
Skeleton, Greater (created by Hogan) 

Medium-size Skeleton 

 

 Lightning Power  

Hit Dice: 5d12 (33 hp) 8d12 (52 hp) 

Initiative: +5 (+1 dex, +4 Improved Initiative)  +5  (+1 dex, +4 Improved Initiative)  

Speed: 30 ft. 30 ft. 

AC: 14 (+1 dex, +3 natural) 18 (+1 dex, + 3 natural, +4 armor) 

Attacks: Claw +2 melee Weapon +7* melee 

Damage: Claw 1d4 + Shocking Weapon +2* 

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

Special Qualities: Undead, Electrical Resistance 20, Undead, Strength Boost, Turn Resistance 

 Immunities, SR 10, Turn Resistance - 

Special Attacks: Shocking Touch, Paralyzing Missiles - 

Saves: Fort +1, Ref +2, Will +5 Fort +2, Ref +3, Will + 6 

Abilities: Str 10, Dex 12, Con –, Int 14, Wis 12, Cha 11 Str 14*, Dex 12, Con –, Int 10, Wis 10, Cha 11 

Skills: Listen +13, Spot +12, Spellcraft +15 Listen +11, Spot +11 

Feats: Improved Initiative, Final Strike Imp. Initiative, Weapon focus, Power Attack 

Climate/Terrain: Any land or underground Any land or underground  

Organization: Any Any 

Challenge Rating: 6 6  

Treasure: None None 

Alignment: Always Neutral Always Neutral 

Advancement: - - 

 

 Turned Rogue 

Hit Dice: 6d12 (39 hp) 5d12 (33 hp) 

Initiative: +6 (+2 dex, +4 Improved Initiative) +7 (+3 dex, +4 Improved Initiative)  

Speed: 30 ft 30 ft. 

AC: 15 (+2 dex, +3 natural) 16 (+3 dex, +3 natural) 

Attacks: Claw + 4 melee 2 claws + 3 melee 

Damage: Claw 1d4 + wounding Claw 1d4 

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

Special Qualities: Undead, Turning Immunity Undead, Silent, Turn Resistance 

Special Attacks: Reverse Turning, Wounding Touch Sneak Attack 

Saves: Fort +2, Ref +4, Will +7 Fort +1, Ref +4, Will +5 

Abilities: Str 10, Dex 14, Con –, Int, 12, Wis 14, Cha 11 Str 10, Dex 16, Con -, Int 11, Wis 12, Cha 11 

Skills: Listen +11, Spot +11, Knowledge (religion) +10 Spot +7, Listen +9, Climb +8, Hide +11 

Feats: Improved Initiative, Weapon Finesse (Claw) Improved Initiative, Weapon Finesse (Claw) 

Climate/Terrain: Any land or underground Any land or underground 

Organization: Any Any 

Challenge Rating: 4 4 

Treasure: None None 

Alignment: Always Neutral Always Neutral 

Advancement: - - 

 

Greater Skeletons are exactly what they look like, more powerful and more terrifying versions of their lesser cousins. 

They have each been created from the bones of high-level personas, and combined with creative uses of magic, a 

powerful undead has been made. 

The Greater Skeletons have ivory-white bones, that are completely clean, and they haven't got one single damaged bone 

in their corps, they look exactly as if they just died two days ago, and became a skeleton immediately afterwards. In all 

other features they look just like a regular skeleton apart from the fact, that they are both intelligent and very dangerous, 

and that’s entirely how they behave. 

As normal skeletons, the Greater Skeletons have no social life or interesting habits, but the process in which to create a 

Greater Skeleton is much more difficult and it takes a united team of a priest of evil intentions and a dark wizard to 

create one, so they are indeed very rare. Due to the magic invested in their creation, dust from bones of Greater 

Skeletons, each contain magical properties which are useful in creating many different potions and magical items. 

It is rumored that the Realms contain some skeletons that should be more powerful than the Greater Skeletons. To many 

adventurers' relief, this is still only a rumor. 



Combat 
Unlike their more common counterparts, the Greater Skeletons has retained intelligence in their undead state. However, 

the intelligence is only a part of the process of creation, and only allow for the Skeleton to better fulfill its job. As with 

other skeletons, there is no chance of a rebellion as they are 100 % loyal to their creator and master. 

Due to their intelligence, the Greater Skeletons each make use of different tactics, depending of the given situation and 

their powers and strength. The following applies to all 4 types. 

