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Stalwarts are a race of tall (about 7 feet), muscular humanoids, obsessed with the idea that they are physically superior to other races.

They were created by some obscure mages in the last years of the Era of Blackmoor, prior to the Great Rain of Fire (estimated 3040 BC), to be supreme soldiers against the increasing Humanoids. They infused several giant genes (Hill, Mountain, Cloud) into human soldiers.

They were sent primarily to the regions were these creatures lived, and thus they can be found on both Brun and Skothar. Their highest number is however on Brun.

These creatures were genetically imprinted to be superior to the chaotic beast men, and because these creatures had such variant appearances they, soon learned to be superior to all races, except giants, of which they were created.

Combat

Weapon mastery

These creatures are so supremely trained to become best in any type of weapon, that they gain weapon mastery by level as in the table. That means a common 9 HD Stalwart has six weapons he can fight in Basic Weapon Mastery, three in Skilled, and two in Expert.

To test its superiority, a stalwart will challenge any group of humanoids of similar stature (5-9 feet) it meets to appoint a champion for a physical competition of their choice (see below). If the stalwart wins, it will demand a tribute of half the opposing group's nonmagical wealth. 

If it loses, it will serve them for one month in any way that does not involve danger. If the humanoids refuse the challenge (or to pay up if they lose) the stalwart becomes increasingly angry and will eventually attack (usually with a large club +1 HD over normal—that means a club in Basic Weapon Mastery would cause 1d4 damage, it would now cause 1d6).

To determine the outcome of a competition roll d10 for each competitor and add the Competitor's Strength (eg. far arm-wrestling or rock hurling), Dexterity (eg. for log-balancing or archery) or both (eg. running or jumping), as appropriate for the type of competition. The highest total wins. 

Habitat/Society

These creatures refuse to mingle with other species, and even amongst their own kind there is much resilience to cooperate. Only in case of mating they shortly form a family group. But as soon as the child is born, the male separates and takes any male children with it. If there is female offspring it stays with the mother. If there is failed offspring (stillborn, handicapped, etc.) the offspring will be killed and the parent will put the blame on each other, until this will become a fight to the death to determine who was right. 

Strength makes might and right is their saying.

They mostly speak Alphatian or Thyatian, as they have learned that most creatures know one of these languages.

Children are as humans until the age of 16, in the midst of their puberty, then they have a growth spurt of a year to reach their adult size and strength then they are 7 HD. Before this they are as strong commoners. Baby; as human, youngster=as human 1 HD+St+1, Teenager; as human 2HD+St+2, Puberty; as human 3HD+St+3.
Ecology

As nomadic creatures, they have a very low impact upon nature. They sleep outside, or in caves, (location and weather depending), eat primarily what they can find, forage or hunt. They often make use of string and other traps to catch animals. These are eaten roasted. They refrain from using traps or magic in any combat. In fact they do not know how to, since none of them are spellcasters—they greatly dislike cowardly magic—but healing magic by a winning opponent  applied to them doubles the duration they serve him or her.

Giants (Homo gigantes species)

Before the age of the humans and even before the Empire of Blackmoor, Mystara saw the rise of the Age of the Giants, when some of the Garl suddenly (by immortal influence of Ouranos) evolved into the Giganthopithecus which evolved into three giant sub races and they spread into the continents of Brun and Skothar raising the first kingdoms. At that time, the giants were divided into people of the plains (Cloud, Fog), ice (Frost and Hill) and sea (Sea). 

The giants arise.   The giants of the plains were the more wealthy and most powerful, those of the sea were the wisest and more reticent, while the Hill and frost giants, that lived in the cold areas of the north, envious of their cousins of the fertile southern plains and often fought against them. It was because of the greed and of the hate brought among these giants by Surtr, that the Age of the Giants had ended with the bloody Fratricide War. When indeed the richer land became really few, also because of the global ice age and the slow but steady expansion of the more numerous humans, a large group of hill giant followers of Surtr, the Gundirrim (a group of somewhat larger Hill giants) descended in mass from the north and began to lead to iron and fire the kingdoms of the south. These soon adapted to their fiery environments, also due to the magics of Surtr and became the Fire Giants,  and became very numerous.

At that time Zalaj was the uncontested sovereign of the Clan Bromdignag, the richest and most powerful among the giants of the south, given of incomparable strength and of a superior intellect to his equals. Unfortunately, because of the internal rivalry among the lowland giants, the assault of Surtr (Zugzul) also provoked an internecine war among them, and this caused the collapse of the giant kingdoms and the dispersal of the survivors. They control the lands for thousands of years.  Approximately 100,000 BC is when the end of the age of Giants occurs.  It is marked by the Great War between the Gundirrim and the Bromdignag. Though there were heavy casualties on both sides, the Gundirrim managed to shatter the Bromdinagian capitol, forcing the surviving Bromdinags to seek refuge in the High Mountains.
Several Giant species fell upon the brink of extinction, while others greatly diminished in number.  Some solitary survivors evolved themselves, thus were created the Jungle giants. The other side, with the Fire giants evolved also due solitary enclosure the Desert Giants, a degenerate race, but came to existence in this period. The Hill giants, as a chaotic race, evolved a branch with only a single eye, the Cyclopskin. After the giant kingdoms’ fall Mystara is inhabited by tribal races, the Giants and other beings have had their kingdoms destroyed and what is left gathers in small groups, rarely into anything approaching a city in size. 

After the fall of his stronghold, Zalaj (also know as Brom) ended guiding his allies onto the summits of the highest mountains, here finding temporary refuge from the fury of their enemies. He then put himself in search of a place in which he and his followers could go to escape forever the persecutions of Surt and the wars between the cultures, and therefore arrived in the plane of the creator of the giant race, the powerful Ouranos. 

Unfortunately here Zalaj made a terrible discovery: the Immortal indeed had by now vanished from time, and could no longer respond to the demands of helping his followers. Zalaj decided for that reason of taking on his shoulders the destiny of his people, and returned to Mystara bringing with him the ancient knowledge found in the abandoned city of Ouranos. Thanks to the materials and the magic he discovered, Zalaj proceeded therefore to the construction of the first city among the clouds, where he finally took his most faithful allies for founding a new kingdom. From the descendents of these exiles were born the first generation of cloud giants, while the giants that remained to live on the highest summits had become the original mountain giants. 
Zalaj nevertheless wasn’t content with having saved his followers, and find a way for becoming the new protector of the giant race, replacing the vanished Ouranos. So he began to be worshipped as an Immortal, and to study a way for achieving Immortality. 
After having found an artifact for travelling in time and the support of Verthandi (the then Hierarch of Time), Zalaj finally succeeded to complete the Path of the Dynast created the Kingdom of the Cloud Giants above the Mystaran skies, while establishing an alliance between the ancient dwarves and the mountain giants that also allowed these disciples of his to live undisturbed on the more impervious mountain ranges. Having witnessed the struggle, he took pity upon the displaced Bromdinags and let them enter his magnificent castles in the sky, where they would be safe from their Gunderrimian enemies’ these castles, suspended in the air by the immortal magic, seem to float on the clouds themselves, and from that day forth the Bromdignags became known as the Cloud Giants. Most of the cloud giants live in these castles up to this day.

Zalaj rose among the Immortals in the distant 10.200 BC, becoming the patron of all the cloud giants (Bromdignag) and mountain giants (Zoldignag). (All giant priests follow this immortal)

Later, after seeing the repetition of fratricide clashes between the giant races, he decided to give his adepts, the cloud giants, the role of ambassadors among all the communities of giants of the world. Therefore the cloud giants became merchants, capable of travelling from place to another on their flying castles and of exchanging the goods produced by a certain clan of giants with those of other clans that needed the goods. In this way, all the giants became dependent on things that were produced by one of the other races, reduced the feuds between clan, and the cloud giants assuming a primary role in guaranteeing the global peace between the giants, as well as their superiority over the terrestrial and marine giants. Zalaj is further assured the continued veneration of the cloud giants and prevents that may become too eager and that somebody could be useful to the flying islands placing a bond to their existence: each year indeed it is necessary to perform an elaborate secret ceremony in which precious items are destroyed in an appropriate brazier consecrated to the Immortal in order to keep active the spell that allows all the islands and castles to float and move. Therefore the cloud giants depend on Zalaj as the others depend on them, and no treasure is more important than the protection that Zalaj offers them thanks to the flying castles of the Heavenly Realm.

After the era of the giants, at the end of the global ice age, the giant races went their way, up till today they warred upon eachother or upon the humans, and it is these historical stories that are the base of the legends of the Asgardian gods. It is rumored that several giants made the escape to other realms, including along the Yggdrasil, the world tree, and survived there. In some of these planes the further increased in size and became up to eight times as big as they originally were. Especially, the Frost, Mountain, Fire giants were noted for this interplanar relocation. 

The survivors on Mystara were often enclosed in a specific environment. A mutual existence on some islands between sea and cloud giants resulted in the evolution towards the Storm giant. With the next global ice age (between 80.000 and 60.000 years BC) the already weakened Verbeeg and Fog giant traces diminished so strong in number that they were no more a viable race and soon would perish genetically. The discovery of magical metal deep within the earth (the anti magic metal ore of the central crust-World ore) led to an evolution of fire giants resistant to the great heat and magical disturbances there, the hephaeston came into existence, became a genetically viable race, but never greatly increased in number. The second ice age caused the frost giant to increase in number, while further decreasing the already lower number of fire giants (Due the giant wars). The overall number of giants per race became almost equal, except the Hill giants, which greatly increased in number and together with the beastmen became a threat to the upcoming human (Blackmoor) civilization. The enclosed jungle giants diminished by the encroaching number of humans, and some of them became smaller in a genetic response of survival, and so the wood giant came into existence.

Then came the Great Rain of Fire.

The global disaster that destroyed whole ecosystems, and literally changed the world. The weaker races soon died out in the radiation wake lasting centuries after the disaster. 

The Wood and Jungle giant became genetically weaker and weaker until at the brink of extinction, some immortal placed some of them on the isles of Jhomphur in the Hollow World. On the outer world they died out completely. 

The Cyclopskin branched of due the great rain of fire disaster and a larger strain evolved in the Cyclops we know today, the Cyclopskin died out, but some (together with true Cyclopes) were transported to Millennia on the great icerian continent in the Hollow world. 

The desert giant was overseen in this transportation and died out before immortals could react, or they somehow refused to save these giants.  

The Hill giants were greatly affected by the radiation of the fiery blast and their genetic structure was affected also. New species sprang up from these corrupted hill giants and some of the others.  The Fomorian, Ettin, and Ubue were the most notorious, coming from the Hill giants, but their number stayed low, and they remained mostly north of the continent of Brun. The Verbeeg and Firbolg evolved from the Fire Giants. 

2200 BC 
Height of the Taymoran power. Taymoran city-states dot the southern coast.  Giantish clans (Fomorians) brought to submission by the joined Taymoran- Sheyallia operations are employed to build megalithic fortresses in Taymora. Nithian silver start flooding the cashes of the Taymoran necromancer kings, and Nithia uses the bronze weaponry to hold back the Antalian invaders. Some northern Nosferatu leaders send missions to Hule and beyond, in an attempt to expand their territory. Meanwhile, southern kings send naval expeditions east, to the Isle of Dawn. They attempt to establish colonies, but they are repelled by hostile Giants, Elves, and Humans (Dunael). Taymora becomes known as the Land of the Dead, or the Land of the Night, among the Nithians. This is due to its western position, but also to its Undead ruling caste. Taymora is known to the Pharaohs as a coalition of many nations-this considers both the Temran (Taymoran) city-states and the vassal or allied nations of elves (Shelash), fomorians (Poymeren), lizard-men (Malepeq), Azcans (Ashkan), and later the alpared (Albarendi humans). The Elven migrations reach Glantri. The Verdier, Meditor, and Vyalia clans (from the Sheyallia nation) settle the forests to the east of Taymora as vassals to various eastern Taymoran kings. Nithia has yet to reach mature Bronze Age technology. The Antalians now control much of the Sea of Dawn coasts. They probably have advanced shipwright technology (for the time). They are in general technologically more advanced than Nithians, and control an enormous expanse of land, from the Great Bay in Norwold to Ethengar! Neathar tribes at Stone Age level have moved from Skothar to Ethengar in parallel to the Antalian migration. They, however, pushed south, settling Ylari coasts and moving south through the sea of Dread. As the Antalians, they are able to build ships for coastal and perhaps even oceanic travel. Tanagoro colonists reach the Serpent Peninsula, bringing along knowledge of the Taymoran bronze. 

2000 BC 
Barbaric tribes of Neathar and Oltecs cut the trade routes to Antalian lands. The northern Taymoran kings use Malpheggi and Azcan mercenaries in an attempt to reopen the Streel river route, with mixed success. A number of kings try to increase their power by shifting their allegiance from Nyx to Thanatos. The effects are devastating, as the war between followers of the two entropic immortal rages for years. Taymora is politically weakened, and attempts by various kings to expand their holdings in Nithia and on the Isle of Dawn are rebuffed. Nithia begins its rise, having reached Bronze Age technology. Silver mines in the Northern Reaches are exploited. The silver is traded to Taymora, where it pays for the Taymoran bronze. Like modern Ierendi, Taymora has no silver mines, so silver is quite valuable there. Frost Giant expansion in the region north of the Great Bay. 

1993 BC 
Frost Giants from Frosthaven storm the Littonian lands. 

1944 BC 
The capitol of the Frost Giant Kingdom of Nordenheim is established. 

1750 BC 
The massive magical energies invoked by the warring sorcerers cause earthquakes to wrack the Taymoran lands, which sink in the sea. Many Taymorans survive, and begin migrations to the newly formed isles in the south, but more often to the east. The earthquakes also destroy the Tanagoro and Azcan civilizations. 

1740 BC 
A wave of fleeing Taymorans hits various locations in the east. The armies that are invading Nithia are routed thanks to the priests of Rathanos, who use fire magic to counter the undead units. Fomorian giants and Taymorans fleets also reach the Isle of Dawn, where they manage to take hold of the western region. Other Taymoran remnants are found in West Thyatis/Karameikos (Tuma), the Hulean region, Sind (Lycanthropes), Ierendi (Albarendi), Vyalia, and Minrothad. A few Albarendi clans also reach the forested Doulakki lands (these will be among the ancestors of the Cynidiceans). 

1725 BC
King Loark of the humanoids organizes an army of humanoids known as the Great Horde. They migrate southeastwards. 

1722 BC 
The goblinoids of Loark's horde try and invade southern Nordenheim, but are pushed back by the Frost Giants. The Red Dragon overking Syare protects the Antalians of Wyrmsteeth from Loark's armies. The rest of the Antalian civilization collapses. 

1720 BC 
Taymoran remnants attempt to take over Meditor elves in Colhador, are repelled. Iron Age Antalian survivors land in the Isle of Dawn, where they battle the Dunael and the Taymoran remnants. The goblinoid chief, Akkila-Khan conquers the southern steppes of Ethengar. 

1711 BC 
Great Horde reaches Ethengar. Akilla-Khan allies with King Loark. 

1710 BC 
The Great Horde of King Loark enslaves the primitive Ethengars. 

1709 BC 
Akilla-Khan betrays King Loark. The Great Horde is defeated, and splinters; the trolls head east, the goblins south, and the rest settle the Broken Lands. 

1700 BC 
Having lost their mines, and the sources of their bronze, the Taymoran remnants turn to iron for their works. The Taymoran smiths captured by the Nithian Pharaoh bring to Nithia the knowledge needed to push the nation towards the Iron Age, thanks to the rich iron mines of the Alasiyani highlands and the high-temperature fires provided by the priests of Rathanos. The elves in Glantri accidentally (?) trigger a Blackmoor artifact, which explodes. The nuclear winter and the earthquakes caused by the explosion destroy what remained of the northernmost Taymoran settlements. The surviving elves retreat into subterranean caverns, while the Broken Lands are ravaged, and the Great Horde is destroyed. Goblinoids settle in the Yazak Steppes. 

With the flooding of the Taymoran Empire (1750 BC) the Verbeeg and the Fomorian giants became extinct.

Recently some individuals were placed in variant locations in the Hollow world. Another breed raised by the genetic corruption was the Verbeeg giant, which died out approximately 500 BC with the destruction of the Nithian Empire. Another hill giant corruption, the Attach, was viable, though low in number and still exists today. They were even used to create the Fachan, a combination of a Cyclops and Attach.  

The firbolg, a genetic corruption like those of the hill giants, but far more evolved, and coming of the fire giants were exterminated by the Alphatians. The last perished 72 AC. 

Of the giant ancestors; the Giganthopithecus evolved due to migration into two species, the Sasquatch and the Yeti (of which the last genetically was merged with some Neathar humans, creating the Quarik). 

Most giant species, sooner or later, have found their own way to the Hollow world, or were transported there by the immortals. Only the Hephaeston was already within the Hollow World soon after its evolutionary creation.

Giants are huge fearsome humanoids, with great size and strength. The lesser forms are crudely-formed and ugly, while the greater races are much more like humans in appearance. 
Giants live solitary lives or live in communities of their own kind; in either case they tend to live far away from human and demi-human civilizations. 

Lesser Giants are usually wiling to negotiate when encountered as they’ve heard of the dangers of attacking men. Greater Giants usually have no prejudice against adventurers and sometimes will entertain them as guests. However, Giants stake out large tracts of land as their own and sometimes destroy human communities built in the lands they’ve claimed. Also, some few rogue Giants develop habits which bring them into conflict with adventurers—such as a bandit’s habit of robbery, or like a ghoul’s taste for human flesh, or with an evil wizard’s taste to rule lesser beings. 

They can be Giant Spellcaster like Shamans or Wokani. Their limits are given per race.

Behavior

Most Giants are quite possessive and materialistic, carrying what they value in great sacks. A Giant sized sack would have quadruple sized content-capability for each doubling the Giant who uses it is in size relative to a 6’ human.

Although there are many types of Giants each of these desires a different climate and habitat, there are enough interesting likenesses between Giants to make it worth noting here. The ultimate goal of every Giant is to achieve Immortality. This is accomplished through a Giant’s dedication to the crafts favored by his particular race. Only through the perfection of his skills can a Giant gain the higher status of Immortality. 

Society

Giants often live in small family groups in wilderness areas far from each other. This is done because every Giant family uses up a great deal of natural resources for their food, shelter, and everyday needs. But twice a year, in remote areas and at different times of the year fir each race, large bands of Giants get together to celebrate he year, gain and share knowledge and renew their oaths of allegiance to their leaders. Almost every human country will have a location for each Giant race existing in or near that country. Any given Giant celebration has from 50 to 2000 Giants of all ages, with some members from several families. The Sea Giants hold their fairs in huge underwater valleys. The Cloud Giants have theirs in the largest of their cloud castles. All other Giants find some large valley, far from the eyes of other intelligent humanoids, in which to hold their conclave. A typical Fire Giant family, for example, there are 35 Warrior males, 20 females (with more lady-like weapons), and 15 children of all ages. In addition, each family shows of their favorite Hydra or Hellhounds, who serve to protect their belongings. The valley where they meet is by an active volcano, protected year-round by a high wall the Giants have erected around the valley and by an honor guard of 5 bachelor Fire Giants. The Fire Giant leader rules over the tribe. He mostly has slight magical abilities and acts as the tribe’s Clerical elder. During the fair male and female Giants ask to be married. News of interesting occurrences in the land is spread around. Missing Giant families are noted by the leader and he may send out war bands to discover the reason for their absence. If there’s a serious problem, several tribal leaders from other regions can be contracted and the Giants could go to war, but this seldom happens.

Magic and Leadership
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Hill 9* 3 - 4

Stone 10* 3 - 5

Frost 12+1* 2 - 6

Fire 13+2* 2 1 6

Cloud 16* 1 4 6

Sea 18* -1 10 3

Storm 19* 0 12 15

Mountain 23* -2 - 10

Maximum Casting Level

Average Giant Leader or Shaman


Giant leaders are always exceptional in Intelligence and ability. Each has more hit points than average, they receive the best armor. They serve as the spiritual leaders of their tribes and mostly have enough Wisdom to receive Clerical spells.

Whenever a young Giant shows ability in Clerical or magical matters, he’s an apprentice to the leader of the tribe (or the local Shaman or Wokani, or attends a Human university with all risks, discrimination etc.). During this apprenticeship he’s encouraged to develop his skills and gain higher levels. When a tribal leader dies, his successor is chosen from among the apprentices serving at the leader’s holding. The tribe holds contests during a special fair and the champion becomes the new leader.

Homes

Hill Giants, Athachs (and Stone Giants, see under Rock creatures) are the only ones that commonly live in cave complexes. This is because both types have low Intelligence and it’s easier to dig holes in the ground than to build structures out of wood and stone.

Leaders of each Giant race build their castles appropriate to their size. Normal Giants construct log or stone homes large enough to accommodate their families. In judging the size of a Giant’s castle or home, figure every ceiling to be ten feet taller than the Giant. Castles have tow to six levels above ground and one or two below the surface. Normal homes are of one level and often blends into the area around them, making each home hard to spot. There’s often a root cellar or hidden treasure area under the floor of the home. 

Any given Giant leader has from 1 to 20 other Giants of the same type living with him. Half of these are Warriors. For instance, in a typical Frost Giant’s castle, there are two levels above ground and one below. The ceilings of each level are 28’ tall. In this stronghold are 11 male Warriors, the leader’s mate, three other females, five children, and three adult apprentices with Clerical spells and skills. At the font gate there are nine polar bears and in other areas are ten more polar bears. In the lower level of the castle the valuables of leader are guarded either by Frost Giants or the largest bears. For chambers there are cooking areas, sleeping areas, meeting hall, and work rooms common to all castles.

Skills

Each Giant race has a skill unique to its species. These skills bring Giants to the attention of all intelligent species. Because the products and services the Giants are able to provide become extremely valuable, Giants are the object of greed and envy. No Giants like to sell the things they maker, or use the skills for the benefit of the shorter races; because they’re scarce and hard to come by, this makes their skills even more valued by others. Trade, however, is common among the Giant races, since each race makes or does something the other races admire or need.

Hill giants are extremely skilled in tanning hides and treating furs. A hill giant’s leather armor is the strongest of leather armors.

Stone giants are the world’s greatest stone architects. The castles they make are the strongest of castles. The underground tunnels they carve are the most long-lasting. This is not a function of their intelligence, but of their natural affinity for stone. 

Cloud giants are the merchants and traders of all the giant races. They love nothing more than trading in all of the skills and products that other giants are capable of creating. This is easy for them to do since they may travel freely across country in their cloud castles. These giants also deal well with the lesser races when it comes to high-value items (not of. giant make, of course).

Sea giants are the alchemists and healers to the giant races. Often a great leader from another giant race is brought to the sea giants to be healed. A sea giant’s healing, water breathing or rejuvenation potion is said to be the strongest available.

Mountain giants are rough and ready woodsmen, preferring High Mountain peaks in wilderness areas for their homes. They are excellent hunters, as giants go, and work better with wild animals than do their other giant relatives. Mountain giants train rocs and other large “pets” for their own use, and may provide animal training services to other giants as well.

