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INTRODUCTION

INTRODUCTION

olems wait silently in dungeon corridors,

ready to apprehend unwary adventurers who

dare defile their former master's sancium.
Shield guardians follow their owners faithfully,
interposing themselves between the holder of their
amubet and i'lll}'[l'liﬁs that soukd |'|ri|:|!'L him harm.
Homuneuli Ay forth, powered by their creator’s
lifeblood into a grotesque mockery of life. All of
these are constructs, artifical life forms broaght into
the world by rituals long secreted away in the
comers of occult hbrames, m the nuns of maghty
magical empires and the personal notes of
spellcasters with the cunosity to explore this field of
arcane lore.

Building a construct takes respurces, skill, patience
amdd, above all, dedication. The laboratory reguired
1o assemble and activate one of these beings is
unigue. After building his place of work, the caster
must still gather the raw materials that will make up
the frame, This alone is enough to deter any poor
wizard frivm even attempling a construct without the
patronage of a wealthy noble, But the sacrifices of
construct craft do not end here

The spellcaster must be willing 1o sequester himsaif
for wesks or even months, working non-stop and
avoiding all distractions to achieve balance between
subtle magical energies and the hard matenial 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
introduce a flaw inio the construction. Even after
finishing the process, the caster must still imbue his
creation with his oem life energy, losing a part of
himsell 20 the construct may rise,

But all the hunlshlps piy off in the end, for the
wizard or sorcerer has created life. Wheiher it is a
gpanit-doven golem, a magc-powened aulomaton o
a life-imitating simulacrum, he now has a powerful
servant who does not need food, never questions an
order and can crush almost anything that crosses its
path. Adthough the humanoid form s the mos)
popular for constructs, ther artificeml noture lends
itself to exploration. Dedicated crafters can
experiment with a construct’s shape, building all
kinds of artificial servants for purposes beyvond mers
guarding. A group of small simulacra make for a
guperior construction force, a huge automaton can
defend a kingdom from giants, and legends speak of
titanic golems that could face an elder wyrm and

come owt victorious, All the secrets of creating life
are found within these pages, waiting for those
armed with the patience and single-mindedness that
such a demanding task requires. No sacrifice 1s
encugh, and all the means justity the end.

ENCYCLOPAEDIA

ARCANE

ft fs Alive. , . 15 the fourth volume of
the Encyclopsedia Arcane series, presenting a new
system for building constructs, Designed to be
seamlessly slotied into any fantasy-based D20
games system, these sourcebooks enhance and
expand all arcane spellcasting classes, adding a
whole new dimension to campaigns. Each book of
the Encyclopaedia Arcane 15 not just imtended for
Games Masters to use in conjunciion with therr non-
plaver characters, however. Players themselves wall
fimd fall details on how to use the magic systems
with new or existing characters, greatly increasing
thiz wealth of options they are presented with by the
core ritlebooks.

i iy

CONSTRUCTS — IT IS

ALIVE. ..

The primary purpose of this sourcebook 15 to give
players and Games basters alike all the information
they need to build constructs such as golems,
automata and simulacra. Within these pages 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 defiend them against the physical threats
of the world or for simple arcane pursuits. You will
also find mew feats that expand a characters skill in
the crafting of a construct’s body, Non-Player
Characters who can add him during the process and
several options for creating new and amazing
constructs never seen by the eyes of the unimitisted,

Building an empty shell and giving it life is an
expensive and time-consuming endegvour, yet the
rewards are clear for, by the end of the exhausting
process, the caster will now have a pnceless ally, a
formidable soldier that will obey his orders amd
smash his enemies into bloody pulp when spells are
not sufficient. Golems, automata and simulacra
shamble forth from the workshop's table ready to
gerve untiringly and ungquestioningly, 8 mockery of
life, vet an improvement upon nafures oam
CTEallons.
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M| consTRUCTS —

AN OVERVIEW

‘1 ’ 'Fl'iz:an:ls and sorcerers have long been

known as these who amper with forces

martals were nod meant to handle, This

reputation is further remforced when it comeas 1o
those spellcasters who build towers from where
strungze and unholy noises echo af night, Arcans
researchers push the boundanes of magic i their
laboratories, 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 skill
and power. Nobody would challenge the wizard
who semds two brass and wood automatons to
collect provisions from the nearby town, or who
aemds @ WArnimg aboul an inval;l.'ina_ wrmy wig i
ﬁilppi.rls humanaoid, .. !hins,

Respect can easily change mto fear, and some
spellcasters care liftle o dispel the mistrust caused
by all the clanking comimg from their laboratory.
While other areas of arcans practice are fuelled by
the acguisition of power and knowledge, a mage
pursues the science of constructs as a test to himsalf;
he is not interested in what he can obtain, but in
how far he can push what he already has. All of his
research is oriented toward building a beiter golem,
finding the way 1o craft a reliable automaton or
deciphering the secrets of life so he can create his
W,

Giving life 1o an object that previously had none 15
the ultimate show of arcane mastery. No other
school better demonstrates the spellcaster's control
over magical energies, balancing the artisan’s craft
with the wizard's talent. Transmuters are the
specialists most interested in building constructs, bt
any wizard or sorcerer can iry his mettle ai
animating a non-living thing into a semblance of
life.

LABORATORIES AND
WORKSHOPS

Puiting a construct’s body together requires special
equipment. Brewing a potion is very different to
mixing the ingredients for 8 homunculus, and a
gobem takes a lot more space on a laboratory table
than & sword waiting to be enchanted. The best sites

o 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
pitchlorks, but close envugh W shop for feod and
any simple imgredients. Large and cosmopolitan
cities can tolerate a construct workshop, so long as
there are no devastating explosions and the caster is
careful not o set loose a rogue, rampaging golem
amid the populace,

Regardles of the laboratory's site, the imenors are
generally alike. A table dominates the centre of the
main construction room, surrounded by all manner
of equipment 1o install the rest of the components
into the construct’s body, 1f the caster wishes for his
construct to leave the laboratory, he must include a
door large enough to alloew it, or just use his new
creation to make one on the spot. Very large
constructs cannot squeeze 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 crafler who
was paid o build a gigantic stone golem out of a
cliff side. Omnce the sculpior finished with the
chiselling, the wizard was %o focussed upon the
ritual that he 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 s detailed in
vanous books of specialized lore, some still in the
possession of their authors, others inhented or lost.
A construct manual 15 worth a hefty sum if sold to
the nght party. These books can be easily mistaken
for tomes of scholarly studies but, on closer
cxamination, all the diagrams and formulae reveal
them for what they truly are, even if no magic is
senged.

The mages of old scribed their rituals very much
like others write down spells in scrolls. Depending
om the complexity of the construct, such tomes can
go from a slim collection of nofes o a true
encyclopasdia of comprehensive knowledge. The
creation and amimation of constructs 15 one of the
mast exachng fields of arcane research, and crafiers
would greatly benefit from sharing notes so common
problems could be resolved. Unfortunately,
cooperation betwesn wizards and sorcerers is an
unlikely proposition, and any willing to animate
even the smallest homuncwlus must conduct most af
his owm research, either basing it on empirical
experimentation of aided by the notes of a masier in
the field,
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Once all research and materials are gathersd and the
construct’s body has been crafted, the caster begins
enacting the ritual. The previous investigation and
manual labour are nothing compared 1o the period
during which the wizard or sorcerer distils magic
into the limbs and structure of & construct. Spirits
will be summoned and bound, control foci linked to
the frame and pools of fluids and ichors coalesced
imto the desired shape. Baw magic force will be
knoited, twisted and forced to reside in a physical
shape until the wizard can savour success as his new
creation rises from the table. The animation ritual
varies from construct to construct, but all require
contimaity. It does not mater if the crafier is
creating a warrior golem or a small mechandical
worker, if the ritual is interrupied for a single day, it
will fail, During the ritwal, the wizard or sorcerer
traces runes and magical markings all over the
construct’s body, coating it with expensive
compounds and injecting other strange substances,
All of these components shape the magic that will
power the object as it tarns into a creature, and will
be consumed by the time the ritual ends with the
final casting of the Last spell.

All animating rituals have key spells that need be
cast or else the whole process will be fruitless. The
spell emergy of the Minal casting fires all the latent
magic the ritual infused in the inanimate frame,
shaping it along the inert body until, like a flash of
lightring, the construct becomes alive and aware,

CONSTRUCT SUBTYPES

Construct bore classifies artificial beings in four
groups: golems, avtomata, simulacra and puppets.
Golems are sculptures or frames that move thanks to
the: magne cast upon them by the creation ritual and
driven by the bound will of an elemenial creanare,
An iron golem is 8 good example. Auiomata are
ingenious devices that combine engineering and
magic to move. Several materials are put together
iml & machine that would move by igelf with the
proper power source, and raw magic is such a

gource, not any summoned and bound spint. A
shield guardian is an automaton built with a specific
parpose, Simulacra are mockenes of living beings,
put together with organic matenals yet lacking a
spark of life, moving only by the will of their
creators such as an homunculus. Puppets are objects
anmated through a magic effect, and lose their
properties once the effect ends. As the puppets”
apparent life results from outside sources, crafiers
comsider them constructs in name only.

GOLEMS

The first thing that comes to mind when hearing the
word “construct’ 15 the golem. Golems are the most
cost-gffective of the constructs: the single material
involved in the creation ritwal carrics inherent
magical properties, they need no additional
enchantments to provide them with basic
intelligence, and are as hard to damage as they are
destructive in their own aftacks,

Golem bodies are mostly 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 ritwal
imbues in the golem depends entirely on the
material used to craft if, and any who would harm a
golem must first know what chinks remain in the
construct’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 ritual incledes the
incantation to summaon and bind the spint mto the




CONSTRUCTS - AN OVERVIEW

sculpted or crafied body, ordering it to remain and
control the golem’s movements. Earth elementals
are the most commaon motors for golems, but bold
researchers have managed 1o 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 1o power a golem, but experiments 1o
trap and compel undead spirits, or even celestials
and fiends, should be conducted with extreme
caution. The prospect of a fiendish golem escaping
its creator’s contral is terrifying, and only trse
pasters of the art should even think of trying

A golem's rigid nature is a boon when it comes to
resistance, but is a hindrance if a wizard wishes (o
make his own improvements, The amount of magic
needed to animate solid and inert material leaves
ligtle room For other enchantments the caster might
wish 1o equip the golem with. An iron golem can be
made 1o exhale & 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 golem
accept additional abilities than its base material
grants. Also, altering & golem after it is animated is
costly and dangerous, the balance of energies that
keep the clemental in check are subtle, maintaining
its power. Any alteration to this balance can free the
elemental, rendering the golem inert once more

Ciolems are extremely strong and nigh unstoppable.
Their slow, ponderous movement is compensated by
incredible strength and invulnerability to all but the
strongest attacks and spells make them ideal
guardizns, The main drawback in their construction
is that the ritual takes a long time 0 complete, much
lomger than with any other construct of equal power.
The best use for golems is in tasks where raw
strength is needed and even then they must be
directed at all times for anything more complex than
‘golem, smash!’

AUTOMATA

Automata are easily confused with golems, as thiey
too can resemble moving statues but the
resemblance ends there, An automaton is not only @
sculpture, but also a complex mechamsm. Raw
SOTCETY POWETS Its movements, bat i is mot
dependent on magic for all motion. This
independence gives an auloialon a greater
versatility than the golemn, as the spell energy the
latter needs o be able fo even move can be used 1o
fuel additional abilities, magical or otherwise.

Automata can come in any shape and size, though
humanoid is most popular. Crafters understand
human movement better than that of any other
creature, but same enterprising or knowledgeable
wizards have made four-legged automatons, and
some even speak of mechanical centaurs and
spiders. Very rare putgmatons are built from a
single material, and even then, none are built from a
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 1o grant a
greater spectrum of abilities and powers.

An automaton does not depend on a trapped spirit
for movernent: il is raw magic that moves levers,
gears and pulleys, and its rudimentary consciousness
derives from the purpose for which it was built. An
automaton can store more free spell energy inside is
body than a golem, which allows the wizard o tailor
an automaton’s powers to his liking and, in turn,
define the tasks it can accomplish unsupervised. To
properly channel this purpose and ability, all
milemata have 8 control focus, an object linked to
them by magical means, not mechanical.

The control focus can be as small a5 a medallion,
even if the aniomaton 1s several siories tall or the
size of a thumb and it can be installed inside the
construct’s body or stored outside, worn or carnied
freely. Not even planar boundaries can sever the
connection the ritual creates between the aulomaton
and its control focus, IF this focus is destroved, the
construct ceases o function but does not lose its

I |
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magic. A new focus can be erafted and bound with
a simpler rifal o return the automaton fo life. The
ritual to build an automaton s significantly shorter
than that for & golem. An automaton is already able
o move and does not require any magic or ritals o
allow it 1o do 5o, and there 1s no summoning of
binding imvolved. Automata are significantly
weaker than golems, but they make up for what they
lack i mvulnerable defences with a greater array of
special abilitics. The ritual ties together the spell
effects and makes them available for the automaton
o use as specified by the caster. This particular
characteristic can make an aulomalon 3 more
unpredictable and dangerous opponent than a
golem.

These constructs do not possess an advanced
indelligence either, and are only goed for the task
they were built for, The most popular automaton is
the shield guardian. Built to protect its master as a
bodyguard, 1t 15 armed with powerful defences and
its comtrol focus helps it to identify whom it must
prodect. Chher automata can be animated for other
tasks, such as outright battle, construction work,
entertainment, sentry positions, housework, and
much more. The caster’s imagination and resources
are the 13]1.|:" limit for an automaton’s purpose

SIMULACRA

Of all the constructs, the simulacra provoke the most
comtempt and revulsion. Their construction and
simsation rituals are completely different from

these for golems and automata, for o simulacrum is
made of flesh, blood and other unspeakable
jubstances.  Simulacra are called thus because
they are an imitation of true life, a mockery even.
There are more failed expenments and

horrendows results in simulacra research than for
amy ather consiruect, creating monsters that die
mercifully a few days after they leave their
creator’s laboratory.

However, successfiul simulacra are very
useful indeed. They resemble living
Beimps while still remaining consirecs,
and some 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 humanaid. Cther
simalacra are simply indescnbable
monstrosities that any who encounter
them hope were an accident of creation,

As close as a simvulacrum can resemble a normal
creature, there is always something unnatural about
it that reveals it for what it is, The most telltale
signs are that simulacra do not breathe and ooze a
viscous liquid instead of blood when wounded.
Dependhiings on 115 “design’, the simulacrum can have
exiri appendages, features that belong o other
creatures, exira heads or more “creative” additions to
its physiclogy.

The process to make a simulacrom i as simple as it
is grodesque. The crafier puts together a collection
of fluids and body parts, sometimes only needing an
organic paste made of rere berbs, roots and blood
from creafures he is adding features from. This
maass is then moubded inio the general shape the
wizard desires, amnd the anmmation rmal slowly
perfects the form as the caster injects magic and
other ritial components, By the tme the mtual is
complete, a new creature stands up and walks. The
key component m a simulacrum's ritual is the
cister's own blood. Depending on the size of the
construet, the caster may shed from a few drops in
the case of a simple homuncalus, toe a fall bucket for
a larger specimen. This blood serves the same
purpose as an automaton's control focus and a
golem’s bound elemental: it is a link between body
and the power that moves it, in this case, the caster'’s
awn force. By 'h;.i'.-hlg its cremtor’s blood as an
imgredient, the simulacrum is forever bound to his
will. Only the creator’s death will free a
simvulacrum from this control, even 1if it recerves &
ceriain amosnt of sentience,

|’ i i ‘-I'S'\‘L,-J bl
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THE DRAWING
BOARD

efore amy would-be construct builder
commits his resources to research or niual,

he must first have a clear idea of what he is
trying to accomplish. The planning stage to animate
the humblest homunculus or the mightiest golem
begins at the same place - the drawing board.

The spellcaster begins with a clear idea of the
purpose for which his construct is being made, Tor
the final purpose of his creation not only determines
what materials he will employ and what functions
are installed, but also the kind of construct to be
animated. The familiarity the caster has with the
kind of construct he is designing is another factor in
the planning process, although the drive to animate
life is most often the simple joy of trying new
things, Onoe 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 it will drain from him.

BUILDING PROCESS

This chapter presents the process to build any kind
of construct from scratch. The player must take into
consideration the construct subtvpe he wants o

build and use the appropriate process detaled below.

Even if the mechanics of the processes are similar,
golems, automats and gimulacra have different
requirements and costs, and the choices in ther
construction yield entirely different resulis.

Construction Points (CP)

The system to build constructs has a basic building
toal: Construction Points (CPF). Every material,
feat, feature and deficiency carry a cost measured m
points, As the practitioner makes his choices on
size, materials and abilities, he ndds points assigned
to each, or subtracts points by infentionally
introducing deficiencies. The final CP amount is
then used to calculate all experience and gold costs,
as well as form a fnctor in the research process to
devise the ritual for the construct 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 altered in the following steps of the process

Material Package (Automata)

All mutomata are made from different materials for
ench part of their mechanism as detailed in the
Artisan's Crafi chapter. The combination of
materials depends wholly on the awtomaton’s
purpose. The material package provides a base cost
that will be altered in the following steps of the
PrOCEss.

