites: Huge size or larger

Benefii: The consiruct can make & stomp attack as
a full round action, dealing 2d8 (Huge), 4d6

(Gargantuan) or 448 (Colossal)
damage, plus Strength modifiers.
Special: The construct can only
attermpt o stomp atiack against
creatures that are three size
categories smaller.
Construction Polnis: 3

CH Valoe: |

Applies to Body Rating: Mo

Weapon Mountings

{ Automaton, Simulacrum)
The construct has weapons
incarporaied mto s form, usually
o its arms or forearms, bat
alternate limbs are also used.
Benefi: The construct can deal
weapon damage per attack
depending on size. The construct 18
considered to be proficient with the
weapon mounted.  Add the mounted
wenpons damage to the construct’s
damage with a primary attack.
Special: Mounted weapons must be
of the same size category s the

construct, For example, o Medium-
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e aulomaton can mount a weapon the size of o
komgsword, while a Huge perversion could mount
e huge version of a club on a scorpion wil. The
constnact can gain this fieat muktple times, Each
fme 1t applies to & new wenpon, but only one
wenpan can fit in a single Hmb,

Construction Podnis: 4

CR Valoe: |

Applies to Body Rating: Yes.

DEFICIENCIES

Deficiencies are revene feats that subtract from the
oost af & construct in the same way that feats add to
L Introducing deficiencies is a way to make the
final prace of & construct less expensive, and can
ferve 1o halance the addition of feits and abilities
The spelicaster can add as many deficiencies 1o his
pmstnact ns he dares. The Games Masier iy limnt
e quantify of alierations o construct can sustain,
with a good limit being one deficiency per two HD
#f the base construct, Construction Points are
aipressed in negative vilues, and they can also be
mbirscied from the Body Rating if approprinie,
Some of these alzo decrease the construct’s
Challenge Rating,

Berserk (Golem, Simuolacrum)

The bindings and enchantments on the construci are
weak, and the golem's elemental, or the
Emulicram’s, probo-consciousness sometimes

hoeakes free.

Dissdvantape: When the construct enters combat,
fhese is 0 cumulbative |% chance eseh rownd that it
will go berserk. The uncontrolled golem witacks the
pearest living creature or smashes some object
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smialier than itself if no creature is within reach,
then moves on to spread more destruction, The
construct’s creator, if within 60 feet, can try to
regarn control by speaking firmly and persuasively
i the construct, which requires a successful
Chansma check (DC 19) It takes | minute of nest
by the construct (o reset its berserk chance to 0%,
Construction Poinigs: -4

CR Value: -1

Applies 10 Body Rating: No

Bound {Construct)
The construct is chained or constrained from leaving
an area by physical or magical means,
Disadvantage: The construct can only act within a
designated area with o 60 feet radius, [t does not
pursug anyone who leaves this rnge

Construction Paints: -2

CR Valwe: -5

Applies to Body Ratlng: Yes,

No Hands {Construct)

The construct’s arms end in stumps
Disadvantage: The construct cannot wield weapons
nor grab anything,

Special: The construct cannot take the following
feats: Fine Manipulation, Melee Weapon
Proficiency, Matural Weaponry (claws) or Ranged
Weapon Proficiency. It can tke Naturnl Weaponry,
Weapon Mountings and Concealed Weapon
Mounting normally.

Construction Points: —1. Additional -1 per each
extra arm the construct has

CH Value: -4

Applies to Body Rating: Yes.
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Mo Arms (Construct)
The spellcaster designed the construct with no arms
Disadvantage: The construct cannot attack unless
it has other lrmbs that can do =0

Special: The construct cannot take the
following feats: Extra Arm, Extru Pair of
Arms, Fine Manipulation, Melee

Weapon Proficiency, Matural
Weaponry (claws) of
Ranged Weapon

Proficiency. i can tike
Matwral Weaponry thai

does ol invalve arms,

and Concealed Weapon
Mounting and Weapon
Mountings provided the
WEApONS are incorporated
somewhere else,
Constraction Points: -&
CR Valoe: -1

Applies to Body Rating:
'lllll!.'u.

No Legs (Construct)
The spellcaster designed
the construct with mo legs,
Disadvantage: The
construct cannol move
(except as detailed
below ), and changing its facing is 8 move-equivalent
mehon

Special: The construct cannot take the following
feats: Extra Leg, Extra Pair of Legs, Overbeanng
Trample or Stomp. If it takes Extra Miscellaneous
Limb {torsa) twice and Extra Miscellancous Limb
{tmil}, it coan slither fike o snake, subtracting 20 feet
from 15 normal walk speed, (o0 a minimum of 10
feat.

Construction Points: -6

CR Valoe: -1

Applies to Body Rating: Yes.

One Arm (Construct)

The spellcaster designed the construct with only one
arm, decreaging its number of atacks,

Benefit: The construct has one less attack and a -1
balance penalty to AC.

Normal: Base plans for constructs contemplate o
humanoid shape (one head, one torso, two arms and
two legs).

Speclal: The spelicaster can substitule the arm with
the Extra Miscellaneous Limb (tentacle) or other
approprigte limbs,

Construction Points: -4

CR Valae: -4
Applies to Body Hating: Yes
One Leg (Construct)
The spellcaster designed thie construct
with oaly one leg, decteasing its stability
Benefit: The construct suffers from a
=2 stability penalty against bull
rush attacks and other effects
that might throw it off
balance, It also
decrenses its walk
speed by 10 feet
Mormal:
plans for constructs
contemplnie a
hurmamoid shipe
{ome head, one
borso, W arms and
ta legs).
Special: The
pomsiruct cannot
take the folloaing
femis: Exira Leg,
Extra Pair of Legs,
Owerbeariig
Trample or Stomp, Thi
constrisct can toke the Rin
feat, but 1t looks very funny
Canviruction Points: -4
CH Value: -1
Applies to Body Hatlng: Yes

Hase

Unarmoured {Automaton )

The armour plating covering &n sutomaton is weak.
Benefit: The automaton’s AC is decreased by -2
Construction Polnts: -2

CR Value: -

Applies to Body Hatlng: Yes

Ponderous (Golem, Automaton)

The construct’s materals ane heavier, making iis
movements clumsier

Disadvantage: The construct’s walk speed 18
reduced by 10 feet, with o minimum of 10 feet per
round. In additon, suiomata cannot run
Construction Polnts: -1 for golems, -2 for

AT ST

CR Valme:

Applies to Body Rating: No

Vulnerability (Construct)

The construct is particulnrly valnerable v certain
attacks,

Disadvantage: Golems take normal damage from a
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type of mtiuck and are affected normally by certain
effects, Automata and simulacra take double
damage from one of these types of attack. The
types of attacks and cffects available are adir, colgd,
carth, fire, force, electricity, rust, sonic and water,
Alternative vulnerabilities include bludgeoning,
piercing or slashing weapons, certain matenals and
schools of magic,

Construction Points: -4

CR Value: -Y%

Applies to Body Hating: MNo

Weak Spot (Construct)

The construct is particularly vulnerable in a certain
part of its body,

Disadvantage: The construct 15 subject to double
damnge from critical hits, but not to sneak attacks.
Special: Opponents who succeed at a Spot check
{C 5 + construct’s HDY) can attempt to target the
weak spot by applving a -2 to their attack rolls and
deal +1d4 damage if successful.