Storm giants are the sages and librarians for all the giant races. If a giant wants an item explained or needs some information before going on a quest, he always consults a storm giant to get the best information.

Clumsiness

In their own homes or in the open outside world, Giants aren’t particularly clumsy, but in a world designed fir creatures with an average height of 6’, and a much larger Giant becomes a liability. Tables and chairs are accidentally smashed, weapons are trodden into the ground, delicate ornaments are swept of shelves, sculptures are knocked over, and roofs and doorways are in constant danger of being demolished. Whenever Giants are operating in the world of the small folk, they must make a Dexterity check to avoid a mishap any time they’re in an enclosed or cluttered space, according to Giant standards. Failure results in the Giant breaking something, becomes stuck, and smashes his head on the roof, or anything else that seems amusing or appropriate.

Upkeep

The BM is also used for the amounts and costs of food the Giant needs to keep alive, but it has to be doubled principally. Those of a thick fitness need more food, while those of thinner proportions need less (rarely, most Giants are also huge in these proportions).
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Strength Effects
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Str. Check to move more than 1 T or exhausted 1T

All medium weapons used as 2H weapons/initiarive-6

2-3

-3

All large weapons used as 2H weapons/initiative-6

4-5
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13-15
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16-17

+2

18-19
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2H melee weapons uses as 1h melee/initiative -6

20-21
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encumbrance 2000+ (St. Adj x2x100)

22-23

+5

Draw Heavy Crossbow singlehanded/ shoot 1/r

24-27

+6

encumbrance 3000 + (St adj. x3 x100)

28-32

+7

2H melee weapons uses as 1h melee/initiative -0


Combat

Giants have much greater Strength than most humanoids, humans and demi-humans do, therefore the next table is given. The Adjustment is used in melee THAC0 and Melee damage, as well as Open Door Rolls and Encumbrance limits.

Giants range in height from approximately 10 feet to 25 feet or higher, depending upon breed and gender.

A natural byproduct of the giants. Great size is their superhuman strength. Unlike other intelligent races, strength does not vary greatly among individuals of a particular breed. Average D&D game strengths for each of the giant breeds are presented per breed. You can assume that 80% of any true giant population has the average strength listed for its breed, while 10% falls a point or two above average and another 10% falls a point or two below average. Such formidable Strengths allow many giants to perform an astounding variety of superhuman feats. To get the maximum mileage out of giants during play, DMs should allow them to use their Strength to its full advantage. Since it’s difficult to imagine exactly what a character with a particularly high Strength can accomplish from glancing at the table, here are some useful guidelines that should help you adjudicate spectacular feats of brawn.
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20 S 2 5 14 7

21 2 3 6 15 8

22 3 4 7 16 9

23 4 5 8 17 10

24 5 6 9 18 11

25 6 7 10 19 12

26 7 8 11 20 13

27 8 9 12 20 14

28 9 10 13 20 15

 vs. Giant Strength

Structural Saves

S= save  succesful


18: 
When bound, giants with an 18 Strength can burst free from ropes with a successful strength check vs. the material. A successful rope use skill check while binding a character prevents that character from breaking free in this fashion.

19: 
At this Strength level, bound giants automatically burst free from normal ropes. With a successful strength check against the material roll, they can burst chains or ropes tied with a successful rope use skill check.

20: 
At this point, giants gain the potential to smash down walls with their fists. See the Structural Saving Throw Table, below. Characters with a Strength of 20 or higher automatically burst any normal bond (rope or chain), regardless of any skill checks passed by their captors.

21: 
With a Strength of 21, a giant can drag a 10´ × 10´ ×10´ stone block across the ground at a rate of 10 feet per melee round.

22: 
Giants with a Strength of 22 are strong enough to drag a coach pulled by two horses to a complete stop.

23: 
At this Strength level, a giant can uproot a small tree with a successful strength and lift a horse over his head. Such giants can also burst adamantine bonds with a successful strength check.

24: 
Given a stout enough tether (such as an adamantine chain), giants with a Strength of 24 can pull all but the strongest dragons out of flight and down to the ground.

25: 
At this Strength level, a giant can automatically uproot a small tree and uproot a large tree with a successful strength check. Such giants can also burst magical bonds with a successful strength check.

Note that Structural saves assume that a giant is doing the smashing against the material. If a smaller character is attacking the structure (such as a human wearing a girdle of giant strength), all structural saves are at +2.
Weapons

Even without resorting to the special attacks at their disposal, giants are very formidable combatants. Most giants can inflict considerable damage with their fists alone, and giant-sized weapons obviously inflict more damage per attack than their man-sized counterparts. The weapons they use are much bigger and will accordingly give much more damage. Use the normal weapon statistics as per weapon mastery roll for damage after hitting target as normal, multiply these by the given modifier, then add magical and Strength adjustments, and in case of a smash attack also add the full strength of the giant. (The favorite weapon of a specific race of giant is mostly listed in the statistics table)
If hit by a Giant weapon always roll for a constitution check for broken bones (one per hit), and apply any results as per normal broken bones rules. 

Example
Gorbash, a Cyclops with basic weapon mastery in the Bardiche, detects Rollins the thief around his sheep pen. He swings at Rollins with the nonmagical Bardiche and hits. Base dame is 2d4, a 3 and 2 are rolled for a total base damage of 5. He uses the weapon’s size modifier (x2) to increase this to 10. Finally, he adds his strength (+4) bonus to the damage to come up with a whopping 14 damage. (Ouch).

Remember a swinging strike will smash a normal human-sized opponent as far away as the damage sustained in feet—if this is more than 10 feet roll for a dexterity check to prevent falling damage as normal. When thus smashed into any solid damage (including the ground-by a downward smash—which they like, pounding an enemy literally in the ground), roll 1d6+Giant’s Strength adjustment for further damage. Any non-solid object will give way (break, fall over, rip, soft ground, etc.) and reduce the distance by 50%, but not the damage. A Giants THAC0 is as normal adjusted by its Strength for melee and by Dexterity for any missile attack.

Note that a giant attempting to wield a weapon that is too large for him (such as a hill giant trying to use a broad sword forged for a storm giant) fights at a -2 penalty but still inflicts damage equal to his own damage multiple.  In these cases, the weapon’s extra size and power are more than offset by the wielder’s clumsiness. 

Furthermore, size M characters are always incapable of fighting with giant-sized weapons, regardless of their Strength scores. Even a warrior decked out in a girdle of storm giant strength finds a storm giant-sized sword just too unwieldy for combat. 

BM Barding Modifier

The BM is also used to see how much extra any Giants equipment costs, and is different in encumbrance—as a larger weapon normally quadruples in weight for each doubling in size. One can clearly say that the Giant weapons are maybe larger, but also flatter, thinner in respect to a quadrupled sized weapon. Use the BM modifier as normal for cost and size, but use an x2 at most for weight. A Hill Giant sized human sword of 40cn would have weighed (40x40x40=64000cn) an absurd high weight, instead with the BM modifier it weighs (40x2x2=160cn) heavy but still handable. 

Human sized creatures can’t use Giant sized weapons even if they have somehow acquired the Strength for it. These weapons are balanced for Giants and are unwieldy in smaller hands. A growth and giant strength or a polymorph could work, but the weapons are still at -2 to hit and damage, due to the awkwardness.

Smash attacks.

From a given level, a giant may use the fighter’s combat option Smash. At the cost of -5 to hit and -6 initiative (1 full round AC= +2 penalty, the giant may add his entire strength score to the rolled damage. Smash can’t be combined with multiple attacks, but can be combined with the primary weapon mastery attack.

A smash will throw a normal human-sized opponent as far away as the damage sustained (thus minus any AV) in feet. If this distance covered is more than 10 feet the victim must make a dexterity check to avoid falling damage as normal. When thus smashed into any solid surface (including the ground-by a downward smash—which the giants truly like—pounding an enemy literally into the ground) roll 1d6+ Giant’s strength adjustment for further damage. Any non-solid object will give way, break, fall, rip, soft ground, etc.) and reduce the total covered distance by 50%, but not any suffered damage. This is still measured as if covered the total damage.

Sweep. 

From a given level, a giant may attack all persons within 10 feet in the forward half-circle arc (including allies). This range is increased by 50% of the length of the weapon (including club, or tree) used. Giants never use weapons that are larger than themselves in this fashion. Opponents must be no larger than 8 feet, or the attack is halted on that individual (who sustains full normal damage). Victims hit, not only suffer normal damage if hit, but are displaced 10 feet away from the giant even if not hit and must succeed a dexterity check to become prone for 1 round.  Weapons give normal damage this way (minus any AV) and minus any strength adjustments. The strength is needed to make the sweep attack not bring damage. 
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Victim   or die Thrown

3010+cn 10' 1d6 1d2-1 +8 <1 sec.

1510+cn 20' 2d6 1d3-1 +5 <1 sec.

1010+cn 30' 3d6 1d4-1 +4 1 sec.

760+cn 40' 4d6 1d6-1 +3 < 2 sec.

610+cn 50' 4d6 1d8-1 +2 < 2 sec.

510+cn 60' 5d6 1d10-1 +1 < 2 sec.

410+cn 70' 5d6 1d12-1 +0 < 2 sec.

310+cn 80' 6d6 2d10 -1 < 2 sec.

210+cn 90' 6d6 2d12 -2 2 sec.

110+cn 100'-190' 9d6 3d6 -3 3 sec.

10+cn 200'-320' 13d6 3d6 -4 4 sec.

-10' if ST9-

Slamming Throwing Table


Slamming

Giants may pick up smaller opponents and throw them to the ground. This is called a slam. To perform a slam the giant must spend one round grabbing his victim (normal attack roll, no armor benefit). The slam occurs automatically the next round. The amount of damage caused by a slam is harmonized with falling damage where the height, in feet, is set by the weight of the victim in pounds. This weight includes all equipment carried. Objects must succeed a saving throw vs. falling to prevent damage.

The giant may afterwards throw himself on the victim, this is called a body slam, and causes the giant’s full strength in addition to fist damage if hit to the victim.

Throwing

A giant may also throw the victim into ceiling or wall (or any other solid object). It suffers one fewer die per 10 full feet of ceiling above 10 feet. I.e. a 30 feet ceiling reduces damage by 2 dice. But the next round the character falls from that height, suffering falling damage as normal. 

Characters thrown suffer only half the number of dice (1d6 minimum) and are thrown the full distance away from the giants in a direct line from it. Objects, walls and even creatures are bypassed if they are lower than the giant’s height minus 1 foot per 10’ distance thrown.

That means that a victim will be thrown over a wall of 5’ in the distances of 0 to 90’thrown for a 15’ tall giant if it intended to throw the victim as far away as possible. A second wall at 90’ of the same height would cause full damage +1d6 as if thrown full damage. The victim could topple over the wall or be smashed into it. 

Loose objects (tables and such reduce the total damage by 10’for each object hit, but are themselves displaced 10’  sideways (or more in the direction of the throwing distance. The objects must save vs. fall -1 for each 10’ of remaining distance after being hit. Thus a table must save vs. fall at -3 if the character would otherwise land 30’ beyond the table if it hadn’t been there. 

Of course further objects placed in the path do not affect this save any way.\\creatures hit by a thrown character will suffer 1d6 points of damage only, but are prone for 1 round afterwards and are displaced 10’all these damages are reduced by AV. Note that the weight of the victim depicts the maximum height or distance the victim is thrown. The distance is further reduced by 10’if the strength of the giant is below 10, and increased by 10’ for each strength point above 20. A character thrown is prone for 1 round trying to recuperate, standing up and due disorientation.

Note; Not all giants can make smash, sweep or slam attacks, but any giant capable of throwing boulders can also throw humans. Some are too small, or this is due other means. This also means that giants, who can’t throw boulders, can’t throw victims.

Some other giant creatures can make these attacks too. Treants are best known for this.

Missile weapons
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50-100

2"

-5/die

300% normal

101-150

4"

-4/die

200% normal

151-300

6"

- 3/die

150% normal

301-500

8"

- 2/die

135% normal

501-750

10"

- 1/die

120% normal

751-1000

12'=1'

no change

normal

1001-1250

14"

+ 1/die

75% normal

1250-1500

16"

+ 2/die

50% normal

1501+

+2"/500cn

+1/die/500cn

-25%/500cn


A true Giant’s most effective missile weapon is the hurled boulder. These rocks (or similar object. Example; a frost giant throwing a block of ice). are about 1’ in diameter and weigh 800-900 cn. each. Throwing such rocks affords the benefits of high damage figures, good ranges. 

The rocks are cumbersome, however, and Giants found in areas where rocks are not readily available will probably carry no more than one or two, if any at all. A more suitable size of rock for carrying is the 100-200 cn. size that the wearer of a girdle of Giant Strength can use. Such boulders would do less damage, of course, and intermediate-sized boulders would do intermediate damages. The Table lists the range and damage figures of non-standard boulders. 

Any hit by a boulder thrown by a Giant will propel the target hit, the amount of received damage in feet backwards. The received damage is the rolled damage, adjusted by AV at the moment of hitting the target. 

In all cases, such missiles have a maximum range and cannot be thrown at targets closer than 3 yards. The maximum diameter and weight of such missiles as well as the damage they inflict all depend upon the breed of the giant. 

Boulders that miss their targets have an opportunity to ‘scatter’ and strike another character. Any boulder with a diameter of 8 feet or greater that strikes a target might also strike any character(s) or creature(s) locked in melee with that target. All such characters and creatures must successfully save vs. breath weapon to avoid being struck by the boulder themselves. 
Boulder Rolling
A boulder does not need to “fly” through the air, it can be rolled for equal damage, but then the victim may make a Dexterity check for ½ damage. Or the boulder can “bounce” towards the target, the hit roll will then remain the same, but the damage will be reduced by 1/die for each bounce, the range however is doubled. 

These numbers are for an average horizontal surface, downwards the ranges are doubled, upwards halved. Downwards the boulders will probably roll further, beyond the maximum range, until somehow stopped by a barrier of any kind, but will cause 1d6/100’ rolled to any creature or object thus hit (this is a probability chance and any conscious character can evade the boulder on a successful dexterity check—or brace himself to try to catch the boulder—a non-Giant will have a catching chance of 10%+2% /Strength adjustment for rolling boulders only). When thrown upwards, the boulder will probably roll or fall downwards, and may even completely return, a catch chance will then be doubled, to the Giant noticing the boulder.  Rolling boulders can cause avalanches in special cases, with devastating effects (DM). 

Boulder damage

When a creature hit is thus smashed into any solid damage, roll 1d8 for further damage. Any non-solid object will give way (break, fall over, rip, soft ground, etc.) and reduce the backward-distance by 50%, but not the damage. 

If hit by a boulder always roll for a Constitution check (with a –1 for each boulder damage die adjustment above normal, and a –1 on a natural 18, a –2 on a natural 19, and a –4 on a natural 20 roll) for broken bones, and apply any results as per normal broken bones rules. Minimum damage: 1 point per die. For simplicity, round range figures to the nearest whole number (in 5’ or 10’ ranges). 

In the description of the specific Giant race the basic throwing ranges are given as follows; 

Always a minimum range of 3’, Short range-THAC0 +1 / Medium Range THAC0 +0 / Long Range THAC0 –1, Maximum range THAC0-5. Example; Fire Giant; 3’-70’ / 140’ / 210’-420’ . 

A boulder can’t be effectively used as a missile weapon within the range of 3’. It may fall or be dropped on a target but gives no more than 1d6 damage and a chance to break a single bone.

Boulder ranges in the maximum are bouncing and rolling over the ground, therefore the -5 to hit penalty. This range is negated if thrown up hill. Thus a fire giant can hit a target between 3’ and 70’ at +1 to its THAC0, a target between 70’ and 140’ at normal THAC0, and a target between 140’ and 210’ at -1 to its THAC0, the boulder will roll on for a maximum range of 420’ or stop at 210’ if rolled uphill for a THAC0 of -5.

Catching

Giants can have a chance to catch a missile without sustaining damage or swatting it aside. They may do this only with large missiles as from siege weapons or thrown boulders. They can’t catch or swat away smaller and faster missiles like slings, arrows, spears, tridents and javelins (only the Firbolg can do this). Other rarely thrown weapons they may swat away, however (ex. A sword thrown). This catch chance is adjusted by 2% for each dexterity adjustment. Firbolgs do not catch boulders but can only swat them away, and other missile weapons also, up to two each round.

Giants cannot make an attack during a round in which they are attempting to catch a boulder. Giants’ chances of successfully catching a boulder depend upon their breed. 

Although man-size characters with unnaturally high Strengths (such as fighters wearing girdles of giant strength) can throw heavy missiles the same as giants, such characters can never attempt to catch such missiles. 

Human as Boulders

Like hurling boulders, grabbing man-sized opponents and lifting them off the ground is another favorite giant tactic. Any giant with two free hands can grab a smaller than large (9’) opponent with a single successful attack roll. Once grabbed, the target can be flung, subjecting it to damage equal to the flinger’s thrown-boulder damage. Grabbed targets can even be used as boulders themselves (that is, flung at other enemies), though they inflict only half damage upon the targets they strike (though the ‘flingee’  still suffers  normal full boulder damage). 

Frost, fog, cloud, and storm giants and titans need only a single empty hand to grab an opponent. These giants tend to hang on to an opponent in one hand while battling more opponents with the other hand. Then, when the time is right, the held opponent can be flung or slammed into a wall. Extremely large giants (20’+) can automatically squeeze held opponents, inflicting damage equal to the giant’s Strength adjustment. Such an attack does not prevent the giant from making a normal attack during the round. 

Human as Weapons

Also, giants can use held opponents like clubs against other opponents, inflicting damage equal to that of an appropriately sized club upon both the clubee and the clubber. Any character held by a giant (in either one or two hands) suffers a 4 penalty to all attack rolls and breaks free in one of two ways: inflicting at least 15 points of damage in a single blow or passing an opposed strength check against the giant. 

Particularly nasty giants grasp a target with one hand and then skewer it with a sword held in the other hand. Because the target is held fast, such attacks automatically hit. 

Falling Slain Giants
One last peril associated with fighting giants is the danger their falling bodies pose once they have been vanquished. Anyone locked in melee with a giant that dies must save vs. breath weapon to avoid being crushed beneath the giant’s falling body and suffering damage equal to the giant’s Strength bonus.

Guaranteed Elbow Room

Giants fighting in constrictive terrain aren’t very effective. If fighting space is too tight, only one or two Giants can swing a weapon. Meanwhile the enemy targets the Giants with spells of mass destruction. For this reason, Giants generally avoid fighting in narrow passages, defiles, thick forests or jungles and other thick vegetation, terrain or other obstacles that could hamper their ability to bring maximum attacks on their opponents. Only the Athach is too stupid to act like this. 

Giants should strive to draw enemies into a large open area where all Giants can close and attack. Melee combat, after all, is the Giant’s greatest Strength (see table), and if Giants can just close with their enemies, they can inflict serious harm. If Giants find themselves drawn into restricted terrain, they might simply withdraw to an open area. After all, adventurers usually come looking for Giants, rather than the opposite, so it’s smart to battle in a large cavern or wide field.

Sic’Em!!

There are few things in a Giant’s life that are more annoying than Dwarves and Gnomes. These are harder to kill because their hardy constitution, generally decent Strength, hatred of Giants, their armor, and their size. (Giants suffer a –4 on THAC0 when trying to hit any target smaller than 4’. Practically all Giants have animal companions of some sort. These creatures have mostly received some training from the Giants. It follows that this training includes commands or signals to attack specific=c opponents…like short adventurers. 

Imagine Dwarven fighters gleefully rushing over to hack away a Stone Giant’s kneecaps. The Giant snaps it fingers, and several cave bears burst from the side passage to protect their master, just as they have been trained. These animals don’t suffer the size penalties Giants suffer when fighting small creatures, and while they deal with the dwarves, the Giants are free to pound other adventurers to mush. Even if the animals lose, chances are good that the dwarves are weakened, and the Giants can finish them off. There’s little more satisfying to a Giant than a roasted dwarf sandwich or gnome pie. These companions are listed in the Giants personal listings. Of course, no self-respecting giant would deal with the language of humans. This means that human writing always leads to a trap, (triggered or not). 

The dragons giants may be allied with are those that live in the same environment as the specified giant. The giants are allies not vassals of the dragon, nor visa-versa.

Down and Dirty

Another good anti-dwarf trick involves ordinary pits. These are dung as deep as the Giant’s waist and are plainly visible (often atop a slope). When the heroes rush up to fight (slowed by the upward movement), a Giant merely jumps into one of these pits and swings away. What are the advantages to standing in a pit. First, by reducing its height it removes the penalty of fighting awkwardly with smaller creatures. Second, the Giant now has 50% hard cover Implying him with a +4 to AC. Finally, the Giants aren’t sticking up like sore thumbs attracting every Elven archer and Halfling slinger in sight. They can use the rushing attackers to mask missile attacks from enemy ranks.

There’s but one big disadvantage to this tactic. Heroes might withdraw so that they can attack the Giants with spells or missile weapons, and it takes the Giant a full round to get out of the pit. Smart Giants, however, keep an ample supply of boulders in their pits for peppering adventurers, especially those that wield magic.

Squashing Spellcasters

These cowardly weaklings are as nearly as repulsive as dwarves and gnomes because they generally stand back from combat and work their destructive magic with spells, wands, rings, and so forth. Nothing can break up a Giant’s defensive position like these hateful beings. Thus their priority is to take them out first. One method of dealing with Spellcasters is to designate at least two Giants (more if available) to lob boulders, shoot ballistae, or cast other missile weapons at wizards and priests. The missile wielding Giants must be spaced apart so that no area effect takes all of them out at once and that they can sustain a continual barrage. One useful weapon invented by the Fire Giants of Mount Brimstone is the beehive ballista. The ballista fires a group of 5 javelins bound together loosely and shot all as one missile. The binding is a thin loose iron band that automatically releases the javelins after 40 feet of flight to form a deadly cone that can take any wizard to the wall. A typical giant ballista crew is trained to measure the distances from the ballista to certain target points so that adjusting the mechanism to rain javelins upon the target’s actual location is an easy matter. Hitting the target requires an attack roll vs. AC 10 modified by magical protection and the dexterity of the target. Each target is struck by 2d6 javelins for 1d6+1 damage each  (-AV each). Obviously the missile is especially useful against wizards who caper about with stoneskin or mirror image spells. Beehive ballistae manned by giant have the following ranges (in yards); 10 / 60 / 120 / 195. They require two giants to operate. A trained crew may fire once every four rounds, untrained crews require eight rounds.  Expert crew can target 2 targets in a 10’ target area, and Master crew can even target 4 targets in a 20’target area. The limit of javelins shot remains equal in all circumstances, but may be less (if less is available. The ranges increase by 33% for each weapon mastery.

Another tactic is to fight with fire. Many Giant lairs have a Shaman or witch-doctor who can remain hidden with the specific purpose of finding and targeting enemy wizards with his spells or runes. All a Giant Shaman needs is a small portal through which he can see the battle field and cast his spells. This can be an underground fighting position, a large group of boulders, or even a stalagmite. The Shaman will thus have a different degree of protection (+1 to +8). 