Base Creature (Simulacra)

All simualacra are made from a base creature 38
detailed in the Artisan's Craft chapter. The cost of a
base creature depends on its type, which is selected
from Core Nulebook [, The base creature type
provides o base cost that 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 in Core Rulebook [f. I
is the addition of a simulacrum template
that changes the base creature’s type mie
a eonstruct, meaning the caster has
created an imitation, variation of
perversion of the base creature
Each template carmes an
additional CP cost,
depending on its features,

Shapes and Size
The base costs for materials
and material packages
correspond o a humanaeid
construct, while the hase cost foF a
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simulacra’s base creature is the shape
comesponding to a normal specimen
of the creature’s species. The
shape and size of the construct
can be altered with special
constrect fizats at an additional
coal &5 described in the
Building a Better Construct
chapter,

Feats and Deficiencies

The player can purchase fieats for his construct that
glter its shape or add capabilities, Construct feats
are handled in a similar fashion to character feats in
Core Rulebook I, In addition 1o any prerequisite the
constrect must meet 0o add a feat o its creation, the
plaver must add the feats cost in CPs to the final
cost. Some character feats can apply to constracts
af different subfypes and there are also feats
exchusive to golems, awtomata, simulacra and
comstracts in general. A deficiency is a kind of
reverse feat that adds a flaw or disadvantage inio the
constract’s performance, reducing the Nimal cost by
subiracting its CP amount instead of adding 1. The
Building a Benter Construct chapter lists all feats
and deficiencies available 1o constructs,

Special Abilities

Depending on the type, size and components of a
costruct, the spellcaster can add a mumber of
extraordinary, supernatural or spell-like abilities the
fomstruct can use of enjoy as part of its normal
fanctions. These ahilities require additional spell
components the creator must cast personally ot the
end of the ritual, but be can use outside sources,
such as scrolls. Most abilities are standard in
ponstriscts a5 dictwted by their physical component
and do nod add CPs to the final cost, but require that
the creator bas access to the spells that activate
them. The Construct Abilities chapter lists several
ahilitics a caster can include in a construct, along
with the spells necessary to install them. The cosis
for acquiring and casting these spells are

independent from the construct’s final cost,

Bady Rating

Part of the total cost of building & construct goes
into building the body. All physical components
have a base Body Rating (BR) that corresponds to a
humanoid polem or automaton, while the base cost
fier & simulacrum’s base creature is the shape of a
normal specimen of the creature's species.  Some
wdditions and alterations to a construct’s shape and
size add their CP cost to the Body Rating as well as

the total CP cost and, while this doss not alier the
total creation cost, it factors in the tme nesded 1o
build the constiruct’s body, The shape and size of
the construct can be altered with special construct
feats af an additional cost as descrnibed in the
Building a Better Construct chapter.

Total Costs

The creator must pay for the construction process in
two kinds of currency: gold and hife force. A
constructs body costs money and materials which
muzt be gathered betore the initial crafting can
begin and the meal uses up a mumber of ingredients
that wall hikely cost more than the creature’s wight
n gald. By the end of the rital, when all money
has been spent and spells cast, the creator must
infuse the construct with a portion of his life force,
measured in experience points, The larger and more
complex the creation, the more expenence points
the caster must invest 1o sctivvate it, The final CP
cosl is uwsed o caleulate both these amounts

GOLEMS

Prerequisites

Feats: Craft Magic Arms and Armour, Craft
Wondrous Ttem.

Spells: Geasiguest, lmired wish, polvinorpk any
afject.

Process

1. Select o material,

2. Choose the size of the golem and wnite dowmn the
CP for a golem of that size with that material.

3. Select teats and deficiencies (if amy) and maodify
thee CP accordingly. Add or subtract the CP cost of
gach feat to the Body Rating if appropriate,

4. Include any available special ability.

5. Muluply final CP by 23 10 obtain the total XP
Cost,

6. Multiply XP cost and Body Rating by 30 1o
obtain total gold cost and body cost respectively

7. Boll Craft checks to build the h-l_:-l,!:,.'. ."'m:.' rodll of 1
adds a Minor Deficiency,

8. Enact the ritual. Make ay check relevant o
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spellcasting (such as reading a spell of 1o high a
level for the caster from a scrodl)
9. It Is Aliwe!

AUTOMATA

Prerequisites
Feats: Craft Wondrous Item,
Spells; Limited wish

Process

1. Select a material package.

L. Choose the size of the automaton and write down
the CP fior an awtomaton of that size with the
material package,

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

4, Include anmy available special abiliry.

&, Multiply final CP by 25 to obtain the total XP
ot

6. Multiply XP cost and Body Rating by 50 o
obtain tofal gold cost and body cost respectively.

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

8. Enact the ritual. Make any check relevant 1o
apellcasting.

9. It I3 Alive!

SIMULACRA

Prerequisites
Feats: Craft Wondrows [tem,
Spells: Dependant om the simulacrum template.

Process

1. Select a base creature,

2, Choose size of the simulacrm and write down
CF for a simulacrum of that size of base creature.
3. Choose a simulacrum iemplate and add its CP
cost to the hase,

4. Select feats and deficiencies (if any) and moddify
the CP accordingly. Add or subtract the CP cost of
each fieat to the Body Rating 1f appropnade,

5. Select any available special abality,

6, Multiply final CP by 25 to obtain the total XP
cosl

T. Multiply XF cost and Body Rating by 50 to
obtain total gold cost and body cost respectively .
E. Roll Crafi checks 1o build the body. Ay roll of |
adds & Minor Deficiency,

9. Enact the ritual. Make any check relevant to
spellcasting.

10 It Is Alive!

RESEARCH

Building a construct 15 not a matter of putting
artificial limbs together and hoping a generic ritual
is enough to animate it. Every ritual is different in
its nuances, as 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 and diagrams, as each element
must fall into place where it 15 supposed fo

Construct Manuals

Construct manuals aid greatly in building a golem,
automaton or simulacrum, In order o understand
the instrections contaimed within one, however, the
prospective builder must possess the necessary Feals
and easter level for the construct, or else it will be
difficuli or impossible o follow all the formulse

The majority of manuals only give directions for
building a specific construct. I the wizard or
sorcerer wishes o alter the design in the smallest
way, he must conduct new research o devise the
new mtual needed, [F building a construct whilst
following a mameal’s instructions to the letter, no
Rescarch check 15 required, but if the creator makes
any sort of alteration to the original design or
devises a construct from scratch, e must make a
Research check.
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Bome occult hbranes 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 mot delve too much into specifics.
Howewer, they remain & uscful tool on research as
poimters and even sources of inspiration,

General: General manwals explain at length the
ad'rama‘g_-:s, of material choices, mechamsms and
tizsue behaviour, -.‘:l.'ll.-lzr.inE the Mmalge involved as it
pertains o the physical components and ingredients
af the final ritual, If the coster has o manual for a
eonstruct of a different subtype than the one he
wants b buakd, 11 counts as a peneral manuwal. For
example, if the character has a manual for a stone
golem and wishes to build a war automaton, his
stone golem manual counts as a general manual for
purposes of the Ressarch check.

Detailed: A detailed manual ia much more '.-ull,l.uﬂl.:
fior research, as the information it containg nod only
speaks about physical components, but shows

several examples of magical formulae and ritual
elements, as well as incantations a caster may use to
pattern his ritual, If the caster has a manual for a
construct of the same subtype but different physical
component than the one he wants to bauild, it counts
i & detailed manual. Automata consider their
material package and simulacra their creature
template to determing their knowledge level for

other constructs of the same subtype. For example,
if the character has a manual for a stone golem and
he wishes to build an iron golem, his stone golem
manual counts as A detailed manual for purposes of
the Research check.

Theoretical: These books are written by armchair
wizards who have never built a construct i their
hifie, but undersiand the principles well enough to
put their theories on paper. Any manwal

encountered has a 3% chance to be o theoretical
work, reducing by ~1 the bonus the manual grants to
mescarch. However, a basic manual, whether it was
uritten by a theonst or by an expenenced construct
bmilder, retains 1ts +1 bonus.

Research Checks

A Research check 15 a :";FII.‘-“CﬁlH check that
determines how long it takes for the caster to
caleulate the formulse for the animation ritual, the
DC dependant on the construct created. The DC, the
chamscters check results, and the total cost of the
construct determine how long it takes o research the
mtual’s tormulae. To determine how much time and
mamey 1t takes to research the mtwal:

l. Calculate the construct’s iial cost in CPs using
the building process presented above

2. Find the base DC listed i the Artigan’s Craft
chapter for the golem matenal, automaton material
package or simulacrum base crepture and creature
termplate

3. Add all applicable difficulty modifiers from the
tahle below 1o find the final DO

4. Make a Research check, representing one month's
work

If the check succeeds, multiply the check result by
the final DC and divide by 10, rounding down. 1f
this number equals the total cost of the construct in
CPs, then the character has completed the research
It 1t equals doubde or triple the CP cost of the
construct, then the character has finished the
research in one-half or one-third the time. 1T the
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number does not equal the CP cost, then it
represents progress the character has made this
month, Record the number and add together the
results of all subsequent monthly checks until the
character’s total reaches the CP cost.

If the character fails the check, he makes no
progress this month. If the chasacter rolls a 1 or fails
three months in 4 row, he has reached a dead end
and must start the research all over again.

Research Difficulty Modifiers
Condition D modifier
Additional fieat +1

D ficiency =1

Spellcraft Check Modifiers

Radl
Condition madifler
The character is not of sufficient -2 per level of
caster level to build this construct difference
Mot possessing a required feal <5 per feat
% panks in Knowledge (arcani) 2
10 ranks in Knowledge (arcana) 4
Possessing a basic construct manual* k1
Possessing a general construct manual* +i
Possessing a detailed construct manual®* — +4
Mot possessing a construct manual -2
Mever built a construct before -4

Built a construct of this subtype before +2

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

Once the character finishes his research
successfully, he has writien a ew manual for the
construct he is trying to build. If building a second
construct with these same characteristics, the
character does not need to roll any further Research
checks, because he already figured out the creation
rifual.

ALTERING A
CONSTRUCT

If the player already has a construct manual but
wants 10 alter its design in the construction process,
the charscter gains a +4 competence bonus on the
Spellcraft check to research the new, altered rinual,
hasing it on the onc 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 construct of the same subtype
and physical component

WHAT IT WILL LOOK
LIKE

The final product of research and construction
results in @ creature similar to the constructs found
in Core Rulebook [T, The construct’s abilities and
scores are defined by choices the player made when
building the construct with the options avalable.
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 to name his creation
beyond *diamond golem’ and “cat clone’.

Type and Size: The creature’s type remains as
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 sizc.

HMii Diee, Initintive, Speed, Face/Reach, Armour
Class: Determined by subtype, physical
components, size and additional abilities and feats,

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

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 - Wis 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 subtype, 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
special abilities

12
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Hit Dice Dependent Values

+0 #) ) +0

I

+ - - 4

5 +1 +1 +] +3 2

7 + + - q

9 +3 +1 +3 #6/+1 4

11 +3 +3 4 +8/+3 5

4 +4 +10+5

—
=]
1
—
-
N
L
4
L

+5 +125+7+2 7

19 +i + +i + 10 #

+7 +7 #1504 0 +5 u

+7 +7 +7 FLI 2+ T2 10

+8 +8 +8 + 19+ 14+ i1

+4 +9 +5 +2 1416041 1+ ] 12

al + 11 10 +110 +23M4 1B+ 3 +8+D 13

33 +11 +11 +11 240+ W+ A+ O ]

33 +11 +11 +11 +262 1+ e 1 aiE] 14
38 12 413 - +]12 +2R+ 23+ 18+ 134843 16
4 +13 +13 +13 + 300+ 25/ 204+ 1 5+ 105+5 16
Skills: Constructs normally have no skills, The Alignment: Neutral, though some special construct
caster may add a function to his creation that templates can change this.
mimecs a skill, but it is purchased with CPs as an
extraordinary ability. Advancement Range: Determined by physical

components, size and additional abilines and feats.
ClimateTerrain: Any. Some constructs may be

ifically desi d for a icular climate! I
Emwrﬂm ;s;ﬂ_ particular climate/terra EXAMPLE OF
CONSTRUCT CREATION

Marsell decides that it is time to show a
necromancer colleague that transmuters are nothing
to be scoffed at, and will craft a golem 1o
demonsirate his arcane might.

Organisation: Dependant on how many the creator
can afford.

Treasure: Dependant on what the creator equips
them with.

-
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Planning

Narsells player has decided to build a terrifying
gelem: a large skeletal warrior wiclding a scythe, so
he gets to work, The first step is to figure out what
the golem will be able to do, and how much it will
cost to make it do it: Looking at the process
checklist for golems, the first step is choosing a
material, Marsell has already decided that he will
make a bone golem, and a Large one at that.
Looking at the table in the chapter Artisan’s Crafi,
we find that the cost for a Large Bone golem is 56
Construction Points

In the next step. Narsell can choose feats and
deficiencies from the chapter Building a Better
Construct. His original plan was an image of the
Girimi Reaper, but in a flash of inspiration he decides
to make a centaur-like skeletal shape, with an
elongated snout adorned with fangs. So he takes the
feat Extra Pair of Legs and adds its cost: 6 CPs. He
could take Matural Weaponry to give the construct a
bite attack, but decides that the elongated face will
only be a cosmetic feature. Since the gerlem will
wield n scythe, the wizard must take the feat Melee
Weapon Proficiency (scythe) (2 CPs) and 1t
prerequisite, Combat Expertise (2 CPs). He must
also provide a Huge scythe for the golem to use.

Bone golems have one special phility slot, and

from those found in the Construct Abilities chapter.
Since he is creating a visage of death, he picks
Unavoidable (Su), an ability that lets the golem
pursise its prey to the ends of the world. He notes
the spells he will need to activate this ability, locate
creature and scrving, so he takes 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 [ BR Rating
Large Bone Golem 56 15 +5
Extra Pair of Legs 6 B il
Combat Expertise 2 Fl
Meles Weapon - - i

Proficiency (scythe)
Unavoidable (Su) - - .
Total fiy 21 +7

Narsell can choose a special attack of special quality

Time to check the bill: 66 CPs times 25 cquals
1,650XPs Narsell must sacrifice. The price in gold
for the whole ritnal will be 82.500gp (1,650XPs
multiplied by 500, and the cost of the body 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 (arcana) and 13 ranks in Spellcrafl
However, he is innovating on the basic bone golem,
so he must research the new ritual. Luckily. he is
somewhat of a construct expert and possesses a few
construct manuals, including one for obsidian
golems, and this would not be the first golem he has
bk

Research and Craft DIC

Element DC
Large Bone Golem 16
Extra Pair of Legs +1
Combat Expertise +]
Melee Weapon Proficiency (scythe) +1
Total 12

Spelleraft Check Modifiers

Condition Fooll modifier
10 ranks in Knowledge {arcana) +4
Possessing a detailed construct manual 4

Built a construct of this subtype before  +2
Tatal +10
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Marsell rolls a research check, which 15 a Spellcraft
check (D6 19). He finds the task easy for a wizard
of his calibre, rolling 1d20+27 (+4 Int modifier, +13
ranks in Spellcraft, +10 research modifier).

Bene golems require Craft (Sculpture) checks to
build their bodies, as stated in the chapter Artisan’s
Craft, s0 Marsell hires a competent sculptor to
follow his plan, wsing a normal Crafi check 1o
calculate how much time does it take o build a

body that costs 1,050ap.

The Huge scythe will cost 354gp (18¢p x 3 for a one
size increment, +300ep 10 make 1t o masterwork
scyihe], it will deal 2d6 poinis of damage and weigh
3 pounds.

The Ritual

Golem rituals require that the spellcaster know the
feats Craft Magic Arms and Armour and Crafi
Wondrous Item, which Marsell has, The golem
rinea] also demands the spells geasiquest, limined
wish, palymorph ary ebject, plus locate creaitire
and scryimg for the special ability Narsell chose.

The Final Creature

Narsell’s plaver notes the statistics from the bone
golem's description, and finds the final Challenge
Rating by adding the base value from the table
ahove and the CR. modifier for a bone golem with
the feats 11 has.

DEATH CENTAUR

(BONE GOLEM)

Large Construct

Hit Dice: 12410 (66 hp)

Initiative: -+

Speed: 20 £t (cannot mun)

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

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

Damage: Slam 3d8+E, scythe 2d6+9

Face/Reach: 3 it by 5 010 R,

Special Attacks: Unavoidable

Special Qualities: Construct, magic mmunity,
dmage reduction 20042, brattle, darkvision &0 fi.
Swves: Fort +4, Ref +4, Will -4

Abilities: Ser 26, Dex 10, Con -, Int -, Wis 11, Cha |
Climate/ Terrain: Any land

Orgamisation: Soliary (unigue)

Challenge Rating: 13

Treasure: Mome (1 huge masterwork scythe)
Allgnment: Always newtral

The death centaur 1s a golem made from a collection
of bones forming a strange centaur-like shape with
an mhuman head dotted with small fangs, wielding
a great scythe.

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

Magic Immunity (Ex); Bone golems are immiuane
tor all spells, spell-like abilities, and supernatural
effects, except as follows. Acid-based effects slow
themn (as the spell) for 1d6 rounds, with no saving
throw, An electncity effect breaks any slow effect
om the golem and cures | point of damage for each 3
poinis of damage it would otherwise deal, For
cxample, a bone golem hit by a Kghmming bolr cast
by a Sth-level wizard gains back 6 hit points if the
damage total is 18, The golem rolls no saving throw
against electricity effects

Brittle (Ex): Unlike normal constructs, bone
golems are subject to critical hits from bludgeoning
weapons, bul not 1o sneak attacks,

Unavoidable (Su); The creator can designate a
target creature via scrymg or by providing a link
with it, or the death centaur may acquire one
through sight. From then on, the construct is phamys
aware of the location of the target creaiure and will
follow it wherever it may be, as long as they are on
the same plane of existence, The deaith centaur is
not fooled by polymorph spells and is only slowed
down by effects that block serying, The ¢reator can
recall the construct at aivy Hime,

Construction

The golem costs 82,500 gp to create, which includes
1050 gp for the construction of the body.
Assembling the body requires a successful Crafi
(sculpture) check (DT 19). The creator must be 14ih
level and able to cast arcane spells. Completing the
ritual drains 1,650 XP from the creator and requires
Brasiguest, limited wish, locale crealure, polymorph
ary abject and sorying.
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THE
ARTISAN’S
CRAFT

efore the wizard or soroerer can begin the
Bummu.liml ritual, he must first have

something o enact it upon. S0Mme CasicTs are
geli-sufficient in this respect, learning 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, as # man who has been a blacksmith since he
was bom will forge & superior won golem body 1o
any wizard who just wants to save himself the cost
of paying for skilled labour,

If working near a 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
the body calculated from the Body Rating usually
includes the materials, although the Games Master
can make exceptions for rare of EXOLC COMPONRENIS
such as diamond, mithral and adamantine.