Construction Points: -5

CH Value: -'4
Applies to Body Rating: Yes.

CONSTRUCT WEAPONS

Automata and simulacra ity for their versahlify
lack of the raw power golems have, which is why
many spellcasters equip them with weapons, most
offen masterwork versions, However, being much
stronger than normal oreatures of their size,
constructs armed with weapons and the knowledpe
o use them will be formidable foes.

Arm Blades: These blades are fiemly attached to
the construct's amms and vary in size, with e most
common being the longsword, but short sword
versions do exist, plus a brosd version thi sports a
wide and short blade. Many sutomata and
simulacra can shide thess weapons in and out of
therr arms by taking the Concealed Weapon
Mounting fent.

Chakrim, Hesvy: A chakram 15 a circular blade
thiot 15 normally thrown and retneved, but constructs
have no need for sach fancy technigues, and the
heavy chakram 15 meant to be thrown hard,
sometimes even from a mechanical launcher

similar to a ballista, mounted in &
construct’s body.

Crosshow, Spring: This is basically a
missile launcher that depemnds on tghtly
wound springs 1o provide power instead
of a tension bow. They are never found
in & carried version, but are always
mounmted on o construct’s arm or
shoulders. The spring crosshbow can fire
normal crosshow and ballista bolts (for
Huge and lorger sizes) as well as
Javelins, stones and exotic thrown
weapons like the chakram above,
Reloading the crosshow is a move
equivalent action for the construct that
provokes an attack of opportunity.

Flail, Triple: Similar to a heavy flail,
but composed of three weight-and-chain
components insiead of one.  Skilled
warriors can make them spdn, and
constructs have no fear of being scraped
by the twirling weighted chains
Spinning the Mails for a full round
provedes one-quarier cover, grantimg a
+2 bonus to AC and +1 bonus to Reflex
saves
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Construact “‘uinm

Arm Blades (broad) Martial melee 12 gp  1d4+1  18-20/%2 - 2lbs.  Slashing
{ Tinmy

Arm Blades (short) Martisl melee  30gp  1d6 18-20v'x2 - 3lbs,  Slashing
{ Small)

Croashow, spring Martialranged 150gp - 19-2'x2 80 fi, 12 b, Plercing

ih-'[:djmn—iizr:i

* all scores are miended for a Medium-size wielder

Giant Weapons

Constructs of Medium size and smaller use weapons
normally, choosing from the ones available to any
odher charscter. Large and bigger constructs start
running out of options, however, so many
spellcasters will commission the forging of
armament appropriaie for their creations.

The forging of large and bigger weapons does not
require the immense amounts of money nor the
levels of Emﬂﬂhﬂﬂﬂlip itk Constrect |.'||.|||-|.I|11.E
imposes, 0 il is entirely possible for a spellcaster 1o
commission 8 Huge longsword that will be ready
lomg before its automaton owner has even enfered
the laborstory. To caleulate damage mcrements for
weapons, ise the following table. Multiply the price
wid the weight by 3 for each increment. For
example, a spellcaster wishes to equip his
Cinrgantuan Hunter automaton with a longsword fid
for its size. A longsword is a Medium-size weapon
that deals 1d8 hit poinis of damage, cosis 15 gold
and weighs 4 pounds. A Gargantwan longsword
would deal 2410 hit points of damage, cost 4035 gold
(15 x 3 to Large, x 3 to Huge and x 3} 1o Gargantuan)
and weigh 192 pounds. Ranged weapons multiply
their range increment by 1.5 per size increment

t -

3 PRI

‘eapon Size and Dama
142 1d3 1d4 L s 1d8

1d4 Idé 148 Xdi 2dR

I d4 1438 Ide 248 2410 2d12

Idi 1d8 1d12 2d8 2410 212 A
* For the event in which a spellcaster wishes a Colossal greatsword or double-axe
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CONSTRUCT
ABILITIES

(:ms:rm:m already wield impressive physical
abilities, bui being creations of magic, their
supernatural abilities are nothing 1o be
soofTed ot gither. Ciolems can have devastating
spell-like artacks, and one can never be sure what to
expect from an sutematon or @ simulacrom in ferms

of magical power.

Umlike the feats i the previows chapter, special
ahilities are nod paid for with Construction Points

nor do they affect the Challenge Rating.  Baoth these
values are already accounted for in the base

materials in the form of ability slots, Effects occupy
one slot per ability, although particularly powerful
shilities can take two or more. It is not obligntory (o
fill all available slots in a construct, but as they are
already paid for, it is hard to resist the temptation to
stuff the construct with magical powers,

The dufficulty of implementing the magical abilitics
does not lie in the construct’s material, but in the
ghilities themselves. Special attacks and qualities
peed 8 spell component to activate them, and these
#pells are not included in the animation ritual. The
creator must cast the spells personally as he infuses
the construct with his owm life force, intertwining
their magical patterns with the rital, and thus
making the effect an intogral part of the construct.

This means that pot only must the spellcaster be of
sulfscient level 1o cast the HFr|=||, either from his own
knoaledge or from another source, but also that he
must frve the spell available and pay any casting
post it carmies, The expenence the caster must pay
for & fimited wish is not included in the construct’s

own experience cost, for example, and the crafting
of the miniature platimem blade for Werdenbaimnen ¥
sword 18 independent of any other physical
component for the construct.

The spell components are slowly imfused into the
criufted body durmg the last week of the ritual, ready
to be destroved in the spells casting and releasing
the magic into the construct. Spell foci are neither
infused nor destroyed; they are only necessary fo
channel the spelleaster’s wall and thus he gets 1o
keep them. Casting the spells that give life to the
construct plus the ones that give it magical powers
marks the end of the rilal, Once the las spell is
complete, the consiruct rises and takes its first step

ABILITY DESCRIPTIONS
Alternate Form (Su) (Special Quality):

The construct can assume other forms 3 times per
doy as o standard action. This ability functions as
polvmorph self cast by o 12th-level sorcerer, except
that the construct can only assume forms within one
category size, Returning to its original form does
nof count against the total times per day it can
change forms.

Applicable To: Golem, simulacrum,

Spell Components: Polymorph any obfecr and
mending.

Shots: |,

Breath Weapon (Su) (Special Attack):
Every 1d4+1 rounds, the construct can launch a
breath weapon attuck. Those detaiked below are the
most cemmon forms of attack, but the player can
come up with new ones with the Games Master's
approval,

Applicable To: All construcia
Spell Components: Vary
Shots: Wary,

Fire Cone 20 fi Gd6

on Reflex half (D 15

Hurning handy

ST 0 111648 BRI DC S il b 1

Bd6 Reflex half (DC 15 Cone of cold

Cold Cone 20 f,

Somic Cone 30 it madius 3 Fortitude al {(DC 17)  Shour

*2d4 (mmitanl}, 2d4 automatic for 3 addibonal rounds
3 2d6, plus deafened for 2d6 rounds
#1d4 temporary Con {initinl}, death {secondary)

53




CONSTRUCT ABILITIES

Spell Components: Keverse graviy and
spider climb.
Slots: 1.

Chameleon Field (Su) (Special

Quality): The construct’s form blurs
and twigts as it blends with its
surroundings. As a siandard actiom, 1t can
gain three-gquariers concealment (W
miss chance) for 1d6 rounds, The
comstrisct can activade this effect three
times per day. Omee per day, it can
petivate o stronger field that provides it
with a Hide modifier of +15 that lasts for
3 hours, hut it cannol activide the weaker
field on the same day it used the sirong
e

Applicable To: All constructs.

