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The Skinny on 

Skeletons
Skeletons are the most basic of undead: More 

sanitary than zombies, less dangerous than ghouls 
and wights, mostly only useful as part of an undead 
horde; razing a village without mercy or guarding 
an ancient miasma choked tomb. 

Or are they? Because of the simplistic nature of 
a skeletons design, they can be modified in many 
subtle ways to make the optimal use of their bony 
frames, and their light forms make them very easy 
to put in places that you wouldn’t expect, making 
them even more versatile. 

Make no bones about it, any aspiring necroman-
cer would not want to pass up trying these skeletal 
modifications. Your enemies will hate them a Skele-
ton. 

New Feat: Modify Skeleton 
You possess the ability to modify Skeletons in 

ways in order to make them more suitable for 
specialized tasks. 

Prerequisite: Intelligence 14, ability to cast Ani-
mate Dead

Benefit: You can make any of the modifications 
to a skeleton listed below so long as you meet the 
other requirements for it. 

Skeleton Tricks
In addition to the prerequisite skills or feats 

listed, you must have the Modify Skeleton feat to 
use these tricks. Unless otherwise noted, these 
modifications last until they are triggered. 

Animal Lure Skeleton (Handle Animal 5 ranks 
or Animal Affinity feat): The Skeleton has been 
stuffed with special plants that attract certain ani-
mals. Any animal that comes within 10 feet of the 

skeleton must make a will save (DC of 10 + The 
Skeletons Hit die) or be fascinated by the skeleton 
as long as it exists. Animals with a special magical 
bond (such as familiars and animal companions) are 
immune. 

Beast Headed Skeleton (Handle Animal 5): You 
have replaced the skeleton’s normal head with that 
of an animal. The Skeleton gains a 1d6 bite attack. 
This counts as a primary attack form. 

Blackbones (Stealth 5): Your Skeleton has been 
painted black, giving it +10 Stealth in shadow or 
dark areas. 

Bonespur (Climb 5 ranks): The Skeleton’s 
feet and hands have been modified to allow ease 
of climbing. Reduce its base speed by 10, and the 
skeleton gaints + 10 to climb. 

Caltrop loaded Skeleton (Craft (weapons) 5 
ranks): The Skeleton has had parts of their frame 
removed and replaced with caltrops. When the 
Skeleton is destroyed, Caltrops are spread into the 
five foot range where they were standing. 

Cask Skeleton (Brew Potion Feat): The skel-
eton contains a makeshift potion flask in their head 
or chest cavity. This can store a single use of a po-
tion of your choice. 

Dancing Skeleton (Perform (Dance) 5 ranks): 
The Skeleton has been programmed and specially 
modified to allow it to dance. For each Dancing 
Skeleton which dances to a musicians music, that 
musicians perform check gets a +1 bonus, to a 
maximum of +5 with 5 skeletons. This can also ap-
ply to Bardic performances. For this reason Dancing 
Skeletons are usually created en mass. 

Decoy Skeleton (Ability to cast Alter Self and 
Cause fear): The Skeleton has been affixed with a 
magical trap that disguises it with a veil that makes 
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it appear human (usually as you or another ally). 
When the Skeleton is destroyed, the disguise melts 
away, revealing the skeleton’s true form. The one 
who strikes the killing blow is then affected by a 
Cause Fear spell (Save DC equals 10 + the skel-
eton’s hit die). 

Disguised Skeleton (Disguise 5 ranks and De-
ceitful feat): The Skeleton has been specially pre-
pared with fake plaster skin and clothing to appear 
as a living humanoid. The disguise is rather poor 
(the Skeleton has an effective disguise skill of +1 
per racial hit die) and the skeleton is still a mindless 
undead, but they can be mistaken for human at a 
distance or at night. 

Dusty Skeleton (Craft (Alchemy) 5 ranks): The 
skeleton’s skull is filled with itching powder. If the 
Skeleton is struck with enough force that it deals 
damage, it releases the dust in a cloud 5 feet around 
it. The skeleton carries a number of doses of dust 
equal to its hit die. 

Exploding Skeleton (Craft (Alchemy) 5 ranks or 
Bomb Class feature): The Skeleton has been filled 
with powerful explosive chemicals that will cause it 
to explode when struck. Any attack that deals damage 
to the skeleton will cause it to explode, dealing 1d6 
damage to anything within 10 feet (Reflex save DC 10 
plus the Skeletons Hit die for half ). The Chemicals 
that make up this bomb are highly volatile, each hour 
there is a cumulative 10% chance that the skeleton 
bomb will either explode unprovoked or become 
inert (50% chance of either happening). 