WAY OF THE ARTISAN

Since building constructs imvolves as much mundane
skill as it does arcane knowledge, the player must
gither devate a fair number of skill points to add toa
Craft skill or t2ll the Game Master his character will
hire specialists 1o build the construct’s body for him.
The latter option is the more advisable, since a
master 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 considerably
shorter amount of time.

The Craft Skill
As defined in Core Rulebook [ the basic function of
the Craft skill is to allow the character to make an

item of the appropriaie type.

Whether it is the caster or a Non-Player
Characier craftsman who is building the
body, the normal rules for Craft checks
d.]!]'!'|.‘:|' The item in questaon ig the 1:-:||:15l'n.11:|‘s|
body, and its cost is caloulated by
multiplying by 50 the Body Rating of the
physical components, plus any additional
feat or deficiency as detailed in the previous
chapter. This price is the number (o be used
to figure out how many weeks it takes for the
artizans to crafl the body and, as the rules
miention, a third of the cost is paid up frost o
invest in raw materials.

The following areas of the Craft skill can be
ised 1o build a construet, depending on the
material used: armoursmithing,
blacksmithing, carpentry/woodworking,
leatherworking, metalworking, masonry/
stoneworking, pottery, sculpture,
l.l.'l:.npn:m'-ﬂl‘li'lhing.

Profession and Other Skills
Although not focusing on producing palpablel
resulis, characters with ranks in a Profession
#kill can still apply their knowledge mto




THE ARTISANS CRAFT

building a construct. They follow the rules for Craft
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
pynergy bonus 1o other skills. Building constructs
can invelve more than one area of expertise and,
gven if it is & check for a single Crafi skill that
determines the time spent building the construct’s
body, knowledge in other arcas can add a +2

gymergy bonus 1o the check, if the character
posscsses at least 5 ranks in a perinent skall. Games
Masters should wse common sense when allowing a
shill to provide a synergy bonus to another when
crafting a construct. Here are some cxamples of
skills that can provide such advantages; Knowledge
(arcana), Knowledge (nature), Spellcraft, Profession
(nser, woodcutier),

A CONSTRUCT’'S BODY

The first choice in construct building is the
comerstane of the whole process: which materials
o wse, Every physical component in golems,
metomata and simulacra exerts a great influence on
the capabalities of the future construct, from how
much it will cost and how long it will take o craft
its body, to its special abilities and the powers that it
can be equipped with, Constructs can be crafied
fren almost any base component, and here are but &
fiew of the materials that a spellcaster can employ.
The list is by no means exhaustive, and players and
Game Masters are encouraged to come up with their
own, using these as a guideline,

The entries For golem materials, automaton material
packages, simulacrum base creatures and

simulacrum femplaies define the values wsed in the
construction process checklisis in the previous
dspter. The entries also include additional
mformation to consider before a choice 15 made, and
specific values to include in the construct’s
Cheractenistics once it is finished,

CPF (Comstruction Polnts): The p]'l}':ill:ll
eompanents provide the base construction values.
The final value is multiplied by 25 to find the final
amount of experience points the caster must spend
at the end of the ritual, and this is multiplied by 30
1o calculste the iotal cost in gold of building the
eomstruct. Giolems and automata 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 o devise the ritual
increases and the detail needed For the crafiing goes
up as well. Unlike golems and automata, simulacra
add the cost for the base creature to the template’s
CPs of the same size to determine the final CP woal.

BR (Body Rating): This represents the amount of
rmsoney that must be pasd in the Craft check when
building the body of the golem, 1o be further
modified by adding special abilities from the mext
two chapters. The final value is multiplied by 30 o
calculate the total cost in gold of building the
construct’s body. Mode that this amount is included
in the final cost obiaimed from the CPs, bt it is
calculated separately for the purpose of the Craft
checks. Automata have a sphit rating, with the first
number being 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 Dace, once the template is applied o
the base creature,

Caster Level: This is the minimum level a
character must possess in a spelleasting class in
order to enact the animation rituals, 1 the caster
does not meet the required level, he suffers penalties
m any research check and must roll a caster level
check in the spellcasting phase of construction.

Skill Check DMC: This number is the Difficuliy
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 ane
Aatomata have a split D, with the first number
used to build the body, and the second to build its
control 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 o build the construct’s body, or
the skill the caster must possess if he wants to crafi
the body himself, All simulacra require Craft
{sculptwre).

Special Ability Slots: The basic animation ritual
inclsdes “slods” into which a special ability can be
inserted, Different materials are more conductive to
magical energies and allow additional spell effects
1o be included. The caster does not need 1o pay any
extra cost to include a special ability in an available
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ghot, save for any normal malerial components o
additional costs of the spell needed. The chapter
Construct Abilities list several sample abilities and
their spell components, and the Additional Abilrty
Slols construct feat can expand the construct’s
Capacity.

Control Focus: Automata require a control focus
that hinds the magic together. This field describes
the typical forms a control focus for this type of
automaton can take. There are three kinds of control
foci: infernal, external, and carried.

Attacks: This is the number and kind of attacks the
construct can make in a round. Where it indicates a
number, it means that it performs that number of
attacks at its highest attack bonus as a standard
action. If only the kind of attack is listed, i means
that it can conduct one atiack at its highest attack
bonus as a standard action, or the number of amacks
its Hit Dice allow with the normal attack madifiers
s @ full round action.

W
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CR Modifier: The inherent properties of each
physical component can add halities to the
construct, depending on its subtype, that add 10 the
Challenge Rating. Add this number 1o the base
Challenge Rating presented at the end of the
previous chapter,

Golem Materials
Ritual Time: 2 months

By binding an earth elemental to the material, the
caster awakens formidable magical defences in a
golern, like immunities 1o magic spells and damage
resistance. However, a flaw develops in the matenal
as part of the elemental’s unwillingness 1o
participate in the ritual. Every golem materal has
its own strengths and weaknesses and all must be
carcfully weighed when making the final decision

woobD

Golems made from wood are relatively inexpensive.
The base material is easy to obtain and easy o work
with and, since it was once alive it wends to condud
magic casily. A wood golem may look like an
innocent wooden statug, though moTe SImSier
artisans craft them like marionettes that move
awkwardly. Shaping a golem of this material as a
tree does not help it to pass as a treant, for it
artificial origins are readily apparent.

Caster Level: L4th

Special Ability Slots: |

Skill Required: Craft {carpeniry | of Crafi

[ wocsdwioricer b

Magic Immunity (Ex): Wood golems are
immune to all spells, spell-like abilities, and
supernatural effects, except as fillows.
Piminish plants and cold-based cffects slow
them {as the spell) for 246 rounds, with no :
saving throw. Plant growth and fromwinod bresk
any slow effect on the golem and cure 1dé
points of damage

Flaw: Fire Valnerability (Ex). A wood golen§
affected by fire effects and suffers douhle
damage from them.

Keen Vislon: Darkvision 60 fL.

Antacks: I slams,

Damage Resistance: 1541

CR Modifier: +3
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Wood Golem Characteristics

43 10 ft.* 26 (+3 Dex. +8 size +

3di0  +1 10 ft* 20 (+] Dex, +2 size, +7 natural) 1d4 1iy

Medium &6d10 -1 20 ft.* 20 (-1 Dex, +11 natural 2dé+3 16

g EERMID AR 9 Do i N ) 2846 22§

Huge 10dia -2 30 ft.* 18 (-2 Dex, -2 size, +12 nawral) 4d6+9 28

Calossal 22d10 -2 30 f* 14 (-2 Dex, -B size, +14 natoral}) Ad&+H12 35 6
* Cannot run
Wood Golem Construction Table them (as the spell) for 146 rounds, with no saving
(o BR Skill Checks DC throw, An electricity effect breaks any slow effect
Fine n 2 20 on the golem and cures | point of damage for each 3
Diminutive 32 4 16 points of damage it would otherwise deal. For
Tiny 12 i} 14 example, o bone godem hit by a fighmming Baelr cast
Small 12 7 13 by a Sth-level wizard gains back 6 hit points if the
Medium 12 8 12 damage total is 18. The golem rolls no saving throw
Large 40 1 13 against electricity effects.
Huge .11 20 14 Flaw: Bnitle (Ex). Unlike normal constructs, bone
Cargantuan 160 40 16 golems are subject to critical hits from bludgeoning
Colossal 320 | 20 weapons, but not to sneak attacks,
Keen Vislon: Darkvision 60 fi.
EGHE Artacks: 2 slams. .
Damage Resistance: 20/+2
Bone golems have been confused with undead, and CR Modifler: +5

with good reason, since they are crafted by joining
skeletons and skulls together with the strength of the
animation ritual. Bone golems can fake almost any
appearance, from that of a walking skeleton with

Bone Golem Construction Table
CF BR Skill Checks DT

3 " : Fi 48 i 23
some spikes and wire to keep it together, to grisly E;:u:lnu:ir-.'c 48 g 1a
sculptures that use bones from several creatures of Tiny 4R g 17
different sizes.

Caster Level: 14th ﬁ::;::m :2 ::]; It;
Special Ability Slats: | Large 56 15 16
Skill Required: Craft (sculpture) Huge 112 a0 17
Magic Immunity (Ex); Bone golems are immune Gargantuan 294 600 19
to all spells, spell-like abilities, and supernatural ('UILE:HI 448 120 73

effects, except as follows. Acid-based effects slow

Bone Golem Characteristics

+4 10 ft.* 28 (+4 Dex, +8 size, +6 | |
6di0  +2 10 fit*® 23 {+2 +21 gize +0 I 24+ 12 14

[0dio -+ 20 ft* 22 {(+12 n I 2d8+4 19

H 14410 -1 30 f* 22 (-1 Dex, +15 npturaly  4d6+% 28

=} sz,

Colossal 26410 -2 30 M.* 1K (-2 Dex, -8 size, +18 natural ) 6di+14 38 (]

*Cannaet rum

19
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2d1 +5 10 fi.*

Tdio +3 20fH* 26

bledium 11dig  +0 30 ft.*

Hu 151 -1 30 f.*

Colossal 27d1d -2 40 fi.*

* Cannol mun

SHELL

Seaside communities with a golem-bunlder among
them can recognize the great bulk of seashells that
makes up a shell golem. The prime materal
consists of organic shells and, no matter if they
come from sea creatures or larger reptiles, all the
individual shells join as if they were all part of the
game organism. There is usually a wooden or metal
skeleton beneath, used by the crafisman as a guide
io where 1o hang, glue or cement all the different
shells wogether. It is popular to choose spiked shells
to form knuckles and joints to provide extra
damage, but these are optional.

Caster Level: 1dth

Special Ability Slots: |

Skill Required: Craft (sculpture). Knowledge
(namre} provides a +2 symergy bonus.

Magic Immunity (Ex): Shell golems are ymmusne
to all spells, spell-like abilities, and supernatural
effects, except as follows. Cold-based effects slow
them (as the spell) for 1d6 rounds, with no saving
throw. A force effect breaks any slow effect on the
golem and cures | point of damage for each 3 ponts
of damage it would otherwise deal. For example, a
shell golem hit by a magic missile cast by a 5th-
level wizard gains back 4 hit points if the damage
total is 12. The golem rolls no saving throw against
force effects.

Flaw: Hollow (Ex). Sonic effects stun the shell
golem for 144 rounds, no saving throw allowed.
Keen Vision: Darkvision 60 f.

Attacks: 2 slams.

Damage Resistance: 20/+2

CR Maodifier: +5

Shell Golem Characteristics
20 {+5 Dex, +8 sire, +6 natural

+% Diex, +2 saze, +11 natural

25 (+15 natural
26 (-1 Dex, -2 size, +19 natural)

21 (=2 Dex, -8 size, +21 natural)

2+ 1] 11

ME+T M4 9

SdR+12 34 6

Shell Golem Construction Table

CF BR Skill Checks DT
Fing 44 3 24
Diminsinye 48 5 19
Tinw 48 ] 17
Small 48 11 16
Medium 38 13 15
Large 56 15 I6
Huge 112 10 17
(Gargantuan 224 il 19
Colossal 444 120 24
OBSIDIAN

20

Most obsidian golems have razor sharp edges,
chiselled with the purpose of hurting anyone who
gets close. They are shiny black, casting odd
reflections on their surface, Usual enchantments on
obsidian golems revolve around illusions and mind-
affecting spells on anyone who catches its own
reflection, but this stone is 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 afe
immune 1o all spells, spell-like abilities, and
supernaturnl effects, except as follows. Sound-based
effects slow them (as the spell) for 1d4 rounds, with
no saving throw, Shatter deals normal damage o
ohsidian golems, The golem rolls no saving throw
against sound effects.

Flaw: Dulling (Ex). Atacking causes some of the
golem's material to chip off, dulling its edges. After
each successful attack, the golem must roll a
Fortitude save (DC is 10 + the damage inflicted), If
it fails, subtract —1 from the damage dice result
before adding the strength modifier. These penalties
siack but are only deducted from the dice result, oot
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Obsidian Golem Construction Table

CP BE Skill Checks InC
Fine 56 5 24
Diminutive 5 B 20
Timy 56 12 18
Small 56 14 17
bdedium 56 & 16
Large hd L 17
Huge 128 40 18
Crargantuan 256 R 20
Colossal 512 160 24

QUARTZ OR CRYSTAL

Quariz is a paradox, On one hand, you have a
relafively inexpensive stone that 15 not as impressive
as gemstones as tar as golem matenals go, but it
alzo possesses perhaps the most mystical nature in
the mineral kingdom. Cuariz is the only material
ghle to hold psionic powers in a construct frame,
and the arcans version has greater magical capacity.
Cruantz crystal is left as rough as possible ina
golem, with several milky-white o transparent
clusters jutting owt from random places on the body,
Caster Level: 164h

Special Ability Slots: 2

Skill Required: Craft (sculpiure) or Craft
(siomeworking). Craft (gemcutting) provides m 42
symergy bonus

Magic lmmunity (Ex): Cuariz golems are immune

from the todal damage, meaning that the golem will to all spells, spell-like abilities, and supernatural

at least deal iis Strength modifier as damage when it effects, except as follows. Sonic-based effects slow
hats if it 15 completely dulled. Sharpening the golem them (as the spell) for 2d6 rounds, with no saving

ig covered im the Mainienance chapter throw. An electricity effect breaks any slow effect
Keen Vision: Darkvizion 60 fi. on the golem and cures 1 point of damage for cach 3
Attacks: 2 slams, points of damage it would otherwise deal. For
Damage Resistance: 302 cxample, a quartz golem hit by a lghming bolt cast
CR Modifier: +5 by a Gth-level wizard gaing back 6 hit points if the

Obsidian Golem Characteristics

+4 10 ft* 29 (+4 Dex, +8 gize +7 natuf

Tdio +l 20 f® 23 (+1 Dex, #2 gize, +10 natural) 14642 14

Medium 11410 +0 20

26 (+16 natural) 2dE+5 20 L]

15410 -2 0 A* 26 (-2 Dex, -2 size, 420 natural) JdE+8 F ¥ 7

Codossal 2Mdio -3 30 fL= 21 (-3 Dex, -B size, +22 natural) 5d10+13 37 4

* Cannot man




damage 1otal is 18. The golem rolls no saving throw
agmnst electricity effects.

Flaw: Conductor (Ex). Crystal golems resonate
with almost all kinds of energy once their mystical
properties are activated, and thus suffer a -2 penalty
on every applicable Fortitude, Reflex and Will save
that comes from direct actions against them.

Keen Yision: Darkvision 60 fi.

Attacks: 2 slams,

Damage Resistance: 30/+2

CR Modifier: +6

Quartz Golem Construction Table

CF BR Skill Checks D
Fine 56 5 24
Diminutive 56 ] il
Tiny i) 12 ]
Small 56 4 17
Medium 56 16 16
Large ifid 20 17
Huge 128 40 18
Ciargantuan 256 By 20
Colossal 512 160 24
DIAMOND

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

Caster Level: 164h

Special Ability Slots: 0

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

Magic Immunity (Ex): Diamond golems are
immune to all spells, spell-like abilities, 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
any slow effect on the golem and cures 1 point of
damage for each 3 points of damage it would
otherwise deal. For example, a diamond golem hit
by a magic missile cast by a Tth-level wizard gains
back 5 hit points if the damage total is 15. The
golem rolls no saving throw against force effects,

Quartz Golem Characteristics

Fine 2d10 44 10 fii* X0 (+4

Ti =

n digf +1 10 f2.*

23 (+1 Dexr,

+K zize, +7 nataral

+2 gize, +10 natural)

1d-2 1] 18

| de+2 14 13

Medium 12410+ M) fi

* 26 (+16 natural)

2d8+5 20 1

Hu ladlD -2 30 fi* 26 (-2 Dex,

=2 size,

+20 manaral) JdRe9 7 I |

28410 -3

Colossal

* Cannot run

30 f* 21 (-3 Dex, -8 size,

22

22 matural) Sdlo+14 39 4
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Flaw: Balance (Su). The diamond’s perfection
cames a price: the rital o anmate it s perfectly
balanced and does not allow for the inclusion of any
other magical ability, reducing its special ability
slots to 0. IF a spellcaster tries o install additiomnal
dhilitics to the golem, the balance is broken and the
earth elemental is freed.

Keen Vision: Darkvision 60 ft.

