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WOOD GOLEM (SANKEKUR)

Medium-Size Construct

Hit Dice: 4d10 (27 hp)

Initiative: -1 (-1 Dex)

Speed: 30 ft (can't run)      AC: 14 (-1 dex, +5 natural)

Attacks: 2 Slams + 7

Damage: 2d6+4

Face/Reach: 5 ft. by 5 ft./5 ft

Special Attacks: Berserk

Special Qualities: Construct, Magic Immunity, Damage reduction 10/+1, Flammable

Saves: Fort +3, Refl + 2, Will +3

Abilities:Str 18, Dex 9, Con , Int -, Wis 11, cha 1

Skills: Climb +10 (+3 Rank, +4 Str, +2 Focus), Hide -1 (-1 Dex), Listen 0 (0 Wis), Move silently -1 (-1 Dex), Spot +0 (+3 Rank, 0 Wis); Skill focus (climb), Weapon focus (slam)
Climate/Terrain: Special

Organization: Solitary, Double

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement Range: 5-11 HD (Medium Size); 12-25 HD (Large), 26-40 (Huge)

Golems are usually very expensive to make, and limited to the most powerful of mages.  The Wood Golem, invented by Tal Sankekur, is very inexpensive and weak mages and druids can make it.  It is created by shaping the body and summoning a spirit elemental and binding it to the body.

Combat 
A Wood Golem is weak compared to other forms of Golem, but for its cost and power, it is very useful.  Its unwilling spirit, however, does cause a small problem when it goes berserk.
Berserk (Ex): When a wood golem enters combat, there is a cumulative 1% chance per round that its Spirit Elemental breaks its binding and goes berserk.  The uncontrolled golem goes on a rampage, attacking the nearest living creture or smashing some object smaller than itself if no creature is within reach, then moving on to spread more destruction.  The golems creator, if within 60 feet, can try to regain control by speaking firmly and persuasively to the golem, which requires a successful Charisma Check (DC 13).  It takes 1 minute of rest to restore each percent of berserk chance.
Construct (Ex): Immune to mind-influencing effects, poison and similar effects.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Magic Immunity (Ex): Wood golems are immune to all spells, spell-like abilities and supernatural effects, except as follows.   Fire and fire-based attacks do an extra point of damage per die.  Transmute Wood to Metal slows it for the spells duration, but doubles its strength.

Flammable (Ex): Wood golems take an additional point of damage per die of fire dealt to them.  For example, if a 5th level caster casts fireball, doing 5d6 damage, it would do 5d6 + 5 points of damage to a Wood Golem.

CONSTRUCTION

A Wood golem must be made out of 600 pounds of wood.  This can be from any source, although raw trees and the spell Fabricate are the most common way, but it is not unheard of for other sources such as weeds to be used.  These change the powers, which are discretionary up to the DM.

The golem costs 2000 GP to create.  The body costs nothing to create assuming you have the materials.  It takes 4 days to make the golem, with a single successful check (woodcarving DC 8).  For each additional day spent making a single craft check a day (woodcarving DC 11) adds +1 to dex.  This can be done a maximum of 10 days.

The creator must be 8th level and be able to cast Arcane spells, or must be a level 5 druid or a level 7 ranger.