Featherbones (Acrobatics 5 Improved Initiative 
feat): The Skeleton has had its bones hollowed out, 
making it more agile but also extremely fragile. They 
gain double the benefit of their Improved initiative 
feat, but only have half the hit points they would nor-
mally possess. The Skeleton also gets a +10 bonus 
to acrobatics checks for the purpose of making long 
jumps. 

Flaming Skeleton (Craft (Alchemy) 5 ranks): 
The Skeleton is coated with Alchemists fire and can 
be set ablaze from a distance. Anyone attacking a 
burning skeleton with melee attacks takes 1d6 fire 
damage. The Skeleton itself takes 1d6 damage per 
round until destroyed once set ablaze. At Craft (Al-
chemy) rank 10, the Skeleton has been pre-treated 
to make it fireproof, not only does it gain fire resis-
tance 5, but it also now burns without being dam-
aged (the fire itself only lasts an hour though, but 
a Skeleton can be used again and again with more 
applications of alchemist fire). 

Folding Skeleton (Stealth 5 ranks): The Skel-
eton has been designed with specialized joints that 
allow it to fold up, in exchange for its durability. 
The Skeleton loses its damage reduction, but can be 
folded into and fit into a space as thought it were 
two size categories smaller than it is. The skeleton 
can unfold into its full size as a move action. 

Goldbones (Appraise 5 ranks): The Skeleton 
has gold and treasure plated onto their body. At 
least 500 GP worth of wealth per hit die. This gives 
the Skeleton an AC bonus equal to half its hit die 
(rounded up). The treasure is dropped when the 
skeleton is destroyed. 

Hypnotic Skeleton (Diplomacy 5 Ranks with 
Hypnosis unlock (See Pathfinder Roleplaying Game 
Occult Adventures )): The Skeleton has been paint-
ed with psychadelic colors and affixed with strange 
swirling lights. Anyone who observes the skeleton 
for 1 minute must make a  Will save DC 1o plus the 
skeletons hit die or be fascinated for one round per 
the skeletons hit die. Anyone who succeeds this will 
save becomes immune to that 

Ironbones (Craft (Armorsmithing) 5 ranks): 
The Skeleton has heavy iron plates bolted onto their 
body. Improve their armor class by +5. 
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Messenger Skeleton (Ability to cast Magic 
Mouth): The Skeleton can be used to record a mes-
sage that it will repeat when it meets a designated 
target (Either a specific individual or someone in a 
broad group, such as an “Intruder.”) The message 
can be no longer than 10 words per skeleton’s hit 
die. The skeleton can be ordered to repeat the com-
mand once, or to repeate it endlessly. It can also 
be ordered to  repeat a one time message once if 
prompted by the recipient of the message. 

Plague Bones (Heal 5 ranks or ability to cast 
Contagion): The Skeleton’s hands have been coat-
ed with dung, as a result its claw attacks or natural 
weapons can now transmit filth fever. 

Screaming Skeleton (Knowledge (nature) 5 
rank): The inside of the skeleton has been laced 
with spores from the hrieker mushroom, and minia-
ture versions of this mushroom now grow inside of 
it. If anyone comes within five feet of the skeleton, 
the fungus begins shrieking. It is not enough to 
deafen like the full grown shriekers, but the sound 
can be heard up to 500 feet away. 

Scroll-eton (Scribe Scroll feat): You have in-
scribed runes onto the skeleton, effectively turning 
it into a mobile scroll. A Skeleton can only support 
a spell of a level equal to its hit die. When the spell 
is cast, it destroys the skeleton. 

Skeleton Ball (Craft (Trapmaking) 5 ranks): 
This requires several Skeletons, at least twenty hit 
die worth of medium sized or smaller skeletons. 
These Skeletons are tied together into a massive 
ball and programmed to lie in wait. When a victim 
the Skeleton ball activates and begins rolling itself 
across a predetermined path, moving 80 feet per 
round. Anyone in the path of the Skeleton balls 
movement when it passes by takes 4d6 Damage and 
is knocked 10 feet away by the force of the Skeleton 
balls momentum (Reflex save DC 14 for half dam-
age and no knock back). A Skeleton ball will fall 
apart when it takes damage equal to the number of 
Skeletons that make up its body, at which point the 

separate skeleton’s will attack the nearest living be-
ing. Otherwise a skeleton ball will continue to roll 
on a predetermined space indefinitely.  