Spell Components: Blur and mirnsge
arcaEna

Slots: |

Suresight (Ex) (Special Quality): The
construct can locate mvistble and ethercal opponents
within o range of 60 fect. 1t also subtracts 15%
from the chance to miss concealed targets or those
under the effects of spells and effects like Mink, bl
and displacement. The construct can activite this
ahility 3 times per day and it lasts for | hour,
Applicable To: All construcis.

Spell Components: See imvisibility and true strike

Concussive Strike (Su) (Special Attack):
Every 1d4 rounds, the construct can project one of
its melee attacks against a target creature or object
that is up to 100 feet away. The air mpples as the
attack shoots forward, and attack and damage are
rolled as normal, The construct must have a clear
line of sight to its target.

Applicable To: CGolem, pulomaton,

Slots: 1. Spell Components: Bull s strengeh and gust of
Burrow (Su) (Special Quality): The ;J:z L.

construct can hide itself by sinking into the ground
or melding inside a wall or rock formation, then
creating the illusion that his place of hiding was not
disturbed in any way, Hiding takes two actions, bul
burstimg out is & move-sgquivalent action only. As it
does nod need to heeithie, the construct can reman
hidden mdetimtely

Applicable To: Golem, automaion.

Electrical Fist (Sp) (Special Attack):

Every 1d4 rounds, the construct can charge ils lists
with electrical energy, with small lightning arcs
travelling across s arms. A successful melee artack
deals 1d8+8 extra points of electrical damage in
addition to the normal anack, discharging the effect,

Spell Components: Meve earth, sifent image ond :.LFP:L?H' i U'-'T]TL' J:[.n"mn"'
franimiiite Pock o i Spell Componenis: GCRTRR VP

Slois: 1. Slots: 1.

- - ’ Energy Blades (Su) (Special Attack): Asa
§3ng to Suriace (Sn) [bp-uill Quality): free action, the construct can bring forth two blades
made of pure crackling magical energy from its
wrists, These blades are a force effect, and they add

Four times per day, the construct can walk, run or
perform any of its ground movemnent forms along

any surface. The construct acts as if if wis movin . :
y H i B 3dfr+3 points of damage to the construct's aftacks,
normally and suffers no penaltics in any of its

aotions: Thit affsot lests 10 minaine md the acting like magic weapons with o +3 enhancement

construct is aware of the effect’s duration and will for purposcs of penctriting an opponent’s damage
resistance. The constrisct can manifest the blades up

to 4 times per day, and requires the weapon
miounting feat.

settle on the ground before it ends.
Applicable To: All constructs,
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Applicable To: Automaton, simulnerum
Spell Components: Mordenkainen 5 sword,
Slots: 1,

Energy Immunity (Ex) (Special Quality):
The comstruct is immune 1o altacks from one of the
fellowing types of effects: air, cold, earth, fire,
fonce, eleciricily, mest, #oni¢ oF waler, A construct
can only have one such immumnity, and golems
canmol take this power to complement their already
impressive qualities.

Applicable To: Automoion and Simulacrum.

Spell Components: Miror globe of imalrembilin
and protection from elements.

Blots: 1.

Fast Healing (Su) (Special Quality): The
comstruct camn recover o mumber of hif points every
round determined by the slots thas abality takes.
Applicable To: Automaton, simulacrum.

Spell Components: Make vwhole, or podysorgd an
pijecr and major creation.

Blots: | (recover 2 hp} or 2 {recover 5 hip)

Force Field (Su) (Special Quality): Oncea
day, the construct can surround 1iself with a
shimmering force field that deflects damage. This
fiorce feeld ndds o +2 armour bonws to the constroct
mnd also acts ke a stomeskin spell cast by a 10th
kevel sorcerer, excepi that the field provides damage
registanee of 15/+3. The force field lasts wtil it has
ahsoebed 100 poimts of damage.

Appllcable To: Auwomaton, simulscrum.

!'Fl Cil‘IFiI:I.EI!ItI: Mage armor and sfoneikin,
Blatx: 2.

Musory Disguise (Su) (Special Quality):
The construct builds an illusion around itsedf that
disguises it 4= a living person, as per the change self
spell cast by a 10th level sorcerer, but it also masks
the sounds of automata and generates a voice
appropriate to the disguse. The construct can word
up to four different phrases as specified by the
spellcaster at the beginning of the day. The illusory
disguise canmot change the construct’s size by more
than one foot, bat can change its complexion; it lasis
for two hours, and the construct can chage its false
appearance af will to blend with its surroundings,
Creafunes get & Will gave 1o wee 'Ihl\'IJI_IFh the allusion
(DC 14) only if interacting physically with the
consiruct,

Applicable To: Awlomaton, simulacrm

Spell Components: Change self, defect thoughts
and ghost soumnd,

Slots: 1.

Lightning Storm (Su) (Special Attack):
AR a HL.'.]I.'II:I.:HI’J i T T 'Ihe ComnsArect can Emcr.;l.-: 11 ]
electrical storm in o 30 feet radius burst, centred on
itself. The storm deals 4d6 points of damage and
lnsts 1d4 rounds, and snyone trapped mside the aren
can save agunst Retlex (DO 17) 1o take half
damage. The construct must be immune o
electncal effects to be able generate the storm. A
golem is not cured by a lighining storm it provoked,
This ahility can be used twice per day,

Applicable To: Golem, automaton

Spell Components: Chain Sekining and for ofoed
Slots: 2.
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Major Invocation (Su)
(Special Quality): Like
minor imvoecation, except the
constrect resides in 4 pocket
dimension in the astral plane
and can be summoned

serying device or an

inElomaton's control
focus. The construct 18
completely destroyed
and ciimot be repaired
or even salvaged for

- : i
from any plane ol parts, .
existence, ArrIving :":IJl]-“l.'I-'I.ﬂE To: All
during the same round it CONSHTCES.

wis summoned. 5];_‘.tt11 Components:
Applicable To: All Conningency,

imcendiary cloud
and zemding.

constructs,
Spell Components:

Locate object, rope IFick Shats: 1.
pnd smmmon monster FIT
Slots: 3, Seven-Leagues
Jump (Su)

Minor Invocation (Su) (Special Quality):
{Special Quality): Once Ag a full round action, the constract
per day, the creator can summon the consiruct to his crouches low and jumps high into the air.
side from any location. The construct arrives the The construct makes a Strength check, mravelling
following round within 30 feet of its master and can 40 feet hortzontally or 10 feet vertically for every
take o partial action at once, and then act normally. point the result exceeds 10. The construct lands
Automats can be summoned through their control safely and does not harm the surface it lands on
focus, but golems and simulacra must be keyed w0 a This ability can be used 4 tmes per day.
medallion, ting or other piece of jewellery duning Applicable To: All constructs
the creation ritual. Constract amd spellcaster must Spell Components: Featherfall, jump and fevitate
be in the same plane of existence for this ability to Shots: 1.
work.
Applicable To: All constructs. Shield Other (Sp) (Special Quality): The
Spell Components: Locate object, sending and spelicaster transfers half the damage that would be
pelepart withour errow dealt to him o the construct, il it is within 100 feet
Shots: 2. of him

Applicable To: All construsts,
Secure Scrying (Sp) (Special Quality): Spell Components: Shield other
The spellcaster can see through the eyes of the Slots: 1.

construct without anyone noticing that there is o will ) :
hehind the cresture’s anificial gase The mnsier can Skill Cnmp-etlrnl!e {hﬂ] [spﬂ'_"iﬂl uulll.""l_l"}:

concentrate on an putomaton's control focus, but The construct gains a +10 competence bonus on &
golems and simulacra must be keyed 1o a medallion, skill chosen at the moment i1 is animated. As a free
ring or other piece of jewellery during the creation action and at will, it can transform its hands and/or
ritunl. This ability can be used 3 times per day and fingers into the tools needed to perform that skill.
lasts as long as the spellcasier concentrates. Applicable To: All constructs (except Eidolon
Applicable To: All constructs samulacrum)

Spell Components: Arcane eve and mendetection. Spell Components: Fabricate and limited wish
Blots: | Slois: 1.

