Golem, Minor Flesh

Medium Construct

	Hit Dice
	9d10 (49)

	Initiative
	+0

	Speed
	30ft (can’t run)

	AC
	18 (+8 natural)

	Attacks
	2 slams +6 melee

	Damage
	Slam 1d12+1

	Face/Rch
	5x5 / 5ft

	SA
	Berserk 

	SQ
	Construct, magic immunity, damage reduction 15/+1

	Saves
	Fort +3, Ref +2, Wil +3

	Abilities
	Str 13, Dex 11, Con --, Int --, Wis 11, Cha 1

	Climate
	Any land and underground

	Organization
	Solitary or 2-4

	CR
	6

	Treasure
	None

	Alignment
	Always N

	Advancement
	10-18 HD (large), 19-27 HD (huge)


COMBAT:

Construct:  Immune to mind-influencing effects, poison, disease, and similar effects (biological).  Not subject to critical hits, subdual damage, ability damage, energy drain, or death effects.

Berserk (Ex):  cumulative 1% chance per combat round.  Berserk golem goes on rampage, attacking nearest living thing or breakable object smaller than itself, then proceeding to the next, etc.

Magic Immunity (Ex): Golems are completely resist most magical and supernatural effects, except where otherwise noted below:

Fire and cold-based effects slow a flesh golem (as the spell) for 2d6 rounds, with no saving throw.  An electricity effect breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal.  The golem rolls no saving throw against electricity effects.