Attacks: 2 slams,

Damage Resistance: 300+3

CR Modifier: +7

Diamond Golem Construction Table

L BR Skill Checks DIC
Fine s 5 27
Mminutive fd E 13
Timy G4 12 21
Small G4 14 20
Medium G4 16 1%
Large 72 20 20
Huge 144 dll 21
Gargantuan 2E8 g0 23
Colossal 576 160 27

SHARD

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

Io put several pieces together. There are several
varieties known 1o exist, depending on the quality of
the metal. Scrap iron golems are made from left
over junk from smithies, blade golems use finished
slashing and piercing weapons and splint golems use
srips of several metals. The differences are purely
nesthetic after the animation ritoal ends.

Caster Level:  16th

Special Ability Skots: |

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

Magic Immunity (Ex): Shard golems are immune
b 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 effect on
the golem and cures | point of damage for each 3
paints of damage it would otherwise deal. For
example, a shard golem hit by a fireball cast by a
Sthelevel wizard gains back & hit poinis if the
damage total is 18. The golem rolls no saving throw
against fire effects.

Flaw: Imprecise (Ex). The metal shards are
difficult to make into a cohesive whole and golems
made from them suffer automatically from this
minar deficiency, suffering a -2 circumstance
penalty to attack rolls,

Damond Golem Characteristics

2410 +4

10410 +1

Codoseal idin -3

* Cannot mun

10 f.* 35 (+4 Dex, +B size, +13 natral

20 f.* 20 (+1 Dex, +2 size, +16 natural)

0 f* 24 (-3 Dex, -8 size, +25 natural)

1dd-1 ] 18

1d6+5 J 13

3dl+16 32

Sdl+17 44 4
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Shard Golem Characteristics

Fine 2d10 4 10 fiL* 31 (+d4 Dex, +8 size, +9 natural)  1d4-1 B ]

Tirry 11410 +2 20 ft.* 26 (+2 size, +14 nawral) 1dé+5 21 13

Small D310 41 20Re 19.(+1 Dex. +] sias, +17 narunal) 1464712500030

Medium 15d10  +0 20 ft.* 27 (+17 naural) 1d8+8 2T 10

Huge 19d10 -1 W R* 27 (-1 Dex, -2 size, +20 natural) 2d10+10 31 8

Guganwan 23410 2 30R* 24(2Dek, 4 size, 120 matwal) 31041235 T

Colossal 3ldio -3 30 f* 21 (-3 Dex, -8 size, +22 natural) 4d10+14 39 5

* Cannot mn

Keen Vision: Darkvision 60 ft, no saving throw against cold effects.
Attacks: 2 slams. Flaw: Malleablz (Ex). Attacks made with
Damage Resistance: 40/+2 bludgeoning weapons deform the golem's body and
CR Modifier: +3 deal double damage,
Keen Vision: Darkvision 60 fi.
Shard Golem Construction Table Abtacky: 2 s _
CP BR Skl Checks DC Damage Resistance; 40042
Fine &4 8 15 CR Maodifier: +5
[Hminutive 4 12 21
Tiny i 16 19
Small i 20 I8
Medium el 24 7
Large T2 in 14
Huge [ 60 19
Giargantuan JER 120 21
Colossal 576 240 Fi
GoLD

Gold is rarely used as a base material for
golems or any other constructs, mainly for
economical reasons, Such a large quantity of
gold can be put to better use to pay for the
making of other constructs, but still gold
golems come out from the laboratories of
gpellcasters with an interest in alchemy. As
gold is the metal of the sun, it receives
enchantments based on light amd healing.
Caster Level: 16th

Special Ability Slots: |

Skill Required: Craft (blacksmithing). Crafi
{metalworking) provides a +2 symengy bonus.
Magic Immunity (Ex): Gold golems are
immune o all spells, spell-like abilities, and
supernatural effects, except as follows. fire-
based effects slow them {as the spell) for 146
rounds, with no saving throw. A cold effect
breaks any slow effect on the golem but does
nod cure any lost hit points. The golem rolls

24
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Gold Golem Characteristics

210 +5 10 ft* 32 (+5 Dex. +8 gize, +9 natural)  1d4-2 b 2

10d10 +3

20 fi.* 2T (+3 size, +14 natural 1 d+2 12 17

14d10  +1 20 ft.*

28 (+1 Dex, +17 natural) 2d8-+6 » |12

[RdIO -1

N fAE 27 (-1 Dex, -2 size, +270 natumal)  3dE+10 i B

Calossal ndip -3 W M* 21 (-3 Dex, -8 size, +22 natural) Sd8+15 4] 5
* Cannot nen
Gold Golem Construction Table Flaw: Metal Vulnerabilities (Ex). In addition to the
CP ER Skill Checks DO slow effect, steel golems take half damage from

Fine el B d clectric attacks, and are affected normally by rust
Diminutive i 12 M attacks, such as those from a rust monster or a
Tiny fid I6 18 rusting grasp spell.

Small it ] 0 17 Keen Vision: Darkvision 60 .

Medium i 2 16 Attacks: 2 slams.

Large T2 £} 17 Damage Resistance: 50/+3

Husge 144 6l 18 CR Modifier: +5

Gargantuan 288 120 20

Calassal 576 240 24
STEEL

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

Caster Level: 16th

Special Ability Slots: |

Skill Required: Crafi (Macksmithing), Craft
(weaponsmuthmg ), or Craill

(armoursmrthing .

Magic Immunity (Ex); Stecl golems are
mmane to all spells, spell-like abilities, and
supermatural effiects, except as follows,
Electricity-based effects slow them (as the
gpell) for 1d4 rounds, with no saving throw.
A fire 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 steel golem hit by a fireball
cast by a Sth-level wizard gains back 6 hit
points if the damage total is |18, The golem
pellls no saving throw against fire effects.
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Steel Golem Characteristics

dig  +3 10 ft.* 38 (+3 Dhex, +8 size, +17 natura + ] L7

Tin 13did  +1 10 f.* 34 (+] Dex, +2 size, +21 notural)  1d649 28 12

Medium 17d10  +i) 20 fi,* 33 (+23 natural)

Huge 2410 -2

Ciolossal 33100 -4

* Cannot ran

Steel Golem Construction Table

CP BR Skill Checks DdC
Fime T2 3 2B
Diminutive T2 12 13
Tiny 72 16 21
Small 72 20 21
Mediurm 72 24 20
Large 1] E{1] Z1
Huge 160 60 22
Gargantuan 320 120 24
Caolozsal Aadiy 240 28
BRONZE

An alloy of copper and tin, bronze used to be the
main raw material for weapons and tools until iron
smelting was discovered. Bronze golems are
weaker than their iron cousing, but are also lighier,
mare decorative, easier o work with and not subject
to some rusting attacks that specifically target iron
and its alloys. Many creators cutfit bronze golems
with steel weaponry to augment their atiack
capacity.

Caster Level: 16th

I f* 26 (-4 Dex, -8 size, +28 natural)

2d8+11 32 10

20 f* 30 (-2 Dex, -2 size, +25 natural)  3dI0+13 36 6

5dE+17 44 3

Special Ability Shots: 1

Skill Required: Craft (blacksmithing), Craft
{weaponsmithing), or Craft (armoursmithing).
Magic Immunity (Ex); Bronze golems are immune
to all spells, spell-like abilities, and supernatural
effects, except as follows. Fire-based effects slow
them (as the spell) for 1d6 rounds, with no saving
throw. A cold 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, &
bronze golem hit by an ice sform cast by a Tth-level
wizard gains back 3 hit points if the damage total 1=
12 from the cold dulilaEE, igt‘u:l!'illg the 3dé :iI'I:IpBI:l
damage. The golem rolls ne saving throw against
cold effects,

Flaw: Denting (Ex). Not as strong as iron or iron
alloys, bronze dents with strong impacts it deals or
receives. After every successful hit from the golem
and after 1t recerves damage from weapons, it must
roll a Fortitude save (D 15 10 + damage inflicted or
received). IF it fails, subtract =1 from the construct's
base attack bonus, These penalties stack until the
base attack bonus is reduced to 0, at which point the
golem could not be any more battered. The golem
retains ifs Strength modifiers even if the base artack

Bronze CGGolem Characteristics

Fine dio +3 L0 fr,*

Ty 12d10 +1 10 f,*

Medium

I6dly 40 MR

30 {+20 naruaral

36 {+3 Dex, +8 size, +15 natural 1d3 1M 17

30 (+] Dex, +2 size, +17 natural 1cbr -6 a2

2d6+9 28 1]

H 21d10 -1 20 f.*

30 fe

Colossal Jadio -3

* Cannot run

20 (=1 Dex, -2 gize, +22 natural

24 (=3 Dex, -8 gize, +25 namral)

3d6+11 32 9

1d8+15 40 5
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boms is reduced to 0. Repairing the golem is
coversd m the Maintenance chapter.

Keen Vision: Darkvision 640 ft,

Altacks: 2 slams.

Damage Reslstance: 50/+3

CR Modifler; +35

Bronze Golem Construction Tahle

CP BR Skill Checks DM

Fine 72 ] 27
Diminutive T2 12 23
Timy T2 16 21
Sl T2 20 b1
Medium T2 24 19
Large 1] a0 M)
Huge 160 Gl 21
Gargantuan 320 120 23
Colossal 640 240 27
MITHRAL

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

Caster Level: 18th

Special Abllity Slots: 2

Skill Required: Craft (blacksmithing), Craft
iweaponsmithing), or Craft (armoursmithing).
Magic Immunity (Ex): Mithral golems are
immune o all spells, spell-like abilities, and
sepernatural effects, except as follows. Effects that
target and disrupt magic itself, such as dispel magic
or antimagic ffeld, slow them (as the spell) for 246
rounds, with no saving throw. Any damage-dealing

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

Flaw: Magic Resonance (Su). When a mithral
golem is struck by a magical weapon, there is a 5%
chance per weapon’s enhancement bonus 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 for the duration of the
golem’s stunned status. For example, the mitheal
golem is struck by a +3 warhammer, the GM rolls
d% and comes up with 14%. Since the chance was
15% because of the warhammer's bonuses, the
golem is stunned for 3 rounds and the weapon is
considered a normal, non-magical weapon during
those 3 rounds,

Keen Vision: Darkvision 640 fi.

Avtacks: 2 slams,

Damage Resistance: 50/+4

CR Maodifier: +6

Mithral Golem Construction Table

CP BR  Skill Checks D
Fine a0 fi] 29
Diminutive 80 25 25
Timy &0 35 23
Small &0 e 2
Medium | 45 21
Large BE 50 22
Huge 176 100 23
Gargantuan 352 200 25
Colossal T4 400 9

Mithral Golem Characteristics

Fine 4din

Medivm 1940+ 30 fr.*

25d10 -2 nf* 3l

isdio -4 40 ft.*

+4 10 fL* 39 {+4 Dex, +K size, =17 natural)

33 (+23 natural

Tﬁ 13dl0  +2 20 fi.* ]5i+EDE:l!, #2 gize, +21 natural) de+11 32 15

-2 Dex, -2 size, +25 natural)

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

| d4+5 2 19

4d8+14 3§ 10

S5dIHIBE 46 &

TdI0+22 54 3
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Adamantine Golem Characteristics

Fine 3dl0 +3 10 n* 40 (+3 Dex, +8 size, +19 natura 1d4-+ 20

Tiny 16410 +1 20 fL* 36 (+1 Dex, +2 size, +23 natural) Ids+13 6 12

4di+16 42 10

Mediom  20d10  +0 30 /* 35 (+25 natural)

Huge 26d10 -2 30 fi* 33 (-2 Dex, -2 size, +27 natural) sdi0+20 50 6

Indio -4 40 ft.* 28 (-4 Diex, -8 size, +30 reatural) 7dio+24 58 3

Colossal

= Cannod man

ADAMANTINE impressive of golems.
E ; C | H
Adamantine is as legendary a metal as mithral. also “‘::l ::ﬁ:” ];:::! '
called starstee]l because it is easier to find a fallen Slkili Itrqulre;l: Craft (Mlacksmithing), Craft

meteor than 1o find a natural vein from which it
could be mined. Adamantine golems are priced
greatly by their creators or oomers and its use in
combat is devastating, as it is nearly impervious to
damage. Shining like silver with a deeper bluish
tone, adamanting golems are the hardest and most

(weaponsmithing), or Craft (armoursmithing )

Magic Immanity (Ex): Adamantine golems are
immune to all spells, spell-like abalities, and
supernatural effects, except as follows, Electrieity
affiects slow them (as the spell) for 2 rounds, with no
saving throw, Polymorph spells, major creation and
make whole break any slow effect on the golem and
cures 1d6 points of damage per spell level. For
example, casting major creation (a 5th level spell)
on an adamantine golem cures it of 5d6 hit points.
The gelem rolls no saving throw against these
effects, but there are conditions to this (see the Flaw,
below).

Flaw: Adamant (Ex). Once the golem is
constructed, it cannot be changed or altered it in any
way, and even normal maintenance is impossible.

In addition, adamantine golems cannot be cured
from lost hit points during combat. The spell effects
that cure it only work after the construct has rested
for o full day.

Keen Vision: Darkvision 60 fi.

Aftacks: 2 slams.

Damage Resistance: 60/+3

CR Modifier: +6

Adamantine Golem Construction Table
CP BR  Skill Checks DC

Fime Hi 5 32
Diminutive B8 35 28
Tiny B 45 26
Small 3R 55 25
Medium BB 60 24
Large Bt 70 25
Huge 192 140 26
Gargantuan 354 280 28
Colossal Tok S60 32

28

- = D

e e B
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AUTOMATON MATERIAL
PACKAGES

Ritaal time: 1 week

Automata are made from several different materials,
which prevent any single one of them developing its
arcane properties. This would make automata lesser
constracts than golems, except where purpose is
concerned.  Material packages are combinations that
v proven 1o be successful when building an
automaton, and are organized by the purpose for
which a construct made from these is best suited. A
spellcaster should judge carefully what he wants the
automaton for, so as not to waste high-level magic
in & construct that is not adequate for the tasks
msigned to it. All avtomata have darkvision 60 fi.

SCARECROW

The crudest automata are sometimes the most
appropriate, Inexpensive, unobtrusive and EsY 10
busld, sutomata with this package are not intended
10 enter combat, but mostly 1o perform minor tasks
However, equipped with the right abilities, o
SErECTOW AUlomaton can Spring a very nasty
SUrpmse ON URsuspecting irespassers. These
matenals are particularly vulnerable to fire,
however, suffering 1d6 additional damage 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

Control Focus: Exrermal, a cartwheel, an ornate
rake,

Skill Required: Craft (sculprure) or Craft

Scarecrow Characteristics

Fine 1d1i k5

30 ft.

440 ft.

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

Scarecrow Construction Table

CP BR Skill Checks W
Fine 32 2/1 2210
Diminutive 12 301 18/ 10
Tiny 32 4732 L' 140
Small 32 52 1510
Medium 32 G2 14710
Large 40 8/2 1510
Huge 80 16/ 4 16/10
Giargantuan 164 32/8 1810
Colossal 320 64/ 16 2210
ATTENDANT

10 ft. 23 (+3 Dex, +8 size, +2 natural 1 3
14 (-2 Dex, -2 size, +8 natural

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

29

These materials are used to build automata that will
mostly remain indoors and often resemble miwing
furniture. OF more clegant design than other
aulomata, these constructs are often built with face-
like porcelain masks, providing them with an eere
look. The smallest automata are generally toys, b
some are deceiving, since this appearance houses
deadly magical abilities or spells intended to protect
the owner,

Caster Level: 11th

Materials: Wood, silk rope, copper, porcelaim,
Special Ability Slots; 3

Contrel Focus: [nternal, generally a hidden Spring
mechanism; external, music or jewellery baxes:
carried, nings, pendants, etc.

Skill Required: Craft (sculpiure), Craft
{metalworking) or Craft (potiery).

Atiacks: Melee or weapon,

CR Modifier: +]

17

Idit+6 22

2d8+10 31 f
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10

4410

+1 20 fi.

Artendant Characteristics
(+5 Dex, +8 sz, +Ho natural]

23 (+2 Dex, +2 size, +9 natural

Medium  Bd10 +0 R 22 (+12 natura]i 1df+1 14 11

Huge Lxdig -1

Colossal 24410 -3

Attendant Construction Table

CF BR Skill Checks DC
Fime a0 21 2214
Diminutive 40 L L&14
Tiny 40 Q'3 1614
Small 4l 1573 1514
Medium 40 2113 1414
Large 48 26ovd 153714
Huge Oy S1/% 1614
Gargantuan 192 10416 1814
Colossal 3584 208/32 22714

WILDERNESS SCOUT

Consisting mostly of natural materials, this package
is employed on automata that are meant to travel in
the wilderness for long periods of time. They look
like a patch of forest that decided 1o take & walk,
and have often been confused with some forest
spirit. Animal fur and even antlers adorn automala
made with these components. They can withstand
adverse weather much better than other constructs,
although the smell of wet animal heralds their
arrival after a downpour,

Caster Level: [Ith

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

Control Focus: futernal, mummified heart, rume-

Fine 2d10 +3 10 fi.

Tiny Td10 i 20 ft,
Mediam
Huge 1540 -2 30 f.

Colossal

Wilderness Sco

11d10 -1 306t 21 (-1 Dex,

Lage 110 <1 3R 201 Dex, -l size, +iZnatunl) 141085 20 8

W ft, 22 (-1 Dex, -2 size, +15 natural)

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

27 (+3 Dex,

21 (-2 Dex, -2 size, +135 natural)

7410 -3 40 fi. 18 (-3 Dux, -8 5128, =19 nabaral)

30

+12 mamaral)

1d12+5 25 B

Ide+10 32 5

carved piece of bark; external, wonden stag figurine,
weather vane; carried, carved arrowhead, wooden
medallicn.

Skill Required: Crafi (sculpture), Craft
(leatherworking) or Craft (carpentry).

Attacks: Melee or weapon.