The most effective tactic is often the most obvious; maneuver toward enemy Spellcasters and pound them into butter. If Giants are fighting in open terrain, this should be no problem. If in constricted terrain, it’s a sure bet that Warriors will protect their Spellcasters. To counter this tactic, Giants often prepare a secret hidden way around the adventurers’ expected attack. A hidden passage way, a trail through the wood, a concealed mountain pass, a fake Giant boulder with tunnel or even underwater or under lava way if they have a way to hold their breath or breath there normally by magic. Once the maneuver force works its way along the secret route to the enemy’s rear, it pounces on and clobbers the cowardly Spellcasters. 

Such a force can be especially effective if one of the Giants previously had a silence 15’ radius cast upon him by his Shaman. Not only does this enhance the chance of surprise by 2, it also prevents the victim from casting spells and speaking the command words for magical items.

About Cavalry and Knights

Mounted Warriors are another bane of Giants. They charge with wickedly pointed lances that inflict massive damage to the poor Giant defenders. Furthermore, the steeds fight with their master after an initial charge. Finally, cavalry can usually run away faster than a Giant can pursue. To even the odds, the Giant’s answer is simple; kill the horses first. Not only does this remove an attacker, but there’s a chance it will pin its rider to the ground (the rider must make a riding skill check to avoid this). It will at least take one round to free themselves by making a Strength check on 3d6 for a pony, 4d6 for a horse, 5d6 for a warhorse (DM will give other penalties for other animals). 

A clever device used by some Giants is a bola made of three balls, each about 2 feet in diameter, connected by 15; long ropes, thongs, vines or chains. The balls can be dense wood (Jungle giants), boulders (Fog, Hill, Storm, Stone Giants), chunks of ice (Frost Giants), razor sharp coral blocks (Sea Giant), heated iron attached by ropes or chains(Fire Giants, Hephaeston). Giants whirl and toss these devices the same distance as boulders, except that the bolas skip and bounce along the ground (or skip across the water) for an extra quarter of this distance, due to the Strength of the Giant and inertia of the balls. (Example a fire giant can toss boulders out to 210 yards. A bola tossed by a fire giant at maximum range lands at the 200 yards mark, but bounces along for another 50 yards.

Anything hit by a Giant bola is wrapped up by the cords and sustains the BM x normal bola damage. Horses hit by a Giant bola have a 40% chance of breaking a leg. Releasing a victim from a Giant bola takes at least one round and a Strength check each round until successful, always with assistance. 

When cavalry is not a threat, these bolas are useful against flying creatures, although the upward range is half normal, and the bola doesn’t bounce. They are also dandy weapons against Spellcasters. A target hit by a bola will suffer three attacks (one per ball) and is also wrapped up. Even those protected by a Protection from Normal Missiles will still be entangled. Just as with dwarves, pits are good against horses. If confronted with a cavalry attack, the Giants often make use of pits wide enough that the Impetus of the cavalry charge fizzles. The longest lance is 14’, so it follows that, if a pit is 20’ wide, all a clever Giant in the pit has to do is back away from the charging horse and watch it slam to a halt before its gets to the pit or falls in it as perfect prone target.

Avoiding Caltrops

One of the nastiest, most low-down, cowardly devices ever used by Humans and Demihumans are caltrops. They’re hard to see and hard to the feet. Fortunately, some Fire Giants came up with a simple device; iron or Dragon skin boots. These gigantic boots have soles that caltrops simply can’t penetrate; instead the Giant flattens them. The boots also protect against other variations on the “hurt the Giants Feet” Theme. Clever Giants cover these boots with fur or leather to conceal their nature—no Giant wants to become target of Heat/Chill Metal spells. It’s rumored that some Giants have become fighting specialists with these boots (2 attacks/round for 1d6+str damage each), but this equals one skill slot. These Giants have wicked pointed metal tips on their boots, and suffer no size penalty vs. small creatures. An attack on a natural 20 or 8 more than needed means that the Giant has kicked the target 3d4 x 10’ away, and it suffers an additional 2d6 damage (-AV) and becomes stunned for 1d4 rounds. Targets of 6’ or larger can’t be kicked away but are stunned for one round instead.

Bouldering

Whether the terrain is open or constricted, crafty Giants gain an extra edge by retreating to high ground and then unleashing a prepared avalanche onto their opponents. Originally called “Bouldering” by the Stone Giants who invented this tactic, the avalanche need not consist of boulders. While Mountain and Stone Giants use large rocks, Frost Giants use ice and snow blocks. Fire Giants use boulders or iron balls, but if the terrain is right, they can use a dammed pool of lava, breaking it so that the molten lava flows down on the attackers. 

Sly Giants unleash their Bouldering attack when it’s far too late for their opponents to retreat back down the slope (i.e. more than halfway up). Those caught in these avalanches must make a dexterity check at –4 or suffer 3d12 damage and be stunned for 1d4 rounds. Mounts hit break a leg 50% chance. Ice and lava may inflict additional damage or side effects. 

Some Giants have found this tactic so useful that they rig avalanches in conjunction with fighting pits. (See Figure 3)

These avalanches are nothing compared to real avalanches, those have much more area effect, more damage, more devastation, more side effects and much less chance to survive. Even the Giants don’t like to trigger these real avalanches unless truly sure of facing the right direction or standing the right position. Mountain, Frost and Hill Giants sometimes use real avalanches, other Giant do this unpurpossedly. 

Fine Feathered Friends

The Achilles’ heel of Giants is the aerial attack. Elf griffon riders firing bows from long distances, wizards casting Meteor Swarms from Giant eagles, or Dragons can destroy Giant ranks quickly. Just as bad are winged beasts landing armed Warriors or dwarves at the Giants’ rear. Worse yet are invisible wizards who fly to a good vantage point and blast the hapless Giants with spells, how mean can humans be. Two countermeasures must be kept in mind the first sound tactic is to secure alliances with winged beasts friendly to the Giants. If possible, alliances with Dragons work best. Not only do they hold lesser flying beasts at bay, but they radiate a fear aura that often makes opponents flee. Better yet, they can detect invisible creatures and often deflect magical attacks with their natural resistance. Best of all, they have no size based penalties to any target, no matter how big they are themselves. The downside to making such alliances, of course, is that Dragons and other winged creatures of the Giants want a share of the loot and food and generally insist on a very lopsided portion. The other countermeasure to flying opponents is to flee underground or to terrain where these creatures have no advantage (forests, jungle, underwater, etc.).

Equipping and feeding giants

A giant’s basic needs are the sane as a human’s—a giant just needs more, sometimes a whole lot more’ the weight figures are derived from the so-called cube rule. According to the cube rule, when something gets larger, its weight increases by an amount equal to the cube of the increase. That is, if you make a brick twice as large in all dimensions, its weight increases by a factor of eight (2 x2x2=8). Most of the giants presented here are based on typical humans (6’tall 180 LBS/1800cn). The Ettin, and fire giant are based on the typical dwarf (4’1, 155 LBS 1550 cn) and the hill giant is based on a 6’tall 225 LBS human. For example to calculate the storm giants weight start dividing 26 (height of the giant) by 6 (average height of a human) to figure out what the factor of increase is (26/6=4.333). Cube that (4.3333 is about 81), and multiply by 180 LBS (average human weight (81x180=14.850LBS, rounded up to 14.600 LBS) of course if you start with a skinnier or stockier human, dwarf or elf, your results will be different. The numbers given are typical values for each race.

The diet entries reflect the increased food intake and generally higher cost for keeping a large humanoid fed and clothed. Just take the standard cost for rations or monthly upkeep and multiply this by the number given.

Senses

As a general rule, most giants, senses are far superior to those of mankind. The average giant can see and hear twice as well as the average man, a result of their oversize sensory organs. Some breeds are well known for their incredible sense of smell. In addition to these general capabilities, individual giant breeds have developed special sensory abilities related to their natural environments.

Birth, Growth, and Development

Most giant tribes are loosely organized into huslyder, or families, that take on the responsibility of child rearing. Typically, a full third of any giant tribe comprises young giants who have yet to reach maturity. Naturally, the huslyder take on different forms within the tribes of each breed. For example, hill giant huslyder are large and communal, while fire giant huslyder are smaller and more isolated. Furthermore, the exact importance of the huslyder relationship also varies from tribe to tribe. Among frost giants, a huslyder bond is more important than any connection save ordning (‘the order, see below), while the stone giants are more interested in their .master-pupil. Huslyder structure than blood relationships. For the most part, giant females bear their young in the same fashion as their human counterparts.

Gestation periods range from 9 months (for hill giants) to 15 months (for storm giants). Giant babies of all breeds are between 3 and 4 feet tall at birth, with 2 Hit Dice. It takes most breeds approximately 50 years to reach maturity. Over the course of this development, the giant grows in height and Hit Dice proportionately. In other words, a 25-year-old giant has half his final Hit Dice and stands half his final height. Kin babies are born roughly the same size as human children and mature at approximately the same rate.

Giant Society
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Racial Superiority


Although each giant breed has its own unique customs and social habits, a few special customs are shared by all breeds. Most of these traditions date back to the ancient Giant Empire.

For example, all giant breeds believe in the sanctity of the ordning ‘the order’. True giant societies are always organized around a stringent pecking order that stretches from the tribe’s leader or chieftain all the way down to its lowliest runt. Unlike most other civilized societies, the ordning is not based upon classes or castes, but upon single individuals. There are no equals in giant society, just inferiors and superiors. Every giant is always aware of his or her exact rank within the ordning: the chieftain is ‘et (or ‘one’), his closest adviser is ‘to’ (or ‘two’), etc. all the way down to the lowliest member of the tribe. Each of the various breeds and tribes bases its ordning around a different quantity, skill, or commodity. 

Among hill giants, for instance, the ordning is based around an odd combination of physical strength and gustatory prowess. Frost giant ordnings are typically based around wrestling, reveling, and boasting. Stone giant ordnings are based upon artistic prowess. In any case, the basis of the ordning is always concrete and easily quantifiable to the tribesmen, making ordning disputes easy to resolve. To rise in the ordning, one simply challenges a superior to a contest appropriate to the ordning’s basis. Challengers who win change ordning rankings with the superiors they bested. Some tribes place no restrictions upon such contests, while others have devised special rules dictating when and if challenges may be issued. 

Violating the ordning is an especially bad act. Violations include: refusing to show respect for a superior, refusing to share resources (treasure, food, etc.) with superiors, mocking/belittling superiors, refusing to obey valid orders, granting inferiors access to things beneath their station, etc. Although their ordning ranks measure the giants’ station only within their own tribes, the customary greeting between giants of two different tribes of the same breed includes an oral exchange of ranks. Though a giant is under no obligation to treat a higher ranking giant from another tribe as a superior, any other reaction is a blatant insult. Two giants of different breeds always ignore their respective inter-tribal ranks since the breeds themselves are ranked in a grand ordning, as follows (from highest to lowest):

Thus, the runt of a frost giant tribe is automatically of a higher station than the chieftain of a stone, mountain, or hill giant tribe. In any case, giants' obligation to their own tribal superiors is always stronger than their obligation to a superior from another tribe or breed. Failure to respect the ordning rank of an outsider is merely an insult or faux pas, not a bad act. It may seem odd that some giant tribes base their chain of command upon such seemingly strange skills: gustatory skill in the case of hill giants, or wrestling skill in the case of frost giants. To the breeds in question, however, these skills are synonymous with virtue. 

Hill giants, for example, believe that the development of skills to satisfy the appetite is the true purpose of life. Thus, the giant with the very best such skills is obviously the most fit to lead. Sitting atop all ordnings are, of course, the Giant Immortals. Naturally, the giants' unshakable belief in the ordning is one of the reasons they tend to look down upon other races. Many giants see the entirety of creation as one large ordning with the giants themselves on top.

Lineage

Virtually all of the true giants and kin hold their own direct ancestors in especially high esteem. Just about every single giant or kin is capable of reciting his or her male lineage all the way back to the heroes of their race. It is the responsibility of all parents to begin drilling this information into the heads of their children as soon as possible.

Customarily, two giants who meet for the first time recite their lineages for each other. This tradition serves two purposes: It keeps the memory of revered ancestors alive and helps the giants decide if they are friends or enemies owing to familial obligations. Once a giant has befriended (or spurned) another, all of the descendants of those two giants will tend to instantly accept each other as friends (or enemies).

Properly stated, a lineage sounds something like this:

I am Murg, et Son of Haug, et, wyrm-eater Son of Grom, et, conqueror Son of Morg, to, wyrm-eater Son of Ruk, et, progenitor Son of Annam, etc, All-Father 

Note that each ancestor’s name is followed by his current ordning rank (or the rank he held when he died) and a noteworthy accomplishment. Even more elaborate recitations of lineage have become an important part of the sagas crafted by frost giant skalds (bards). Traditionally, each new character is introduced to the saga with a full lineage recitation keyed to appropriate music.

Clerical Parley

Although giant priests and shamans rarely occupy the top spot within their tribes, an old custom allows two priests of different tribes to band together and temporarily overrule both their chieftains. Whenever two tribes stand in conflict, the highest ranking holy men on each side have the authority to jointly call a parley to resolve the situation. During such a parley, the holy men work together to discuss the will of the immortals. If they reach a consensus, their decision is traditionally binding upon both tribal leaders. 

Though many priests like to perpetuate the myth that clerical parleys are solved through complex religious rites and magical divination, the simple truth is that they are usually little more than power-brokering sessions. In fact, rival clerics have been known to maneuver their tribes into conflict just to give themselves the opportunity to hold a binding parley. These days, clerical parleys are quite uncommon. After all, since there are so few active giant tribes, tribal conflicts are rare indeed. Furthermore, most modern giant tribes are far more cohesive than their ancient ancestors. The ‘splitting of ranks' that generally accompanies a parley would seem a bit out of place in the giant societies of today. Most contemporary priests and shamans stand in absolute accord with their chieftains.

BM; note that if the artisan is about the same size as the giant who uses the item, he can complete the item in the normal time and the BM is only used in the cost and weight (as there will be used extra material).

Nine Myths about Giantkind

1. Giants are not properly classified as an individual race like humans, dwarves, and orcs.

For some reason, many people believe that the giants are not a proper race at all, just a group of humans who have been magically altered. This belief is far from the truth. Although the giants’ accounts of their own origins almost certainly take at least minor liberties with the truth, learned scholars agree that the giants have been on Mystara far longer than humankind, and the giants’ fabled kingdoms did exist. These conclusions are supported by literary, anecdotal, and archeological evidence.

Furthermore, alchemists have discovered profound differences between the anatomies of giants and humans. For the most part, giants boast a heavier bone structure, boosting overall resilience but decreasing speed and cranial capacity. Some undertakers claim that giants possess a bizarre vestigial organ in their abdomens. (It is somehow responsible for the giant’s great height) ´.

2. Giants are stupid.

This is perhaps the most often repeated fallacy surrounding Giantkind. Although it’s true that some of the giant breeds (particularly, hill giants) aren’t very bright, most are no less intelligent than humans, elves, or dwarves. Some giant breeds are even noteworthy for their exceptional intellect. Of course, as in the case of humans, intelligence varies wildly from giant to giant. Exceptionally intelligent (and exceptionally deficient) individuals can be found in any giant tribe. Most likely, rumors of the giants. mythical ignorance are kept alive by the fact that humans and Demihumans encounter ogres, hill giants, and frost giants far more often than the other giant breeds.

When referring to these figures, remember that the Intelligence ability score measures a very specific type of intellectual activity. Mainly, memory, reasoning, and book learning. Giants with a low Intelligence score can demonstrate high aptitudes in other areas. For instance, though stupid by most standards, hill giants and ogres are exceptionally cunning. Although they are easily fooled themselves, both races are capable of crafting surprisingly clever schemes in pursuit of their limited goals.

3. Giants are evil.

This is another myth that is probably kept alive by the fact that humans and Demihumans most you frequently encounter ogres, hill giants, and frost giants. Some giant breeds are noted for their benevolence’ storm giants, Voadkyn, and Firbolgs, for instance. Alignment variations from breed to breed stem from cultural differences.

4. Giants eat only humans and Demihumans.

This myth is totally false. Hill giants and Ettin are the only breeds that would even think of eating a human or demihuman, and hill giants, of course, will eat almost anything! Most other giant breeds consume the same basic foodstuffs as humans and elves, only in much larger quantities. The amount of food required by the average giant is summed up below. The listed multiple is the amount of food the given breed must consume in relation to an average human. Thus, Ettin require four times as much food, on average, as humans, while a fire giant requires nine times as much food as a human.

Hill giants require a disproportionately large quantity of food for their size because, over the years, they have developed inordinately high metabolisms. The tremendous amount of food they require is one of the biggest problems confronting most giants and is certainly a factor that has kept the numbers of giants in check. The average frost giant might eat half a cow almost everyday. You can imagine the size of the herd necessary to keep an entire tribe of frost giants fed. In fact, few geographic areas can support a quantity of food large enough to feed an entire tribe of giants. This is why large groupings of Giantkind are so rare.

5. Giants are nearly extinct.

Although certainly not present in the numbers they once enjoyed, giants are hardly nearing extinction. This rumor persists because many of Mystara´s remaining giants have gathered in the faraway regions and have relatively little contact with the outside world. 

6 Giants are immortal.

Many humans, Demihumans, and humanoids (particularly dwarves and orcs) believe that giants are immortal. Some even regard the giants as minor deities. Although such rumors are unfounded, it is true that most giants have long lifespans. For all practical purposes (ability checks, etc.), assume that all true giants have a Constitution score of 19. In addition, true giants are immune to all but the most virulent diseases (save vs. nonmagical diseases at +3) and enjoy a natural resistance to poison (save at +1).

7. Giants once enslaved dragonkind. Giants still know an arcane secret that allows them to subdue and control a dragon brood. 

For some reason, this persistent rumor still circulates. Even a few otherwise learned scholars have been known to assist in its spread. It is true that there is an age-old enmity between giants and dragonkind, but this intolerance stems from the Great War between the two races that took place over a thousand years prior to the beginning of recorded history. Note that for the most part, the ill will between giants and dragons extends to all giants (and giant-kin) and all dragons. A few enlightened storm giants are said to be on good terms with dragons of the metallic order, but such individuals are rare indeed. Even good-aligned giants generally harbor an irrational dislike of dragonkind. The rocky relationship between dragons and giants makes the latest rumor sweeping across Mystara even more ironic. Some now contend that giants and chromatic dragons have forged a secret alliance and intend to cleanse the whole of Mystara of human and Demihuman populations.

8. Giants are isolationists.

Although giants tend to look down upon other races, they are more than capable of cooperation. There, a few of the giant tribes have formed a special bond with other races. Giants have been known to cooperate with elves, gnomes, and various humanoid races. 

9. Giants are linked to the geography they inhabit.

Many humans and Demihumans believe that giants are magically confined to the geographical domains they inhabit. Some believe, for instance, that giants lose their great strength when separated from their homes, while others hold that giants removed from their domains quickly wither and turn to stone. None of these beliefs hold any water. 

Because each giant breed has inhabited its allotted surroundings for many thousands of years, all of the various breeds have developed a natural mastery of their environment so absolute it is often mistaken for magic (in fact, sometimes it is magical). Frost giants, for instance, can cross snow covered peaks and valleys without leaving a trail. Fire giants have mastered fire in all its forms. Hill giants are invariably aware of secret passes and cuts that crisscross their steadings. The same is true for other races.

A Selected Glossary of Jotun Terms

Representative Phrases:

Wo dun rad? 

What is your rank?

Wo dun stomm? 

What tribe are you from?

Wer dun forer? 

Who is your leader?

Am du paart. 

I honor you.

Wer fers dir? 

Who goes there?

Oric er meg nom. 

My name is Oric.

Anfel su uvenir! 

Attack our enemies!

Fang meg zo dun kong. 
Lead me to your king.

Wie ferst du? 

Where are you going?
Am du rad tier fir. 

I am of the 14th rank.

General Role-Playing Tips

The first and most important rule to follow when role-playing giants is to instill the sense of awe they so richly deserve. Think about it for a minute. A 22-foot-tall man isn’t something player characters are likely to see everyday! If the giants in a campaign are little more than orcs with more hit points, DMs and players are missing out on a boatload of opportunities. Here are some specific techniques DMs can use to accomplish this goal and establish the proper atmosphere:

Giants are LOUD! Foreshadow their appearance with a series of crashing thuds that rattle the floor. If you’re in an appropriate setting stamp your own feet in place of the giant’s quaking footfalls. When the giant finally arrives, SHOUT his dialogue to make sure your players get the idea (.WHO DARES TO ENTER MY BEDCHAMBER?).

Giants are BIG! Get up and stand on your chair to loom over the players. Try to invent little behaviors that emphasize the giant’s enormity.

For example, .Before he speaks the hill giant pauses to snatch up a live cow in his right hand. As he cups the cow close to his mouth you hear a horrible bleating sound followed by ravenous crunching and popping. When you finally manage another glimpse, you notice that he’s now picking clean the cow’s spine as easily as any of you might clean a chicken bone. .OH! RUDE OF ME, he says, noting your disgust and dangling the twisted spine in front of yourfaces. .CAN I OFFER YOU A SNACK?

Or:

DM: A storm giant blocks your way WHAT IS YOUR NAME, LITTLE ONE? PLAYER: I tell the giant my name. DM: The giant can’t quite hear you over the sound of the forges’ clanking metal. I Can’t HEAR YOU, LITTLE ONE! SPEAK UP! PLAYER: I shout my name. I AM RANDORR! DM: The giant picks you up in his left hand and holds your head to his ear. DID YOU SAY ANDORR? PLAYER: I shout directly into his ear. NO! RANDORR . . . WITH AN R! DM: AHHHHH! That’s BETTER. He puts you down. WHAT CAN I DO FOR YOU, RANDORR WITH AN R?

Giants are old. Many have lived for hundreds, of years. As a consequence, they just aren’t very interested in the passage of time. They speak very slowly and never rush to make a judgment or decision. Go ahead and allow players to become a little impatient with the giant and remember to allow the giant to rebuke them if they try to rush him.

Giants are vain, a direct consequence of their enormousness. Many tend to regard humans and Demihumans as humans regard mice: amusing little creatures to be killed or ignored. Even the very kindest giants typically can’t be bothered to help a mere man. 

Try to begin any giant encounter with the appropriate amount of condescension and patronizing. Again, none of this is meant to imply that giants are stupid. Instead, they merely tend toward disinterest in human affairs. This fact, coupled with their vanity, might make them seem a bit less than bright, at times, but woe to those who try to take advantage of this perceived ‘weakness’. Finally, a word of general advice that applies to role-playing any ‘monster’ is worth repeating here: Try to make giants into unique individuals. In other words, not all storm giants have the exact same personality and manner isms. Immediately after the adventurers encounter a loud and boisterous giant, think about making the next giant cold and aloof, or warm and carefree
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Giant Sorcerers

Some giant breeds (most notably cloud and storm giants) also practice traditional sorcery, though the Giant race generally tends to distrust such magics. A few giant sorcerers are treasured advisers and high-ranking authorities (again, particularly within cloud and storm giant steadings), though many are forced to keep their studies of the arcane arts a secret from their comrades. (Some giant breeds are known to kill wizards on principle alone.). Again, the frequency of sorcerers in any given giant steadings is less than one percent of the total population.