Self-Destruct (Su) (Special Attack): The Speech (Ex) (Special Quality): The
congtruct can destroy itself in a fiery explosion that automaton can talk by dtsell, This ability mises the
deals 1d6 points of damage per the construct’s HD construct’s Intelligence score to 8, or increases il by
i all ereatures standing within 60 feel. A +3, whichever is higher. Golems speak with a low,
successful Reflex save (DC 1E) halves this damage, thundering voice, and express the will of the bound
The construct obliterates itself when reduced to 0 hit elemental. Automata speak with a hollow and
pevints or when ordered by its master through any monotone tone, while simulacra ane serily devoid of
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emofon or expression. The construct can speak
Common and the Innguage of its creator, and gains
two additional languages for each time this ability is
ms@Elled. Eidolons are considered 10 have this
ability for free.

Applicable To: All constructs,

Spell Components: Limifed wish and magic mouth,
Shois: 1.

Spell Effect (Sp) (Special Attack or
Special Quality): The golem can trigger a spell
effect as chosen by its creator duning the animation
ritual. Spell effects are activated as if cast by a
sorcerer of the minimum level to cast it. Area of
effect cannot exceed 60 feet, and duranon should
mot exceed half the normal duration in the spell’s
description. The Games Master has final authority
i the details of the .Bh'i!l[!.-".\ ntu'kinsl, .I'l|.5|-,;|H;r|. the

number of slots that the spell ability takes according
i the following guidelines.

spell level Usabde 3 / day  Usable every
Idd+1 romnds

I3 1slot 1 slot

46 Dslot 2 slots

-8 Islots 3 slots

Applicable Ta: All constriscis,

Spell Components: Specific spell
Slots: | to 3,

Spell Storing (Sp) (Special Attack): The
construct can store one spell of 4th level or lower
ihat 15 cast inio it by another creature. The
poastruct’s master defines a condition that causes
e comstruct to “cast’ this spell, or may command i
i do so ob any time. Once the stored spell is
eleased, the constract can store another spell (or the
pme spedl).

Applicable To:  All constructs,

Spell Components: Liovifed winh,

Sois: |

Spell Trigger (Su) (Special Quality): The
cnmstrect can use magical wems that are activated by
sipell rigger, such as staffs or wands.

Applicable To: All constructs

Spell Components: Analyse dweomer and Mysiul s

magvo i
Slets: 3.

Unavoidable (Su) (Special Attack): The
gresfor can designate o target creature via scrving of
by providing & link with it, or the construct may

acquire one by sight. From then on, the constrict is
abways aware of the location of the target ereature
and wall follow it wherever it may be, as long as
they are on the same plane of existence, The
construct is not fooled by polymerph spells and is
only showed down by effects than block scrying. The
creator can recall the construct af any time.
Applicable To: All constructs,

Spell Components: Locate creature and scrving.
Shots: |,

Unerring Missile (Sp) (Special Attack):
Every 1d4+1 rounds, the construct can fire a mnged
weapon with a +20 bonus 1o its attack roll, 1t must
have the Ranged Weapon Proficiency construct feat,
el be armied with & weapon appropriate to iis size
Applicable To: All constructs,

Spell Components: Tre sirike

Slots: |,

Vessel (Sp)(Special Quality): The spellcaster
can assume diresct control of the corstriact’s I'l-u-g_l'_l..',
transferring his soul 1o the artificial frame. This
ability works like the magic jar spell cast by a Tth
level sorcerer, except thut there i= no saving throw
involved as the construct does not have a soul, and &
golems earth elemental 15 tightly bound. The
spellcaster retains s Intelligence, Wisdom and
Chanisma scores, and can use the construct’s
atrength and Dexterity scores. Having no
Constitution score while inside the construct’s body,
the master is immune to poison, disease and similar
effects and is not subject to critical hits, subdaal
damage or death from massive damage, He can still
be affected by ability damage, energy dramn and
mind-influencing effects, The possessing character
has no access to the special abilities that the
construct must willingly activate, but enjoys the
benefits of any permanent effect. The character also
retains his class level and features, including hit
peints, weapon proficiencies and spell-casting
ability, provided that the construct has the Speech
specinl ability and the Fine Manipulation feat, The
spellcaster can refurn to his own body at will, 1T his
body is killed, be becomes the proud owner of an
artificial body, but he must roll 2 Will save (DC 10 +
caster level) every month to keep his life force
bound to it

Applicable To: All constructs.

Epell Components: Magic for and Narys
telepathic bomnd.

Slots: 2.




MAINTENANCE

MAINTENANCE

omsiructs are not expected to stand stll, and

goomner or later they will be damaged. Bewng
Ca'hjel.‘lh. they do not heal naturally, and when
they are reduced 1o O hit points they are destroyed
For such a large investment in time, money and life
force, it is a ternble waste to juest let the construct
deteriorate and wait until it falls apart. This is why
wizards and sorcerers have spent as much time
researching how to build golems as they have
looking for ways 1o repair them and, if the
unthinkable happens, Lo reactivate them.

REPAIRING A
CONSTRUCT

Targeting golems with certain types of atiack can
cure them, but this is more o side benefit from the
mystical material they are made from, and it 15
slow and tnefTicient process, although it probably
Tias saved more than one golem from immediate
destrsction. Automata and simulacra ane not as
fortunate

Spellcasters owning active constructs most ofien
hire @& team of crafismen 1o give maintenance 1o
their creations after returning from a missaon, which
is why some artisans have become construct
specinlists in the first
place

Living beings heal damage naturally, bul constructs
need 1o be repaired. Ideally, the owner will have
access 1o the same tewm whi put the construct’s
body together, but any knowledgeable craflsman
should be able 1o conduct repairs.

A repair check is a Craft check of the same kind and
with the same Difficulty Class used to build the
constrict originally, modified by the amount of
damage it hog suffered. The Crafl check represents
one week of work in which the crafismen spend one
fifth of the body's cost in replacement parts and
materials, Subtract the check’s DC from the final
roll result and multrply by 2. This is the amount of
hit poinis that the constrisct recovers in that week

Damapge Condition D modifler
1 hit point remaining Hh
25% of total hit points rematning i
50r% of todal hit points remaming +2
T5% of total hit peints remammg k]

REACTIVATING A
DESTROYED
CONSTRUCT

The ritual that put a construct together is a delicate
balance between the physical body and the magical
energies that animate it and, once it is broken by the
body's destruction, no spell short of a wish will
bring it back.