CR Maodifier: +1

Wilderness Scout Construction Table

CFP BR Skill Checks D:C
Fine 48 an 2X10
[iminutive 48 41 1810
Tiny 48 &'z 1&10
Small 43 P T 1510
Medium 48 1142 14710
Large 5 132 18/10
Huge i1z a4 1610
Garganiuan 124 528 1810
Colossal 448 104/ 16 2210

ut Characteristics

+8 size, +6 natural)

21 (+2 sipe, +9 naboral 144

1d8+3 16 9

1d12+7T 24 &

3dé+12 M 4

Fifu
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SENTRY

Standing stop castle walls or in dungeon
corridors, sentries 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
Ime of defence in a wizard's tower, and most
are mstructed o retreat if the situation ums
sgainst them. 11 is better not to depend solely
on & semiry aulomaton 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

Centrol Focus: Jaternal, a solid iron sphere,
an won medallion; exierma!, a small forged
coat of arms, ornamental miniature swords:
carried, & sword-shaped pendant, an iron key.
Skill Required: Craft (sculpure), Craft
(Macksmithing) or Craft {masonry/
stoneworking ).

Artacks: Melee or WSRO

CR Modifler: +1

Sentry Automaton Construction
Table
CF BR  Skill Checks

B

Fine 56 41 24/12
Dimimutive 56 o2 20712
Tiny 56 B4 1812
Small 56 1 (w4 1712
Medium 56 1175 1612
Large fid 14/6 17712
Huge 128 2812 1812
Uarganiuan 256 50/24 Ful ) e
Colossal 512 1248 24412

Senli Automaton Characteristics
b

Fine 2dl0 +3 10 fit. +8 size. +7 patural

12d10 i 30 ft. 26 (+16 natural

Ladin

30 fi &3 (-2 Dhax

-2 gipe, +19 natural 2dl0H+6 23

Colassal 28410 4 40 fi, 21 (4 Dex, -8 size, +23 natoral) dio+1] 32 3

31
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Finz di +1

Tin Od10 H 20 fi

Medium 13410 -2 pft. 23 (=2 Dex,

Hu [7Td10 -3 0 ft. 23 (-3 Dex, -2 5iFe,

Colossal  29d10 =4 40 fi. 20 (-4 Diex, =B size,

CLOCKWORK

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

Caster Level: 1Zth

Materials: Bronze, copper, lin.

Special Ability Slots: 5

Control Focus: fnrernal, o small group of gears
and pistong, a small clock mechanism; exfernal, a
grandfather clock, a set of dials; carried, a bronze
medallicm, a rod,

Skill Required: Craft (metalworking) or Craft
(clockmakimg)

Attacks: Meles or weapon.

CR Modifier: +2

Clockwork Construction Table

CF BR Skill Checks DC
Finz Bl 62 1514
Dimiirative Gl 24 2014
Tiny 64 11:5 1914
Srmall 64 146 1814
Medium (%] 158 17714
Large T2 2010 1614
Huge [ 40020 1714
Gargantuan 288 ROV40 21/14
Colossal 576 16080 2514

Clockwork Characteristics

. 22 (+8 size, +10 natural)

#15 natural)

10 ft, 7 (+3 Dex, =8 size, 5 [ | 1

1 dis 11

1d8+3 i)

B+7 25

+18 natural} 2d

i+l 35

L]

+22 natural)

COMPANION

Strong of frame and delicate on its exterior, the
companion automaton is a lesser form of bodyguard
inemded for human or smaller sizes, but that can
shill be buili larger. lis movements are generally
more graceful than those of a shield guardian, and it
is able o sccompany its master to more social
occasions. Even if lacking in imtelligence like most
constructs, some wizards have enchanted a
companion automaton with the ability to speak a
few phrases, using it 48 messenger, majordomo or
conversation piece.

Caster Level: 12th

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

Control Focus: [nrernal, a simple clockwork heart,
an ornate medal; external, small bell or gong, heavy
erystal ball; carried, any piece of jewellery, an
omate medal (twin to the awlomaton’s).

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

Attacks: Melee or weapon,

CR Modifier: +2
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Colossal  2ZBdI0 - 40 ft. 18 (-2 Dex, -B size, +18 natural) M10+13 32 6

ASSASSIN OR HUNTER

Automata 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 targets. 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 a frame are mostly of the destructive
persuasion, but more tactically minded crestors
might include a much deadlier mix of enchantments.
Caster Level: 12th

Materials: Stone, bronze, iron.

Special Ability Slots: 5

Control Focus: fnternal, a solid iron sphere, a
smill magnetized iron rod; exrernal, & small
stafuette 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).
Attacks: Melee or weapon.

CR Modifier: +2

Assassin/Hunter Construction Table
L BR Skill Checks N

Fine 72 62 24/12

Diminutive 72 B4 2012

Companion Construction Table Tiny 72 1145 1812

CP BR Skill Checks DiC Small T2 14/6 172

Fine 4 62 24/12 Medium 72 6 16412

Dimanative 64 i 2 Large 11 20010 17712

Tiny fid 115 812 Huge 160 e L) el 18712

Small 4 {4/ 1712 Ciargantuan 320 Bivdl 20112

Mediom 64 168 1612 Caolossal 40 16(KED 241112
Large T2 2K 11 1712
Huge 144 4v20 1812
Gargamaan 253 B0/40 /12
Colossal 576 L6080 24/12
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Fime 241 +4

Medium 15410 = 10 fi

30 fi

Hu 1EdI0

-1

Colossal ildlp -2 41 ft,

Tin 11d10  +2 20t 24 (+2 Dex, +
26 {+16 natural) 2d6+5
. T i-1 Dex, -2 size, +20 natural)

22 (-2 Dex, -8 gize, +22 natural)

ay
Wi, NSEER
ELITE GUARD

Beyond the abilities of a shicld guardian, the
miaterials used for an elite guard make certain that
mothing will ever harm a person under 1= care.
However, automata made from these materials are

AssassinHunter Characteristics

10 ft, 30 (+4 Dex, +8 size, +7 namral} |1 & 1B

2 size, +10 nateraly 1dé 14 14

20 10

2d10+6

27 B

o+l 37 &

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

Caster Level: 14th

Materials: Mithral, steel, wood

Special Ability Slois: 6

Control Focus: (mnternal, an omate medallion, a
gilver rod encrusted with jewels; exfernal, a brass
clarion, a mithral shorl sword; carvied, a silver
shield-shaped pendant, any piece of jewellery.
Skill Required: Craft (sculpture), Craft
{weaponsmithing) or Craft (armoursmithing).
Attncks: Melee or weapon

CR Modifier: +3

Elite Guard Construction Table

CP BR Skill Checks D
Fime B0 3 2614
[riminutive 1] 1B 2214
Tiny a0 24411 2014
Small 0D 213 1914
Pledium fD 10 1814
Large iR 3416 1914
Hugze: 176 Tl 20014
GGargantuan 152 140 2214
Colossal 704 2B0/120 26414

CHAMPION

The ultimate mechanical warrior is made from the
toughest metals. Although not on the same level as
an adarmanting golem in terms of raw strength, the
champion automaton makes up with magical might
and agility. These constructs are sculpted so that
they do honour to the noble materials and the skall
needed to craft them, with majestic bearings for
even the smallest of them. Their purpose is almost
always war,
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Fine

Jd1i

Elite Guard Characteristics

13d10 +1 20 fi.

31 (+3 Dex, +8 gize, +10 natura

28 (+1 Dex, +2 size, +15 natural)  1d8+2

Medium 17d1  +0 30k 2B (+18 mmm]i AR+

Colossal

Casier Level:

14th

22d1

jidio -4

4 i,

Muaterials: Adamantine, mithral, steel

| mastersark ).

Special Ability Slots: &

Control Foecus: [nferrmal, a large ruby, a raw and
enchanted geode;, external, an ornamental suit of
armour, a large mirred; carried, o delicate helmet, an

expensivie bracelet.
Skill Required: Crafi (sculpture), Crafi

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

R Modifier:

+3

Champion Construction Table

Fni
Diminative
Tiny

Small
Medium
Lange

Huge
Garganiuan
Colossal

Mediism

CF
bt
bt
b
RS
Ei
0f
G2
R4
ThE

B

15
24/11
SK15
3718
40/20
4725
R4/46

| BED2
ITH/ 1 B4

A1y

15d10 +2

19410 +0

25dI0 -]

3sdio -3

Skill Checks IMC

2615
X5
2015
19/15
1815
19715
215
X5
26015

27 (-2 Dex, -2 size, +21 natural)

22 (-4 Dex, -8 size, +24 natural)

Champlon Characteristics

10 ft.

20 ft.

30 fi.

30 fi.

40

37 (+4 Dex, +8 size, +15 natural)
31 (+2 Dex, +2 size, +17 natural)
A0 (+20 natural)

29 (=1 Dex, -2 size, +22 natural)
24 (-3 Dex, -B size, +25 natural)
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AdR+10

12415

1dé-1

1d12+5

Zdl0+8

Ao+

4410417

4]

20

i

iz 9

44 5
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SIMULACRA

Rimal Time: Varies

Simulacra are constructed in a much different way
to golems and automata. Instead of shaping
materials and putting them together, a spellcaster
miakes a primordial soup of arcane ingredients grow
and adopt the shape he desires. The creation ritual
imvelves injecting all sort of components into a
mould that sometimes includes a mechanical
skeleton, but most often the creature’s bones will
form with the ntual,

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
simulacrum to be constructed. The creator selects a
base creature and a template, and adds the
Construction Poinis fior the kind and size of that
creature and template. The base creature provides a
base DT for the Craft (scalpture) check to build the
beosdy, miodified later by the template as mdicated on
the description for each. The size of a simulacrum
depends on the size of the base creature, though this
can be redused or enlarged by buying the appropriate
simulacrum fzad in the chapter Building a Better
Comnstruct.

SIMULACRUM BASE
CREATURES

Mone

Using no creafure to work from, a spellcaster is able
to create a 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 anatomies and their exoskeletons are often
enough to sustain a vermin simulacrum of most
sizes. Owzes, lacking any sort of anatomy 1o begin
with, are as easy to duplicate.

Base Skill DC: 12

Applicable Templates: Homunculus, mockery and
perversion.

Plant

Plants and plant crestures are more difficult to
imitate with a construct, but still fall within the
skills of many spellcasters. When using a normal
plant such as a bush or & tres a5 & base creatune,
assign costs depending on its size and assume that
flowwers, bushes and other vegetables have | HD,
while trees may have 2-4 HD, depending on their
age and size,

Base Skill DC: 12

Applicable Templates: Mockery and perversion,

Animal and Beast

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

Applicable Templates: Mockery, perverswon,
mimeod, and eidolon.

Humanoid

The meost horrific results of construct
experimentation come from the imitation of
humanoids. From lowly kobobds 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 wses its base HD or
“‘monster lewvel”.

Base Skill DC: 14

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

Medium L L 12
Huge =

Monstrous Humanoid

These creatures alrendy possess several of the
features spellcasters want to implement in a
construct, but their strange biology makes it mone
difficult to work from them. The BR cost for a
monstrous humanoid simulacrum ignores any class
levels the creatune has, and only uses its base HD or
‘monster level’.

Base Skill DC: 15

Applicable Templates: Mockery, mimeol, and
gidobon.

Aberration

These creafures have such a bizarre anatomy that
spellcasters have a harder time making a construct
resembling them. However, such creatures provide
gl sorts of nasty surprises for opponents who think
they know what to expect,

Base Skill DC: 16

Applicable Templates: Mockery and mimeoi.

SIMULACRUM
TEMPLATES

Homunculus

A homunculus i3 a strange little monster, moving
abowrt powered by its master’s blood and will alone.
Homunculi are useful as spics, messengers and
seouts and mot much else. However, every
bomunculus 18 connected telepathically with its
crestor. Vermin homunculi are & fleshy and
deformed version of the insect they're based upon.
As with all simulacra, homunculi cannot disobey
e master. The craftsman gains a +2 synergy
lbomes 1o his Craft check if e has at least 3 ranks in
Alchemy.

Caster Level: Tth

fpecial Ability Slots: |

Skill Check Modifier: +0

Ritual Time: | week.

0

Spells Required: Arcane eve, mirror image and

mending.
CR Modifler: +1

Homunculus Template Construction

Tahble

Size CP
Fine .
Medium 1
Large d

Homunculus Template Body Rating Table

Base Creature BR
None 10gp  HD
Vermin 1 per HD

“Homunculos' is a template that can be added to a

base creature (none) and vermin (referred to
hereafier as the “base creature”™), The creature’s type

becomes ‘construct.” It uses all the base creature’s
statistics and special abilitics except as noted here.

Hit Dice: Change to d1{0. Base Creature (Mong) has

Z HD.

Speed: Same as base creature. Bage Creature
(None) adds a flving speed of 50 feet with good

manoeavrability,

Attacks: Same as base creature. Base Creature

{Mone) has a hite artack,

Damage: Same as base creature, Base Creature
(Mone) deals 1dd-1 hp damage with its bite, plus

L ETT

Special Attacks: A homunculus retains all the

special attacks of the base creature and also gains a

poison attack if it did not have one already. An




Erit. fefgonn

additional special attack can be purchased with CPs
during the construct’s creation (see the Construct
Abilitics chapter).

Poison (Ex): Bite, Fortitude save (DC 11). Initial
damage sleep for 1 minute, secondary damage sleep
for another 3d6 minutes.

Special Qualities: A homunculus has all the special
qualities of the base creature, plus darkvision with a
range of 60 feet. Additional special abilities can be
purchased with CPs during the construct’s creation,
if it has any free ability slot (see the Construct
Abilitics chapter). In addition, the creature gams a
construct’s special qualities.

Consiricd; Immune o mind-influencing effects,
poison, disense, and similar effects. Not subject 1o
critical hits, subdual damage, ability damage,
energy drain or death from massive damage

Saves: Change to the saves of a cleric of the same
level as the creature has Hit [hee and modify
sccordingly (Jook at the table in The Drawing Table
chapter)

Abilities: Same as base creature except for the
following: Str +1, Con -, Int 10, Wis 12, Cha 7.
Base creatures (none) have a Strength score of 8 and
a Dexterity score of 15,

Skills: Homunculi have no skills

Feats: Homuncali have no Teais, but special
construct feats can be purchased with CPs during
the construct’s creation as special abilities (see the
Construct Abilities chapter].

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

Mockery

A mockery is a poor copy of the base creature. It
loses all of the ereature’s charactenistics in favour of
increased toughness and durability All mockerics
vaguely resemble their base creature, but have
mismatched festures like mangy fur, skewed eyes,
misaligned jaws and other deformities. As with all
gimulacra, mockeries cinnot disobey themr master.,
The craftsman gains a +2 synergy bonus to his Craft
check if he has at least 5 ranks in Knowledge

[ eauire .

Caster Level: Eth

Special Ability Slots: 0

Skill Check Modifier: =1

Ritual Time: 2 wecks,

Spells Required: Afrer self, mending and stoneskin.

Mockery Template Construction Table

Sipe CF
Fune -
Medium =
Large 3
Huge 6
Garganhen i2
Colossal fel

Mockery Template Body Rating Table

Base Creature BH
Vermin 2 per HDy
Flant | per HDy
Animal 2 per HDY
Humanoid | per HD
Wonsirous Homanod 2 per HD
Aberration L per HI3

*‘Mockery® is a template that can be added 1o any
creature of the following types: animal, humanoid
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monstrous humanoid, plant, and vermin (referred to
hereafter as the “base creature’), The creature’s type
becomies ‘construct’. It uses all the base 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 base creature, except that it can
only make one of its available attacks each round.

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

Special Qualities: A mockery loses all the special
qualities of the base creature, but gains darkvision
with 4 range of 60 feet and damage reduction 10V+3
thanks to 1ts mbbery skin and total lack of a normal
amatomy. In addition, the creature gains a
consiruct’s special qualitics.

Construct, Immune to mind-influencing effects,
poison, disease, and similar effects. Mot subjpect 1o
gritical hits, subdual damage, ability damage,
energy drain or death from massive damage

Swves: Change to 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).

Abilities: Adjust the base creature’s ability scores
i follows: Str -1, Dex -4, Con -, Int -, Wis 10, Cha
I.

Skills: Mockeries have no skills,

Feats: Mockeries have no feats, bul special
construct fieats can be purchased with CPs duning
the comstruct's creation as special abilities (see the
Constract Abilities chapter),

Challenge Rating: Same as the base creature +1.

Perversion

A perversion 15 exactly what the name implies: a
mwisted version of the base creafure. Mostly the
product of an equally twisted mind or the result of a
failed experiment, perversions ane even m-re

39

deformed than mockeries, giving the impression that
the 5pcl|-a:;u.1-:| Was l.r|||'_|.' I-q:-||;m'1n!: the creatunss
general idea and leaving the detadls 1o chance. As
with all simulacra, perversions cannot disobey their
master. The crafisman gains a +2 synergy bonus to
his Craft check if he has at least 5 ranks in
Enowledge (nature} or Alchemy.

Caster Level: 10th

Special Ability Slots: |

Skill Check Modifier: =2

Riitunl Time: 2 wecks.

Spl'.!“! thl.lili‘d: Alrer .\'h!_l'-. ."r:l"rIJ'-:v gt arrow aid
mending,

Perversion Template Construction Table

Size CP
Fine -
Medium 8
Large 12
Huge 24
Gargantuan 48
Colossal Qi

Perversion Template Body Rating Table

Base Creature BR
Vermin 3 per HD
Plang 2 per HD
Anmimal 3 per HD
Humano:d 2 per HD

‘Perversion’ is a template that can be added to any
creature of the following types: animal, humanoid,
plant, and vermin {referred (o0 hereafier as the ‘hase
creature’). The creature's type becomes “construet”,
It uses all the base creature’s statistics and special
abilities excepd as noted here,

Hit Dice: 1."h:|.||]!|;4: 1o dii
AC: Nawral armour improves by +2.

