Flesh Golem
Large Construct

	Hit Dice
	9d10+30 (79 hp)

	Initiative
	–1

	Speed
	30 ft. (6 squares)

	AC
	18 (–1 size, –1 Dex, +10 natural), touch 8, flat-footed 18

	B.A. / Grapple
	+6/+15

	Attack
	Slam +10 melee (2d8+5)

	Full Attack
	2 slams +10 melee (2d8+5)

	Space/Rch 
	10 ft./10 ft.

	SA
	Berserk

	SQ
	Construct traits, damage reduction 5/adamantine, darkvision 60 ft., immunity to magic, low-light vision

	Saves
	Fort +3, Ref +2, Will +3

	Abilities
	Str 21, Dex 9, Con —, Int —, Wis 11, Cha 1

	Environment
	Any

	Organization
	Solitary or gang (2–4)

	CR
	7

	Treasure
	None

	Alignment
	Always neutral

	Advancement
	10–18 HD (Large); 19–27 HD (Huge)


No natural animal willingly tracks a flesh golem. It’s 8 feet tall, 500 pounds, cannot speak, although it can emit a hoarse roar of sorts. 

Berserk (Ex): When a flesh golem enters combat, there is a cumulative 1% chance each round that it goes berserk. Attacks nearest living creature or smashes some object smaller than itself if no creature is within reach, then moves on. The golem’s creator, if within 60 feet, can try to regain control by speaking firmly and persuasively (DC 19 Cha check).  Takes 1 min of inactivity by golem to reset the berserk chance to 0%.

Immunity to Magic (Ex): immune to any spell or spell-like ability that allows spell resistance. 
· A magical attack that deals cold or fire damage slows a flesh golem (as the slow spell) for 2d6 rounds, no save.  

· A magical attack that deals electricity damage breaks any slow effect on the golem and heals 1/3 damage the attack would otherwise deal. It gains any excess as temporary hit points. A flesh golem golem gets no saving throw against attacks that deal electricity damage.
