
Death's Head Invented by Odwin "Odds" Bodkin 

 

CLIMATE/TERRAIN Any subterranean 

FREQUENCY Very Rare 

ORGANIZATION None 

ACTIVITY CYCLE Any 

DIET Nil 

INTELLIGENCE Average (8-10) 

TREASURE Nil 

ALIGNMENT Lawful Evil 

----------------------------------------------------------------------------- 

NO.APPEARING 2d6 

ARMOR CLASS 3 

MOVEMENT fl.12 

HIT DICE 2+2 

THAC0 17 

NO. OF ATTACKS 1 bite 

DAMAGE/ATTACKS 1d4 

SPECIAL ATTACKS Mind control, cause panic 

SPECIAL DEFENSES Immune to poison, cold, & non-magical weapons 

MAGIC RESISTAMCE sleep, charm, hold, death, mind control, turning 

SIZE T (1' cube) 

MORALE Fearless (20) 

XP VALUE 250 

 

Death’s Heads are magical reanimations of humanoid skulls. These skulls have been created by evil magicusers to be 

used as simple, but effective guardians.   

Although they appear to be normal skulls, they have no physical substance and are not living in any respect. This is so 

they can attempt to control other living creatures to complete their master’s orders. 

 

COMBAT 

First of all, since Death’s Heads have no physical substance, they are immune to non-magical weapons. They cannot be 

turned, but a single vial of holy water does 2d4 points of damage. 

Each skull will attack according to its master’s preset orders. A Death’s Head materializes and attempts to bite its 

opponent on the neck in an attempt to cause panic in the victim, then phase into the victim’s head in order to his mind. 

If a skull bite successfully, it does 1d4 damage and the PC must make a saving throw versus paralysis or begin to panic. 

A successful saving throw indicates that the victim dodged the skull and it bit something other than the victim’s neck.  A 

failed saving throw indicates that the skull bit the character on the neck, and the character is in a panic, attempting 

remove the skull. As a result, the player drops his weapon and cannot attack on the next round.  Should a player panic, 

another character can attempt pulling the materialized skull off on the next round, provided he has the initiative. 

Removing a skull must be done with a bare hand (roll an attack roll, minus any strength bonus; a “hit” means the skull 

has been removed and tossed away). If not removed, the skull’s next attack is to phase into the victim’s head. To do this, 

the skull gets a +4 bonus to hit.  A successful attack means the victim must make a saving throw against spells to avoid 

the skull’s mind control powers.  A failed saving throw indicates that the skull is now in control of the person and the 

person’s face has a ghostly skull appearance to it. A Protection from Evil spell cast on the host, prevents all subsequent 

possession attempts by the skull. 

Once a host’s mind is possessed by the skull, the skull will attack others, using all the skills and abilities of the host 

(spells, weapon specialization, magic items, etc.). The host possesses all of its remaining hit points. In addition, the host 

now possesses all the spell immunities that the skull has. However, all physical damage is taken on the host, not the 

skull. The characters, therefore, must decide how to attack this person. Should the host’s hit points fall to zero or below, 

the skull leaves the host to find another.  A Dispel Magic spell will force the skull out of the host, but the skull gets a 

saving throw against spells with a +4 bonus. 

 

HABITAT/SOCIETY 

As all undeads, Death Head has no social life. They live to follow the orders of their creator, and attack according to 

those orders. 

 

ECOLOGY 

Being partly without physical substance and undead in nature, the Death's Head has no impact on the surrounding 

nature. When slain, it simply vanishes. 

 