Special Attacks: A perversion retains all the special
attacks of the base creature that are extracrdinary
abilities, and loses any supernatural or spell-like
ability. An sdditional special attack can be
purchased with CPs duning the construct’s creation
(see the Construct Almlities chapter). In addition,
the perversion is made of such foul materials that it
gains the following special attacks:
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Acid Vomis (Ex): Every 144 rounds, a perversion can abilities, and loses any supernatural or spell=like

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

ranged touch attack 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 Consiruct Abilitics chapter). In

Size Damage addition, the creature gains a construct’s special

Fine 1d3 gualities.

Dirminutive 1d&

Tiny 2d6 Construct: Immune to mind-influencing effects,

Small A6 poison, discase, and similar effects, Not subject to

Medium idR critical hits, subdual damage, ability damage,

Large Sdi energy drain or death from massive damage.

Huga S

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

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

Foul Ichors (Exk: Whenever a slashing or piercing chapler),

weapan successfully hits a perversion, the construct

spurts some of it8 corrosive components at the Abilities: Adjust the base creature’s ability scores

attacker. The acid deals damage equal 1o the as follows: Str+2, Con -, Int 10, Wis %, Cha 1.

original attack’s, but the attacker can roll Reflex

(DT 17} to halve this. Skills: Perversions have 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 <21

Mimeoi

A mimeod is a perfect copy of the base creature,
similar o 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 o look and even st
like the base creature, able 1o mimic personality
iraits and behaviour patterns, When mimeosi ars
crafied after a particular humanoid, they are used as
decoys, infiltrators and spies, retaining telepathic
contact with their creator. Mimeod are set in their
form as they were built, and cannot change shape
once they leave the laboratorys table, As with all
simubacra, mimeoi cannot disobey their master. The
craftsman gains a +2 synergy bonus 1o his Craft
check if he has at least 5 ranks in Knowledge
{nature)

Caster Level: 1 2th

Special Ability Slots: 2

Skill Check Modifier: +4

Ritual Time: 1 week per base creature’s HIX
Spells Required: Alter self] arcane eye, detect
thoughrs and mending
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Mimeoi Template Construction Table

Size CP
Fine -
Medium B
Large 12
Huge I
Gargantuan 45
Colossal Q6

Mimeoi Template Body Rating Table

Base Creafure BR
Animal 2 per HD
Beast 2 per HD
Humanad 2 per HD
Monstrous Humanoad 2 per HD
Aberration 4 per HD

‘Mimeoi” is & template that can be added to any
creature of the following types: aberration, animal,
beast, humanoid and monsirows humanodad referred
io hereafier as the ‘base creatore®). The creature’s
type becomes ‘construct”. It uses all the base
creature’s statistics and special abilities except as
nited here,

Hit Dice: Change 1o d10
AC: MNatural armour improves by +1.

Special Attacks: A mimeod retains all the special
gitacks of the base creature that are extraordinary
ghilitizs, and loses any supernatural or spell-like
ahility. Additional special attacks can be purchazed
with CPs during the construct's creation (see the
Coeatruct Abilities chapter),

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

Corstrict:, Immune to mind-influencing effects,
poisan, disease, and similar effects. Mot subject to
crtical hits, subdual damage, ability damage,
energy drain or death from massive damage.

Mimic (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 beasts, the
mimeoi can act exactly like that creature, gaining a

10 bonus to Bluff and Perform checks for an
indeterminate duration, even when not possessing
that skill

Telepathie Link @%5w): The mimeoi's creator can look
through the creatures eyes and send instrections
telepathically by concentrating. The link cannot
cross planar boundaries, bul its range is otherwise
unlimited,

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

Abilities: Adjust the base creature’s ability scores
s follows: Con -, Int 10, Wis %, Cha 11

Skills: Mimeoa have no skills

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

Challenge Rating: Same as the base creature +3.

Eidolon

Fidolons are more 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 arises when the
consiruct demonstrates its will and tnes fo rebel
against its master, but as with all simulacra, eidolons
cannot disobey their master. The craftsman gains a
+2 synergy bonus to his Craft check if he has al
least 5 ranks in Knowledge (natufe).

Caster Level: 16ih

Special Ability Slots: 4

Skill Check Modifier: +9

Ritual Time: 1 month per base creature’s HD.
Spells Required: Geas/quest, limited wish and
metding.

Eidolon Template Construction Table

Size CFP
Fine -
Medium 0
Large 4
Huge 45
Ciargantuan L
Caolossal 192

Eidolon Template Body Rating Table

Base Creature BR
Amnimal 3 per HD
Humanoid 4 per HD

‘Eidolon’ is a template that can be added 1o any
animal and humanoid (referred to hereafler as the
‘base creature’), The creaturs's type becodmes
‘comstruct”. Tt uses all the base creature’s statistics
and special abilities except as noted here,

Hit Dice: Change to d10 and increase HD by 4.
Speed: Increase all forms of movement by 10 i
AC: Natural armour improves by +2.

Attacks: One extra primary attack.

Damage: As base creature’s natural attacks or by
weapon.
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Special Attacks: An eidolon retains all the special
attacks of the base creature that are extraordinary
abilities, and loses any supernatural or spell-like
ability. Additional special attacks can be purchased
with CPs during the construct’s creation (see the
Construct Abilities chapter).

Special Qualities: An eidolon has all the special
qualities of the base creature, plus darkvision with a
range of 6 feet. Additional special abilities can be
purchased with CPs during the construct’s creation,
if it has any free ability slot (see the Construct
Abilities chapter). In addition, the creature gains a
construct’s special qualities.

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

Limired .r,J_."'r":lr.ln:.lr:l {Exl: Asa prl:l.:ilu[iﬁll- by the
creator, an eidolon only “lives” for 1d4-+4 years
After the eidolon ‘dies’, enacting the original ritual
at one-quarter cost in XP and gold can reanimate it,
but all the memories and personality it acquired are
erased (roll again for Intelligence, Wisdom and
Charisma increases )

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

Abilities: Adjust the base creature’s ability scores
as follows: Sir +1438, Dex +1d8, Con -, Int 104246,
Wis #8+2d6, Cha | 1+1dE.

Skills: Eidolons can be ‘programmed” with skills.
These constructs have their Intelligence score i
skill points multiplied by 2, plus two more points
per HD.

Feats: Eidolons have nao fizats, but special construct
feats can be purchased with CPs during the
construct’s creation as special abilities (see the
Construct Abilities chapler).

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

constructs that can have any alignment, decided by
the caster ol the time of creatiomn,
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the course of their adventuring carcers and, like
BU I LD I NG A those feats, represent & unique characteristic or
ability the construct has that sets it apart from the
BETTER
All of these feats are considered extraordinary
abilities, since they are maoditications to the
c0 NSTRU CT constructs physical components and give no

magical powers, which are covered in the next
he prices and descripfions in the previous chapter
chapter assume that golems and automata are

humanoid shaped, and that simulacra are ACQU[EI NG FEATE

restriciesd 1o the shape of the base creature.

However. o construct builder is not limited 1o these Conatructs do not get feats like characters and other
options, but merely takes them as a starting point 1o living creatures do. [n.-;n::zfnl the creator musi
implement his own ideas. Being crafted objects purchase them with both life-force and gold. As
animated through magic, constructs can come in all described in the chapler The Drawing T“h]'-'-_‘h'-‘
kinds of shapes and sizes to suit their creator's base construct has an overall cost measured in
whisig. Construction Poimts, and a spellcaster wishing o
add any of these feats must pay for them, adding
Befare the final research check is made, the their individual costs to that of the base construct.
spellcaster has a chance to improve on his creation’s These additions take an additonal toll i the
base model, adding features and new capabilities, channelling of magical energies, and also add
inclading shape configurations. Additions and material that must be crafted and pasd for
aherations to the construct's physical functions are
echieved by acquiring special construct feats. These As long as the spellcaster has the money and the

feats are similar to the ones characters can obiain in experience to spend, he can add as many feats 1o s

o |

R st ?
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construct as he desires. The Games Master may
[irmit the quantity of alterations a construct camn
sustain, with a good limit being one feat per three
HD of the base construct. The construct’s creator
can choose feats only from this chapaer, although
some regular feats from the Core Rulebooks are
available by meeting special prerequisites and costs.

Prerequisites

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

Types of Feats

Construct feats are classified in four categones
Construct feats apply to all consiructs, while golem,
automaton and simulacrum feats apply exclusively
to those construct sublypes.

Costs

Adding a feat to a construct carmies a cost measured
in Construction Points, which are added 1o the
overall CP cost prior to the final 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 base Challenge Rating, as feats angment
its capabilities in varying degrees, Round down any
Challenge Rating fraction.

FEAT DESCRIPTIONS

Additional Special Ability Slot (Construct)
The construct was built to have a greater capacity
for special abilites

Benefit: The spell caster can install an additional
spectal ability into the construct.

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

Construction Polnts: 3

CR Valwe: |

Applies 1o Body Rating: MNo

Combat Expertise {Construct)

The construct 15 capable of sophisticated combat
MANOEUYTES,

Beneflt: The construct can be outfitied with some
specialized combat core feats. In addition, the
construct can attempt special fighting technigques
without direction, like fanking, charging, tpping,
trying to overrun and bull rush an opponent, as
described in Core Rulebook [,

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

Construction Paints: 2

CR Valoe: 4

Applies to Body Rating: Mo

Concealed Weapon Mounting (Automaten,
Simulacrum)

Prerequisites: Weapon Mountimg,

Benefit: 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 in a single encounter, it gains a
+1 surprise bonus to its attack roll.

Mormal: Incorporated weapons in an automaton are
i plain Vigw,

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

Construction Points: 3

CH Value: 1

Applies to Body Hating: Yes.

Core Feat

The construct has access to an additional ability
pormially restricted o living creatures,
Prerequisites: Mormal prerequisites for each fiear
|I.'|'.|FII}

Benefir: The construct gains a feat from Core
Rulebook T or Core Bulebook I, 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, Multiattack, Multidexterity, Multiwsapon
Fighting. Point Blank Shot, Power Artack, Precise
Shot, Quick Draw, Rapid Shot, Run, Teo-Weapon
Fighting

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

Construction Points: |

CR Value: ';

Applies to Body Rating: Mo.
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Defensive Manoeuvres (Construct)

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

Bemefit: The construct can atempt without outside
direction to fight defensively, engage in full defence
or aid another. as described in Core Bulebonk [,
Normal: Constructs fight straightforeardly and with
no actics or strategy,

Construction Poinis; 7

CR Value: %

Applies to Body Rating: Mo.

Extra 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 to every
poll wiih i,

Normal: Base plans for constructs contemplate a
humaneid shape (one head, one torso, two arms and
e |.¢ﬂ:|.:|

Special: The Multidexterity feat cancels the —34
penalty for using an off hand for creatures with
more than two arms, 1 the off hand has a natural
weapon, it suffers a -5 penalty instead of 4, and the
penalty can be reduced with the Multiattack fieat.
Construction Polnts: 4

CR Value: 4

Applies to Body Rating: Yes.

Extra Head (Construct)

The spellcaster designed the construct with ome
extra head, mereasing its perception,

Benefit: The construct has a +1

enbancement bonuos o

inifiative, and every round

it cam roll a Reflex

v to avoid being

flasked (DT 10

+ ememy s character level or HD).

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

Speclal: If gified with the Speech special ability,
both heads can speak, but they are both the same

being,
Construction Points: 1
CR Value: |

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 bonus
agamnst bull rush attacks and other effects that might
throw it off balance.

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

Construction Polnts: 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.

Prerequisites: Size limitasions (sce table).
Benefit: The construct gains certain abilities or
imcreases existing ones, depending on the limb
chosen.

MNormal: Base plans for constructs contemplate a
humanoid shape {one head, one torso, two arms and
two legsl




BUILDING A BETTER CONSTRUCT

Miscellancous Min,

Limb Size Effect

Long neck Tiny  Reach for Tiny, Small,
Mediom and Large
creatures increases by 5
feet. Reach for Huge,
Ciargantuan and Colossal
creatures increases by 10
feet,

Larger Small Choose one: Natural

torso armogr increases by +1,
Strength score increases by
+3, crawl speed (if No
Legs 15 chossn)

Tl Fine  Choose one: Extra slsm
attack, swim speed samse as
walk speed, or +2 stability
bonus.

Wings Fuive Fly speed. The same as
wilk speed with poor
mmianoewyrability.

Fins Diminutive  Swim speed same

Flippers as walk speed plus 10 feet.

Construction Poinigs: 5
CR Value: 1 =
Applies 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 exira off hands and
can perform one extra standard action at —4 to every
roll with each. It can also handle an additional two-
handed weapon.

Normal: Base plans for constructs contemplate a
humanoid shape {one head, one torss, two arms and
W |-.‘:E.~\._|.

Special: The Multidexterity feat cancels the -4
penalty for using an off hand for creatures with
rore than twe armas. If the off hands have a natural
weapon, they suffer a -5 penalty instead of -4,
which can be reduced with the Multiattack feat. IF
planning to add an even number of arms. it 15 less
expensive 1o do so by pairs, since they are built 1o
balance each other.

Construction Points: 6

CR Value: 1|

Applics to Body Rating: Yes.

Extra Pair of Legs (Construct)
The spellcaster designed the construct with an exira
pair of legs, increasing its stability and movement.

Benefit: The construct gains a +4 stability bonus
against bull rush attacks and other effects that might
throww it off balance. It also increases its walk speed
by 10 fizet.

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

twn legs),
Consiruction Points: &
CR Value: |

Applies to Body Rating: Yes.

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

Prerequisites: Dex 114

Benefit: The construct has a 42 enhancement bomus
i its Dexterity madifier when rolling ability checks.
This bonus also applies to skill checks that require
manual coordination, and which can be used
unirained, like Craft, Escape Artist, Use Rope, etc.
Normal: Golems and swtomatons have little use for
manual labour

Construction Polmts: |

CR Value: 4

Applies to Body Rating: Yes.

Horizontal {Construct)
The construct stands on four legs, not two.
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Benefit: The construct gains a +4 stability bonus
against bull rush attacks and other effects that might
throw it off balance. It also increases its walk speed
by 10} et

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

Special: This feai is used to simulate the shape of a
four-legged creamure, Simulacra with a base
creature that already has four or more legs cannot
take this feal. The construct loses the ability o
manipulate objects, so it cannot take Fine
Manipulation, Meles Weapon Proficiency, Ranged
Weapon Proficiency or Swerving Waist.
Construction Points: |

CR Value: 0

Applies to Body Rating: “ves,

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

Prerequisites: Dex 8+

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

Normal: Constructs canmaot acquire feats from the
Core Rulebooks.

Construction Points: 2

CR Value: 4

Applies to Body Rating: No,

Melee Weapon Proficiency (Construct)
The construct’s imprinting includes the ability 1o
wield hand-to-hand weapons,

Prerequisites: Combat Expertise.

Benefit: The construct can be proficient in the use
of a simple, martial or exotc melee weapon.
Normal: Constructs only have slam or natural
atacks and do not use weapons in combat.
Special: The construct can gam this feat multiple
fimes. Each time it applics to a new weapon.
Comstruction Points: 2

CR Value: %

Applies to Body Rating: Mo

Natural Weaponry (Construct)

The consiruct is equipped with a natural weapon
like horns, clows, barbed ail, e,

Benefii: The construct gains a bate, gore, sting or
other natural attack

Nermal: Base plans for constructs contemplate &
humanoid shaps (one head one forso, two arms and
two legs).

Special: The construct can gain this feat multiple
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times. Each time it applies to a new natural

weapon. Damage depends om type of attack and
construct size. The construct must have the
necessary limb to implement a natural weapon,
Matural weaponry from secondary limbs suffers a -5
penalty to attack rolls, which can be redwced 1o —2
with the Multiattack fear.

Natural Weaponry Damage

Fangs, lnws, stings, Horns, antlers,

Size tusks, etc, limb spines. head ridges, ete.
Fine - - |
Diminutive - 1 1d2

Tiny 1 1d2 13

Small 1d2 1d3 14
Medium 1d3 i dd 1t

Large 1cl4 16 1<lH

Hqu: el | (i 26
{iﬂl‘!ill‘ll.ll.ill.‘l 1458 b6 2d8
Colossal 2da6 2dE 4d6

Construction Points: 3
CR Value: |
Applies to Body Ratimg: Yes.

Overbearing Trample {Construct)

The construct can mow down an opponent that dares
stand in 1% |:li|1|1

Prerequisites: Combat Expertise, Sir 15+,

Benefil: When the construct attempis to overrun an
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opponent, the target may not choose to avord i1, IF
the construct knocks down the target, it may make
one slam aitack against the target, gaining the
standard +4 borus on attack rolls against prone
targets,

Special: Constructs can only attempt to trample a

creature that is one size category smaller than them.

Construction Points: 3
CH Value: '
Applies to Body Rating: No.

Ranged Weapon Proficiency (Construct)
The construct’s imprinting includes the ability to
wield ranged weapons.

Prerequisites: Combat Expertise.

Benefit: The construct can be proficient in the use
of a simple, martial or exolic ranged weapon
Mormal; Constructs only have slam or nataral
attacks and do not use weapons in combat.
Special: The construct can gain this feat multiple
times. Each time it applies (o & new Weapom,
Construction Polnts: 2

CR Value:

Applies to Body Rating: Mo,

Reinforced Armour (Automaton)

The armour plating covering an automalon is
stronger than normal

Benefit: The automaton's AC is increased by +2.
Constructlon Points: 2

CR Yalue: '

Applies to Body Rating: Yes,

Rotating Hip (Automaton, Simulacrum)
The automaton’s forss can rofate 360 degrees,
widening its aren of influence.

Prerequisites: Combat Expertise, Dex 94,
Benefit: The construct can furn to face 1 any
direction as a free action. It cannot be flanked and
it threatens the arcas behind 1

Special: A simulacrum must have a vertical
configuration and deals 1d8 hp damage to itself the
first time this ability is used in an encounter, as its
tissue tear and siretch

Construction Poinfs: 3

CH Value: |

Applies to Body Rating: Yos

Stomp (Construct)

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

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

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

CH Valoe: |

Applies to Body Hating: No.