Land of the Fomorians (The best know Giant kingdom to Human history) 
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The Southern Giant-Kingdom in the Taymoran Age 

Population: 9300 Giants, various types 

Standing Army: 221 Giants, various types 

History 

During the Taymoran Age, a major Giantish nation controlled the Altan Tepes Mountains. These Giants came from the North before the Taymoran people reached the Bronze Age, fleeing from stronger, rival clans in their homeland. 

The Fomorians ruled a mix of various Giant and Giant-Kin races, including the Cyclopskin, Stone and Hill Giants, a large number of the lesser Verbeeg giants, and even a few Frost Giants, who retreated to the highest peaks, where they still live. 
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Fomorian 1000 Rulers/Torturers

Frost Giants 600 Hunters & Raiders

Cyclops 2000 Shepherds, Wine makers

Stone Giants 1500 Philosophers, Builders, Rulers

Hill Giants 1200 Hunters, Shepherds

Verbeeg 3000 Farmers, Shepherds, Craftsman


The giants of the Land of the Fomorians were not crude nor lacked intelligence like their modern brethren. This was an effect of the Taymoran struggle between followers of Nyx and Thanatos. 

The Taymoran nations initially battled the Fomorians and traded with them as well. Neither nation was able to get the upper hand in battle, as the Giants were strong but few in numbers, and the Taymorans were powerful sorcerers and priests, but no city-state wanted to risk a full-scale war with the Giants, which would have exposed them to attacks from their rivals. 

Around 2250 BC, a large Elven migration reached Taymora. There were four clans, all belonging to the Sheyallia elves, the Vyalia, Veirdyr, Melydor, and Shiye. The elves were tired of travelling, and wanted nothing more than a forested land were they could settle. The Taymoran Necromancer-Kings of Baruminis, Sulqis and Tarshiz saw this, and decided that the elves could provide them with the strength needed to solve the Fomorian problem. They offered a large slice of wild lands that laid east of Sulqis to the Elven chiefs, in exchange for their service as mercenaries. 

The elves proved good fighters, and pushed the Fomorians back to their mountains, even reaching the city of Zargash. When Zargash fell, the Stone Giant leaders sued for peace, and signed a treaty of alliance with the northern Taymoran states. 

In the following centuries, Giant workers and engineers helped fortify the major Taymoran city-states, building structures that would survive through the ages, resisting even to the cataclysm that destroyed the Taymoran culture. (examples Colhador, Suthus, Taymoraz, and many others). 

When the civil war between followers of Thanatos and loyalists of Nyx flared, several Hill Giant clans were corrupted by envoys of Thanatos, and attacked the other races. The lesser giants were nearly destroyed, and the Giant civilization was shattered. The Stone Giants and the Elves forced the Hill Giants out of the Land, but at a high cost. 

Many Giants died in the floods while they were fighting the armies of Thanatos in Taymora, and others were killed or enslaved by the Nithians. Others yet migrated to the Isle of Dawn, were they clashed with the local Firbolg. 

Nowadays, only Frost Giants remain in the Land, while a few Stone Giants and several clans of Hill Giants live in the western mountains, and some Cyclopes are scattered in the eastern Altan Tepee. Verbeeg are likely extinct, at least in the Known World. 

Cities of the Giants 

The major towns of the Land are Tursh, a massively fortified citadel near what now is the Castellan Keep in Karameikos, and Zargash, a rough hill giant town near the Sheyallia border. 

Tursh (pop.: 1200, mostly Stone Giants and Lesser Giants), Capitol Zargash (pop.: 1000, mostly Hill Giants and Lesser Giants). Tursh is the siege of the Stone Giant philosopher-kings, a centre of great learning in architecture, engineering and geology. It is called the City of Towers by the Nithians. It houses the embassies of several Taymoran city-states, including that of the King of Baruminis, whose ambassador is also a powerful Nosferatu priest of Tanyt. 

Zargash is a battered town composed of wooden buildings. It faced the assault of Elven mercenary companies during the Taymoran-Taymoran war, and most of the original stone buildings were destroyed and never rebuilt. The stone giants have all but abandoned the city right after the war, leaving the hill giants to rebuild it with their comparatively poor skills. The elves helped in the rebuilding, and established an embassy and a temple to Urtni. The local hill giants grew resentful of the Elven interference in the later years, leading them right into the arms of Thanatos' envoys. 

The Fomorian Pantheon 

Sethlans (Wayland, LN, Patron of Law, the Mountains, metals and ores) Tanyt (Nyx, N, Patroness of Taymora and the Night) Urtni (Ilsundal, NG, Patroness of the Elves and Nature) De (Djaea, NG, Patroness of the Forested Lands) Terra (Terra, LN, Patroness of the Stone Giants) Cadjalis (Kagyar, NG, Patron of the craftsmen) 

Sethlans (Wayland) is the major patron of the Giants. While he is revered in Taymora as well (under the slightly altered name of Sethlanis), he does not love the Taymorans and their entropic powers. During the Taymoran Age, this Immortal suffered a major setback, as his Giant followers were all but destroyed, and his image was later considered by the Nithians as one of their fiendish enemies, under the name of Seth*. There he was seen as a power of destruction and evil, since in the end he was the patron of those same volcanoes that destroyed the Taymoran civilization. 

Two foreign Immortals are acknowledged by the Fomorians, Tanyt, the Taymoran Immortal, and Urtni, patroness of the Elves. Neither is especially loved, but the building of temples to these goddesses was included in the peace treaty between the Land of the Fomorians and their Elven and Taymoran enemies. 

Other Immortals were worshipped by the Giants, especially those of the Sphere of Earth like Djaea (De), Terra (name?) and Kagyar (Cadjalis), but this worship was mostly limited to Stone Giant philosophers and priests. 

Character attack info against giants

Reconnaissance

Adventurers who war against giants must reconnoiter the area prior to conducting an attack. Those who blindly charge in without doing so are likely to wind up as the main course at the giant’s feast table.

Reconnaissance reveals, among other things, where the giants have placed missile weapons, traps, and fortifications, where their main forces are located, avenues that the giants use to maneuver against the characters, places where the characters might use a giant-fighting formation to greatest effect, any allies that the giant might have, and other pertinent information. With such intelligence, smart characters can plan ahead of time and pick ground of their own choosing.

Although certain divination spells like augury, divination, or commune might help there’s nothing that beats on the ground reconnaissance. Characters with invisibility can move into giant territory, but must avoid contact lest the giants realize there is a spy in their midst’s and shift their defenses accordingly.

One good option for reconnaissance is to have a wizard cast invisibility upon himself, move close to the lair, then cast wizard eye to spy out the interior. Keeping the wizard eye well above the ground level is a good idea, especially if hellhounds or other invisibility detecting creatures happen to be present, since they are unlikely to be looking up. Multiple wizard eyes can yield great results for those characters that move with caution.

For giant positions but outdoors flying invisible characters are a promising option. One rule of caution; sometimes giants are allied with dragons and other winged horrors, and invisible characters are warned to stay clear of them because of their keen senses or their innate ability to detect invisible creatures’ note, however, that a dragon’s ability to detect invisible creatures is limited by age., thus the most powerful dragon, the great wyrm, has a mere 120’ range.

One of the best, but often overlooked spies is a druid with shape changing ability. Even the most suspicious giant, dragin or hell hound is unlikely to suspect much from an eagle flying around outside. A jungle giant won’t take interest in a monkey climbing a nearby tree, nor will a sea giant take note of a sea snake swimming around. Even a stone giant might not pay considerable attention to another bat in its cave. Shapechanging druids must still take precautions, however. Not only should they assume a form native to the area, but they also should be careful about attracting natural predators. Finally, they must remember to act naturally; if a predator, giant or one of its allies gets too close, they should retreat in fear, just as the animal would.

One at a time

An adventuring party is encouraged to focus its attacks on single targets rather than spread its attacks among numerous foes. Smart heroes focus their attacks on one giant until he falls. They then shift attacks to the next giant, then the next, and so on until all giants are down. Characters should be careful to specify this intention when making their melee declarations.

Get the giants in restricted terrain

While giants like to fight in the open, characters should choose ground that is restricted. If the terrain is a narrow defile or passage, it supports the principle of taking out one giant at a time. It also supports a good giant fighting formation. The narrower the passage, the better. The best situation is one in which only one giant at a time can fight.

Forest and jungles are favorable for giant fighting parties. Imagine a giant trying to maneuver or wield his sword or spear in a dense forest where tree branches are thick. A DM could rule that a giant has a -2 penalty to attack in these circumstances, as well as movement penalties in such terrain. In the meantime, characters could conduct a fighting retreat through the woods, all while peppering the giants with missile weapons and spells. Giants attacking through dense foliage have additional headaches when an adventuring party includes a druid who casts some well placed entangle spells on the trees. The worst headache a giant can imagine is fighting in a forest and running into a treant allied with the characters ( treants, being native to the forests have no penalties for fighting in that terrain).  

If trees are sparse, spells such as magical walls (Stone, Ice, Steel, Force, etc.) can help restrict the giant’s advance, as can caltrops. Natural terrain, such as a steep cliff or an unfordable river, can be out matched adventurer’s saving grace. Of course, one must keep in mind that a 10’ deep river, while unfordable to most characters is easily crossed by an 18’tall giant, although it will slow him down one-third to one-half movement rate reduction, depending upon the depth of the river  and the strength of the flow,. Remember in this that 3 foot deep rapid river will pull any 6’ human from his feet, thus a 9 foot deep rapid river will do the same with a 18’ tall giant.

The anti-giant fighting formation

When fighting giants in restricted terrain, heroes are also restricted in how many can fight in the front-line against the giants. 

The first rank should include dwarves or other short-warriors (with good armor and high dexterity). Not only do the giants suffer penalties when attacking these creatures, but they also have the added disadvantage of fighting heroes with good armor, high hit points, and deadly weapons. A taller character might take the place of a shorter character in the front rank, especially if he uses magical weapons against giants, but short characters are best.

In the second rank should be another warrior classed character which is skilled with a spear, pike or other long polearm. This character is typically longer than his comrades in the front rank and who can strike up at the giant without getting in the way of his companions. The second rank could also include a priest who casts curative magic on front-line characters. A polearm wielding paladin is a good choice for the second rank, as a cast protection from evil 10’spell will help these in the first rank.

The third rank includes archers or crossbowmen that are far enough back to shoot above the heads of the first two ranks and into the upper body of the giant.

The last rank includes any wizards, who given their low hit points and generally poor armor class, really want no part of melee with a giant but within range of their high powered spells. The last rank might also include thief characters, who use slings or other missile weapons to shoot above the heads of the first ranks and who provide a small measure against any giants that might maneuver against spellcasters.

Being caught in a two front row attack by giants is not fun, but if it occurs, the formation must shift to meet the threat and save the wizard or priest. While the rogues protect the wizards initially, any warriors in the second or third rank should shift immediately to the rear and provide protection. At this point the wizard should concentrate all his spells on this nearest threat.

Secure the air

The greatest threat to giant fighting formations is an attack from above. Often giants ally themselves with dragons or other flying beasts. If this occurs, one well-placed blast of dragon breath can wipe out the entire formation. Thus the priority is the aerial threat as soon as it appears.

Not only should wizards and priests focus their attacks on flying creatures, but whenever possible characters should have flying allies or their own flying capabilities. Not only can this help gain aerial superiority, but surprise may be gained by inflicting serious casualties on the giants from above. Griffons are generally good allies, as are good aligned dragons, but the downside is that griffons or other winged creatures generally require the allocation of skills for the airborne riding skill (specific creature).

If the characters attain aerial supremacy; two aerial weapons for bombardment deserve mention. The first is Greek fire clusters, which consist of a sack containing so Greek fire vials. The sack has a quick release cord that the rider pulls to dish the contents on upcoming giants.

The figure 4 depicts the dispersal patterns if the vials dropped vertically or from a diving attack. In game terms, the rider must make a riding-airborne skill check before making the attack and an attack roll vs. AC 10. If either is unsuccessful, then the center of the dispersion patterns is relocated according the scatter diagram. The only difference is that diving attacks and vertical attacks from 100feet or lower are considered medium range with a normal THAC0, while vertical attacks higher than 100 feet are long range (THAC0-2).

There are obvious downsides to this missile. First, no characters want to be near a sack full of Greek fire should it prematurely ignite—say, from a fireball or a dragon’s fiery breath weapon. Smart characters try to find a sack fashioned red dragin hide or some other fire resistant material, but buying or commissioning  is difficult and cost no less than 200 gp for the sack itself. Finally, the fire cluster would have no effect on hephaeston and fire giants.

A good alternative, if one can find the munitions, is a retch globe bundle (fruits from the retch plant0. this works just like Greek fire except it contains ten retch globes, which nauseate victims for three rounds and halve their strength for an hour. Furthermore, each globe has a 5’diameter area of effect plus a 25% chance of splashing targets 4+1d6 feet away. Like the Greek fire cluster, it is not wise to allow the globes to sunder prematurely, and they are also dreadfully expensive. If the characters in an area where retch plants are native, a bundle costs 500 gp. If the globes must be imported, they may cost up to 5000gp.

Characters without flying capabilities or mounts should seek alternatives to achieve surprise from the air. One good routine is as follows;

1 hide a wizard well (invisible or cloaked if possible).

2 Let the giants charge past the hidden wizard

3 the wizard levitates up behind the wizard (possibly in the branches of a high tree where he remains concealed

4 while levitating, the wizard casts spells at the giants. Spells that would give away the caster’s location (like a magic missile striking a giant in the back) should be avoided. Nondirect area-effect spells such as stinking cloud, wall of fire, lightning bolt and so forth are best because the giants should have no idea that the wizard is behind and above them.

The same effect could be achieved with a rope trick spell, if timed right. This would require the wizard to hide and then emerge from the extra dimensional space, hanging from a rope seat or other device to cast spells. Any character who makes a successful rope use skill check can fashion such a seat (a failed check will break 1d6 rounds after use).remember the player may know his roll failed the character does not!!! Using the rope trick spell has the added advantage of giving the wizard a safe haven in which to retreat should he be detected. Climbing out of the rope seat in haste requires a dexterity check or be stuck 1 round.

The value of cavalry

Despite the best laid plans, adventurers might find themselves in open terrain where giants are likely to maneuver quickly against dismounted, slower opponents. If the characters have the resources, they should consider a mounted cavalry reserve armed with lances. The reserve should be concealed and on orders to fall on the giants’ flank or rear. Charging warriors armed with lances inflict terrible damage, although only two or three can attack a single giant while mounted. Cavalry has another distinctive advantage; if the going gets too rough, cavalry can pick up dismounted comrades and whisk them to safety. Picking up a dismounted person requires a riding skill check. If the dismounted person is less than 5’tall, there is a -1 penalty for every foot less than five feet.

Example. A dwarven fighter, has taken massive damage and needs to be taken off the battlefileld before the giants beat him into the ground. He is 4’3”tall. Another character, a paladin, rides up and attempt to lean out of the saddle, grab the dwarf, and save him behind his saddle. He must make a riding skill check at -1 due to the dwarf’s height. If the dwarf had a magical item such as boots of springing and leaping, the dm could rule that there is no such penalty.

Cavalry provides another great tactic against giant opponents; the delaying action. This is where adventuring parties trade space for time attacking giants. Figure 5 depicts this maneuver. At each designated position, characters dismount, fire missiles, or cast spells at extreme range to inflict damage on the giants, and then ride away before the giants can close. This is repeated again and again until the giants are so weakened that the characters can charge in or finish off the giants with a final destructive spell or wave of attacks. Centaur mounts, if available, are especially useful as centaur archers add their missiles to the character’s barrage.

Maximize your magic.

The most powerful trump card in the character’s anti-giant arsenal is the repertoire of spells, items, and artifacts in their possession. Giants are generally quite good at melee combat and are no slouches when it comes to missile fire, but generally they are very restricted in magic. Thus, characters should use magic to its maximum advantage.

Generally speaking, characters should first use delaying spells to wear giants down and keep them under missile fire (such as entangle, trip, transmute rock to mud, summon swarm, and other summoning spells) before melee occurs. Spells like prayer, bless, aid, and protection spells, or stoneskin, strength, haste should be cast to protect and assist those who face the giants in melee. Wizards should not be so quick to use their major destructive spells (Cloud kill, ice storm, fireball) until they are sure that they have a ripe target, preferably a giant shaman or witch doctor, a fearsome aerial opponent, or a force threatening the character’s flank or rear. There is nothing worse than blowing a lightning bolt into a pack of frost giants, only to find out that they were nothing but illusions created by some evil Spellcaster (or dragon) in league with the giants, or that the two giants you fried were only the first in a band of twelve.

In addition to the mass destruction spells and the others mentioned earlier, the following spells and spell effects are among the best when taking on giants.

Polymorph Self combined with tongues; this is probably the best disguise available for penetrating a giant stronghold to determine its strengths and weaknesses. Not only does it allow the character to speak Giantish but it may transform him into a giant with all the strength bonuses. The best candidate for this mission is a cleric or a wizard since tongues must be cast upon oneself. A potion of polymorph self will fork as the spell. Note that this effect can be replicated to some degree by casting an enlarge spell in conjunction with the alter self spell, but this does not give the caster any special abilities or language, and it has a much shorter duration. Enlarge does not add much to the strength and damage inflicted by the recipient. Reed the spell descriptions clearly.

Grease; as this spell affects only a 10’ x 10’ area, it is best used in terrain where giants are channeled or where it might cause a giant to stumble off a cliff or some similar precarious footing. Specifically, if he is less than 10’tall he suffers 1d3 points of damage, for every 10’taller, he suffers 1d6 points of damage. A better variant of this, if available, is the sleet version of ice storm, which has a much bigger area and provides a far better chance (50%) of giants slipping and falling each round, as well as being blinded by the sleet and ice storm. Remember frost giants are immune to this effect.

Fumble; since giants move fairly quickly, it is best to target one giant with this spell rather than casting it into an area. Each round, the giant has to make a saving throw vs. death ray. Failure means that he drops his big weapon or falls. Even if the giant succeeds his saving throw, he is affected as per slow spell (AC+4, THAC0-4, Move 50%, Saves -4).

Evard’s black tentacles; even if the giant is in the area of effect make their saving throws or rip free of the tentacles (not much a problem, considering the giant strengths), they suffer damage. A real nasty use of this spell is to cast it when giants are crossing a river, stream or other obstacle. Tentacles grabbing from underwater is no more fun for giants than it is for heroes, and there is always the chance that a giant might not free himself and drown.

Tree;
This is a good spell to trick a giant into passing him in pursuit of his companions, letting the caster attack from the rear. Even better is the mass morph spell, which allows an entire fighting force to pose as trees, let the giants go by, then fall on them from the rear with surprise.

Plant growth; where there is vegetation, this can be one of the most effective spells in the spellcaster’s repertoire. The area of effect is enormous as a large thick plant barrier is formed, reducing movement to 20’per round. This spell, combined with entangle, can bring a group of giants to a halt. Once the giants are stopped, heroes can use all the other destructive spells or other means at their disposal to deal with them.

Spike growth; without magical assistance, this excellent spell is virtually undetectable and inflicts 2d4 points of damage every 10 feet travelled. There is also a fair chance that victims suffer a movement rate reduction. Just as the giants enter the area affected by the spell have your friendly priest cast plant growth in it so that their movement is further impaired and they suffer double damage from the spikes.

Rainbow bridge; known among giant hunters as the” Bait-and-Fall”, this trap simply consists of heroes fleeing over a previous cast rainbow bridge that spans a terrible fall. Once the heroes are safely on the other side, the wizard waits until the giants set foot on the bridge, and then he cancels the spell. A variation of this trap has the rainbow cast over a vast expanse of mossy ground or quicksand. When the bridge is dispelled and the giants fall in, a priest casts mud to rock, rendering the giants stationary targets for missile fire, destructive spells, and the like. Sadistic characters might even dispel the bridge over some innocent looking vegetation…which has received spike growth and plant growth spells. Giant who are suspicious of the bridge might be taunted, although the wizard doing so must be fleet of foot.

Glyph of warding; these are the equivalent of fantasy mines and are best used in constricted terrain. Although the generally don’t kill a giant outright, they can cause significant damage or inflict blindness or paralysis.

Explosive runes; ordinarily used to guard a wizards Spellbook, these can be used in a different way with giants who normally could care less about a Spellbook. All that they need is someone who can write in the language of their giant adversaries. The ruins are cast onto a large piece of parchment, which is folded over and left in a spot where the giants can find it. The outside is labeled in the giants’ native tongue to entice one to read the inside (secret way to King Buldrogs’s treasure, for instance). Curious giants might (30% chance opens the parchment and suffer the effects, but since giants ordinarily do not have high intelligence, it is more likely they might turn it over to their leaders, shaman or witch doctors.

A final principle for the wizard or priest is to hold nothing back if personally threatened. If a magic-wielding character dies or fall s unconscious, the other adventurers’ capabilities have suddenly diminished, and they could quickly fall under the knobby clubs of the giants. Thus a simple rule if the wizard or priest can’t get away, blasts any oncoming giants with the fastest, deadliest spell or item available. Hold nothing back, because the giants most assuredly wont.

Most giants can throw boulders as missile weapons, though the range varies. Any hit from a thrown boulder inflicts 3d6 points of damage. Throwing ranges in yards (for outdoor encounters) are given for each giant. If encountered in a dungeon, the range should be read as feet.

Giants and their Immortals

To know more about these immortals read the Book “The Immortals” by the same compiler.

Zalaj Brom (Aegir, Brom, Bergelmir) 

Patron of Cloud, Storm and Mountain Giants 

Ymir (Hymir)

Patron of Frost Giants

Surtr (Surtur, Zugzul)

Patron of Fire Giants.

Gorzziok the Wavelord

Patron of Sea Giants.

Other often followed Immortals are those of the Northern Pantheon like Odin, Thor, Frey, Freya, Baldur, but also Loki, Hell as evil immortals, or those of the Greek Pantheon (often the same Immortals but under another name and dogma.

Giganthopithecus-Yeti-Sasquatch

History

The Yeti evolved slowly and naturally from the Giganthopithecus, the great ancestor of all giant species.  Though actually not a giant in itself, they are related enough and big enough to be listed among them.

The Giganthopithecus was an evolutionary sidestep from the Garl human race about 275.000 BC. The race filled an ecological niche and rapidly adapted to it. Two main lines arose, the Giganthopithecus itself and its adapted offspring the Hill giants, which rapidly evolved into the Cloud and Sea Giants. 

The Giganthopithecus in itself seemed no longer to evolve, its number became greater when the great giant ice age started (about 150.000 BC), but was severely hindered by the more evolved giants. 

