
Monster skeleton  creator
Basic  information
Monster  skeletons  have  default  stats 
from the game of your choice to begin 
with.  You  might  want  to  make  them 
tougher by increasing their HD to make 
them  a  challenge  for  higher  level 
character party. You might also want to 
make their HD really high to create one 
unique, boss-type monster skeleton.
Be  creative  with  details.  Below  are 
some examples,  how the details could 
affect the monster skeleton's powers.

1. Number  of  heads
These  are  monsters,  so  they  have  at 
least two heads. Each of the heads have 
different eyeballs/eyesockets.

2. Eyeballs  and  -sockets
1.  Empty  filled  with  darkness:  their 
stare might cause fear (save or flee) or 
paralyze.
2. Poisonous slithering snakes: Poison, 
as in the rules.  The snakes have 25% 
chance to bite in melee, or the skeleton 
might throw them at their opponents. 
The  snakes  could  also  move  on  their 
own leaving the skull.
3.  Hellfire:  All  kinds  of  pyrokinetic 
powers  are  possible.  They  most 
propably are also immune to fire.
4.  Mad  eyeballs:  Different  mind 
targeting spell like powers.
5.  Orbs that shoot laser:  2d4 damage, 
ignores AC.
6.  Valuable  gems:  Depending on your 
player's levels value varies. 500 gp per 
eyeball at least. Might be extra valuable 
as magic components.
7.  Flesh  eating  maggots:  Hit  the 
skeleton and these nasties burst out of 
their skull!  They slowly eat victims,  1 
HP (or more) per round, unless gotten 
rid of.
8.  +1  daggers:  Weapons  stick  out  of 
their eyesockets. They can throw them 
shaking their head, or might give a very 
sharp headbutt.

3. Spine
1.  Normal  and  bony:  Nothing  special. 
Except they might be able to rearrange 
themselves.
2.  Extremely  lithe:  They  can  fit  in 
impossible  spaces  and  bend  in 
impossible postures. AC +2.

3.  Ooze: Their spine is soft and slimy, 
probably acidic  or  otherwise harmful. 
They are also immune to acid.
4.  Adamantium:  Extra  durable  frame. 
AC +1 and HD value is +3.

4. Number  of  arms
They  have  2-7  arms,  each  arm  has 
individual  characteristics.  They  have 
one  extra  action  per  round  for  every 
arms after two.

5. Individual  arms
1.  Ordinary  humanoid:  Normal 
humanoid  arms,  capable  of 
manipulating  objects.  Unarmed 
damage d4.
2.  Deadly  hooks:  2d4+2  damage,  also 
get a +2 bonus to grapple.
3.  Detachable  hands:  They  can  shoot 
them  (1d4  damage,  can  grapple),  or 
can crawl and manipulate objects.
4. Super strength: Strength of that arm 
18,  damage  and  to-hit  bonuses 
according that.
5.  Carries  a  weapon:  One-handed 
weapon, if two hands carry a weapon, 
then a two-handed one.
6. Carries a shield: Self-explaining.
7.  Sharp,  long,  poisonous  fingers: 
Damage 1d6 plus poison.
8.  Co-joined,  roll  for  both:  This  arm 
actually has two joined together,  both 
fully functional. Roll qualities for both 
arms.

6. Rib  cage
1. Enforced: +1 AC and +1 hp per HD.
2.  Oily  and  highly  flammable:  Fire 
based  attacks  will  make  the  skeleton 
explode in 100 ft. radius. Damage is it's 
current HP multiplied by 1d6.
3. Contains evil spirits: A random spirit 
is  within  the  skeleton.  It  will  protect 
the skeleton and attack its opponents.
4.  Fragile,  every  hit  taken  launces  
razor-sharp  shrapnel:  Everyone  in 
melee range, when the skeleton is hit, 
must save or take 1d4 damage (1d2 if 
wearing plate or tougher).
5. Regenerating: Every round gains 1d6 
HP back.
6. Invisible: Almost half of the skeleton 
is  invisible,  so  it  looks  like  heads, 
hands, and legs are wildly flying on the 
air. Targeting body parts is harder.

7.  Magnetic:  It  is  easier  to  hit  the 
skeleton (+1 attack to opponents with 
metal weapons), but it is also easier to 
loose the weapon (natural roll 1-3).
8.  Anti-magic force: Immune to spells. 
Clerical spells work though.

7. Legs
They have 0 (movement halved, needs 
at  least  one  hand to  advance)  to  five 
legs (movement +10 per extra leg after 
two).
1.  Humanoid legs:  Can advance  like  a 
human(oid).
2.  Animal  legs:  Depending  on  what 
kind  of  animal  legs  it  has  might  be 
better at steep surfaces,  or movement 
speed is  20 better etc.  Might  even be 
able to walk on the ceiling!
3.  No  legs,  snake  lower  body:  Cannot 
fall down, or be pushed around.
4. No legs, floating: Movement speed is 
halved,  but  can  move  more  freely 
around.

8. Special  powers
Each monster skeleton has none to two 
special powers.
1. Immune to spells: Immune to Magic-
User or Clerical. Or even both.
2.  Spell  caster:  Has  half  the  spells 
Magic-User of 1d6 levels can cast.
3. Level drainer: As in rules.
4.  Indestructible  by  normal  means: 
What are normal means? Hitting it and 
casting lightning bolts? Try something 
else,  like crushing it with a huge rock 
or kicking down the bottomless pit.
5.  Intelligent,  can  speak:  Intelligent 
skeleton  monsters  have  their  own 
agendas.  Their  alignment  is  not 
necessarily evil.
6.  Alien  bones:  Anything  is  possible 
with  these  guys.  Are  they  cyborgs,  is 
their bone structure different?
7. Child skeleton: AC +1 but maximum 
HP  is  half  of  the  HD.  And  they  are 
creepy.
8.  Regenerating/self-repairing:  You 
cannot destroy these, unless you really, 
really  destroy  the  remaining  bones 
after defeating it.
9.  Ancient:  Extremely  powerful. 
Everything is turned up to 11.
10. Horrible: Save versus fear, disgust, 
nausea, nightmares...
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