Weapon Mountings

{ Automaton, Simulacrum)
The construct has weapons
incorporated into it form, usually
on its arms or forearms, bt
alternate limbs are also used.
Benefit: The construct can deal
weapon damage per attack
depending on size. The construct 1
considered to be proficient with the
weapon mounted. Add the mounted
weapons damage to the construct’s
damage with a primary attack.
Special: Mounted weapons must be
of the same size category as the

construct, For example, a Medium-
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foA
| \

a0,

s aulomaton can mount a weapon the size of o
komgsword, while a Huge perversion could mount
the huge version of a club on a scorpion tail. The
consiract can gain this feal multiple times. Each
Eme it applies to a new weapon, but only one
weapon can fit in a single limb.

Construction Podnis: 4

CR Valwe: |

Applies to Body Hafing: Yes.

DEFICIENCIES

Deficiencics are reverse feats that subiract from the
poat of & construct in the same way that feats add to
iL Introducing deficiencies is a way to make the
final price of & construct less expensive, and can
serve (o balance the addition of feats and abilities,
The spellcaster can add as many deficiencies 1o his
comstrect a5 he dares. The Games Master may limit
e quanbity of alterations 4 construct can sustain,
with a good limit being one deficiency per two HD
of the base construct. Construction Poinls are
epressed in negative values, and they can also be
aibiracied from the Body Rating if appropriate.
bome of these also decrease the constructs

Challenge: Rating,

Berserk (Golem, Simulacrum)

The Bindings and enchantments on the construc ane
weak, and the polem's elemental, or the
gmulacrum’s, proto-consciousness sometines

beeaks free.

Dissdvantage: When the construct enters combat,
thewe is a cumulative 1% chance each round that it
will go berserk. The uncontrolled golem attacks the
mearest living creature or smashes some object
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smaller 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 1o
regam control by speaking firmly and persuasively
tex the construct, which requires a successful
Chansma check (DC 19). It takes | minute of rest
by the construct 1o reset its berserk chance to 0%.
Construction Points; —4

CR Value: -1

Applies 10 Body Rating: Mo

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 a 60 feet radius. It does not
pursue anyone who leaves this range.

Construction Points: -2

CR Valwe: -1%

Applies to Body Rating: Yes,

Mo 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 take Natural Weaponry,
Weapon Mountings and Concealed Weapon
Mounting normally.

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

CR Value: - '4

Applies to Body Rating: Yes,




BUILDING A BETTER CONSTRUCT

No Arms (Construct)
The spellcaster designed the construct with no arms,
Disadvantage: The construct cannod attack unless
it has other limbs that can do so

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

Weapon Proficiency, Matural
Weaponry (claws) or
Ranged Weapon

Proficiency. It can take
Mutural Weaponry that

dioes nol involve arms,

and Concealed Weapon
Mounting and Weapon
Mountings provided the
WEApONSs are incorporated
somewhere else,
Construction Points: -5
CR Valae: -]

Applies to Body Rating:
s,

No Legs (Construct)
The spellcaster designed
the construct with no legs.
Disadvantage: The
construct cannol move
(except as detailed
below), and changing its facing is a move-equivalent
B0,

Special: The construct cannot take the following
feats: Extra Leg, Extra Pair of Legs, Overbeanng
Trample of Stomp. If it takes Extra Miscellaneous
Limb {torso) twice and Extra Miscellancous Limb
(tail), it can slither like a snake, subtracting 20 feet
from its normal walk speed, to a minimum of 10
feet.

Construction Points: -6

CR Value: -1

Applies to Body Rating: Yes.

One Arm (Constroct)

The spellcaster designed the construct with only one
arm, decreasing its number of aitacks.

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

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

Speclal: The spelicasier can substitute the arm with
the Extra Miscellaneous Limb (tentacle) or other
appropriate limbs,

Construction Points: -4
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CR Valae: -4
Applies to Body Rating: Yes
One Leg (Construct)
The spellcaster designed the construct
with only one leg, decreasing its stabality,
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
contemplate a
humanoid shape
(ome head, one
torso, two arms and
tan legs).
H.pﬂ'iul: The
ponsiruct cannot
take the following
fients: Extra Leg,
Extra Pair of Legs,
Owverbearing
Trample or Stomp. The
constrect can take the Hun
feat, but it kooks very funny.
Construction Points: -~}
CH Value: -1
Applies to Body Rating: Yes,

Hase

Unarmoured (Automaton)

The armour plating covering an automaton is weak.
Benefit: The automaton’s AC is decreased by -2.
Construction Points: -2

CR Value: -3

Applies to Body Rating: Yes,

Ponderous (Golem, Awiomaton)

The construct’s materials are heavier, making its
movements clumsier.

Disadvantage: The construct’s walk speed is
reduced by 10 feet, with a minimum of 10 feet per
round. In addition, automata cannet run,
Construction Points: -1 for golems, -2 for
automata,

CR Value: )

Applies to Body Rating: MNo

Vulnerability (Construct)

The construct is particularly vulnerable to certain
attacks,

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

Construction Points: -4

CR Value: -4

Applies io Body Hating: Mo

Weak Spot (Construct)

The construct is particularly vulnerable n o certain
part of its by,

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

Construction Points: -5

CR Valee: -'4
Applies to Body Rating: es

CONSTRUCT WEAPONS

Automata and simulacra pay for their versatility in a
lack of the raw power golems have, which is why
many spellcasters equip them with weapons, most
often masterwork versions, However, being much
stronger than normal creatures of their size,
constructs armed with weapons and the knowledge
to use them will be formidable foes.

Arm Blades: These blades are fiemly attached to
the construct's arms amd vary in size, with the most
common being the longsword, but shorl sword
versions do exist, plus a broad version that sports a
wide and short blade, Many sutomata and
simulacra can slide these weapons in and out of
their arms by taking the Concealed Weapon
Mounting feat.

Chakram, Heavy: A chakram 15 a circular blade
that 15 normally thrown and retrieved, but constructs
have noe need for such fancy technigues, and the
heavy chakram is meant to be thrown hard,
sometimes even from a mechanical launcher

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

Crosshow, Spring: This is basically a
missile launcher that depemds on tightly
wound springs 1o provide power instead
of a tension bow. They are never found
in & carried version, but are always
mounted on & construct’s arm or

L shoulders. The spring crosshow can fire
normal crosshow and ballista bolts (for
Huge and larger sizes) as well az
Javelins, stones and exotic thrown
weapons like the chakram abowve,
Reloading the crossbow is a move
equivalent action for the construct that
provokes an attack of opportunity.

Flail, Triple: Sirnilar to a heavy flail,
but composed of three weight-and-chain
components instead of one.  Skilled
warriors can make them spin, and
constructs have no fear of being scraped
by the twirling weighted chains.
Spinning the Mails for a full round
provides one-guarter cover, granting o
#2 bonus 1o AC and +1 bonus to Reflex
saves
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Construct Weapons

Arm Blades (broad) Martial melee  12gp  1d4+1  183-200%2 - 2lbs.  Slashing
{ Timy)

A Blades (ghort) Martalmeles 20gp 1d6 18-20yx2 - 3lbs.  Slashing
{ Samall)

Croashow, spring Martialranged 150gp - 19-2'x2 20 fi. 12 Ibs,  Piercing

ih‘[ﬂdium-siz:i

* all scores are intended for a Medinm-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, 50 many
spellcasters will commission the forging of
armament appropriate for their creations.

The forging of large and bigger weapons does nol
require the immense amounts of money nor the
levels of crafismanship that construct building
imposes, 80 it is entirely possible for a spellcaster (o
commission a Huge longsword that will be ready
lomg before its sutomaton owner has even entered
the laboratory. To calculate damage increments for
weapons, use the following table. Multiply the price
and the weight by 3 for each increment. For
example, a spellcaster wishes to equip his
Gargantuan Hunter automaton with a longsword fit
for its size. A longsword is a Medium-size weapon
that deals 1dE hit points of damage, costs 15 gold
and weighs 4 pounds. A Gargantwan longsaord
would deal 2410 hit points of damage, cost 405 gold
(15 x 3 to Large, x 3 to Huge and x 3 o Gargantuan)
and weigh 192 pounds, Ranged weapons multiply
their range increment by 1.5 per size increment

Weapon Size and Ihmlﬁ

. 1 1d2 1d3  1d4 | dis 1d8 2dh
1d2 1d3 1d4 1dé  1d#8 Xdi 2ds 2410

I d4 1 s 1d38 e 248 2d10 2d12 Sd10
di ik

Idi 1 1d12 2 2d1d 2d12 Sd1o Jd12
* For the event in which a spellcaster wishes a Colossal greatsword or double-axs,
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CONSTRUCT
ABILITIES

onstructs already wield impressive physical

abilities, but being creations of magic, their

supernatural ahilities are nothing 10 be
sooffed at either. Golems can have devastating
spell-like attacks, and one can never be sure what to
expect from an sutomaton or a simulacrum in terms
of magical power.

Unlike the feats in the previous chapter, special
abilities are not 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
ahilities can take two or more. It is not obligatory to
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 difficulty of implementing the magical abilities
does mod hie m the constructs materal, but in the
ghilities themselves. Special attacks and qualities
peed 8 spell component to activate them, and these
gpells are not included in the animation ritual. The
creator must cast the spells personally as he infuses
the comstruct with his own life force, intertwining
their magical patierns with the ritual, and thus
making the effect an integral part of the construct.

This means that not only must the spellcaster be of
suficient level to cast the spell, either from his own
knoaledge or from another source, but also that he
must have the spell available and pay any casting
et it carries, The expenence the caster must pay
for & limeited wish is not included in the construct’s

Fire Cone 20 fii. Adi

Cold Cone 20 ft. fidty

Somic Cone 30 it radius

[

Reflex half (DC 15

Refex half (D 15

Fortitude

own experience cost, for example, and the crafiing
of the miniature platinem blade for MWerdenbainen ¥
sword is independent of any other physical
component for the construct,

The spell components are slowly mfused into the
crafted body durmg the last week of the ritual, ready
to be destroved in the spell’s casting and releasing
the magic info the construct. Spell foci are neither
infused nor destroyed; they are only necessary fo
channel the spellcasters will and thus he gets 1o
kecp them. Casting the spells that give life to the
construct plus the ones that give it magical powers
marks the end of the rimal. Once the last 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
day as o standard action. This ability functions as
polvmorph self cast by a 12th-level sorcerer, except
that the construct can only assume forms within one
category size. Returning to its original form does
nid count against the total times per day it can
change forms.

Applicable To: Golem, simulacrum,

Spell Components: Polymiorph any abfecr and
mending.

Shots: |,

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

Applicable To: All constructs,

Spell Components: Vary,
Shots: Wary,

Hurning hands

Cone of cold

rtial (DC 17)  Shows

*2d4 (mnitial}, 2d4 swtomatic for 3 addittonal rounds
2 2d6, plus deafened for 2d6 rounds
#1d4 temporary Con {initial), death {secondary)
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Spell Components: Reverse 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 standard action, it can
gain three-quarters concealment (30%
miss chance) for 1d6 rounds. The
constrsct can activate this effect three
times per day, Onee per day, it can
activate a stronger field that provides it
with a Hide modifier of 415 that lasts for
3 hours, but it cannot activate the weaker
field on the same day it used the strong
T

Applicable To: All constructs

Spell Components: Blur and mirage
arcana

Slots: |

Suresight (Ex) (Special Quality): The
consiruct can locate imvisible and ethercal opponents
within a 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 activate this
ability 3 times per day and it lasts for 1 hour,

Concussive Strike (Su) (Special Attack):
Every 1d4 rounds, the construct can project one of
its melee attacks against a target creature or ohject
that 15 up to 100 feet away. The air mpples as the
attack shoots forward, and attack and damage are
Applicable To: All constructs, rolled as normal, The construct must have a clear

St , ; line of sight to 15 larget,
: i s wirike,
Spell Elmnpmnml: ¢ visiBiliny and frue strike spplicable To: Golem, automaton,

ok Spell Components: Hull's strengeh and gust of
Burrow {Su) (Special Quality): The "5:::;': 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, but
bursting out is a move-equivalent action only. As it
does nod need to beeathe, the construct can reman
hidden indetinately

Applicable To: Golerm, automaton.

Spell Components: Move earth, silent image and
fransmiie Pock o

Slois: 1.

Electrical Fist (Sp) (Special Attack):

Every 1d4 rounds, the construct can charge its fists
with electrical energy, with small lightning arcs
travelling across its arms. A successful melee artack
deals 1d8+8 extra points of electrical damage in
addition to the normal attack, discharging the effect.
Applicable To: Golem, automaton.

Spell Components: Shooking prasp.

Slats: 1.

Cling 0 Surfuce (S0) (Special Qualiy):  {HETEY BACE L Q0L oo e

made of pure crackling magical energy from its
wrists. These blades are a force effect, and they add
3d6+3 points of damage to the construct’s attacks,
acting like magic weapons with a +3 enhancement
for purposes of penetrating an opponent’s damage
resistance. The construct can manifest the blades up
to 4 times per day, and requires the weapon
mmounting feat.

Four times per day, the construct can walk, run or
perform any of its ground movement forms along
any surface. The construct acts as if it was moving
normally and suffers no penaltics in any of its
actions. This effect lasts 10 minutes, and the
construct is aware of the effect’s duration and wall
settle on the ground before it ends.

Applicable To: All constructs,
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Applicable To: Awtomaton, simulicrum
Spell Components: Mordenkainen 5 sword,
Slots: 1,

Energy Immunity (Ex) (Special Quality):
The construct is immune to attacks from one of the
following types of effects: air, cold, earth, fire,
fonce, eleciricity, rest, soni or water, A construct
can only have one such immunity, and golems
cannot take this power to complement their already
impressive qualities,

Applicable To: Automaion and Simulacrum.

Spell Components: Miror glabe of imalnerabiliny
and protection from elemenrs.

Slots: 1.

Fast Healing (Su) (Special Quality): The
comstruct can recover a number of hat points every
round determined by the slots this ability takes.
Applicable To: Automaton, simulacram.

Spell Components: MWake whole, or polysorgd am
ofgect and major creation.

Slots: | (recover 2 hp) or 2 (recover 5 hp).

Force Field (Su) (Special Quality): Oncea
day, the construct can surround itself with a
shimmering force field that deflects damage. This
force field ndds a +2 armour bonus to the constroct
emd allso acts like a stomeskin spell cast by a 10th
level sorcerer, except that the field provides damage
remistance of 15/+3. The force field lasts witil it has
ghsorbed 100 points of damage.

Applicable To: Automaton, simulacrum,

Spell Components: Mage armior and sioneskin,

Musory Disguise (Su) (Special Quality):
The construct builds an illusion around itself that
disguises it as a living person, as per the change selfl
spell cast by a 10th level sorcerer, but it also masks
the sounds of automata and gencrates a voice
appropriate to the disguise. The constrect 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 moee
than one foot, bat can change its complexion, it lasts
for two hours, and the construct can change its false
appearance at will to blend with its surroundings,
Creaires get a Wil save o pae 'Ilm,:ugh thie alluzion
(DC 14) enly if interacting physically with the
construgl,

Applicable To: Automaton, simulacrum.

Spell Components: Change self| defecr thoughis
and ghost soumd,

Slots: 1.

Lightning Storm (Su) (Special Attack):
Az a standard action, the construct can generate an
electrical storm in a 30 feet radivs burst, centred on
itself. The storm deals 4d6 points of damage and
lazts 1d4 rounds, and anyone trapped inside the area
can save against Retlex (DO 17) to take half
damage. The construct must be immune to
electnical effects to be able generate the storm. A
golem is not cured by a lightning storm it provoked,
This ahility can be used twice per day,

Applicable To: Golem, automaton.

Spell Components: Chain lghining and fog clond,
Slots: 2.
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Major Invocation (Su)
(Special Quality): Like
minor invecation, except the
construct resides in a pocket
dimension in the astral plane
and can be summoned
from any plane of
cxIstence, ATTIVING
during the same round it
was summoned.
Applicable To: All
constructs,

Spell Components:
Lovate object, rope Irick
and summon monster FIL
Slots: 3.

Minor Invocation (Su)
(Special Quality): Once
per day, the creator can summon the construct o his
side from any bocation. The construct arrives the
following round within 30 feet of its master and can
take a partial action at once, and then act normally.
Automata can be summoned through their control
focus, but golems and simulacra must be keyed 10 a
medallion, ring or other piece of jewellery dunng
the creation ritual. Constrect amd spellcaster must
he in the same plane of existence for this ability to
Witk

Applicable To: All constructs.

Spell Components: Locare object, sending and
teleport withowr erreor,

Slots: 2.

Secure Scrying (Sp) (Special Quality):
The spellcaster can see through the eyes of the
construct without anyone noticing that there is a will
behind the creature’s artificial gaze. The masier can
concentrate on an awlomaton's control focus, but
golermns and simulacra must be keyed 1o a medallion,
ring or ether piece of jewellery during the creation
ritual. This ability can be used 3 times per day and
lasts as long as the spellcaster concenirales.
Applicable To: All constructs.

Spell Components: Arcane eye and mondetection.
Slois: 1.

Self-Destruct (Su) (Special Attack): The
construct can destroy itself in a fiery explosion that
deals 1d6 points of damage per the construct’s HD
to all creamres standing within 60 feet. A
successful Reflex save (DC 18) halves this damage,
The construct obliterates iself when reduced to 0 hit
pevints or when ordered by its master through any

L

serying device or an
purlomaton's comntrol
focus. The construct 18
completely destroyed
and canmot be repaired
or even salvaged for
parts,
Applicable To: All
constrscls.
Spell Components:
Confingency,
incendiary cloud
and zending,
Shots: 1.