When the great giant wars ended the giant era at the end of the ice age (about 100.000 BC) the Giganthopithecus slowly diminished in number. Not even the last ice age was enough to enhance their population growth. Their lifestyle was similar to the Garl, but they were more hunters than hunter-gatherers, and it seems that this lifestyle hindered them greatly in the areas where they lived. It was this reason that this secretive creature almost came upon the brink of extinction between 50.000 and 6500 BC. 

The climate changed more and more and forced the creature not only to rely upon meat.  Their were individuals who adapted to these changed climes and started to live in the forests, these became the Sasquatch. The remaining ones became the Yeti (almost Equal to the Giganthopithecus) which slowly became less and less.  The Great rain of Fire forced some of these human-like creatures to genetically merge with humans to form the Quarik human race. But the main genetic stem still slowly declined, mainly due the upcoming and encroaching human race. 

The Immortal Kagyar the artisan had encountered some of these creatures in his mortal existence and was inspired with their near invisible nobleness. He decided that this race was not allowed to die out. 

In 2000 BC he captured some Sasquatch and placed them along the south side of World Spine Mountain in the dark Jungles south of the Kalabu Hills on the continent Iceria. 

And in 1000 BC he saved several Yeti and placed them along the northern side, near the Kogolor Dwarves. Now the species was save to survive. 

On the Outer World the Sasquatch slowly expanded in number while the yetis were only several isolated tribes high up in the Dwarven Mountains. If they would survive here is still unknown until today.

Giganthopithecus Blackii
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Giganthopithecus (meaning; gigas "giant", and pithekos "ape") is an extinct genus of hominoid ape. The fossil record suggests that the Giganthopithecus Blackii species were the largest apes that ever lived, standing up to 9 to 10feet, and weighing up to 1200 lbs.

The genus has claims that Giganthopithecus survives in remote parts and has evolved into the yeti, the yeren, the mande-barung, the Sasquatch, and the skunk ape. Actually only two species (Yeti and Sasquatch) were evolved from it, the others are just no more than local name versions of these creatures.

The dominant view is that it walked on all fours like modern gorillas and chimpanzees; however, a minority opinion favor bipedal locomotion, but this assumption is based only on the very few jawbone remains found, all of which are U-shaped and widen towards the rear. This allows room for the windpipe to be within the jaw, allowing the skull to sit squarely upon a fully-erect spine like modern humans, rather than roughly in front of it, like the other great apes.

The majority view is that the weight of such a large, heavy animal would put enormous strain on the creature's legs, ankles and feet if it walked bipedal; while if it walked on all four limbs, like gorillas, its weight would be better distributed over each limb.

Based on the fossil evidence, it is believed that adult male Giganthopithecus Blackii stood up to 9 to 10feet, and weighing up to 1200 lbs. making the species two to three times heavier than modern gorillas and nearly five times heavier than the orangutan. Large males may have had an arm span of over 12 feet. The species was highly sexually dimorphic, with adult females roughly half the weight of males. 

The species lived in Brun and Davania and probably inhabited bamboo forests, since its fossils are often found alongside those of extinct ancestors of the panda. Most evidence points to Giganthopithecus being a plant-eater.

Its appearance is not known, because of the fragmentary nature of its fossil remains. It is possible that it resembled modern gorillas, because of its supposedly similar lifestyle. Some sages, however, think that it probably looked more like its closest thought of modern relative, the orangutan. Being so large, it is possible that Giganthopithecus had few or no enemies when fully grown. However, younger, weak or injured individuals may have been vulnerable to predation by tigers, pythons, crocodiles, Hyenadon, hyenas, bears, and Homo erectus.

Combat

These creatures pummeled their opponents with their strong fists. They rarely used weapons, and if these were nothing more than tossed ricks and branches. Although these ranges of these thrown objects doubled (20’/40’/60’) the damage remained the same.

Bite

Due to the fact that the Giganthopithecus did not have fangs, it will only bite on a victim that it is currently hugging. 

Hugging

If any hit with claws is made with a natural 8 or more than needed to hit, the victim is pulled in for a squeeze (similar to a bear hug).. 
Diet

The jaws of Giganthopithecus are deep and very thick. The molars are low crowned and flat and exhibit heavy enamel suitable for tough grinding. The premolars are broad and flat and configured similarly to the molars. The canine teeth are neither pointed nor sharp, while the incisors are small, peg like and closely aligned. The features of teeth and jaws suggested that the animal was adapted to chewing tough, fibrous food by cutting, crushing and grinding it. Giganthopithecus teeth also have a large number of cavities, similar to those found in giant pandas, whose diet, which includes a large amount of bamboo, may be similar to that of Giganthopithecus. In addition to bamboo, Giganthopithecus consumed other vegetable foods. An examination of the microscopic scratches and gritty plant remains embedded in Giganthopithecus teeth suggests that they ingested seeds and fruit as well as bamboo.

Habitat/Society: 

Although the Giganthopithecus is of average intelligence, it has no civilization. They can use simple tools, including man-made weapons, but will not make any themselves. Of course, Giganthopithecus dwell only in very cold climes, it being much more comfortable since their normal body temperatures are much lower than most blooded living creatures. Their peculiar internal biological processes require cold atmosphere to maintain life, and in turn produce an even colder one. They’ll live in plains, hills, or other areas of extreme cold. They’re hard to spot in the snow-covered plains due to their white fur. They also seem to be smart enough to learn to use this to their advantage, and so gain surprise when they hunt. And they like shallow caves.

Giganthopithecus live in ice caves in hills and mountains. Sometimes these are natural; sometimes they are excavated by the Giganthopithecus or enlarged to accommodate the family. Most Giganthopithecus treasure consists of items recovered from the bodies of explorers.

Life is harsh in the arctic, and friends and food are hard to find, making survival and reproduction the Giganthopithecus’s only goals. The Giganthopithecus will associate only with its immediate family, the young leaving to fend for themselves as soon as they mature. A family usually consists of an adult male with one to three females and a 50% chance of 1-6 young if females are present. In an attacking group, the largest Giganthopithecus is the male; the next largest ones are his mates. Any others are small males or females that are due to leave the family soon.

The creature often conflicted with the primitive human species, especially the Neanderthal.

Ecology

There is no knowledge about the ecology of this creature, though it is assumed it had a lifestyle similar to that of the Orangutan and Garl together. It did not wear clothing or used self made tools. It knew fire but was afraid of it, but it also knew scrapers and cutters in stone splinters. They however, never fashioned these things themselves.

Yeti (Homo gigas Glacialis)
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Sometimes confused with the abominable snowman, the yeti is a distant cousin to the great carnivorous apes of warmer climates. Taxonomists have typically associated the yeti with the primates, but the creatures also appear to share certain characteristics with giants. Their ancestry may be of one or the other, or possibly a mix of both. The yeti seems to have the instincts of the carnivorous ape and hill giant, both of which may be distant relatives.
An adult yeti stands 8 feet tall and is covered in long, white fur. Their feet and hands are wide and flat, which helps to disperse their great weight (about 300 pounds) on treacherous snow fields. They travel on all fours like the apes, but fight very comfortably standing erect. Unlike most apes and gorillas, the yeti does not have an opposable toe on its feet. They wear no clothing or ornamentation. The spoor, or smell, of a yeti is very subtle in cold climates, but in confined or warm areas, they have a strong, musky odor. The eyes of a yeti are icy blue or almost colorless. Their claws and flesh are ivory white. 

Unlike many arctic creatures, the yeti does not have a thick layer of body fat to keep it warm. Instead, it relies upon the special properties of its thick, warm fur. It has a transparent second eyelid, which allows the creature to see in blowing snow, and prevents its eyes from freezing in extreme temperatures. It has 60’ Infravision.

Female and male adults have the same game statistics.

The yetis are quite strong and are not ones to be toyed with by the careless. The physical strength of the average yeti is comparable to that of a hill giant, which is greater than that of any human alive. 

Combat: 

It seems that the yetis are quite fierce and aggressive in their disposition, but among their own kind they are said to be quite congenial. Should they happen to encounter any other beast or being, they respond fiercely, to ward away the threat before they attack. They beat on their chests, hurl stones, strut about, flail their arms, and hoot loudly in a manner which echoes for great distances. If the intruders do not leave, they are soon surrounded and attacked. If they do leave, they are stalked and attacked soon enough. Any meeting with these creatures is bound to lead to conflict.

Snow/Ice invisibility

The yeti is a fierce hunter of the Polar Regions. It stalks its prey and lays an ambush, attempting to gain surprise. A favorite trick is to get ahead of its prey and lie in a depression in the snow, or dig a shallow pit and cover itself with snow. Such works can be detected only by natives of the arctic regions, and then only 25% of the time. Against the snow, the yeti is invisible due to its coloration until its prey is 10 yards away. Under a thin layer of snow it is completely invisible.

Fright

They have a special talent for inducing great fright in their opponents. More than a few who have survived yeti encounters have testified to an unnatural sense of horror upon gazing into a snowman’s pale eyes. The majority agree to the description of it as a mind-chilling sensation, leaving the blood as water and the skeleton as jelly, though not everyone is affected in exactly the same manner. The most experienced of fighting men seem to have some resistance to this power.

Any opponent surprised by a yeti must save vs. paralyzation or go rigid with fright for three rounds, indicating that he has looked into the icy blue depths of the yeti’s eyes. Any opponent that is paralyzed in this way can be automatically hit by both claws and squeezed. This effect does not take place against creatures which are normally immune to fear of any sort, including cavaliers, most undead, and generally mindless creatures. It is believed that the unusual crystalline coloring, together with a strange and faint pulsating of light within the creature’s eyes, is responsible for this effect. Such pulsating dies when the yeti does, thus ending any more fear striking gazes from the creature.

Bite

Although the yeti does have fangs (1d4 points of damage), it does not usually attack with them, preferring to use its formidable claws. It will only bite on a victim that is dead or prone (it tries to eat it) or one that it is currently hugging. 

Hugging

If any hit with claws is made with a natural 8 or more than needed to hit, the victim is pulled in for a chilling squeeze. The creature’s fur actually absorbs heat, making it extraordinarily cold if contacted (2d8 points of damage if squeezed). 

Heat absorption

Well, since the yeti is a coldblooded, cold-dwelling creature, heat would not please one.  The human body temperature is fairly high, and when becoming sick it can be just a little too high and the human will perish in a specific time. But though the yeti’s internal temperature is much lower, it can still get a fever. A yeti seems to radiate cold about him. That ugly thing feels colder than the Hells’ eighth plane. But a creature cannot actually radiate cold. Cold isn’t really a presence of something, it’s an absence of something; heat, actually energy of a sort. Nothing can radiate a lack of something, cold isn’t radiated. Still, because of its low body temperature, if a yeti were to find itself in surroundings where the temperature was higher than its own, it would pick up some of the heat. Heat energy travels from areas of greater concentration—warm areas—to areas of lesser concentration—cool areas—like any other diffusing action. This means that the yeti doesn’t radiate cold, but that, by way of a kinetic vacuum of sorts, it absorbs the heat. The temperature of the surroundings drops, losing energy, while that same energy is absorbed by the yeti, whose internal temperature rises slightly. Not necessarily body heat; the heat energy can come from virtually anywhere. How well are your homes heated? Not all that well, really. The yeti would dare not get close to a really warm area.

Maybe a heated metal fence would help guard the rest of the town better than a big wooden fence. If you’re very careful about its design and construction, that is. Most metals are wonderful conductors of heat. But keep in mind, a heated wall won’t be foolproof by any means. It’s more of a general deterrent. You will still have to keep on your toes. 

Yetis absorb heat from their surroundings. If grabbed by a yeti, a victim suffers hugging and cold damage. After a yeti has caused chill damage equal to its own hit-point total, it begins to feel weak, suffering -1 on ‘to hit’ rolls and an additional -1 for each additional 8 hp chill damage caused. This chill damage is actually causing the yeti to warm up internally, disrupting its metabolism. When this ‘to hit’ Penalty reaches -6, the yeti passes out, becoming feverish and remaining unconscious for 2d6 turns. At -9, the yeti dies from severe overheating. Generally, it takes about three turns for a yeti to recover from each -1 of ‘to hit’ loss suffered, providing the creature is still alive. 

Fire vulnerability

The yeti is particular vulnerability to fire, as it takes 150% damage from any such attacks. The heat-absorbing property of the yeti’s fur can work against it. This also applies to any other form of heat-based attacks. Yetis aren’t particularly bright nor fearful, but usually stay away from fire and other obvious sources of heat, for they realize this weakness and take pains to avoid it. 
This heat absorption condition may also be inflicted by absorbing heat from sources other than people. Greater sources of such heat contribute more than the hp drained from humans, just as relatively cooler sources contribute less. Heat or fire attacks contribute half their unadjusted (prior to the addition of the extra 50%) damage value in addition to the 150% damage taken. This cold radiation fades away gradually after a yeti dies. The internal biological and chemical functions which maintain such an extremely low body temperature eventually cease within a dead yeti, and the body then begins to approach the temperature of its surroundings, thus decreasing the effect of the radiation of cold. In terms of hit points, the damage inflicted is typically reduced by 10% for every two turns that the yeti has been dead (this may be adjusted up or down in unusually warm or cool air temperatures). Consequently, two turns after death, cold damage from a yeti will be multiplied by .9, by .8 after four turns, .7 after six, etc. After 20 turns, the yeti’s internal temperature will be close enough to the surroundings, that cold damage will be nil, and the body may be safely investigated.

Weapons

The only weapons a yeti will use are hurled rocks, which gain bonuses to damage from this great strength. A hurled rock does a base of 2d4+2 hp damage, has a maximum range of 120 yards, and is about 6” in diameter, weighing about 10-12 lbs. Yeti hurl them with one hand like shot-puts. 

Habitat/Society: 

Although the yeti is of average intelligence, it has no civilization. They can use simple tools, including man-made weapons, but will not make any themselves. Of course, yeti dwell only in very cold climes, it being much more comfortable since their normal body temperatures are much lower than most blooded living creatures. Their peculiar internal biological processes require cold atmosphere to maintain life, and in turn produce an even colder one. They’ll live in plains, hills, or other areas of extreme cold. They’re hard to spot in the snow-covered plains due to their white fur. They also seem to be smart enough to learn to use this to their advantage, and so gain surprise when they hunt. And they like shallow caves.

Yetis live in ice caves in hills and mountains. Sometimes these are natural; sometimes they are excavated by the yeti or enlarged to accommodate the family. Most yeti treasure consists of items recovered from the bodies of explorers.

Life is harsh in the arctic, and friends and food are hard to find, making survival and reproduction the yeti’s only goals. The yeti will associate only with its immediate family, the young leaving to fend for themselves as soon as they mature. A family usually consists of an adult male with one to three females and a 50% chance of 1-6 young if females are present. In an attacking group, the largest yeti is the male; the next largest ones are his mates. Any others are small males or females that are due to leave the family soon.

Young

Yetis are actually biological relatives of both the lower primates and the Giants. They are most closely related to the mountain gorilla, to which many of the yeti’s typical habits and instincts might be compared. Yeti mate and bear young much as do any other lower primates. After that, the young stay with the parents for only two years after birth; they don’t stay dependent on their parents as long as do most other primates. Any young encountered with a group of yeti will typically be just old enough to fight effectively on their own. This early separation and independence from the parents causes them to hunt for food at a relatively early age, limits their population growth to those strong enough to survive, and accounts for part of their racial ferocity. 
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Unlike most other primates, the yeti does not care much for their young long after whelp stage. Usually, these young must fend for themselves at an early age, looking and fighting for food and such. This makes them strong, fierce, and rare as well.

Yetis become adults at seven years of age. Young yetis do less damage with their claws. Chill damage from young yeti amounts to 1-6, 2-8, or 2-12 hp damage. The power to frighten opponents by gaze only comes with full adulthood. All yetis are immune to cold attacks because of their thick fur and fat layers, as well as from their unique biology.

If a yeti is captured at an early age, cared for, fed properly (they have voracious appetites) and kept in a suitable arctic climate, the creature could be tamed and raised in much the same manner as any other domesticated animal. Usually, such domesticated yeti will follow their instincts and leave ‘home’ after a few years for the icy wilderness. As a result of their early domestication, however, these yeti are often less ferocious than the average abominable snowman. Those yetis that stay at home (30%) grow up to be very loyal to their caretakers. 

Ecology: 

Any living creature not of its family is considered potential food, including other yeti. This does not make them foolhardy; only a starving yeti will attack an obviously stronger party. Their typical diet consists of herd creatures, such as caribou, bears, wolves, and other creatures inhabiting the snowy mountains in which they live. The yeti may turn to scavenging in hard times. They range across a wide area in search of food, usually 15 miles in all directions from their lair.

Yeti claws and teeth have value only because of the rarity of the creature. They sell for about a gold piece a tooth or claw on the open market. Yeti fur is another story. It is prized by those living in cold climates for its extraordinary ability to keep its wearer warm. A full grown yeti pelt can fetch up to 300 gold pieces on the open market.

These beasts are not particular about what meat they eat, though one of their favorite meals is human flesh.

Sasquatch (Homo gigas Sylvestris)
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The sasquatch are a very shy race of low intelligence who dwell deep within dark woods and in high mountains. The creature is a tall apelike creature with a crested head, large feet, and a thick mat of hair (dark brown in woods, white in mountains). It is omnivorous, occasionally slaying animal prey but usually eating plants and berries. 

Every Sasquatch shows their ability to intimidate any other who has the weakest of heart. With a smell so strange that only those living in the forest can with stand. 

The Sasquatch is a large ape-like creature that stands between 6–9 feet tall, and weighing between 350-500 pounds. 

Males tend to be heavier and taller than females. They age the same as half-elves, and have the muscular strength of an orc. All Sasquatches have human-like bodies that have a bear‘s nose, an ape’s arms and face, and most Sasquatches have brown colored fur, but it can range from yellowish-brown to black. 

It is normally covered in dark brown or deep black hair. Although fur coloration between them will change given their habitat. Although those that dwell in swamps will have dark reddish hair (often called skunk-apes). Regardless of the habitat they all share the same statistics. They have large eyes, a pronounced brow ridge, and a large, low-set forehead; the top of the head is rounded and crested, similar to the sagittal crest of the male gorilla. Sasquatch have a strong, unpleasant smell that can nauseate the strongest stomachs. They have huge oversized feet that leave enormous footprints which have earned them the nickname Bigfoot. They are mainly nocturnal and omnivorous. 

Combat

A Sasquatch’s appearance will scare most people who have never seen one.  (Save vs. Fear to negate.)

Although not aggressive, it will defend itself and its cavern lair ferociously (morale 11), attacking with club like fists. In combat, it can also throw boulders to a 50' range (damage 2d8 points). Also, if both hands hit one victim, the Sasquatch hugs for an additional 4d6 points of damage. Sasquatches, or Bigfoots, act almost animal like with their fur covered bodies and animal sounding language. Sasquatches are the most misunderstood race of all. Those who get to know them call them a gentle beast because they only wish to play with the young ones of any race. Sasquatches rarely attack another person unless threatened then they go to the basic animal instincts. No one has been known to beat a Sasquatch in a wrestling mach or a fist fight. (WR +12)

Name confusements

Common names for sasquatch include "Bigfoot" (the woodland variety) and "Yeti" or "Abominable Snowman" (the mountain folk). Most people make no difference between the two species, but sages know they may be related but are different of race, and no longer genetically compatible. Snow apes (q.v.) are also often called by the latter two names, while these creatures are of a completely different race, belonging to the apes instead of the humanoids.

Habitat/Society

Sasquatches are big lovable creatures, and will interact with all who are willing to try to understand them (mostly elves, gnomes, and Halflings), but other races just see them as a beast of burden (like orcs and goblins). Because of their gentleness any young will not be harmed by them no matter the race. 

All Sasquatches look to protect others in any way they can so they go more to the good side and they hate living by laws of the humans so they tend to be chaotic. 

Sasquatches can be found in thick, dense forests of the most temperate climate where they can hide their villages with ease. The love for nature always draws them to these areas where they live their lives with less of worries. 

Language

Sasquatches speaks Sasquatch. This language is based off of barks, humming, whistles, growls, and groans as the dialect. Sasquatches can only speak Sasquatch because there vocal chords can only make animal sounds but when a Sasquatch learns another language, they can read and write it. Sasquatch has its own alphabet. Sasquatch names are complicated to say in Sasquatch to a person from another race so most Sasquatches give themselves nicknames to be called by the other raced friends. 
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Sasquatches are extremely strong creatures, but they lack the ability to speak other languages, they however have a basic understanding of the local tongue spoken near their territories, and as thus know about 50% of all words spoken of the local languages. They can however not repeat these words. 

Sasquatches have an empathy with animals from the same environment that they are from, they sense their emotions and as thus they are often alerted of impending danger.

Faith

No one knows for shore what the Sasquatch religion is. Some Elven philosophers believe that the Sasquatch religion is based off of nature and that they worship all animals as if they were gods or spirits of their dead family. 

There can be Sasquatch spellcasters; mostly these will be Druids of up to 6th level, or more rarely Wicca of up to 4th level.

Ecology

Sasquatches are always looking for food and are on the lookout for danger, and as thus will see hidden persons or objects sooner than most other creatures. They have a basic 30% chance to see hidden objects and persons, but this is adjusted by its intelligence and wisdom adjustments. 

Sasquatches have the survival Forest skill as an extra skill. Often they also have a survival Mountains, but than they use a skill slot as normal creatures.

Sasquatches are experts at moving fast but silent, and never being seen, they have Move Silently and Hide in Forest as a thief of level equal to their Hit Dice. 

Sasquatch Lore 

A character knows the following information with a successful Nature check. 

Although normally peaceful, Sasquatch are highly territorial and protective of their families. If they feel threatened, or find intruders within their habitats, they will attack to protect themselves and their families. Sasquatch dislike most other hominids, and make their homes far away from them. Still many generations tend to remain in the same areas, and if other humanoids move into those places they soon find themselves in conflict with them. Sasquatch many times will observe intruders for a while until they determine it is a good time to attack and drive them off. Often people will find evidence of these observations in the form of huge footprints and tufts of stray hair. While Sasquatch are not highly intelligent they are adept at remaining hidden. They will make their homes in secreted caves or woodland nests, that they can easily conceal when needed. Also they will eat their own dead, and then bury what remains deep beneath the ground in order to hide their presence. Sasquatch live in small family groups of up to half a dozen members. Sometimes they will be captured (or Dominated) and kept as wild guardians in certain natural locations. 

They are most prominent available in the Denwarf Spur of the Rockhome mountains on the continent of Brun. A few hundred live spread over an area near a semi-active volcano, and the terrain is too wild and barren for other creatures. 

A Story about Sasquatch in Karameikos.

Our group was made-up of an Elf from Rifllian, Dwarf from Highforge, Fighter from Threshold and Thief also from Threshold. Tavern tales about the "Snow Walkers" or "Ape Men of the mountains" were related, especially from grizzled old miners and mountain men who come into town from time to time for supplies and puffin on big weed pipes while sipping strong ale. The name Sasquatch originates amongst the Atruaghin Clans and use of the legendary name spread beyond clan borders, especially via Darokin merchants. 


