
Skeletons 
A Skeleton team for Nuthin’ But Net 

Skeletons were, for a long time, thought to be merely myths and legends. Figments of the imagination, 
spread by men and women who had lost more than their minds. It was said they rose from the earth 

clicking and cracking as they walked, wearing an evil grin on their hollow faces. 
It wasn’t until the great war that this myth became a horrible reality. Long dead warriors rose from the 
ground, glowing a nauseating green. Spurred on by cloaked figures in the dark... the Necromancers. 
Throughout the great war, the skeletons became increasingly common as their numbers swelled. They 
rose against any and all tribes that stood in their way. They unintentionally united the races of the world 
against them and that’s when the truce was made and Nuthin’ But Net replaced the war on the fields with 

war on the court. 
The Necromancers fled to the mountains, intimidated by this new found truce. They watched on as the 
Nuthin’ But Net tournaments played out, filling the pockets of the clever and inspiring the fools. After 
several seasons, it became clear to the Necromancers that they needed to be part of this competition. To 

dunk on the unworthy and to resurrect the competition’s fallen heroes... 
...and so formed the “Metacarpals.” 

 
A Skeleton team consists of five skeletons and a Necromancer Coach. 

BH GRT STH SHT BLK DUK SPD 

Player #1 3 1 3 3 2 3 2 

Player #2 3 1 3 3 2 3 2 

Player #3 3 2 3 3 2 3 2 

Player #4 4 3 4 5 4 4 3 

Player #5 5 3 4 5 4 5 3 

 

Special Ability: Necromancer 

The team’s Necromancer may cast one of the following spells once at the start of its team’s turn. 

 

Gather (Free) 

The Necromancer concentrates and gathers together magical energy to enhance his next spell. 

On your next spell, roll 3 dice and choose the best two 

 

Adceleratus Glucosamine (4) 

The Necromancer utters the words and a warm breeze rushes through the court, urging along his bony servants.  

Pass 2d6 – All Skeleton’s Speed is increased by 2 until the start of your next turn. 

Pass 1d6 – All Skeleton’s Speed is increased by 1 until the start of your next turn. 

Pass 0d6 – All Skeleton’s Speed remains the same for this turn. 

 

Vis augmentare (3) 

The Necromancer utters the words and the smell of sulphur spills over the court.  

Pass 2d6 – All Skeleton’s Strength is increased by 1 until your next turn and you receive a free reroll for any 

Strength based test. 

Pass 1d6 – All Skeleton’s Strength is increased by 1 until the start of your next turn. 

Pass 0d6 – All Skeleton’s Strength remains the same for this turn. 