Reactivating a construct damaged below O hit
points follows the same process as repairing it

The spellcaster, artisan or group craftsmen roll
repair checks to put the body back together,
and only when it has been totally restored can

ihe builder re-enact the animation ritual,

Since all the caloulations have been miade
already, the ritual takes only half the time
of the onginal. Like the price of repaining
the body, the rimal’s cost in cxpensncs
and in gold are only one-fifth of the
original. For example, 10 reactivate a
destroyed Large steel golem {100,000 gp,
2 000XPE body costs 1500gp), the
character must spend 300gp o repair the
body, plus 20,000gp and 400XF in the
pckivation riteal
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Replacing a Control Focus character wishes o add an Extra Pair of Arms (6

i I an automaton's contral focus is destroved, the CPs, CR +1, applies to Body Rating) 1o his cat
FepiLir process is even easier. The spellcaster mockery simulacrum. The spellcaster must spend

. commissions & pew control focus with the same JOOXP (6 CPs x 50) and 15,000gp (300XP x 50) to
costs and s as the oniginal, Since it is a simple mstall the new arms, which cost 300gp to craft (CP
Dhjl!f‘t pl'i:'rl' 1o the rual, there are no madifiers 1o cost Bp-"l-]izs o Hl:l-d!.' R_a,n'ng}, The rtual to ill'll:ﬂl'l:llc
the check to craft 8 new one. Once the new focus the new features lasts one-tenth of the original
has been completed, the spellcuster enacts a shon duration

I
|
. version of the animation ritual that lasts only one
i day, and he only spends one-tenth of the original
costs in experience and gold. For example, the
| control focus of a Medium-size attendant automaion
| was destroyed (50,000gp, 1,000XF, boxly costs
. LD5tUgp and the control focus costs 150gp).
Crafting a new one will cost 150gp with a normal
| Cruft check, and the binding ritwal will take a day,
By the end of the day, the character will spend
5.000gp and 100XP 1o bind the new control focus to
!. the sutomaton,

UPGRADING THE
CONSTRUCT

Addmg new feats and abilities to the construct after
the anmation ritual s complete is much more

costly, as the magical patterns need to be rewoven 1o
accept the new parts or the additional spell energy

The player selects the new feats and abilities to
upgrade the construct with, adding all CP costs
normally. Note that adding a new ability in a
congtruct with no free shols requires the Additional

. Special Ability
Slot feat. To
figure out the
final cost in
expenence of
implementing
the changes,
the total CF

A cost of the new
features ig
minktiplied by
50, not by 25,
This number i3
then multiplied
narmally by 50
1o obtain the
cosl in gold,
along with the
Body Rating
of the new
parts. For
enample. the
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HELP FOR GAMES MASTERS

HELP FOR
GAMES
MASTERS

izards and sorcerers are physically weak
Wchnmulers by long tradition and it s ne

until they reach intermediate and higher
levels that their powers truly begin to shine, even if
1 pack of goblins can still take them down if the
beasts manage to pet within melee amge. A

construct changes this completely.

PARTY CRASHERS

Summoning spells can give wizards very powerful
allics during combat bul they are temporary, 80 8
spellcaster might be atiracted to the possibility of
building himself an ally that is readily available at
all tumves

Letting a construct inside a party can senously
unbalance play; encounters are not as fun when the
wizard’s new metallic friend can reduce A monster
inite pulp in a couple of rounds. The peint to
consider here is that by the time a spellcasting
character reaches a level at which he can build a
powerful construct, the creatures he encounters are
by nér means a walk in the park cither

Also, having a construct as part of the adventuring
group should not be scen a8 a hindrance, but as a
good opening for now kinds of stores.  Have you
been itching for the chance to introduce the Player
Charscters into & conflict within dragon society, but
they are still of too low a level to survive? The
wizard's iron golem can now help them surmownt
much more difficult challenges

Check the features that the player chose o equip the
construct with, and from there you can tailor a plot

the construct steal the spotlight and remember that,
above all, it is a wol. |f you can adapt some
opponents 1o the paladin's new holy gvenger, the
process to work encounters around a shield guardian
should be just as easy.

The spell effect special ability is an option that
many players can try to take advaniage of. Do not

let them empower a construct with a spell that

hook that exploits them. Be careful 10 avoid miking

eliminates one of its flaws, or that deals deadly
attacks in an obscencly short amount of time, Do
let them pick abilitics that go along with the
construct’s concept. A spy automaton should be
able to possess magical abilities that give him
stealth, but balance them out against the abilities of
a living spellcaster.

Speaking of costs, you will find that players are not
ready 1o part with a 100,000 gp investment on a
single encounter, just as they are reluctant 1o spend
the last charge in a wand. The fact that the
construct can be destroyed and does not heal should
make any wizard have second thoughts on pittimg
his creation against a powerful enemy. You can
control the rate and costs of repair for damaged
constructs, as well as access to the magic that cures
them, and this alone can make the player think twice
before taking his crenture with him if he canmot
have it repaired in the Dield

CONSTRUCTS AS
OPPONENTS

This book 15 not only intended for plavers. As the
Games Master, you need not concern yourself about
the final price of a particularly resourceful esdolon.
Experience costs are meant to keep the players from
building an extremely powerful ally, but your Non-
Player Character can have all the leeway you want
o build & worthy opponent io the party,

Using the guidelines in all previous chapters, you
can customize an enemy 1o the party’s skills. If the
group’s wizard is fond of fire spells, grve your
constrisct fire immunity, 1f the clenc 12 getling 00
cocky in his turning abilities, an undead-looking
bone golem will sober him up. And for adventurers
who think that gelems are strong but dumb, have
them face one with the Combat Expertise feal to
teach them a lesson in tacncs

Iry to design a construct that will challenge the
party, not outright kill them, Using the eidodon
example, the party can be shocked 1o discover that
the scheming noble that has been plaguing them for
vears is really an artificial being looking for a way
to prolong its “hife’, or that the legendary sage they
had been Iooking for 1o question aboul an ancient
legend died long ago, but lives still inside a
clockwork body of his own creation
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CONSTRUCTS AND
SOCIETY

Constructs are prohibitvely expensive, and il
15 rare to find them, However, their
construction is not as feared as other wreane
pursuits, such as Necromancy and
Demonology. A construct builder can be
known publicly as such and will not attract
oo much hostility, especially if one of his
creations hos proven to be valuahle for the
cammunity.

The life of a spellcaster who builds
constructs is made inlenssting when he aftracts
the attention of nobility or other characters

interested in commissioning the construchion of ooe.

A story of intrigue, backstabbing and political
mancewvring can follow as the characters become
imerested in who would commission a small flying
utomaton that can shoot poison daris and becomie
mvisible, .,

You could also base a whole realm on the existence
of constructs, but in that case you should make their
construction cheaper, if nol in gold, at least in the
It foroe the crafters must sacnifice to animate

them. You could implement alternative ways of
powering constructs that do not invelve the
expenditure of experience. This can go from

mscenl steam power technolooy 1o grisly ntuals that
depend on human sacrifice to provide the life force
for the constructs, Every option can spring new
adventure possibilities as well as new options for
your campaign world

Do GOLEMS DREAM OF
ELEMENTAL SHEEP?

The possibility of artificial life has given us
poustless tales about the explosation of human
nature and, although being closer o science liction
thes o fantasy, these issues con also be addressed if
you are interested in a philosophical foundation for
the characiers’ adveniures, Do not be afraid o use
ieas from sci-0i novels, movies and other media,
after all, 1t was Arthur C. Clarke, suthor of 200/ © 4
Space Odyssey, who said that any advanced enough
techoology was undistinguishable from magic.