Recently:
A group of miners went up into the mountains just north of Threshold to investigate the rumors of a vein of silver, gotten from a big bushy mountain man. They came back into town two weeks later all excited and stating that the rumor was true and that there really was a vein of silver up there. They had built a log cabin and come down for supplies for three weeks and then headed back into the mountains. The only other thing they spoke of was that, there was strange goings on, but did not elaborate. They have not been heard from in a month and now folk worried, especially family members and sought succor from the Patriarch Sherlane. A guardsman had placed a scroll in the tavern where the pc's had been taking their lunch in and after having read the scroll and the plight of the miners related there-in, with a call to able bodied adventurers; the characters volunteered to go and investigate this mystery. But, not before an old prospector came running into town with a tale that sent shivers up the spines of all who heard it. He had been up in the mountains prospecting when he came across the half eaten body of a man! The prospector could not tell who the man was or what station he had in life. He then came across the log cabin and walked to within 200 ft. of it. There was no sign of life. He did not go any further for there was something watching him from the face of the mountain! The prospector could not discern what it was for the gloomy shadows that cloaked the cliff-face, but he felt an ominous presence there-in piercing him with its gaze. A preternatural terror gripped him then and he turned about and left that area as fast as he could! And the prospector did not stop until he was off of that mountain.


The characters traveled north of Threshold in the direction the prospector came from. After having several encounters in the wilderness, they came in sight of the mountain. But, after having heard the old prospector's tale, the mountain looked very ominous indeed and a lingering foreboding was their constant companion. They traversed the forested mountain side upon pathways used by miners and prospectors. The first sign of something strange came in the form of large footprints, about 18" long that led away from the path. The heroes followed the trail until they came to a large fallen log that was as high as their mid-section. The tracks kept on going however; the right foot was with toes pointed to the log and the left foot on the opposite side with toes pointed straight ahead! The characters discerned that the creature that made these tracks had simply stepped over the log and kept right on going! The companions retreated back to the path. Then at another point, a piercing whistle erupted from the right side further on up. Startled glances shot to the right while strong hands held the mules in place. An answering whistle came from the left and then silence. The PC’s could not discern what kind of animal that might have been or beast! They continued on their way and at another point the path curved to the left and as they followed this, were startled to see one of those shaggy mountain men seated upon a moss covered boulder. The elf was particularly upset because his superior senses did not detect the man's presence. The hairy fellow leapt off of his perch and walked towards the group. He wore furs and had a wild smell about him. He wanted to warn the heroes to go no further for this mountain belonged to the ape men and that they would be in danger if they continued. The PC’s thanked the man but that they must continue on and find the lost miners. The mountain man grunted that the miners were dead and that the same would happen to them. He turned and ran down the pathway and was gone from sight.

The heroes went on and as night fell they made camp with a small fire. The elf took first watch. At just passed midnight the elf awoke his companions and told them that something had come crashing through the undergrowth and squatted under a tree staring at them. The two men could not discern it. The dwarf could make something out. But, the elf could see it and he described it to his friends. They all shivered! Of course they could not sleep anymore and stayed up making the fire bigger. They contemplated rushing the thing, but then decided against it. Perhaps that is what the beast wanted and further in amongst the trees lay many of his brethren in wait. At 3 AM the thing rose and walked off. 


The next day saw many commotions on the PC’s route. More whistling, screams, grunts and growling seemingly coming from above and behind them. Branches snapping and crashes through the undergrowth. But, the heroes held on firmly to their mules and pushed onwards and upwards. The next night found more visitors at the pc's doorstep. This time they had a large fire going and this apparently was what kept the beasts at bay of which there were five rolling around and causing a commotion. The elf had had enough and shot an arrow into the tree next to them. Startled, the things ran off.


Finally, the PC’s came upon the miner's cabin and set-up their base camp here. They then split up in pairs and searched the area for any clues to the lost miner's whereabouts. The elf and thief came upon a canyon. The elf spotted one of those ape-men standing under a tree spying them. The elf and thief drew their bows and the creature bolted along the canyon. The two fired off one volley but did find their target. The elf than fired off a magic missile which struck the thing square in the back. It lost its footing and toppled over the edge and fell down to the bottom of the canyon. 


That night, the characters retired into the cabin and brought the mules inside as well, for the cabin was spacious and sturdy. They bedded down for the night. At midnight they were awoken by a slam against the wall of the cabin and were roused to action with weapons drawn. Grunts and roars were heard outside as powerful fist rattled the logs of the cabin knocking out some of the chinking. Then, the roof began to shake as rocks and small boulders hurtled down upon it from on high. The elf and thief with their bows and the dwarf with his crossbow fired through the chinking. The fighter had a spear and stabbed through the opening at the targets as the presented themselves. The beasts would retreat and resume their assault time and time again. At one point, the companions had to brace the cabin door as of the one ape-men (and by the sounds of things a very big one) threw its great weight against the door. They reinforced the door as best they could and resumed their firing positions. The elf had taken aim at one of the creatures he had struck twice with arrows and fired a magic missile at it and hit it. He struck the same one with another magic missile and then an arrow again. It finally collapsed. The dwarf and thief combined their shots on one ape-man and felled it, but only after it was struck numerous times. The fighter did the same with his stabbing spear, bringing down one creature. At one point, a hairy arm reached through the chink and clasped the elf's arm! The dwarf stepped forward and stabbed the arm with his dagger. The thing yanked its arm outside. A great roar of rage ensued as the beast smote the side of the cabin and shaking the timbers. The elf said,” Don’t do that again!" and the dwarf replied, "Hrmph! Well that's the last time I'm saving your skin elf!" Next, a large rock came crashing through the roof and smashed the fighter in his left shoulder and he collapsed to the ground wriggling in pain. While the thief administered a healing potion to his fallen friend, the elf and dwarf kept on firing with the elf placing a light spell on one of the arrows sticking up from the ground. The area was lit-up and the ape-men retreated. Dawn came and the beasts vanished with their fallen brethren. The PC’s decided they had had enough and surmised that the miners could not have survived this and packed their equipment and headed back to Threshold with the bad news. As for the ape-men? They're still up there. It's their mountain you know.

True Giants

 Giant, Hill (Homo giganticus Minor) 
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The Hill Giant is a so-called lesser Giant, crudely-formed and ugly.  They call themselves Bratak.

Hill giants are selfish, cunning brutes who survive through hunting and by terrorizing and raiding nearby communities. Despite their low intelligence, they are capable fighters.

Hill giants are oddly simian and barbaric in appearance, with overly long arms, stooped shoulders, and low foreheads. Even though they are the smallest of the giants, their limbs are more muscular and massive than those of the other giant races. 

Females have the same builds as males.

Their skin color ranges from a light tan to a deep ruddy brown. Their hair is brown or black, and their eyes are black. 

Hill giants’ natural Armor Class is 5. They may have an Armor value of 2 when they wear crudely-sewn animal hides, which are the equivalent of leather armor. Nearly all hill giants wear these hides, which are a symbol of esteem in some hill giant communities—the more hides a giant has, the more large kills to his credit. 

A Hill Giant’s leather armor is the strongest of leather armors (AV+1, weight +50%, price x10). They know all variants of leather armor, like padded armor, Cuir bouily, studded and the like. Hill Giants can produce even boats of leather that are waterproof if well treated regularly. 

Only a few (5%) of the giants fashion metal armor from the armor of men they have defeated. These giants have an Armor value of up to 4.  (As they rarely have any metal working skills—they just hang all the pieces to each other, somewhat bending and pounding, and ready is your armor. Instead they are extremely skilled in tanning hides and treating furs. 

The average hill giant is 12 feet tall (varying in between 9’ and 14’—roll 1d4+9 feet +1d12 inch) and weighs 1600-2600 pounds.

They have a lifespan similar to that of humans, but some may live up to the age of 200.  Any experience gained before adulthood does not count towards the experience total, therefore it is noted as negative. Thus start counting experience from adulthood, and no sooner.
Like other races of giants, hill giants carry their belongings with them in huge hide sacks, which are often part of their clothing. A typical hill giant’s bag will contain 2d4 throwing rocks, the giant’s wealth, and 1d8 additional common items.  They carry huge clubs and spears.
Hill giants speak their own language (Bratak) and the Language Bromdinag (a tongue common to all giants). In addition, 50% also speak ogre (Ugrizz).

Combat: 

Hill Giants prefer to fight their opponents from high rock outcroppings where they can pelt their targets with rocks and boulders while limiting the risk posed to themselves. The mostly use oversized clubs or hurl rocks. 

Hill giants prefer to fight their opponents from high rocky outcroppings where they can pelt their targets with rocks and boulders while limiting the risks posed to themselves.

Hill giants’ favorite weapons are oversized clubs which do double the damage of a heavy man-sized club plus their strength bonus). Hill giants are short and stocky in comparison to other giants, they are extremely muscular and capable of hurling boulders up to 300 lbs through the air. The reason hill giants appear to be more muscular than other giant is because of their shorter limbs but the taller giants such as fomorians are still much more powerful. They hurl rocks for 2d8 points of damage. Their targets for such attacks must be between 3 and 200 yards away from the giant. They can catch rocks or similar missiles30% of the time.—including catapult propelled boulders, but not shot missiles like bows and ballistae. This catch chance is adjusted by 2% for each Dexterity adjustment. 

Habitat/Society: 

They live in hills or at the base of mountains, and raid human communities from time to time for food and plunder. A hill giant lair will have 1d8+12 giants; usually an extended family. Sometimes these families will accept lone hill giants into their folds. If six or more giants are encountered in a lair, half of them will be male, one quarter will be female, and the remainder will be immature giants. To determine a giant’s maturity, roll 1d4. A roll of 4 indicates an infant with no combat ability and hit points of gnoll; rolls of 1-3 indicate older progeny with hit dice, damage, and attack rolls equal to that of an ogre. Others are normal adults.

Occasionally a hill giant with an average intelligence can be found. Such a giant is capable of rallying bands of his peers so 2, 3, or 4 times the number of giants usually appearing can be encountered. These “giant kings”, as they call themselves, stage raids on human towns or against other races of giants.

Although hill giants prefer temperate areas, they can be found in practically any climate where there is an abundance of hills and mountains. They lair in caves, excavated dens, or crude huts (teepee-like). Those who live in colder climates have developed more skills with preparing and using skins to keep themselves warm and to keep the harsh winds out of their lairs.

In hill giant society, the most evil act that can be committed is a betrayal of one's tribe. A hill giant family is usually large and communal. The ordning (social ranking) of hill giants is determined by a combination of an individual's physical strength and eating ability.

Hill Giants have not discovered the secret of making fire, so they store (in coal / stone nets if traveling) and guard it continuously.
A lair will have 50% chance to have guards of Dire Wolves, Giant Lizards, Ogres or very rarely even Trolls. The majority of hill giants are suspicious of magic and will seek to destroy magic items they acquire as treasure. They ceremonially kill mages. They can, but rarely do, become Spellcasters themselves however, and these dangerous Giants will be feared by them and awed.
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Shamans & Wokani: 

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

History

The Hill giants were the genetic base of all giants when they evolved from the Giganthopithecus human species. This genetic variable species quickly evolved into several main races, at first came ancestors of the Cloud and Sea giants (between 240.000 and 220.000 BC), then came the Frost Giants adapted to the cold in the north (about 210.000 BC). With the rise of these giants the hill giant declined in number, and about 165.000 BC a group split off living in the underground near volcanoes, and adapted to these fierce environments (becoming the Fire giants) and then grew rapidly in number in the global ice age of the Giant Era (150.000 to 100.000). With the great giants wars they became very low in number, another branche (possibly magically corrupted) evolved in the Cyclopskin. The Hill Giants rose slightly in number in the next ice age (80.000 to 60.000 BC, but directly with the coming of the warmth their number became fairly consistent slowly gaining in number. In the year 7000 BC their number grew rapidly as they learned to prey upon the more prolific and cultural advanced humans. Around 3500 BC they even worked together with a new race, the beastmen. The Great Rain of Fire nearly obliterated the race, genetically corrupted by the radiation several new evolutionary offspring arose (the Ettin, Ubue, Fomorian and Attach). Some of the remaining hill giants succeeded to find a way to the hollow world, but the most remained on the Outer world. Here their number remained fairly consistent but oppressed by the upcoming human cultures. The Fomorian giant became extinct in the flooding of the Taymoran Empire (1750 BC).

Though mostly seen as the largest humanoids, hill giants are often overlooked in human censuses. Nearly all early hill giants accompanied Loark out of Urzud, but they quickly broke away on the Horde’s trek. They can be found in nearly any hill/mountain area on Mystara. The highest numbers are on Brun, there is also a significant group on Skothar, but only a few tribes are found on Davania. It is rumored they were not indigenous to the area and are survivors of teleport away actions of wizards who encountered these giants.

The traditional occupation of hill giants was that of a herder and tanner, but with the recent advent of higher civilization, hill giants may pursue different avenues. 

Growing Up Giant 

Hill giants do not belong. That is the fundamental reality that every hill giant faces over the course of his or her life. They are not human, but neither are they true giants (even when they genetically are, the are also very similar to humans –genetically seen). 

On Mystara, they are often said to be the largest of the “Urzudian” humanoids that include kobolds, goblins, hobgoblins, bugbears, orcs, ogres and trolls. These races descend from the ancient beastman line that settled in the ruins of Urzud. They Hill giants may have travelled together with these humanoids but they are clearly normal giants.

As large specimens, they are physically able to dominate the others, but there is no record of their leadership in wild interracial groups. The hill giants often occupy the “champion” role in such settings as a means of garnering acceptance. 

Hill giants are used to being the largest individuals in an encounter, so their sense of power is shaken in the presence of the true giant races (all save hill and stone). When faced with a true giant (or another creature over 16 feet tall), a hill giant must save vs. spells or suffer fear as per the cause fear spell. The giant also loses 2 points of wisdom and morale. This impact lasts for the duration of the encounter plus one additional hour. 

Fear is also caused by the chicken pox, but there is no loss of wisdom. A hill giant who has been in contact with chicken pox must save against disease (-10 penalty) or contract the disease. Death results within a week. 

Giants often live in small family groups in wilderness areas far from each other. These wild giants gather semi-annually for celebrations of 50-200 giants. These giants live in cave complexes or forest hovels. Tanning hides and treating furs are the traditional skills of giants. 

Civilized giants live in cottages with ceilings 15-20 feet in height. They do not participate in the wild hill giant conclaves, opting instead for the celebrations of their home countries. 
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Giant children resemble human ones, if a bit bigger. The abilities of young giants develop gradually. Like humans, giants begin their teenage years at 13, when they stand five tall and have some skill. A hill giant gains a foot per year afterward until adulthood at 20. Adults stand 10-14 feet tall (9+1d4 feet +1d12 inches). 

Weight gain is 25 pounds per annum in the early years but exceeds 200 pounds at the end of growth. Adult weight gain can continue for some years afterward. 

The skin begins to thicken at age 15, improving AC one point per year until adulthood. The reach benefit kicks in at 18 and 20. Skills are gained at ages 13, 15, 17 (young adult) and 20. 

Ecology: 

Hill giants’ main diet consists of meat, which they obtain by hunting. A hill giant's metabolism is very high, and as a result, it must eat a great quantity of food for a creature of its type. It is not adverse to eating demihumans, but will eat almost anything.

The flesh of young green dragons is considered a delicacy, and frequently giants who live on hills and mountains covered with forests will organize hunting parties in search of green dragon lairs. In turn, green dragons have been known to hunt hill giants.

Sometimes bands of hill giants will trade with each other or with bands of ogres to get foodstuffs and trinkets.

Hill Giants trade at least with Mountain Giants for the basic material used in furs, Leatherworks of any kind, as the Mountain Giants are good in hunting the larger creatures for greater surfaces of fur or leather. A Hill Giant Wokani is sure to know the spell Suppleskin, a spell used to protect and make leather supple.
Because of their great girth, hill giants have an endothermic inertia that allows them to brave the harsh elements of the north. They do not have resistance, per se, but a hill giant would succumb to winter long after a human would. 

Hill giants have two great fears. The first is chicken pox. The childhood disease is lethal to hill giants, and any outbreak creates a panic. The second great fear is of things bigger than themselves. Hill giants are used to being the largest kid on the block, and they feel threatened by the presence of greater beings, particularly true giants. One of the cruelest curses ever placed upon a hill giant caused the victim to see everything – every blade of grass or butterfly – as twice his own size. 

Hill giants also harbor a jealousy towards humanity. They are so close and yet so far removed from that craved-for normalcy, and they are keenly aware of that disconnect. This also causes hill giants to shy away from pan-humanoid groups. Dale giants are more at peace with this than are wilder ones, and only the rare specimen acts on these feelings. 

PC Hill Giants  only experienced players else NPC Class preferred
The Western Alliance is one of the few regions of Mystara that boasts both wild and civilized hill giants, and they are presented here as an optional character class for your game. 

Like other powerful creature-types, hill giant characters present game-balance issues. To make the character more enjoyable with the possibility of early advancement, the hit dice level and armor class are reinterpreted. Here, a Normal Monster hill giant is less powerful than the statistics profile found in the Expert Set or Rules Cyclopedia, but the two forms have equal average hit points. 

In addition, hindrances have been introduced that are not part of the standard hill giant. 

Hit Dice: 
(max. 12d8). Constitution adjustments apply per die. Starting at 10th level, +2 hit points per level and Constitution adjustments no longer apply. 

Armor: 
Heavy hide (750cn, +1AV); large or tower shield (AC3 or AC4) only. 

Weapons: 
Armaments are large scale models of ordinary weapons that cause an extra die of damage. There are no giant bows or crossbows. 

Combat Progression: As Fighter of same level after normal monster level. 

Saves;
As Fighter of same level Giants receive a +2 bonus to Death Ray and Paralysis saves, and suffer a -2 penalty to Wands and Spells. 

Special Abilities: 
Smash, sweep, hurling, slam, natural AC. 

Special Hindrances:Phobias, to hit penalty, small world problems 

Spellcasting: 
Hill giants may become shamans or Wokani (limit 8 and 6 level, respectively). 

Starting Skills:
 two of cooking, sleeping, drinking, herding, labor, intimidate, and tanning (leatherwork). 

Weapon Mastery: 
Begin with basic mastery of all bludgeoning weapons and the dagger. The giant receives additional choices as normal per a non-fighter. 

Smash: 
At first level, a hill giant may use the smash Fighter Option. At the cost of -5 to hit and -6 to initiative, the giant may add his entire strength score to the damage. Smash can not be combined with multiple attacks. 

Sweep: 
At 5th level, a hill giant may attack all persons (allies as well) within 10 feet in the forward half-circle arc. Opponents must be no taller than 8 feet. 

Hurling: 
The giant may throw large rocks. 

Slam: 
An opponent is thrown into the ground or ceiling. Damage is discussed further in the Hurling subsection. 

Natural AC: 
An adult hill giant has a natural AC of 5 due to his size and the toughness of its skin, and receives a +2 bonus against attacks by opponents 7 feet tall or shorter due to reach. 

Phobias: 

Hill giants must save against fear when in the presence of chicken pox and creatures at least 16 feet tall. 

To Hit Penalty: 
Hill giants suffer a -1 penalty when attacking humans, elves or orcs, -2 against dwarves and goblins, and -3 attacking Halflings, gnomes or kobolds. 

Small World: 
Giants have difficulty negotiating a human-centric world. Hill giants require a 6 foot width for passage and ceilings of 15 feet to avoid slumping. At the referee’s discretion, a giant may be forced to perform a dexterity check to avoid breaking something, getting stuck, etc. 


Hill giants often have Ogres, Troll, Giant lizards, and dire wolves as Allies.

Well-Known Hill Giant

Armach Hill giant rogue

Armach resemble a huge orc, with his ruddy complexion, stooped shoulders and long arms. He wears a studded leather jacket, leather helmet, and sturdy boots, all dyed black. He carries a massive crossbow, a slim) by giant standards’ club, and an assortment of ropes, picks and grapples.

Armach once helped a group of adventurers infiltrating his family’s home. The young giant became curious about sneaking as a way to get things. While guarding the group, Armach let the party’s thief talk him into a hiding lesson in the countryside.  The thief hid so well, Armach never did find him.

Fairly quick-witted as hill giants go, Armach is not too wise (Though he was canny enough not to go back home after loosing a prisoner). Once on his own, Armach tried hard to become an adventuring thief. His early attempts at pick pocketing were laughable but effective. (Many victims were satisfied to let the ham-handed giant have their purses) over the years, Armach has managed to master a few Thiefly tricks, but he still tends to use his formidable strength if all else fails. Armach can hide in shadows or heavy undergrowth. He can backstab (actually a wallop from behind with his club) for triple damage.

Today, Armach controls a cave complex with four other hill giants, plus his mate and three children. A tribe of orcs serves the group. Armach keeps a giant weasel, Fetch, as his pet.

After trying dungeon delving, banditry, and even a little burglary, Armach has established himself as a mercenary of sorts. His specialty is scaling castle walls in the dark of the night, swiftly dispatching guards, and throwing open the gates for his employers. He’s willing to take on any similar task, so long as the location is not heavily populated. Armach’s typical fee for the breaking is 2000gp and two pinches of dust of disappearance. Thoroughly evil, Armach's attacks at the drop of a hat if he thinks a potential employer is too weak to resist. He is also not above turning coat if offered a bribe at least as large as his initial fee (though few enemies are wise enough to try that ploy). Armach’s favorite tactic is to approach a castle wall silently just as the moon sets. Once over the wall, he slays any guards he meets as quickly as possible, often using his rope of entanglement. If detected, he uses fetch and his golden lions to create a diversion and become invisible with dust of disappearance.

Characters might happen to be inside a castle Armach’s been hired to attack. Chasing down the invisible giant shouldn’t be very difficult for an experienced group, but they never look at giants the same way again. Characters might also find themselves outside an enemy castle when Armach appears on the scene, perhaps hiring an NPC or perhaps to offer his services. Someone who wishes to secure Armach’s services might hire the characters as intermediaries. In either case, the characters must negotiate with the shifty giant to avoid a fight.

Armach

AC5 AV3 (Hill Giant studded leather) MV 120’/40’ HD12+2, level 10, hp 60. 

THAC0 8, ATT 1 Fist/Kick 1d6+3, oversized club (1d8x2) +3, SA hurling boulders 3 yards to 200 yards  for 3d6. Catch large missiles 30%.  Skills; Leatherworking, (Thief abilities) HS 40%, MS 65%, CW 90%. Backstabbing. 

Size H; 13’7” tall  ML 10, ALCE. ST19, IN9, WI8, DX15, CO16, CH10

Fetch giant weasel

AC 6, AV0, MV 150’/50’HD 3+3 hp 18,

THAC0 17, AT 1 bite 2d6 SA hangs on after successful bite inflicting 2d6 dm /r (x2 if moving very actively- running, jumping, rolling, but not combat except when attacking own back) . Size S 3’long ML 9, ST 10, IN1, WI5, DX16, CO 9, CH11, AL N.

