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Medium Natural Humanoid (undead) XP 250

This skeleton wear what was a shiny armor but now
is just a piece of rusty metal. The battleaxe, on the
contrary, is shiny as new.

Initiative +6 Perception +3; darkvision
Animate cadaver aura 15; If a living being inside this
aura start its turn adjacent to a corpse, the corpse
becomes a Rotten Carcass. Put the Rotten Carcass
in the square occupied by the corpse. The Rotten
Carcass acts normally on his initiative order.

HP 80 Bloodied 40

AC 20; Fortitude 19, Reflex 17, Will 15

Immune disease, poison;

Resist Radiant 10; Vulnerable Necrotic 5

Speed 5

Battleaxe (Standard; at-will) Weapon
Shiny or not, this battleaxe is surely sharp.
+10 vs. AC; 1d8+4 damage.

Bleeding Strike (Standard; recharge )
Weapon
The axe carve a deep wound on your skin
+8 vs. AC; 1d8+4 damage and the target takes
ongoing 5 (save ends)

Stunning charge (Standard; at-will) Weapon;
The undead charges you with his shield raised.
The fallen makes a charge attack; +8 vs. Fort.; 1d8+4
and the target is stunned (save ends)

Dark burst (Minor; recharge ) Necraotic;
Like a wave, from the undead body a strange, dark
radiation pulses.

Burst 4; +12 vs. Will; push the target up to 1d6+1
squares

Align ment Evil Languages Common

Skills Acrobatics + 11, Athletics + 11

Equipment : scale armor, battleaxe, heavy shield
Str 18(+5) Dex 14(+3) Wis 13(+2)
Con 18(+5) Int 13(+2) Cha 8(+0)




Medium natural humanoid (undead) XP 40

It's just a sparkle of life that keeps this creatures
walking, but even a sparkle can kill. And eat your
brain too.
Initiative :+1; Senses : Perception -2; darkvision
HP: 1; a miss attack never damages a minion.
AC 12; Fortitude 15, Reflex 9, Will 9
Immune disease, poison
Speed: 4
Grab & B ite (Standard; at-will)

The carcass grab his target and shove his upper jaw
in the nearest piece of flash he can find.
+6 vs. AC: 2 damage and the target is grabbed (until
escapes).

Chew off (Standard; at-will)
The carcass close the lower jaw and bite a piece of
flesh off the body.
The rotten carcass deals 6 damage to a grabbed
creature (no attack roll required).
Not dead yet! (Immediate Reaction; when damaged)
You managed to destroy the lower part of the
carcass but the undead is still undead.
Roll a dice to determine the effect:
even: the rotten carcass is destroyed and in his place
spawns a Rotten Upper Carcass who act in the same
initiative order.
odd : the rotten carcass is destroyed (as normal)
Alignment : Evil
Languages, equipment, skills:
Str 12(+1) Dex 6(-2)
Con 17(+3) Int 1(-5)

none
Wis 10(+0)
Cha 3(-4)
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Even without legs this thing is still trying to reach for
you. And eat your brain.

Lvi4 +1 840gp

Weapon : Battleaxe

Enhancement: Attack rolls and damage rolls.
Critical: +1d6 damage

Power (Daily): Free action. Use this power when you
hit with the weapon. The target takes 5 ongoing
damage (save ends).

Medium natural humanoid

(undead)

Even without legs this thing is still trying to reach for

you. And eat your brain.

Initiative :+1; Senses: Perception -2; darkvision

HP: 1; a missed attack never damages a minion.

AC 12; Fortitude 15, Reflex 9, Will 9

Immune disease, poison

Speed: 2 (the prone malus is already included)
Ankle Bite (Standard; at-will)

The carcass try to bite something he can reach: you

ankles.

+4 vs. AC: 4 (the prone malus is already included)

Prone

He has no legs. Really

The rotten upper carcass is always considered prone

and cannot end this condition.

Alignment : Evil

Languages, equipment, skills:

Str 12(+1) Dex 6(-2)

Con 17(+3) Int 1(-5)

none
Wis 10(+0)
Cha 3(-4)
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