Druids and other natwre-orented charscters can mke
gdlence af the pale imitation of life that an

auomaton shows and become outraged at the sight
of o simulacrum, When led by one of Mature's

6

defenders, the pitchfork-carrying mob suddenly
becomes a serious danger.

A dying Eidolon might enlist the party on an astral
quest 10 the planes of Law to discover if it has a
soul, or a talking automaton can endear itself 1o the
characters with an apparent mnocence on the
workings of true sentient morality. By taking these
themes inio consideration, constructs cease 1o be o
mere Challenge Rating and become fully fleshed
plot hooks.

INTRODUCING THESE
RULES

The best way 1o present players with the options
found in this book is to have them face a truly
customized construct with unusual abilities. [f the
party has a wizard, he may be mterested how such a
crenture was assembled, and you can give clues to
the player from among the defeated construct’s
wreckage, like discovering faint traces of potent
magic in an automaton’s control focus,

Another option is 1o present the knowledge both in
character and out of character by including a
consirict manual o oa treasure trove oF @ I’l:lrgul!l::n
wizardy tower the characters just looted. Hind at
the possibilities and create o few legends around the
dusty volume and at the same time hand the player a
copy of this book to whet his appetite, Construct
mamnels give instructions to build & specific type of
golem and their market price should be quite high,
once wenbified as what they are, The price for such
0 book should be around 500 gp multiplied by the
Lhallenge Rating of the cresture that can be created
with i




DESIGNERS NOTES

DESIGNER’S
NOTES

% | write this, 1 truly feel Iike Dy
Frankenstein, erying ‘It is alivel’ like the
whtitle of this book. 1 had to wiite a

sourcebook based on six entrics in Core Rulebook
I two of which had nothing to do with the lirst
four. So, armed with a calculator and some graph
paper, | decided that the first task was to figure o
the formulae that the book’s authors had used fo
determine how much it cost o build a golem, a
homunculus and a shicld guardaan, and from that
extrapolate and come up with different options.
While it wis nol easy, it was fun, toa
mathematically twisted sori of way.

Duning the loag aight of cracking numbers, one
thing became obvious - the key for the constructs’
costs was not to be found in their special abilities, or
the number of spells that went into their
construchion, much less which spells were usead,
The key to a construct 18 the material from which it
is made. After realizing this, the distinction
between golems, automata and simulacr become
clear 1o, and provided me with a reason to explain
why they were all different, but could still be
constructed by a similar process

Wow, | have alwavs been a fan of introducing
fumiliar technology into fantasy worlds, using magie
instead of science to armive at the same solutions.
Golems were not much of a choice, since they were
pure magic, but awomata and simulscra lemt
themselves perfectly 1o emulate robots and genetic
engineering. | confiess being a fanboy for particular
titles across a bot of media, and | sneaked in a bt of
homage 10 personal favourites while remaiming
Faithful to the ntention of this book: to provide o
vl fior players and Games Masters to build a
reasonably bolanced congtruct

The corner stones of this book are the first two
‘hard’ chapters, which describe the whole process of
puiting the different types of construct together, and
describe the different materals, All the brain-
twisting and number-crunching went in there, o the
formulie behind the formulae. Once | came up with
the source numbers, the rest was just assigning the
values 1o the night concepts. There is a reason why
& bronze and a #ieel golem cost around the same as a
hunier nssessin pulnaton,

— ¥

The following chapters, detailing the feats and
abilities a construct could be equipped with, were an
exercise in brainstorming. Again, having the
cracked formulae available, painstakingly written
down in a big spreadsheet, helped a lot m assigning
the values for each element. In these chapters there
are a lot of my aforementioned nods to my fanbaoy-
hapoad,

As the entries kept paling up, | realised that many
jbens would not il info 64 pages. You will not get
to see —at least within these covers— golems powered
by fire, air and water elementals, nor the giant
automata guided by a pilot inside 1. These options
will certainly find their way out there, sooner o
later..

Everything said and done, T was hoppy to find that,
even if it books o bet daunfing ot first, the system
saves a lol of time when coming up with a
construct’s stils

| hope vou find this book useful and full of sdeas for
your own campaigns, In my case, doing the
research and the numbers showed me how much
material can be milked from the tiny seeds of six
mOhsler Eniries.

Alejandro Melchor

T e e







LICENCES

G GAE LICERSE
THES LICERSE B AFFROVED FOE GERERAL ISE PFERMISEEKH TOINETRIALTT
THIS LICERSE 15 MADE B Y WIZARLS OF THE COAKT!

THPFES GAKE LN ENSE Yerlas | 0s
Thr Bl kirarwgg beinl o thet paogeedty ol Wigsichs ol e Do, Ire asd o8 Copem
Wik ol O Coml, Inw (“Wiaands™) A0 Boghis Rissrnd

haiii]

1. Defmtirn: () Comenbvien” mewn U oopiiight i mhrvnad e a0 |
rrrirteiml Uy Usgen U onierd. O [ keriaadlop daberial Swass ogiyt ghiml pansiie
rrankrg devrrer works el bankeeen Crnlsdeg b sl perjaie skguageil,
peemiier, reesdi iz et miiiien, obmiee . epgrede . eopEoeeTee] g bl
abridgmrei m oy ferm in stk mn cusiing s ey b el e el oF diyted
i1 “Thminbuic™ wwes o repodece, bomes, aml, boese, ol brosskomd, mddsty deplin
rraearne o ptherw e s, 1§ Uipen Unne Lewiend” mears ke puee e b wal
rabkles ik reedesh. procabres. prerss ael oviees v S il eech peviend s e
mnkosty e Frugses lacais are o an mbweorern e e prre o ped o skl emed
anem ey skmeled s (e Clree Coriend by e L oeinbuioy. wrsl rerers ary =
arred By oo Deres, ockxiey, comniarm ol sormiee oo eree oy g lem
T gcrlicls mcheks Frodact keniey. (o} "Paxded enirfy” seand prodecd aesl sk
kird e bpra and ccirfoeg sorks 1schabeg Tl dem: ariders: oo checien.
nores rkEybren plobs, therars cerenis. dalspe reeknis. mrguage arberrk

wraiesh dmogws, depicrmi, e lomes pasn. conorprs. wrsn md praphss
Phragraflas did ibwil pHdE 01 Babio peRETIIRiE AT and desonpraEn at

gl rein, ol b A paEE, [T e, maes, pErems lherssss and opecal

Lais, B RN, CHEIIE, sqaEITEN], Fuigical 0 sdpomanl

dul i o pflehi, b, sidads, of graphic sl g erad avy o ek o g
Faieppih ety ahiil 0Tl e Pealicy alernny b dle s o e Froatn ldemos msl
mbach speiafwils v bk D Oy Gaier Cbid; 171 “Trachivark ™ msird vha lagas,
ETES, sk, HgE. b, druges Pl aie el by s Contrivanog 1o deen fy e T or e
prodecs o e psscised prohe-h nsrbsie] b o O Cuiee | i b e
Cominlugior ] "™, “Usll™ or “Llig" retars bowiie. [Hittlage, ooy, sli, S
rende®y, mwninir wnl viberw iee covsii Dloytised v bl ial o Oipery Cuies Cogiam if) Wi
™ “Yer” eEnrs b koo n s ol e speeeei