Half-Giants (Homo sapiens giganticus)

Hill giants are reproductively incompatible with the other beastman-descended races. There are no half-giant/half-trolls, for instance; however, there are records and modern examples of human-giant pairings. Every successful pairing has been between a male giant and a female human who possessed magical abilities. Likely, a spell of conception was involved, and at least a growth spell to prevent terrible pain during the act.  The birth follows as normal humans, as hill giant children are as equally in size as human babies. They just grow faster and bigger. 

Half-giant children are all female and are statistically human. These ladies are statuesque (6 to 7-foot), shapely, and with human average intelligence, and better than average strength (Strength limit 19 roll as hill giant -2). They can only become fighter classed at normal experience, and further behave like Barbarians. They are nearly always chaotic, but not necessarily evil, many are Neutral or even good in alignment. Half-giantesses are cross fertile with both parent stocks. Sons are the race of the father and their offspring will always be that race, while daughters are also half-giantesses, but their offspring will be depending upon their mate, if human the offspring will be totally human (the giant strain is genetically purged), if giant the offspring will be like with normal half-giantess 

This genetically mixing of the two species is not only possible due to the basic human genetic base, but also due the chaotic strain the Hill giants seem to suffer, all this in conjunction with used magic (Fertility magic).

Half giants may speak both parental languages.

Ettins (Homo giganticus Minor-Hydrae)
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Alliance folklore, and Roag lore before that, speaks of the Ettins: legendary two-headed giants. As with all legends, there is a kernel of truth. Ettins do exist on Mystara, but they are not recognized as a strongly distinct breedable race. Rather, Ettins are seen as a particular form of conjoined-twins unique to hill giants. The ontological development of the ettin’s second head is akin to polyp budding – completely unlike twinning in humans. This may have been the reason of their creation during the Great Rain of Fire radiations. Their number remained low, as they have difficulty breeding, single headed offspring are as normal hill giants are still about 50% of all birth. These children are eaten, chased away at a specific age or abandoned near a hill giant enclave.

The most commonly accepted reason for the ettin-ization in hill Giant offspring today is an imbalance of nutrients and exposure to radiation effects (wild magic zones, etc.) given to the child during gestation, but some maintain it is caused by a peculiar sickness or avariciousness of one or both parents. 

One out of 1000 births yields an ettinized child. Healthy, separate twins are unheard of. The physiology of the Ettin does not always align properly during development, and half of all Ettin births die within the first month of life. Another 25% perishes by the teenage years from compromised health. Those which survive are always send away, and often conglomerate with other of their mutated kin. Sometimes these babies are dropped by the hill giant mother near an Ettin enclave, they are never killed or eaten (in opposition of the Ettin who do this).

The remaining Ettins are capable of surviving into their adulthood, though they are afflicted with disabilities. Ettins stand two feet shorter than their peers, and suffer -2 adjustments in Dexterity, Wisdom, and Constitution. Each head has its own Intelligence, Charisma and personality. Wisdom is “joint” in the sense that the body-mind intuition must work together to do anything.

An Ettin at first appears to be a Hill giant with two heads. On closer inspection, however, the creature’s vast differences from the relatively civilized Hill giant become readily apparent. An Ettin has pink to brownish skin, though it appears to be covered in a dark brown hide. This is because an Ettin never bathes if it can help it, and is therefore usually encrusted with a thick layer of dirt and grime. Its skin is thick, giving the Ettin its low Armor Class. An ettin’s hair is long, stringy, and unkempt; its teeth are large, yellowing, and often rotten. The ettin’s facial features may strongly resemble those of an orc—large watery eyes, turned-up piggish snout, and large mouth, but often it seems reasonable humanlike.

The race is a two-headed Hill Giant and possibly due their origin is more evil and chaotic than even the Hill Giant they originate from, but Ettins on the average are substantially taller and thinner than hill giants. They aren’t able to raise in levels like other Giants, and can’t learn nor understand any form of magic, technology, culture, tribal knowledge, hygiene, family, or what ever else. Their Intelligence is rolled on a 2d4 instead of that of a normal Hill Giant. Further they seem to resemble a common Hill Giant, in behavior. They have many misbirths-due the two heads, but mate a lot with the females who do survive. Young aren’t brought up, they’re reared until they can walk (8 months) and further they must learn all themselves. 

An ettin’s right head is always the dominant one, and the right arm and leg will likely appear slightly more muscular and well-developed than the left. An Ettin wears only rough, untreated skins, which are dirty and unwashed. Obviously, Ettins smell very bad, due to their complete lack of grooming habits – good or bad.

Combat: 

An Ettin is a nasty brute murderous in a face-to-face fight if one is unlucky, injured, or weighed down, but easy prey to a well-armed band of three or more who keep their wits about them and meet the monster on ground of their choice. 

Having two heads is definitely an advantage for the Ettins, as one is always alert, watching for danger and potential food. This means that an Ettin is surprised only on the roll of a 1 on 1d10. An Ettin also has infravision up to 90 feet, which enables it to hunt and fight effectively in the dark. Though Ettins have a low intelligence, they are cunning fighters. They prefer to ambush their victims rather than charge into a straight fight, but once the battle has started, Ettins usually fight furiously until all enemies are dead, or the battle turns against them. Ettins do not retreat easily, only doing so if victory is impossible.

In combat, an Ettin has two attacks. Because each of its two heads controls an arm, an Ettin does not suffer an attack roll penalty for attacking with both arms. An Ettin always attacks with two large clubs, often covered with spikes. Using these weapons, the Ettin causes 2d8 points of damage with its left arm, and 3d6 points of damage with its right. If the Ettin is disarmed or unable to use a weapon, it attacks empty-handed, inflicting 1d10 points of damage with its left fist and 2d6 points with its right.

Ettins, commonly known as the ‘two-headed giants, are a brutish, aggressive carnivores who dwell in caverns, disused mines, and the like, emerging to raid the upper world only by night. They hunt prey well in darkness and subsist on raw flesh of all sorts; however, only rarely do they fight among themselves, and an Ettin will only eat the meat of its own kind if it is badly wounded or sorely in need of nourishment, and no other food supply is readily available. As befits their crude and cruel behavior, Ettins will typically hammer their food to a pulp, either with a weapon or by flailing the carcass against rocks, before eating it.

Habitat/Society

Ettins like to establish their lairs in remote, rocky areas. They dwell in dark, underground caves that stink of decaying food and offal. Ettins are generally solitary, and mated pairs only stay together for a few months after a young Ettin is born to them. Young Ettins mature very quickly, and within eight to ten months after they are born, they are self-sufficient enough to go off on their own.

On rare occasions, however, a particularly strong Ettin may gather a small group of 1d4 Ettins together. This small band of Ettins stays together only as long as the leader remains alive and undefeated in battle. Any major defeat shatters the leader’s hold over the band, and they each go their separate ways.

Language

Typically, Ettins collect treasure only because it can buy them the services of goblins or orcs. These creatures sometimes serve Ettins by building traps around their lairs, or helping to fight off a powerful opponent. Ettins have also been known to occasionally keep 1-2 cave bears in the area of their lairs.

The sloppy caves of Ettins are a haven for parasites and vermin, and it isn’t unusual for the Ettins themselves to be infected with various parasitic diseases. Adventurers rummaging through Ettin lairs for valuables will find the task disgusting, if not dangerous. 

these creatures are not especially fluent in any single language, but use a smattering of words and expressions from whichever tongues are most predominant in their vicinity—usually orcish, goblin, and the local common speech. Most of them know at least a little of the Bratak (Hill Giant language), and Ettins often consider this their ‘own’ language. In some areas of the world where Ettin populations have established themselves and resided for a long time, the creatures have developed a debased dialect of the orcish tongue into a language that can truly be called their own.

Any creature who is conversant in orcish will be able to understand 60% of what is said in this ‘ettin tongue’. Ettins often howl and slobber in bestial rage when in pain or frustrated by nimble foes. 

Some Humanoids have enlisted these misfits as powerful “tools”, where they learned their mismatch of humanoid tongues (Orcish-Goblinoid-Bratak). Ettins do not have a true language of their own. Instead, they speak a mish-mash of orc, goblin, giant dialects, and the alignment tongue of chaotic evil creatures. Any adventurer who speaks orcish can understand 50% of what an Ettin says.

From the Trail Notes of Raujur the Ranger:

Ettins are largely solitary; they have no particular preference for the company of any other creature type, and the feeling is apparently mutual. A mated pair will typically stay together after mating until the offspring is born and has grown to self-sufficiency. Otherwise, Ettins will only seldom gather together and live in small groups, in circumstances where an individual shows itself to be more strong-willed or more intelligent than others of its kind. Members of the leader’s group will cooperate with the leader, and among themselves, as long as they perceive some gain from doing so. If the leader of such a band leaves, or is killed or discredited, the group will dissolve and each member will go its own way.

Ettins are generally stupid, but can be cunning in matters of chasing, ambushing, and fighting prey. They are wary of all other creatures—even other Ettins—and slow to trust. 

Senses

Ettins have keen senses, well adapted to night hunting, infravision out to a 90’ range, and a sense of smell sufficiently developed to distinguish animal, unusual, and specific, known-to-be-dangerous scents from those of the surroundings within 30’. They dislike sunlight or other strong light (continual light, but not a torch or a light spell) intensely, but it does not harm them or impair their fighting abilities. The dislike comes from habit and conditioning, and their self-preservation instinct; they inhabit darkened, hidden places because of their solitary nature. They greatly prefer to hunt at night so as to take full advantage of their keen senses, and to reduce the chances that they themselves will be set upon by adventurers or other adversaries. 

Two Heads

One fact known by everyone, of course, is that Ettins have two heads. This strange property affords them some obvious benefits in combat situations; fortunately, however, their low intelligence prevents them from taking full advantage of this ‘blessing’. The head on the right-hand side of an ettin’s body is always dominant; despite folk tales and ballads to the contrary, an Ettin never argues with itself.

The Ettin derives some unusual protection from its dual brains. Spells of mental control, such as sleep, fear, and any charms or hold spells, will not completely affect an Ettin unless two spells of the same type are cast upon it, either simultaneously or one after the other so that both spells are in effect at the same time. Of course, both spells must succeed; for magics of this sort against which a saving throw is allowed, each head is entitled to a save against one of the spells. If one but not both spells succeed, the unaffected head will assume control of the body without pause or internal struggle, and the affected head will be held powerless until it regains its normal state (at the expiration of the spell’s duration). If the affected head is the dominant (right-hand) one, it will immediately resume ‘control’ after returning to normal. During this time of powerlessness, the arm closest to the affected head will hang limp and useless; it will not drop anything it is holding, but cannot consciously use or wield such an object and could (under the right circumstances) be easily disarmed or disengaged from the object by the application of some force (a list or weapon blow, for instance) against either the arm or the object. 

Note that repulsion, mass charm, psionic domination, and other ‘group-effect’ magics and powers will affect both heads of an Ettin upon a single application; if a saving throw is allowed in such a case, the creature is only entitled to one. If the ettin’s dominant head is destroyed or severely damaged in a fight, the creature will be confused for 1d6 rounds, after which time the single functioning head will gain control of the ‘opposite’ arm, but that arm will only be capable of wild (empty-handed) flailing until the Ettin learns to control both arms with its single head. This process takes 1 to 2 months to run its full course, after which time control is perfect and both arms can attack normally. 

Damage figures for both arms will not change, regardless of which head is controlling both of them. Because of its low intelligence, an Ettin saves against all types of illusions at -1. but each head is entitled to a saving throw, and if one or both of them are unaffected by the illusion, the Ettin will be enraged at such a trick, not bewildered at its occurrence, and will angrily seek out its perpetrator.

Also contrary to certain legends, an Ettin cannot regrow a lost head; however, a one-headed Ettin is well able to survive its loss and carry on a normal life, albeit without the aforementioned combat advantages and most probably without receiving any trust or respect from its fellow creatures, which will look upon the one-headed Ettin as deformed. The former disadvantage is minimal in most cases, since even a one-headed Ettin is a formidable foe in physical combat. The latter disadvantage is not considered important either, because such creatures generally do not solicit or value the trust of their fellows in any event. 

Ecology:

Because Ettin society is so primitive, they produce little of any value to civilized creatures. Ettins tolerate the presence of other creatures, like orcs, in the area of their lair if they can be useful in some way. Otherwise, Ettins tend to be violently isolationist, crushing trespassers without question.

Ettins collect treasure only because it can buy them the services of goblins or orcs. These creatures sometimes serve Ettins by building traps around their lairs, or helping to fight off a powerful opponent. Ettins have also been known to occasionally keep 1-2 cave bears in the area of their lairs.

The sloppy caves of Ettins are a haven for parasites and vermin, and it isn’t unusual for the Ettins themselves to be infected with various parasitic diseases. Adventurers rummaging through Ettin lairs for valuables will find the task disgusting, if not dangerous. 

A female Ettin will bear a single offspring seven months after mating, and such young typically grow to full size in little more than a year. The offspring of a pair of Ettins has no combat ability until it attains six months of age. From that time until it reaches one year old, the young Ettin is size M (5. tall) with 3 HD and does roughly half damage on an attack with either arm. In the period of one year, an Ettin is grown to 5 HD and quite able itself, and will either be abandoned by its parents or simply treated as another member of the group. It will grow to 7 HD in two more years and finally reaches 9th HD after about another four years; it is truly adult at 10th HD after another 4 Years. 

Female Ettins are always longhaired, and generally more full-bodied than the males, whose frames are relatively gaunt and wiry except for the exceptionally broad shoulders which are (for two obvious reasons) a hallmark of the species. Neither the male nor the female takes any care over personal appearance, but females like to wear jewelry as a status symbol, perhaps to display their hunting prowess and thereby prove themselves attractive to a prospective mate; females may gain their finery from prey they vanquish, or as gifts from male Ettins during the crude courtship ritual they practice. Aside from the uses described above, Ettins keep treasure to bargain with and to purchase the services of others for specific tasks, such as hiring a band of orcs to build a wall or a trap near an Ettin lair. 

An Ettin has pink to brownish flesh, with calloused hands and feet that carry a yellowish tinge. Its complexion often looks darker than it actually is, because the creatures are habitually covered with dirt and filth. The clothing of an Ettin, if such a term can be used, comprises nothing more than scraggly, filthy animal-skins. The creatures care nothing for the appearance or odor of such garb, and wear it only for the warmth and comfort it affords them when sleeping on cold, rough stone. Such garments never have sleeves or other accessory parts, for Ettins don’t want to be hampered in a chase or a battle by mere sleeping-furs. . The skins worn by an Ettin are uncured and rotting, and typically carry parasitic diseases; Ettins are not immune to these diseases but ignore it totally. They will, however, never suffer damage from it or die by it. 

Ettins have no finesse, or the desire to have any, when it comes to physical combat. They fight with crushing and battering weapons such as spiked clubs and iron bars. They have been known to throw rocks if no other weapon is immediately at hand, and they will not hesitate to rip apart furniture or uproot small trees to fight with. Their outlook on combat is as crude as their tactics; Ettins know nothing of honor, fairness, or truces. Boulders or rocks thrown by an Ettin do 2d6 points of damage per hit, with range figures of minimum 3 feet to maximum 120 feet; each arm can throw one rock per round. Note that this is not an ettin’s preferred attack mode, and the monster will always use some sort of hand-held weapon if one is available.

But the two-headed ones are not imprudent, and will not take on obviously superior foes if escape is possible. They will bargain with all intelligent prey if they think more food will be gained by doing so, but if the bargaining gets unpleasant or frustrating, they may abruptly decide that a snack in the hand is worth a feast in the bush. At any rate, Ettins do not feel bound by agreements reached by bargaining. They seek only to get what they want, and as much of it as possible, while incurring the least risk to themselves.

Capable of dealing massive amounts of damage, the Ettin delivers a healthy dose of terror to the average adventurer. With two clubs that can strike for an average of 13 points per hit, the creature's full attack can reduce even a raging barbarian to tears. As such, Ettins make effective encounters on their own or good minions for tougher giants and powerful warlords. 

The Ettin have Cave Bears, Orcs, Goblins, and rarely a green dragon as allies.

But even though its weak points can't be completely overcome, a tougher-than-normal Ettin can still put a serious fright into its opponents. Just keep in mind that its power comes in short bursts—it doesn't have the staying power for a long-term fight, but if it can survive for even a couple rounds of melee, it's done its job. Thus, enhancing its short-term effectiveness is often the best bet for keeping it potent.

The Great Rain of Fire nearly obliterated the Hill Giant race, genetically corrupted by the radiation several new evolutionary offspring arose. One of them was the Ettin, of which later a single entity (Grolanthor) was responsible for creating the Ubue,

Since 300AC these creatures diminish in number due the encroaching humans and their killing adventurers. It is rumored that some unknown immortal placed some of these individuals on an island in the Hollow World.

Hill giants can detect and identify living creatures via scent alone at a range of 30 feet.

Well known Ettin

Grush: The Ettin Barbarian
Grush is a run-of-the-mill Ettin barbarian. He works equally well as a lone opponent (perhaps a hunter cast out from his colony, or the last survivor of a dwarf-giant battle) or as part of a group. With two mouths to utter his raging howls, he makes quite a racket during a fight. To stage a particularly terrifying combat, add a couple more just like him and watch the blood fly.

Grush: Male Ettin, Large giant; HD 10d8+20 plus 2d12+4; hp 82; MV 120’/40’ AC 3, 

THAC0 Att large club R; 1d6 x3 or L; 1d6 x2 or javelin 1d8 x2, SA Berserk rage 1/day; infravision, AL CE; SV Str 20, Int L/R 6, Wis 10, Dex 8, Con 15, , Cha L; 11 R; 9. 

Skills: Hide in shadows DX Hear Noise IN, Find Traps IN, Alertness. Possessions: +1 breastplate, two large clubs, four javelins, potion of cure serious wounds, 600 gp.

Grolanthor, the Crimson Ettin

Ettins worship an immortal-like being that is similar, or identical, to the one the hill giants know as Grolanthor, though they usually do not call the Immortal by this name. He is usually known by a slightly different name, such as ‘Grolettinor’ or ‘Grelinor’, among the Ettins that revere or worship this figure. They view their Immortal as a gigantic Ettin of great intelligence and wisdom (as well as superior fighting prowess) whose two heads enable him to maintain an eternal vigilance against all who would seek to subjugate or destroy the Ettins. The similarity of their immortals suggests the link Ettins and hill giants have, but the two species have no affinity for each other nowadays. A very few Ettins rise in service to their Immortal to become 3rd level shamans. In order to cast spells, a Shaman must have a Wisdom of 9 or better.

Children of the Kingdom of Many Colors have long been scared by the tale of Grolanthor, the Crimson Ettin, a fearsome creature of unbridled hunger and cruel intellect. Unfortunately, the nightmare is true.  (Pictured adapted to suit description).

The Crimson Ettin is unique: a three-headed giant who was so ravenous he ate through his mother’s womb. The creature bred with several Ettin and as thus became responsible for the creation of the race of Ubue, of which he was the progenitor. The beast was finally subdued by other giants and somehow trapped within a fairy-built prison plane. 

AC-3, AV by armor (max 4), -4AC for 4 attacks each round, Deflect two attacks each round if SV DR success. 

HD 26****, Hp 152, MV 150’/50’ 

THAC0 Primary target +8, Secondary Target +6, AT 2 giant clubs Grand Master P; (1d6+6)x2  S; (1d4+6)x2,  

Or two spells (By spell MU or CL)

Morale 11, ALCE, ST 20, IN 16, WI 16, DX 13, CO15, CH 8, XP 20,000

The Crimson Ettin quickly conquered his new home (the Prison realm) and remade it in his image. He learned arcane and clerical abilities (his right and left heads, respectively) in addition to his martial development. He has the capabilities of a 27th level magic-user and Cleric. The giant gets his spell from an unknown Entropic Immortal (Hell is assumed), and is the thus prepared by its dark immortal that it seems he is the one able to give spells to its few followers—in effect the immortal gets its due but uses Grolanthor for its own purposes. The giant now awaits his release and return to the Dale. The Prison realm of the Crimson Ettin is filled with two-headed beasts. Each head bears four horns. These animals charge trespassers, but those who can show now fear (treat as a cause fear spell) will go unmolested. 

In melee the Crimson Ettin attacks with a large club in either hand. This is coordinated by his central head. From a distance, his left and right head cast appropriate spells. The Crimson Ettin has learned how to intertwine his hand motions to cast spells simultaneously. 

His prized possession is his silver wand. This wand can put victims into suspended animation, turn them to stone, or disintegrate them. 

Only a prismatic stone (the Yellow Diamond of Release), left at a particular hill-lock in the Flatlands on the night of the full moon, will break the seal on the Ettin’s realm. From that point forward, he will be able to freely merge his fairy realm with Mystara on nights of the full moon. 

The Ettin enjoys playing games with his food, and he might engage in riddling before devouring someone.

Ubue (Homo giganticus Grolanthorii)
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These beings vaguely resemble large humans, but not only they are larger than humans, they have three heads, three arms and three legs. One of the three heads will always be of a different sex from the other two and it will always be in the middle. The sex of the Ubue is determined by how many heads it has of one sex. Two male heads indicates it will be male and vice versa. Due to this division of heads, there is a great deal of argument between the heads from time to time. Sometimes these arguments are untimely, as in the middle of a battle (15% chance).

They are only found on the Adri Varma plateau, but could find a niche in the cold mountains, hills and forests if given a chance.

Combat 

Ubues are not very bright, and prone to arguments at the worst possible times (15% chance). Character may attempt to provoke an argument between the ubue's heads by attempting a Diplomacy check opposed by the Concentration check by the Ubue. If in battle, an Ubue must make an intelligence check each round or stop fighting for 1d4 rounds to argue amongst its heads. They do not form cunning strategies, either. But they are capable warriors and can hold their own in a straight-up fight. 
Because he can use any simple weapon, an Ubue is a deadly opponent with just about any weapon in his hand.

An Ubue is used to combat with none to light (AV2) and every kind of shield except a large or a tower shield.  A properly equipped Ubue is no slouch when it comes to defense.

Ubue are typically armed with Clubs, Staffs, knives, spears, and weapons of opportunity. Armor is limited to shields, helmets, and chest plates. They tend to be hostile toward unfamiliar wizards. 

Ubues attack wildly with their weapons or with their bare hands if they are unarmed. There is no real skill or method in their combat––they attack with primal rage and savage brutality. Because each of its three heads controls an arm, the Ubue does not suffer an attack penalty for attacking with three weapons.
Also due to its multiple heads an Ubue can only be surprised on a 1 on 1d20.

Adaptation

They have however adapted strongly to their environment and are not only sturdier and better in constitution and overall health, they also suffer less damage from cold (-1 point from each HD of cold damage, and the even have a +1 to their saves against cold.

The Ubue’s heavier Hit Dice give him unmatched hit points, especially if he has a decent Constitution score.

The natural hardiness of his life in nature helps him resist most effects that attack his body, such as poison, polymorphing, and energy draining. they get a +2 to  all necessary saving throws, and get a saving throw -8 against level draining attacks if no such save was allowed.