Skeleton Survival pack (Survival 5 ranks): The 
Skeleton is loaded with special rations and water 
skins. As long as the Skeleton is on hand, you have 
a +4 bonus to survival checks. A skeleton can store 
enough food to last one day per hit die. 

Skeleton with a gun for a hand (Gunsmith 
class feature or Amateur gunslinger feat): One 
of the skeleton’s arms has been replaced with a 
Blunderbuss, which the skeleton can fire as a full 
round action upon command, using their base at-
tack bonus. The Skeleton cannot reload the gun on 
their own. 

Spinning Skeleton (Power attack feat): The 
Skeleton has been modified so its upper body can 
spin on a pivot. If armed with a two handed martial 
weapon, the Skeleton can spin around and execute 
a power attack as a full round action. 

Swarming Skeleton (Handle Animal 5 Ranks): 
The Skeleton has been set up with a swarm of 
insects or other vermin living in their bones. This 
modification can only be placed on a large sized or 
bigger skeleton. When the Skeleton is dropped to 
half its hit points, the swarm will emerge to defend 
its home. Roll on the following table to determine 
what kind of swarm it is: 

1d4 Swarm Type
1 Centipede Swarm
2 Crab Swarm
3 Rat Swarm
4 Spider Swarm

Sword Skeleton (Craft ( Weaponmaking) 5 
ranks): You have worked a Longsword (or another 
nonmagical One handed Martial Melee weapon) 
into your Skeleton’s body (possibly replacing the 
spine or part of a limb). You or another who is 
aware of this weapon (Perception check DC 15 to 
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spot it) can remove the weapon with a standard 
action (If the Skeleton has been instructed to fight 
one who is trying to remove the weapon, they must 
make a Combat manuver check to do so, provoking 
an attack of opportunity doing so). Once removed, 
the weapon can be used normally. Removing the 
weapon from the skeleton destroys it instantly. 

Wand Skeleton (Use magic item 5 ranks, or 
Craft Wand feat): The Skeleton has a Wand incor-
porated into their form (The maximum spell this 
wand tan have is equal to the Skeleton’s hit die.) 
The wand can be removed from the skeleton similar 
to the Sword Skeleton trick. In addition, The Skel-
eton can be ordered to use the wand on a target 
with a move action. Being mindless, the Skeleton 
will use the wand on the same target again and 
again each round till the target dies or moves out 
of range, or the wand runs out of charges, at which 
point the Skeleton goes into standby and waits for 
new orders. 

Woodbones (Knowledge (Nature) 5 
ranks): The Skeleton’s rib cage is filled with 
dirt and a small tree has been planted in the 
back, creating an unusual symbiosis with the 
plant. The Skeleton counts as a plant as well 
as an undead when determining what spells 
can affect it. The skeleton also takes half 
damage from Positive energy damage. 

Did you like what you saw in this Sidebar?  Want 
to learn alternate rules for creating armors and 
weapons or interesting ways to use the Equipment 
Trick feat?  What about great alternate ways of 
dealing with dead characters at your table? Check 
out the rest of the Sidbar line on these great online 
stores!

RPGNow - Open Gaming Store

Fatgoblingames.com
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and 

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.

 1. Definitions: (a) “Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; (b) 
“Derivative Material” means copyrighted material including derivative 
works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, im-
provement, compilation, abridgment or other form in which an exist-
ing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d) “Open Game Content” means 
the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts, creatures, 
characters, stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f ) “Trademark” 
means the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Con-
tent. (h) “You” or “Your” means the licensee in terms of this agreement.

 2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

 3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

 4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this License 
to Use, the Open Game Content.

 5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your Con-
tributions are Your original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

 6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute.

 7. Use of Product Identity: You agree not to Use any Product Iden-
tity, including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.

 8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing are 
Open Game Content.

 9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License.

 10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You distribute.

 11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.

 12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material so affected.

 13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.

 4. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

 15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 

Inc.
System Reference Document. Copyright 2000, Wizards of the 

Coast, Inc.; Authors: Jonathan Tweet, Monte Cook, Skip Williams, based 
on material by E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Reference Document. © 2011, 
Paizo Publishing, LLC; Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Pub-
lishing, LLC; Author: Jason Bulmahn, based on material by Jonathan 
Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. © 2008, Monte J. Cook. All 
rights reserved.

Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: 
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick 
Lawinger, and Bill Webb; based on original content from TSR.
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