1t Leewe s Laxsse spples iz o Opee: (e Coniend sl coplans o imfier
madscwiry S o Cbpeny Ciirer C ot wnigy onl v be Ul wakey' wid i i ol this
Lerns. You mus o wach 1 sofier b arp Upm Unir Uopderd el pies L'se Sa bevi
mry b makded e or wrbsracied o o Licenie oo dosribend by B s il
% pife erre or poadsiows e e eppbed G0 exy Cipon Ceiese Ciosdend deishadnd ining
i Licerms

& [twr apet deocepures [y Using rhe dpen Claree Corereni Yow mshewr Toe soccpisnee of
tha r=re of this Lo

& CwE iad Coraabiresen: in coasudersen for agemnay oeousr tas Loomse . i
T g Noe i pirpanial werktenics, royaley-Tee, ene-enci st lovesr wrih b
it e ol i [icrnes w s, che Open Cars T oesera

5 Rrprrerrdabon af Sebenity b Tamgibaas 17l o conrdanag ergeel maemal =
(v Chaior Bl W (efiEaT M Wl O b e TR s St gad o
YWru harew wa Theert jighi fo giaa M (s cofmrymd By this | e

& Poinior o | bt Caspigehts Vioki Wil it e COPPPRUGHT SOTECE i o e
Livereer b0 iailals tee au ot e of e TOPYEIGHT BOTICE of sy Dren Garss Csslard
‘i moe g el g oF diteduaing . Gad Yiei mad okl e 1l B copreghn das
mul D opyrighid Brokdei s paisw o s OV RIGIHT MOPTICT o ay asrigpaa] D s
Comirnl pord [htrdnin

¥ U of Fristid ldesile You agred ind Wi Ll ois Poaban |deanry, e bilag & ai
mebrwim = v cmgutialiy e ae el p eyl s wedbe sakiyiaden
Agremywnl with e oy of coch chreed of ml Panked blndity Yow agree iof b iisladi
cxnpmidubip o co-pdepiadd ity =oih ary Tredorsass o Regrieved Trbeviarks 16
oEpErion wif o work cntereng Cper Usee U ockmit cicepd as eigetilp livonend 6
mxriwr, ndepredsr: A proomem wril the ey of e Tredemark o Enprideesd
Tradrrmrk. The emr ol ees Prodeet |dewuity oo Upen e U oepiepd does Bl ookl Bafie @
challenge w1 152 reraTship ol thn Prolaci benirry T cwmer ol aep Prodec liredls asel
is Chpen Cams Copsrre: ihall main ol mghes, wile sred eeeresi e e bo thed Proskecd

[F 1S

B Wenfoman  ves deamnbor Open Gans U seen Bl s dewdy oeioey »ack
i ol Ul ek P ped @n damisaang e Dyee D Do

S Upkiming e | loves Bl o os il prassd & goes may el iah aplesd rersars ol
chab. | b Tidi ey ey sacterised versiae of this Liconss 2 copee wadl®y mmd
vholj il vy Dy Tl Camend g ealdy dem botad e ki @vy s o 126 Liomss

10 U oo cliki | b Viws W PR v il & copw of this Lisarsss wify msory cops ol tha
Uiy Unidd ik Voed Tiibaia

U il Cosmyies Cindes e mey s ena ® o the Dy See Cerem
sy Ve fuiier of die Caamibadsd snieid Wi bave sTiEes pemussin from da Coenise
e

L brmbuitty b Cimiplp [T d o i bl Fai Vo 06 Qiiply with ain ol the e al
Liporme sty respedt 0 wons or il of e Dy
= gprrarrrisl =gl atien s T may sl Lis dep Opem Charee Rlateral s afTaisd

11 Tomretor: This Lioose sl s siisestios 15 i Yiow fel & oepls aih ol
ETras i o bl o oore sech brosch sriten ¥ das s ol sy, pesar
All i eemey dull sarreve the erveramon ol dus Lorsar

4 Nafrureance: 5 pey proeoes o s Lioorese o el b b oemlieceghie ma boprer man
uml 52 rwkorer sy B L coend necosrs ormbe o erivrorshbie

13 COFYTREIET MCFTE
Dyex dlwre Liowrss v | B L opyoghl SR & mn of fx L smi

130 Syaen Rele & Camgm Cig
b fan Thase blosie Coad, S
il [ oy s

bac | Asrem
16 by £ Gy Cipgan

Chpen geew senamd e o b gueds Lioaw
Fubliiking

Vil el seprighd HEL, Bdrg o

Db IR Synion® Liccaer verion A0
Ay dronimding the racioes graphic s wxl'or =5 reermng e L eelirrmien Lel o
geprtrd ot e “caed (ol dha Licarses (W™ sconm 1= 5 bearsd byt filloeryg
witer mml coinlileen

Cagpynghi & Trclaract
Wiparhs o M U iamat, [in oo rela and cseraren oF 4w 20 Syeem omlrmerk s,
e A3 f ety e b sl diet Goofr Vighvm dmed Taaimweahia o Lisimead b W amrda sl
B Coasl e The OV cisl ' poards o0 the Cossl J38 eiber Trasdestsil b Logn DGadids v
Il weorporasd e by wioemre

1. Liswres 1w e

‘i wrr hevdey prenind e e benboeble, e o b, AcalTe Bes oo G i e
20 Sywmrm rrakraak legoe, B 00 Syden ewiorari. el prripin vibkes Bebrinetio dl
oy meTed by Wisanh of fe Cran m ecordsacs mil the orsbisrn speziml w
Tort O il W ik of that Uil (1700 v Tobimah Loga Chisk somem 10 ode
“Livmnal Articde™

1. hremras) red e e
By ik wf ol dmdoF T e eus g the A3 Seae Tredawask aular g
ey vl Bam L, Wi mgeren ved G pesiesl Hie ceasuabige off P | aisasd Al

4 Mresh wsd Com

s B vend b Yo Bl bw cormply w i Doy tessn ool P | leeres, s el | b crreaiere] =
b o bresch ol this Liverse. Wissinds of fer Conil wi| sheni o il e is wriseg by
mmheg & Heganorod Lo o the sadrms Loied o the oot recend & onfirssida U el o
Filal, i omp. Vious will e M0 deye from e deis e sobce (S “cere pereal™) o oo e
Feeiahi b Ul st Moo of Wigaeka #f vk Craa 11 res Conlirmmmess Card 6 o Al yos
=il b pormelered b e beewedy of des Lecom cmmebanle

8 Termamdsn
H o char arsd o e core peniad, cha Bresch s 308 comnd, Woorseds of the Ut mos eoreorie

s | wriir affedd Fardewd &1Fbe mmdee B Yo

d  [Eferos of Sorreinstim

U . wme i Wl el imradusesy uop all i of du Lomsed Araces ol w1l
dratioy Wy (e B iRl el i Yok ey da O Sy
Irndermrh bgra  Tou sl rrerr pny ome ol e A9 Gratern Tindermih iges G0 i
alverramg weh s ksl o oy e = Yoo reei sine oed corepesy @

waloh sl il Timi mae i Selwraed @adie F @ w8 s Ln iF TP reeenels Seinineed
i bearny) B 00 Syuid Trasbeamib bogpo 00 deitrsy thai saarile Yes sil adoly
Sowr mry onb riss o carryieg oef e ETmoel e Dewre