Seven-Leagues
Jump (Su)
{Special Quality):
Ag a full round action, the consiruct
crouches Jow and jumps high into the air.
The construct makes a Strength check, travelling
40 feet horizontally or 10 feet vertically for every
point the result exceeds 10. The construct lands
safely and does not harm the surface it lands on
This ability can be used 4 times per day.
Applicable To: All constructs
Spell Components: Featherfall, jump and lewitate
Slots: 1.

Shield Other (Sp) (Special Quality): The
spelicaster transfers half the damage that would be
dealt to him to the construct, if it is within 100 fieet
of him.

Applicable To: All construts,

Spell Components: Shield other

Slots: 1.

Skill Competence (Su) (Special Quality):
The construct gains a +10 competence bonus on a
skill chosen ot the moment it is animated. As a free
action and at will, it can transform its hands and/or
fingers into the tools needed to perform that skill.
Applicable To: All constructs (except Eidolon
simulacrum|

Spell Components: Fabricate and limited wish.
Slots: 1.

Speech (Ex) (Special Quality): The
automaton can talk by itself, This ability raises the
construct’s Intelligence score to 8, or increases it by
+3, whichever is higher. Golems speak with a low,
thundering voice, and express the will of the bound
elemental. Awtomata speak with a hollow and
monotone tone, while simulacra are eerily devoid of
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emofion or expression. The construct can speak
Commaon and the language of its creator, and gains
two additional languages for each time this ability is
installed. Eidolons are considered 1o have this
ability for free,

Applicable To: All constructs,

Spell Components: Limited wish and magic mouth.
Shots: 1.

Spell Effect (Sp) (Special Attack or
Special Quality): The golem can trigger a spell
effect as chosen by its creator during the animation
rtual. 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 duration should
mot exceed half the normal duration in the spell’s
description. The Games Master has final authority
on the details of the ability's workings, Assign the
number of slots that the spell ability takes according
s the following guidelimes.

Spell level Usable 3  day Usable every
1d4+1 rounds

I3 Dl 1=l

46  Dslot 2 slots

-9  Islots 3 slots

Applicable To: All constrscts,

Spell Components: Specific spell.
Slots: | to 3.

Spell Storing (Sp) (Special Attack): The
construct can store one spell of 4th level or lower
that 15 cast inio it by another creature. The
costruct’s master defines a condition that causes
the comstruct to “cast’ this spell, or may command it
o do so at amy time. Once the stored spell is
rebeased, the construct can store another spell {or the
game spell).

Applicable To: All constructs,

Spell Components: Liovifed wish,

Satx: |.

Spell Trigger (Su) (Special Quality): The
eorstruct can use magical wems that are activated by
g spell mgger, such as staffs or wands.

Applicable To: All constructs.

Spell Components: Analyse dweomer and Nystul s
magioal @ichT.

Slois: 3.

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

acquirg ong by sight. From then on, the construct is
abhways aware of the location of the target creature
and will follow it wherever it may be, as long as
they are on the same plane of existence, The
construct is not fooled by polymorph spells and 15
only showed down by effects that block scrying. The
creator can recall the construct af any time.
Applicable To: All constructs,

Spell Components: Locafe creaiure and scryving.
Slots: 1,

Unerring Missile (Sp) (Special Attack):
Every 1d4+1 rounds, the construct can fire a ranged
weapon with a +20 bonus 1o its attack roll. It must
have the Ranged Weapon Proficiency construct fieat,
andd be armied with a weapon appropriate to its size.
Applicable To: All constructs,

Spell Components: True sirike.

Slots: 1.

Vessel (Sp)(Special Quality): The spellcaster
can assume direct control of the construct’s body,
transferring his soul to the artificial frame. This
ability works like the magic jar spell cast by a Tth
level sorcerer, except that there is no saving throw
involved as the construct does not have a soul, and a
golem’s earth elemental 15 tightly bound. The
spellcaster retains its Intelligence, Wisdom and
Chansma scores, and can use the construct’s
strength and Dexterity scores. Havimg no
Constitution score while inside the construct’s body,
the master is immune to poison, disease and similar
effects and is not subject o critical hits, subdial
damage or death from massive damage, He can still
be affected by ability damage, energy dram 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
retaing his class level and features, including hit
points, weapon proficiencies and spell-casting
ability, provided that the construct has the Speech
special ability and the Fine Manipulation feat. The
spellcaster can return to his own body at will. If his
body is killed, he 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.

Spell Components: Magic jor and Baryk
telepathic bomd.

Slots: 2.
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MAINTENANCE

onstructs are not expected to stand still, and
' sooner or later they will be damaged. Bewng

objects, they do not heal naturally, and when
they are reduced to O hit points they are destroyed
For such a large investment in time, money and life
force, it is a terrible waste to just 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, W reactivate them.

REPAIRING A
CONSTRUCT

Targeting golems with certain types of attack can
cure them, but this is more a side benefit from the
miystical material they are made from, and it 15
slow and inefTicient process, although it probably
Tsas saved more than one golem from immediate
destruction. Autornata and simulacra are not as
fortunate.

Spellcasters owning active constructs most often
hire & team of crafismen 1o give maintenance 1o
their creations after retuming from a mission, which
is why some artisans have become construct
specialists in the first
place.

58

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

A repair check is a Craft check of the same kind and
with the same Difficulty Class used to build the
construct originally, modified by the amount of
damage it has suffered. The Craft 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 multiply by 2. This 1s the amount of
hit points that the construct recovers in that week.

Damage Condition D madifier
1 hat podinl pemaining +h
25% of tal hit points remaining i
50r% of total hit points remarming +2
T5%% of total hit points remainimg al

REACTIVATING A
DESTROYED
CONSTRUCT

The ritual that put a construct together is a delicate
halance 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 © 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
the builder re-enact the animation ritual,
Since all the calculations have been made
already, the ritual takes only half the time
of the original. Like the price of repairing
the body, the ritual’s cost in expenence
and in gold are only one-fifth of the
original. For example, to reactivate a
destroyed Large steel golem (100,000 gp,
2 000XFE body costs 1500gp), the
character must spend 300gp to repair the
body, plus 20,000gp and 400XF in the
gctivation ritual.
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~ Replacing a Control Focus character wishes to add an Extra Pair of Arms (6

- IFan automaton's control focus is destroved, the CPs, CR +1, applies to Body Rating) to his cat

| Fepaur process is even easier. The spellcaster mockery simulacrum, The spellcaster must spend

| COMIMISEIONS & iew control foces with the same MHXP {6 CPs x 30} and 15,000gp (300XP x 50) 1o
costs and [M0s as the original, Since it is a simple install the new arms, which cost 300gp to craft (CP

| object prios o the nitual, there are no modifiers to cost applies to Body Rating). The ritual to integrite
the check o craft a new one, Once the new focus the new features lasts one-tenth of the original
has been completed, the spellcaster enacts a short duration.

version of the animation ftisl that lasis only one
day, and he only spends one-tenth of the original
costs in experience and gold, For cxample, the
control focus of & Medium-size attendant automaton
wak destroyed (50,000gp, 1,000XPE body costs

. L03lgp and the control focus costs 150gp).

Crafting a new one will cost 1 50gp with a normal
Craft check, and the binding ritual will take a day,
By the end of the day, the character will spend
5000gp and 100XP to bind the new control focus to
the awtormaton,

UPGRADING THE
CONSTRUCT

Adding new feats and abilities to the construct after
the anumation rifual 18 complete is much more

costly, as the magical patterns need to be rewoven to
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, Mote that adding a new ability in a
construct with no free slots requires the Additional
Special Ability
Slot fieas, To
figure out the
| final cost in
expenence of
implementing
the changes,
the total CF
cost of the new
teatures ig
multiplied by
50, not by 25,
This number i3
then multiplied
normally by 50
1 oltain the
cost 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
Wchmcwm by long tradition and it is nat

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

PARTY CRASHERS

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

Letting a construct inside a party can seriously
unhalance play; encounters are not as fun when the
wizards new metallic friend can reduce 8 monsier
into pulp in a couple of rounds. The point to
congider here is that by the time a spellcasting
character reaches a level at which he can build a
powerful construct, the creatures he encounters ans
by ne means a walk in the park cither.

Also, having a construct as part of the adventuning
group should not be scen s a hindrance, but as a
good opening for new kinds of stories.  Have you
been itching for the chance to introduce the Player
Characters into a 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

construct with, and from there you can tailor a plot

the construct steal the spotlight and remember that,
above all, it is a wol. If you can adapt some
opponents 1o the paladin's new holy avenger, the

should be just as easy.
The spell effect special ability is an option that
many players can try to take advantage of. Do not

let them empower a construet with a spell that

o

Check the features that the player chose to equip the

heok that exploits them. Be careful to avoid making

process io work encounters around a shield guardian

eliminates one of its flows, 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 10 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 pitting
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 creature with him if he cannot
have it repaired in the field

CONSTRUCTS AS
OPPONENTS

This book 1% not only intended for players. As the
Games Master, you need not concern yourself about
the final price of a particularly resourceful exdolon.
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
to build & worthy opponent 1o the party.

Using the guidelines in all previous chapters, you
can customize an enemy o the party’s skills. If the
group’s wizard is fond of fire spells, give your
construct fire immunity. I the cleric is getting 1o
cocky in his turning abilities, an undead-looking
bone golem will sober him up. And for adventurers
wheo think that golems are strong but dumb, have
them face one with the Combat Expertise feat to
teach them a lesson in tactics

I'ry to design a construct that will challenge the
party, not outright kill them. Using the eidolon
example, the party can be shocked to discover that
the scheming noble that has been plaguing them for
vears is really an artificial being looking for a way
to prelong its “life", or that the legendary sage they
had been looking for 1o question about &n ancient
legend died long ago, but lives still inside a
clockwork body of his own creation.




HELP FOR GAMES MASTERS

CONSTRUCTS AND
SOCIETY

Constructs are prohibitively expensive, and it
15 rare to find them, However, their
construction is not as feared as other arcane
pursuits, such as Necromancy and
Demonology. A construct builder can be
known publicly as such and will not attract
1o much hostility, especially if one of his
ereations has proven to be valuable for the
COMmMmunity.

The life of a spellcaster who builds
constructs is made interesting when he attracts
the attention of nobdlity or other characters

interested in commissioning the construction of one.

A story of intrigue, backstabbing and political
manoeuvring can follow as the characters become
imterested in who would commission a small flying
automaton that can shoot poison daris and become
imvigible, .,

You could also base a whole realm on the existence
of constructs, but in that case you should make their
construction cheaper, if not in gold, at least in the
life force the crafters must sacrifice to animate

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

mascent steam povwer technology to grisly mtuals 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
pountless tales about the exploration of human
nabure and, although being closer to science fiction
them o fantasy, these issues can also be addressed if
you are interested in a philosophical foundation for
the characiers' adventures, Do not be afraid o use
ideag from sci-N novels, movies and other media,
fter all, it was Arthur C. Clarke, author of 2001 - 4
Space Odyvssey, who said that any advanced enough
technology was undistinguishable from magic.

Druids and other nature-orienied characters can take
offence ai the pale imitation af life that an

auomaion shows and become outraged at the sight
of 8 simulacrum. When led by one of Nature's
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defenders, the pitchfork-carrying mob suddenly
becomes a serious danger.

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

INTRODUCING THESE
RULES

The best way to present players with the options
found in this book is to have them face a truly
customized construct with unusual abilities, If the
party has a wizard, he may be interested how such a
erepture 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 aulematon’s control focus,

Another option is 1o present the knowledge both in
character and out of character by including a
construct manual in a treasure trove or 4 forgotten
wizard's tower the characters just looted. Hint at
the possibilities and create a few legends around the
dusty volume and at the same time hand the player a
copy of this book to whet his appetite, Construct
miameals give instructions to build a specific type of
golem and their market price should be quite high,
once wentified as what they are. The price for such
a bk should be around 500 gp multiplied by the
Challenge Rating of the creature that can be creatsd
with it




DESIGNERS NOTES

DESIGNER’S
NOTES

5 | wnite this, | truly feel like L,
Frankenstein, crying ‘It is alive!” like the
ubtitle of this book. | had to wnte a

sourcebook based on six entries in Core Bulebook
1. two of which had nothing to do with the first
four. S0, armed with a calculator and some graph
paper, | decided that the first task was to figure out
the formulae that the book's authors had used to
determine how much it cost to build a golem, a
homunculus and a shield guardian, and from that
extrapolate and come up with different options.
While it was not easy, it was fun, ma
mathematically twisted sort of way.

During the long night of cracking numbers, one
thing became obvious - the key for the constructs”
costs was nod to be found in their special abilities, or
thie number of spells that went into their
construction, much less which spells were used.
The key to a construct is the material from which it
is made. After realizing this, the distinction
between golems, mtomata and simulacra became
clear wo, and provided me with a reagon to explain
why they were all different, but could still be
constructed by a similar process,

MWow, | have always been a fan of introducing
familiar technology into fantasy worlds, using magic
instead of science to armve at the same solutions.
Golems were not much of a cholce, since they were
pure magic, but awtomata and simulacra lent
themselves perfectly to emulate robots and genetic
engineering. 1 confiess being a fanboy for particular
titles across a bot of media, and 1 sneaked in a bit of
homage to personal favourites while remaining
faithful to the intention of this book: to provide a
1wl fior players and Games Masters to build a
reasonably balanced construct.

The corner stones of this book are the first two
‘hard" chapters, which describe the whole process of
putting the different types of construct together, and
describe the different materials. All the brain-
twisting and number-crunching went in there, to the
formulae behind the formulae, Omee | came up with
the source numbers, the rest was just assigning the
values 1o the right concepts. There is a reason why
a bronze and a sieel golem cost around the same as a
hunter'nssasin aulomaton.

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

As the entrics kept piling up, | realised that many
ideas would not fit info 64 pages. You will not get
to see —al least within these covers— golems powensd
by fire, air and water elementals, nor the giant
automata guided by a pilot inside it. These options
will certainly find their way out there, sooner or
later...

Everything said and done, T was happy fo fimd that,
even if it books a bit daunting at first, the system
saves & lot of time when coming up with a
construct’s stals,

| hope you find this book useful and full of wdeas 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
MOnEler eniries.

Alejandro Melchor
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CONSTRUCT PROCESS
CHECKLISTS

Golems
Prerequisites Feats: Craft Magic Arms and Armour, Crafi Wondrous ltem,
Spells: Geasiguesy, limited wish, polymerph any abject.
Process 1. Sclect a material. 2. Choose the size of the gl:ll-l:m aru:l record the CP for a golem of its size and material.
3. Select feats and deficiencies (if any) and modify th prdingly. Add or subtract the CP cost of cach feat to the
Body Rating if appropriate. 4. Inclsde g iply final CP by 25 to obtain the total XP
cost. B Multiply XP cost and Bog spectively. 7. Make Craft
checks o build the body, 8. Alive!

50 1o olain total gold and™H
! nmal Make checks relevant to spellcasting

Automata
Prerequisites F : Craft Wondrous Ttem.

Spells: None

Baody Rating by 50 1o obta ! dy cosl
the ritual, Make checks rels

MNP comt, 6 Multiply XP co
checks w build the body. 8.

Sim

raft Wondrows lem.
ulacrum template,
ature. I, Choose size of the
and b phure. 3. a simulperum template and
(if ary) and modif ordimgly. Add or subtract
hility. & Multiply final

actiim and record the OP for g
& CP cost fo the bose, 4, 5¢
cosl ol each feat 1o the B
2% to obiain the total XP

Fine Manipulation, Horize
Cherbearing, Trample, Fange
Deficiencies: Besserk, Bound, No
Vulnerability, Weak Spot.

Special Qualities: Alternate Form (Su), Suresight {Ex), Burrow (Su), Cling to Surface (Su), Chameleon Field {Su),
Energy Immunity (Ex), Fast Healing (Su), Force Field (Su), Dusory Disguise (Su), Major Invocation {Su, Minor
Invocation (Su), Secure Scrying (Sp), Seven-Leagues Jump (Su), Shield Other {Sp), Skill Competence (Su), Speech
(Ex), Spell Effect (Sp), Spell Trigger (Su), Vessel ($p).

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

2, Unarmoured, Ponderous,
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The Ultimate Creation

Ciolems wait silently in dungeon corridors, ready 1w apprebend unwary adventurers whe dare defile their former
masters sanctum. Shield guardians follow their owners Gnthfully, merposing themselves between thie haslcler of then
wnnlet and anvilhinge thot woukd |'.|'|:!' lnimn harm.  Homumeah Ty fisrch, |"'-"-'\-..'|'-.'-| b their creator’= lifehlood o a
grotesgque mockery of lite, All of these are constructs, artilicial life forms brought meo the waorkd by mtsals long
secreted away in the comers of oecult librarics, in the riins of mighty magical empires and the personal notes o

x|'-,,"|-_':|-\.'|_"-. Wil Lise curiosiby fo exprlons s field of srcane kg

Inside You Will Find:

Constructs — An Overview: An in-depth look at the crafiing of constructs and the differences between golems
alomarlons and simulacra

Ihe Deawing Board: Full moles for building vour very own consiruct!

The Artisan’s Craft: Details and costs of building a constrect of any size. from the Adsimantine Golem fo the
Clockwork Adiboimaton.

lillilili": i Better Construct: The mere huailding of o comsiruct i |'\. o mnedans Lhe Limant o thas lield of arcane saarcrs

1 [} . W 3 "
Constructs can be refined and improved, making them utberly bethal bo the weearnd 8 enemies
Construct Abilities: A full lsting of all the special abilities amd Feats that can be incorporated into a constructs design

Vigintenanee: Even the hardiest construet miay sulflfer senons damuage.  Learn hsrw 10 repEnr vour new creation guickly

and easily!

H '-'I"‘ for Canves Masters: Constructs are by no means thie pravwvince ol |1|_|:. s oonly, A tull discussesn or Ciiimes
Masters is included, showing how o cope with constructs in o compaign and use them agimst the playcrs
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