Golem, Domestic

Domestic golems are used by the rich or reclusive to show off wealth or avoid living servants.
They are animated wooden maniquins without intelligence, but they are programmed with
certain domestic skills and have a limited creativity and initiative within the parameters of those
skills. If the creator desires, a golem can speak and understand any languages she knows. The
range of creativity and initiative a domestic golem displays often expands as the golem gets
older, and very old domestic golems can create beautiful works of art without requiring much

supervision.

Generally the golem will be the same size and general appearance as the creator, although
it can look like anything. Some domestic golems are little more than stick figures, while others
are elaborate carved and decorated and almost look like living beings from a distance.

Small Construct

Medium Construct

Large Construct

Hit Dice 1d10 +10 (16 hit points) |2d10 +20 (31 hit points) |3d10 +30 (46 hit points),

Initiative +0 +0 +0

Speed 20 ft 20 ft 30 ft

Armor Class 14 (+1 size, +3 natural) |13 (+3 natural) 14 (-1 size, +5 natural)

Attacks Slam +0 melee (1d4-1) |Slam +2 melee (1d6+1) |Slam +6 melee (1d8+5)

Space/Reach S5ft/51t 5 ft/5 ft 10 ft/5 ft

Special Attacks None None None

Special Qualities Construct traits, DR Construct  traits, DR |Construct traits, DR
5/magic 5/magic 5/magic

Saves Fort +0, Ref +0, Will +1 |Fort +0, Ref +0, Will +1 |Fort +1, Ref +0, Will +2

Abilities Str 9, Dex 11, Con —, Int | Str 13, Dex 11, Con —,|Str 21, Dex 9, Con —, Int
—, Wis 12, Cha 5 Int—, Wis 12, Cha 5 —, Wis 12, Cha 5

Skills Craft (any one) +5, Craft (any one) +5,/Craft (any one) +5,
Profession (any one) +6, | Profession (any one) +6,| Profession (any one) +6,
one other skill +5 ranks | one other skill +5 ranks |one other skill +5 ranks

Feats None None None

Climate/Terrain Any Any Any

Organization Solitary (1) or pack (2-5) | Solitary (1) or pack (2-5) | Solitary (1) or pack (2-5)

Challenge Rating 1 1 2

Treasure None

Alignment Always neutral

Advancement Range

None




Combat

Domestic golems are not designed for combat and will only raise a hand if their owner
orders them to. If ordered, domestic golems slap and pound as a slam attack. Domestic golems
specifically programmed with people or location protection skills such as Profession (soldier) or
Profession (nursemaid) will demonstrate more initiative in guarding, protecting or evacuating
their charges from harm (e.g. a soldier might stand in someone's way to prevent him passing a
door, or a nursemaid might scoop up a small child and run).

Construct: A construct is immune to mind-influencing effects and to poison, sleep,
paralysis, stunning, disease, death effects, and necromantic effects. A construct is not subject to
critical hits, subdual damage, ability damage, ability drain, or energy drain. It is immune to any
effect that requires a Fortitude save (unless the effect also works on objects). A construct is not at
risk of death from massive damage, but when reduced to O hit points or less, it is immediately
destroyed. Since it was never alive, a construct cannot be raised or resurrected.

Construction

A domestic golem costs 25,000 gp to create. It requires a DC 23 Craft (woodworking)
skill check to form the body. It requires the following spells: animate object, <+2 others>. The
creator must have 5 ranks in each of the three skills to be instilled in the golem. The creator can
install fewer skills if he does not meet this skill requirement, although skills cannot be installed
after the golem is constructed.
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