T Feasdty fo Faihar ni Cemgly s Term sadion Sremuctions

17 Fa fd b oy il e Efepm o Tewam naton, Wi parchs ol the Ui iy, @ i
opten parves digrior, by whech Tou sl be rropesssbsbr fin o gal ols, age i Yo
ia L Al ewiemi o B e for noach of comreet, coperighi el elceeh niagreenl
Cavmges il anp e rerendy aqulihle

[T

Wiamreds of e Uiasi ooy isvar spetairy pndor e rewgses of e 0 Apilers T v
lagas. widese prow enkx. Wes wil, ol i sarbes messhic pperiurafy, updeie o aeiesl
iy Vol o e e epdeed wador sew verenn of e 200 Sysemn Tnsiooark
logm Yo dwg vomdiorer ke (el iy (96 el oilig Bkl vha) beisn o ehlr s
of B 0 Seysicm | rssdezmark. o

& Changs w Tavr
b e 61t Comsi pry nm apm ey ded oF (Fe i B e e
mEEr. ¥ou wil, B b ewrbon s agrerhend s amben sl respesEs be te gulaisd
o i s e des Lorese P 6 oproasd s W dyn YYeu resy comirar i disistese oy
o i g, Wikl |l iRl WU e s e of o Lcwsss Tl fier
wribm coesel werail b obigeend (e Wil ol te (ol Sdlisdesr s of s
Liomer w1l o § 2P veem s

el ke | i

10 [pmlates ol | i Bl
Yem traiy bummairl e apdeted evaon ol e ol il Conllime Cad @ e nime s
Sy of g Lo

1L Pomram: o [ immrmamy

Welggrda ol rier Cinsiar

¥ Sautrw Lwmens [l
I B TOT

Hamion, Wi SERTTaTOT

LI ko maunErascs @ sxpperl
Wirards oof L Umner shall ke m oShgraen sshaisorrey o provely You i aee ol
o B kit o M 0 PRk 2 e L350 9 e T rederaci g

1. a2 Warraniy | Dscinrers

TTIE S0 ST STES THADNEANE | Er FUES AHE RRGTR AV ARLE LIS AN AT
I RAKIE WIEZAHDS OF T COAST [ BT BEAKE ARNY ELFEESESN AT IS
R WARAANTY, WHE THER FEFRFSS OF WP T, AS T0F THE FITRLISS M A
PAHTE W LAE FUER AE LEE {8 MEECHANTARRITY WIFAEDS IF THE (TI4AST
TR LE PSRN T O WARRAMTY THAT THE {0 7S TER
TRADERAHE LW PSS AR BRI FREE MU RS N0 REFRES ESTATION R
AR WT W THAT THE 05 SVETESM THADEMARE LI} FILES LAE DRROE
FRIT

6d




CONSTRUCT PROCESS
CHECKLISTS

Golems
Prerequisites Feats: Crafi Magic Arms and Armour, Crafi Wondrous liem,
Spells: Gewsiguens, limited wish, polvmenph any object.
Process 1. Sclect a materinl. 2. Choose the size of the EIJEEH! and record the CP for & golem of its size and material
3, Select feats amd deficencies (if any) and modify th apdingly. Add or subtract the CP cost of each feat to the
Body Rating if appropriote, 4. Inchisde g gy Minal CP by 25 10 obiain the toial XP
cost, &, Multiply XF cosi snd Big { ectrvely, 7. Make Crafi
checks 1o build the body, BB Alive!

gy 54 1o obtwin total gobd nod ed) ;
: l'-ll'llﬂl Muke checks relevant to spellcasting®

Automata

Prerequisites

Spells: None

Process | on of s
sie and m 1t feats and deficie ) and modify the CP - -

[ff'-' CP ooy ¢ Body Rating if approgriz lude any availuble spec ility. . ply final

NP cost. 6 Multiply XP ¢

: Boddy Rating by 50 1o obta ! dy 0t
checks to build the body. 8. 1

the rmtunl, Muake checks rel

Sim
raft Wondrous lem.
ulacrum templote.

oture, I, Choose siee of the
4 simuloerim template and

actuimn and record the CP for
2 CP cost fothe bose, 4, Se

{if any) o mgly. Add or subtract cost of cach feal o the B
&, Select o ! hility. & Multiply final C 2% to obiaim the total XP
and Body Rl

. Ensct the

Feats: Additional S ility Shat, ixpertise, B i Z t, Drefensive
Musioeuvres, Extr Arm) wxtra Puar of Legs,
Fine Manipulstion, Horiz Mittural Weaponry,

(verbenring, Trample, Range
Deficiencies: Berserk, Bound, Mo F
Vulnerability, Weak Spot
Special Qualities: Alternate Form (Su), Suressght { Ex ), Burrow (Su), Cling to Surface {Su), Chameleon Figld {Su),
Energy Immunity (Fx), Fast Healing { Su), Foree Fizld (Su), Dusory Disguise {Su), Major Invoeation (Su), Minor
lnvecation (Su), Secure Scrying (Sp), Seven-Leagues Jump (Su), Shicld Other (Sp), Skill Competence (Su), Speech
({Ex}, Spell Effect (Sp), Spell Trigger (Su), Vessel {Sp).

Special Attacks: Breath Weapon (Su), Concussive Strike {Su), Electrical Fist (Sp), Encrgy Blades (Su),
Unuvoidshle { Su), Lightneng Storm (Su), Self-Destruct (Su), Spell Effect (Sp). Spell Storing (Sp). Unerring Missile
(Sp).

Unarmoured, Ponderons,




NSTRUCTS

IT IS ALIVE

The Ultimate Creation

Ciolems st silenily in dungeon corridors. ready 1o apprehend unwary adventurers whoe dare defile their former
master’s sanetum. Shield guardians follow their owners faihifully, imerposing themselves between the halder of then
et and anvihing thot woubd b lim harm, Homomeuh My fiorth, powered by their cremtos’s lifchlood uto a
grotesgque mockery of Hite, All of these pre constrscts, artificial life forms brought mio the warld by mtals long

wecreted away an the commers o occult ibrires, i the mins i PRIy msieal SImpires i hie prersonal nobes o

spellcisters with the curiosity o explore this Tield of arcane bor

Inside Yoo Will Find:

Constructs — An Overview: An in-depih leok an the crafting of construets and e difforences between goletis

mdarnmlons aid simualacr
e Depwing Board; Full miles for building vour very anm consiruct!

Thie Artisan’s Craftc Detuls and costs of eildmg o constroet ol any sieg. Tnom e Salamicintie Gokem 1o the
Clockwork Adibormgilon
Buliding a Better Construct: The mere building of o construet is by no mens the bt of thas Deld of arcane w2 il

1 .
Comstrsets cun be relined and improsvces]l, mikiing thcim utleris lethind by the weeaid s SnEmieEs

Consirwel AbiHiles: A ol Dsfaiage ol @l e spaacanl ahhbes prwd lessis oot com g mscorpsarnfgdd ik I ConsEiraces desiom

Vginienanee: Even the hordiest construet miy suller serious daruge. Leam Isowy 102 repair wour new creation guickl

|.||_| syt

Help for Games Masters: Constructs are by no means the provinee of plavers only, A full discussion For Gamcs

Masters 15 included. showing how W cope with constnscts in o compaign and use them agamst e players

2
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