 

Undead Traits (Ex) Greater Skeletons are immune to mind-influencing effects, poison, sleep, paralysis, stunning, and 

disease. They are not subject to critical hits, subdual damage, ability damage, energy drain or death from massive 

damage. 

Undead Immunities (Ex) Skeletons have cold immunity. Because they lack flesh or internal organs, they take only half 

damage from piercing or slashing weapons. 

Turn Resistance (Ex) All greater skeletons are treated as having 2 additional HD for turning, rebuking, and bolstering 

purposes only. 

 

Lightning Skeleton 

Created from the remains of powerful wizards or sorcerers, the Lightning Skeleton has retained powers that can be keyed 

to the lingering magic of its life. It’s the most intelligent of the Greater Skeletons and makes use of clever strategies to 

take down multiply targets before moving in for close combat. 

Paralyzing Missiles (Su) The Lightning Skeleton is able to launch all 10 of its bony fingertips as the spell of Magic 

Missiles for 1d4+1 each. Those who are struck must make a Fortitude Save against DC 14 with a –1 penalty for each 

extra missile that hits. The Skeleton itself decides which target to hit with how many missiles and it doesn’t have to 

launch them all at once. The fingertips will regrow in 24 hours. This will have no impact on its melee attacks. 

Shocking Touch (Su) A touch attack will cause 1d8+5 in lightning damage, as the spell of Shocking Grasp. If the 

opponent is armored or is carrying large quantities of metal, the attack is at a +3 bonus. As a supernatural ability, using 

this ability does not provoke attacks of opportunity. 

Immunities (Ex) A Lightning Skeleton takes no damage from the spell of Magic Missiles. 

 

Power Skeleton 

The undead remains of mighty warriors, the Power Skeleton is a mighty fighting machine, that doesn’t tire and only 

becomes stronger as the battle continues. It is the Greater Skeleton most skilled in combat, but also the least subtle. It 

will mostly be created for guardian duty as its main force it to slaughter any opponent it has been ordered to destroy, not 

taking part in any major thinking. 

Strength Boost (Ex)* Every time the Power Skeleton makes a successful and damage-giving hit against an opponent, it 

gains a +1 enhancement bonus to strength, attack and damage are modified according. The boosted strength lasts for 24 

hours.  

This ability is normally invoked through a medium, the weapon in hand, which are fused to the hand of the Power 

Skeleton and can therefore not be disarmed. The Skeleton can however, use a claw with the same result. 

 

Turned Skeleton 

The trickiest of the four known greater skeletons, is without doubt the Turned Skeleton. Created from the remains of 

priests who had been in good standing with their faiths, the undead remains have somehow retained an image of that 

divine power which was the lifeblood of the priest. By the rituals of creation, that image of divine power has been 

converted and perverted to create a skeleton, which can oppose the holy powers of priestly turnings. 

Wounding Touch (Ex) A touch attack will cause 2d8+6 in wounding damage, as the spell of Inflict Moderate Wounds. 

Turning Immunity (Ex) The Turned Skeleton is immune to any turning, rebuking, and bolstering attempts, regardless 

of power level, as the perverted divine power serves as a cocoon that draws away the power of the turning. This cocoon 

extends out in a 5' radius around the skeleton, thereby also protecting other undead creatures nearby. 

Reverse Turning (Ex) The cocoon of power that protects the skeleton, not only functions as a protective shield, but also 

serves to twist the holy power of the turning, bending it towards the turner himself and his allied, treating them as 

undead. The original power of turning will still be in effect, however perverted it is, so it’s the final level of undead 

turning of the priest, that is brought upon him and his allies, and counted when determining its effect. 

 

Rogue Skeleton 

This skeleton is the remains of a high-level rogue, and in dead it still possess some of those skills it had in life. 

Combined with some altered ones, that makes the Rogue Skeleton a highly feared assassin, and is often used for such 

missions by its creator. 

Sneak Attack (Ex) Just like a 7
th

 level rogue, the Rogue Skeleton deals extra damage to a vital point if it catches an 

opponent unable to defend himself effectively from the attack, basically when it is denied the its AC-bonus from 

dexterity, or when the skeleton flanks the target. The extra damage dealt is 4d6, but it is not multiplied by a critical hit. 

Silent (Ex) Like if a Silence spell has been centered upon and incorporated into the very bones of the Rogue Skeleton, it 

makes every move in complete silence, making it impossible to detect it with Listen checks. The Silence stretches to 

encompass everything in a 5 feet radius, so it could for example walk across dry leaves or open rusted doors without a 

single sound. 

Skills A Rogue Skeletons bony fingertips gives it a +6 bonus to climbing checks. 

 