Habitat/Society

The social system of the Ubues is simple. The strongest male Ubue is the tribal chief. A male Ubue can at any time challenge the chief for the right to be the new ruler. If the challenger loses, he is forced to leave the tribe for a period of 4 seasons. His family, if he has one, is often exiled with him. If the chief loses, he simply becomes one of the village elders and will always have voice in the council.

The Great Rain of Fire nearly obliterated the Hill Giant race, genetically corrupted by the radiation several new evolutionary offspring arose. One of them was the Ettin, of which within a decade a single Ettin (Grolanthor) was responsible for creating the Ubue; unaware to himself he was sponsored by the Immortal Hell. A combined effort of Giants, Fairy and Humans imprisoned the Crimson Ettin (as it was called now) in the year 2875 BC. In this real Grolanthor became more and more powerful, and became a conduit for his (unknown) immortals magic and spells towards clerics—she had her hands full and this loyal follower would act according to her carefully prelaid plans. She made him into a monster ruler, a near immortal creature, and she planned its escape from the realm long before most people learned the chance of it.

The offspring of Grolanthor was banished to the Adri Varma Plateau where they still live. Since 300AC these creatures diminish in number due the encroaching humans and their killing adventurers. It is rumored that some unknown immortal placed some of these individuals on an island in the Hollow World.

Female Ubues generally give birth to only one child at a time. If more than one babe is born, the tribe’s shaman will kill one of the babies. If one of the babes is female and the other male, it will be the female that dies; otherwise the shaman cast sticks onto the floor searching for signs from Grolanthor as to which child to slay. Ubues have pale flesh, and in all features appear as a thin hill giant or a large human. They wear animal skins, and use bones as hair decorations and jewelry. 

These odd creatures live in the palace. They mainly want to be left alone, but will fiercely defend themselves and their territory if attacked. They know of the cleric Catharandamus, but not of his plans. Depending on how they are approached and what the party does, the Ubues may: try to play the party off against the cleric, ask the cleric for help against the party, or even help the party against Catharandamus, if asked! It is important that Ubue reactions are not based on random dice rolls, but on logical responses to party actions (and note that having “weird”—but consistent—logic could be fun!). 

Skills

The skills an Ubue uses most are Climb, Handle Animal, Intimidate, Jump, Listen, Survival, and Swim. The Ubue isn't necessarily a skilled class, and is often admired most for its brute strength and rage special ability.

Magic

Most Ubues have an inborn fear of anything magical, or unnatural (including most monsters) and prefer to stay away from it as far as possible. This is also the reason that they have no Wicca’s sorcerers or any other magic user class. Their magic is solely from their shaman and is as thus derived from their immortal or Grolanthor. That is what they understand and accept.

Faith

These creatures all worship Grolanthor, their creator-ancestor.

Ecology

These creatures still live on the Adri Varma plateau, mostly in abandoned caves, castles or other roofed locales. They intended to wander north but great amounts of goblinoids in that region recently prevented their partial relocation. They Are omnivores, but prefer to eat flesh, especially the Decapus, and insects of any kind. They do not keep treasure, other than their weapons, armor and worn jewelry.

Fomorian Giants (Homo giganticus Minor-Infectae)
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The Great Rain of Fire nearly obliterated the hill Giant race, genetically corrupted by the radiation several new evolutionary offspring arose of which the Fomorian was the most changed. Their number remained fairly consistent but oppressed by the upcoming human cultures. 

Fomorians were the most hideous, deformed, and wicked of all giant-kin.
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The Fomorian was a hideously ugly and grossly deformed type of giant-kin. They were not tolerated in any societies except those of the frost giants, hill giants and ogres who often used them for manual labor.

A Fomorian was usually neutral evil in alignment.

Deformities

The Fomorian giants were all grossly deformed behemoths. Each had a different set of deformities (which must be determined by the DM as per table. Their thick, hairy metal bits they wore for protection, gave an effective AC of 5. They had scattered patches of hair as tough as wire on their pale white skin. Large warts and other growths were scattered across their bodies. There was no single odor associated with fomorians; some smelled strongly due to overactive sweat glands, others had no smell. Their voices were also each different due to their unique deformities.

Body parts like ears and eyes were in odd places upon the head, resulting in a worse chance of being surprised. 

Prophecy

For some reason, most fomorians were certain that the giant king who was prophesied in the wake of the Giant wars would be born as one of their brethren. They believed that one cannot reunite the giants and reform their society without first seeing the ills of that society through twisted, Fomorian eyes. Such prophets predicted that at first, as a Fomorian, the king will have no memory of his identity or purpose. Then, after he realized his true destiny, he would metamorphose into a grand giant larger than the tallest titan. Once this transformation is complete, he would accept the fomorians as his chosen, transforming them in his own image. All in all, such prophecies composed a remarkably sophisticated bit of spiritual theorizing for creatures as dull-witted as the fomorians. Exactly how these rumors started remains a mystery. The Fomorian giant became extinct in the flooding of the Taymoran Empire (1750 BC).
Combat: 

Fomorians tried to catch a foe off-guard and hit as hard as they could while they awe unawares, since, unlike other giants, they didn't throw boulders. They could be "convinced" to fight alongside a travelling party, but this companionship only lasted as long as the Fomorian feared his dominator

Fomorians used all manner of clubs and other blunt instruments. Regardless of the weapon, it inflicted double damage plus Strength adjustment, while their fists alone inflicted 1d8+ ST adj. points of damage. Their deformities prevented them from hurling boulders as true giants. They worked any bits of metal they could find and scavenge into their clothing, to aid their Armor Class. The typical Fomorian was AV2, while a particularly well-armored one, might get an AV as good as 4, but no better.

Typical Fomorian strategy was too sneak up on an opponent and hit him as hard as it could. It worked well for them since their opponents suffered a -2 penalty to their surprise rolls, because the fomorians moved slowly and carefully. These giant-kin were only surprised on a 1 on the 1d10 surprise roll, because they tended to have eyes and ears in odd places on their heads. If the Fomorian bothered to keep an opponent alive, he was crudely tortured until dead, and then eaten.

Habitat/Society: 

Fomorian monarchs rule their dominions mercilessly and cruelly, their tyranny fueled in part by typical Fomorian madness. Among some Fomorian rulers, this insanity manifested constantly, and their kingdoms were places of chaos and violence. Among others, their madness manifested in a more calculated form, allowing for rational thought, although this didn't diminish their lust for power. All Fomorian rulers, regardless of how insane, had one trait in common: extreme paranoia. For all their physical and magical might, they constantly feared rebellion from within, as well as conquest from without.

Fomorians lived in mountain caves, abandoned mines, or other subterranean realms. They rarely modified their homes, but adapted to what was already there. These deformed giants wandered throughout the underground complex, for almost any distance, stopped only by hazards they did not want to challenge. A Fomorian clan picked a small, (to them) defensible alcove for a lair. Their territories were sometimes marked by the bodies of their enemies. Their treasure consisted only of stolen items from enemies. Pieces of armor were added to their own patchwork protection. Since they did not care for it, this armor quickly deteriorated and became worthless.

Their society was ruled by depravity and wickedness. The strongest and cruelest giant ruled over all the others within reach, which was usually a small number. The women and children were treated as slaves. Acts of violence were common among fomorians, sometimes resulting in permanent injury or death. 

Fomorians were so abominable that they were not tolerated by any but ogres, hill giants, and frost giants. Although all-Fomorian settlements existed, a large percentage of Fomorian population could be found working as manual laborers in the ogre encampments and giant steadings. Most held particularly dangerous or distasteful jobs (kennel minder, dust sweeper, butcher, torturer) and worked in exchange for table scraps and warm (though often filthy) bedding. Although the beasts’ deformed physiques and complete lack of coordination tended to make them ill-suited for even these miserable tasks, the giants seemed to enjoy bullying them, so their place in Giant society remained secure.

Fomorian giants have been known to work with other creatures for evil causes. Usually the other creatures must have completely dominated the fomorians, or be capable of it, to form the alliance. Such an agreement lasted only as long as the fomorians feared their cohorts. Once their interests no longer coincided or the fomorians no longer felt threatened, they double-crossed their partners, as quickly as possible.

Fomorians were usually found in caves, abandoned mine shafts, or like areas, decorated by the half-eaten remains of their last meal. The strongest Fomorian rules over the rest, and females and children are treated no better than slaves. Violent acts were commonplace. Captives were usually tortured for their captors' amusement, then eaten. 

Fomorians often worked for frost giants, hill giants or ogres in exchange for food and lodgings, which were invariably of poor quality. Their deformities made it difficult for them to carry out the manual tasks to which they were normally assigned, but the races for which they worked usually enjoy exerting their power over them. 

Fomorian Rule

Wielding absolute power within their kingdoms, fomorians ruled their dark territories through fear and oppression, and few dared to challenge a fomorian's grip on a kingdom. The unique madness of each ruler meaned no two courts were the same. One court, that of King Borunnor, for example, embodied the enigma of Fomorian rulers. One week, he might seemed merciful, granting pardons and sending emissaries of peace to neighboring kingdoms. But the week following, in a mercurial shift of temperament, he was just as likely to begin an inquisition to root out traitors, slaughtering pardoned souls and triggering sleeper agents among his ambassadors. Another king might revel in blood sports and holding grand tournaments between selected champions, as well as command the public—and graphic—executions of political enemies and conspirators, both real and imagined.

To an outsider, chaos seemed to reign in Fomorian kingdoms, but there was a method to their madness. The paranoia that besets Fomorian rulers was one of the prime reasons that they managed to retain their power, because their constant fear was infectious. Their subjects tended to be suspicious and were likely to turn on one another if given an opportunity, for a Fomorian tyrant showed favoritism to those who succeeded in their ruler's plots and were willing to betray their fellows to do so. Fomorian tyrants were notorious for using their spies to stir up trouble within their own governments to try to expose traitors, and many of those accused, interrogated, and publicly executed were often just courtiers who failed to plan well enough for the onset of their ruler's latest mad investigations.

Each Fomorian tyrant had an extensive spy network, mostly other racial spies and assassins that acted as a tyrant's secret police. Many were skilled at stealth or deception. These spies allowed a Fomorian tyrant to see much that happens within a kingdom, so the tyrant relies on them but does not necessarily trust them. Due to their constant fear of insurrection, Fomorian tyrants kept few allies other than their loyal Cyclops bodyguards, the only other creatures a Fomorian would trust. Few other servants kept their positions for long before they were moved to a new one or are relieved of duty permanently.

Not every Fomorian ruled a kingdom. Those fomorians who lacked this power hungered for it—a trait that fueled the fears of the leadership. Such fomorians often sought service under a Fomorian king or queen and then constantly schemed to usurp power. Still other fomorians sought advancement by overthrowing a nearby power base of another race, and claiming its magic and riches as their own.

A Fomorian tyrant's spy network didn't keep tabs on internal threats only. Fomorians plotted against each other constantly, which was one of the main reasons they saw traitors lurking in every shadow. A Fomorian knew that his or her constant scheming was not unique among fomorians, that his or her lust for power was equaled by other Fomorian rulers', who were doing whatever they could to undermine one another's authority. They had sent their agents across the land, seeking chinks in the armor of neighboring Fomorian kingdoms.

The natural suspicion of a Fomorian tyrant's subjects served a kingdom well when preventing incursions from external enemies. Untrustworthy of any creature they did not recognize, the tyrant's subjects were quick to report newcomers. A tyrant's subjects and spies kept an especially watchful eye on the Nithians, who commonly established outposts or enclaves within reach of the giants. But really, any race with a chance to accumulate power, especially magical power, was likely to gain the attention of a Fomorian tyrant's wandering eye. And woes to them, for fomorians were tenacious in their madness, and usually nothing short of death would stop them from pursuing a goal.

Entertainment
Fomorian kingdoms were filled with blood sports. Gladiatorial combat was common and usually involved captured creatures from the world, as well as supposed traitors to the crown. Sometimes these games went on for days of gory pageantry. Whether held in massive arenas built of logs or staged as races through city streets and surrounding caverns, each contest was either to the death or, sometimes, until mutilation.

In the latter case, two opponents were given nonlethal but brutal weapons, such as lashes or staffs that sometimes emitted a magical, low-damage dose of painful electrical damage. Other times, contestants were put through a grueling series of tests. Sometimes these were public inquisitions presided over by a master torturer, and sometimes the contestants were made to compete at trivial games, with the loser being punished by the loss of a finger or possibly a nose or an ear. Some games continue until one competitor confesses to some crime, whether or not it was committed, and begged for death. The winner—almost certainly deformed in some way—is usually never seen again.

What happened to the winners? Those who showed a penchant for surviving the deadly games of a Fomorian kingdom often found themselves in a worse situation. Fomorians, perhaps because of their own disfigurements, often pursued bizarre breeding programs, trying to combine the fiercest creatures in the hope of creating new forces for their blood sports and armies. Those who found the most success in the gladiatorial arenas often found themselves subjected to these breeding experiments, which usually resulted in their minds and bodies being twisted beyond sanity. Of course, without magic, these experiments went nowhere.


The Court 

A Fomorian tyrant's court consisted of a variety of creatures. The most common, and the roles they often assumed in these bizarre hierarchies, are described below.

Cyclopses: 
Perhaps the creatures most instrumental in ensuring a fomorian's rule—other than the Fomorian—were Cyclopes. These one-eyed giants served their Fomorian masters unquestioningly and without hesitation. They worshipped their Fomorian masters as gods. No one is certain why Cyclopes viewed their masters in this manner, and many sages debate the behavior endlessly. Cyclopses acted as a fomorian's valued lieutenants, spymasters (though they rarely took to the field themselves as spies), field generals, and bodyguards, and the number of Cyclopes a Fomorian ruler commanded served almost as a measure of the ruler's power. The taymorians, among others, believe that if they could unravel the secret of the Cyclopes' blind obedience, they could sever the tie between fomorians and Cyclopes and weaken all Fomorian kingdoms permanently.

Most Cyclopes were gifted in some sort of craft. Some showed a knack for creating ornate suits of magic armor or magic weapons, and fomorians valued any creature that could increase their store of magic.

Goblins: 

Some goblin kingdoms populated the dark reaches of certain forests. Only a few goblins served within the dark realms of the fomorians, usually as ambassadors from their own kingdoms on the surface.


Magic
Because of how massive and brutish-looking fomorians were, many of their enemies assumed that fomorians would attack only with the massive weapons they carried. While all fomorians enjoyed the feel of their enemies' blood splashing against their skin, they were astonished with the destructive effects some magic could have on a victim.

Fomorian rulers employed some of the best magical artisans, some willing and some not. The Cyclops armorsmiths and weaponsmiths in Fomorian employ were legendary, although many a Fomorian had enslaved members of other races. Captured dwarves were especially prized, as were enslaved Taymoran humans. Fomorians valued magic as highly as dragons, some say, and many adventurers and brave merchants had offered powerful magic items to gain audience with a Fomorian ruler or to secure safe passage through a Fomorian kingdom.

The struggle for power through the acquisition of new magic has led to some of the fiercest struggles between fomorians and the other races. 


Ecology: 

These twisted giants could live for weeks on little or no food. This was good, because their underground dwellings did not provide an abundance of it. They could eat almost any organic material, including fungi, lichens, plants of all sorts, bats, mice and fish. They particularly savored the taste of large mammals, especially those that begged not to be eaten. Preparing a meal usually involved torture rather than any efforts to improve its taste.

Their treasure consisted of metal parts to protect themselves, but they were further completely uninterested by it. These creatures were only used by other races when completely dominated. 

They had returned to a lifestyle similar to that of a Hill Giant, but without any skills or knowledge. These Giants weren’t capable to learn any magic, gain levels, learn intricate skills or crafts. They were only violent destroyers of all that lives. 

It’s falsely rumored by local sages that the Immortal Thanatos was responsible for their creation, and finally their demise. Recent excavations in Karameikos revealed many bones mangled together against a rock face with fossilized oyster banks. As if they were swept aside by a giant hand, suggesting some great aquatic disaster, resulting in their death.

Some say that the demise of the Taymoran was only partly due to the death of the Fomorians, some archeologists have found traces of chicken pox on the remains. It is assumed that this race was already on the brink of extinction by a disease, and the Taymoran disaster was a bit earlier, while the disease cleared the rest of these giants. Some even go further and assume a mage, cleric or even an Immortal was responsible for their death, but this can’t be proven.

Cyclops
(Homo giganticus Cyclopus) 
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A Cyclops (plural; Cyclopes) is a rare type of Giant, noted for its great size and the single eye in the center of its forehead. They have shaggy black or dull, deep blue or brown hair that falls in a tangled mass on their shoulders. Its skin tone varies from ruddy brown to muddy yellow. Its voice is rough and sharp. Some (5%) have a absurd high-pitched voice. They dress commonly in ragged animal hides and sandals, and smell equally of parts of dung and dirt and badly treated fur. A Cyclops is about 20’ tall. 

Cyclops hair is long, shaggy, and unkempt, a haven for lice, Ticks and fleas. Usually black, it can also be a dull, deep blue. Grooming is uncommon, usually a Cyclops just tucks his hair behind his ears to keep it out of the way.

Members of both sexes lose their hair at an early age. By the time a Cyclops enters adult society he’s already thinned on top,, if he doesn’t already have a full-fledged bald spot. By age twenty-five, most Cyclops are completely bald. They don’t mind the lack of hair, since it keeps the vermin at bay.

In addition, Cyclops don’t grow facial hair, so beards and moustaches are unknown among the race. A few hairs may be seen among the very old around their mouth.

A beautiful Cyclops has a classic wide nose with gaping nostrils, and a hairless scalp glinting in the sun.

They may sport large fangs, and even a large eyebrow above their single eye (almost reptilian in appearance). There are unconfirmed rumors of Cyclopes who had a single frontal horn, on top of their forehead, slightly curving backwards, this is however, still unconfirmed.

A Cyclops’ tough hide grants him a natural AV of 1, because of their thick skins provide them such ample protection, Cyclops never wear armor and seldom carry shields. It also protects him against local cold (giving him a +20º F extra corporeal warmth, and a +1 to saves and -1 damage per Die (minimum 1) against magical cold).

Because their single eye is directly above their nose, Cyclops do not have nose bridges. Instead a Cyclops nose is broad and flat, with wide nostrils. The oversized nostrils allow for a greater air intake in the higher altitudes, where most mountain dwelling Cyclops lair. 

A Cyclops eye tends to bug out somewhat. The position of the eye grants the creature a wide range of vision, nearly 180 degrees in front of it. Cyclops rarely have vision trouble (such as nearsightedness or farsightedness); this is probably an evolutionary adaptation; with only one eye, it’s important that the Cyclops retains strong vision.

The name Cyclops means wheel-eyed, named because their eyes are said to be as big and round as wagon wheels.

Cyclops have two tear ducts, one at each side of their single eye. Since they have just one eye, evolution has made it easier for them to keep it free of dust and dirt.

Combat

The Cyclops has poor depth perception because of its single eye and therefore it strikes with a –2 to any attack. They will usually attack with it’s Giant club. It can, like most Giants, throw boulders at great ranges. They are usually armed with a large tree trunk used as a club or staff, but sometimes also use Giant forms of bardiches, and slings. They never wear any armor, but instead are able to move silent as a thief of their level or Hit Dice (which ever is greater). If the opponents are close, they often rush forward to batter them with weapons. They often forget to throw boulders from a distance. They save as a fighter equal their Hit Dice. 
Cyclopes are known for their stupidity, and a clever party can often escape from them by trickery.  
Curse

Some Cyclopes (5%) are able to cast a Minor or Major Curse once a week, but have no control of the exact effect of the curse (which is chosen at random by the DM—1d00=1-75 minor, 76-00 Major, further see there (Ultimate Spellbook)).

Weapon Choice

Cyclops prefer simple weapons—clubs, spears, slings, and bardiches. The clubs can be either standard size or more commonly, great clubs. The Cyclops bardich is a stone axe head mounted on a 5’ wooden shaft. Cyclops have simple battle tactics; they see a foe and immediately close to fight using clubs and bardiches. The spears and oversized slings are used only if the enemy is out of range (1d6 dm/pebble), and also in the rare occasion Cyclops go out to hunt.

Slings

Occasionally, Cyclops fill their slings with a handful of small rocks and pebbles. This buckshot spreads over a larger target area. Inflicting 2d6+4 points of damage – full AV (so mimic the results of being hit more than once) to all targets within a 10’ area. On the downside it takes a full round to reload a giant sling with buckshot. (normal sling can’t be used to do this.

Missile weapon penalty

Because of their monocular vision and resultant lack of depth perception, Cyclops strike at -2 to hit with most missile weapons. For this reason, they put little stock in ownership of missile weapons; slings and spears are community property, to be used by any tribe member requiring them. Melee weapons, on the other hand, are more reliable, inflicting greater damage to the Cyclops enemies (owing in small part to the brutes’ enormous strength)—thus nobody had better mess with a Cyclops club or Bardiche. These weapons are private property, and taking another’s melee weapon is ground for a fight, often to the death.

Cyclops are more than willing to make use of captured weapons, but as metalsmithing is unknown to them, they can’t manufacture swords, knives, and the like.

Weapon construction

While females are not permitted to use weapons, they are usually in charge of making them. The males are too lazy to do it themselves, and they don’t wish to delegate the task to slaves (disgruntled slaves and hand weapons are never a good mix).  The Cyclops females become quite good at fashioning spearheads and axe heads, whittling down wooden shafts for spears and bardiches, and sewing together leather slings. The males reserve club production for themselves, as this usually entails nothing more than finding a sturdy tree limb.

Tracking

Cyclops are universally recognized as pathetic hunters and even worse trackers. Evading a Cyclops in the wild is not difficult at all. On the other hand, tracking one is almost embarrassingly easy, as they make no attempts to hide their trails or cover their tracks merely plod along in their bumbling way. Even those without the tracking skill can follow a Cyclops trail one time out of three; those with the tracking ability gain a +4 bonus to their attempt when following Cyclopes. As a noted forester once put it, when it comes to a Cyclops’ knowledge of tracking skills, the word that best describes them is clueless.

Habitat/Society

A Cyclops often lives alone, though a small group may eventually form and share a single large cave. They spend their time raising sheep and grapes (or other fruits). They’re known for their stupidity, and a clever opponent can often escape them by trickery. They shy away from organized settlements. If left alone they leave armed groups alone, though they aren’t above attacking a seemingly much weaker force if they stumble across one. They have no regard for any other life than their own, are very egoistic and egocentric. Captives are either enslaved or eaten this doesn’t happen very often, since they tend to live in remote rocky places. They rarely wander more than 10 miles from their caves. 

Then how do they spread the world, one does ask? This is done by their unknown Immortal patron. Whenever a Cyclops doesn’t want to live somewhere and becomes stricken by grief due their current situation, the immortal Teleports the Cyclops somewhere else on the outer world, where other Cyclopes could live, or mostly where they like to try to live. This is how these creatures can be found on isolated islands around the world. The Cyclopes will also instantly be affected by a forget spell which removes any details from the last location and what happened there. This could result in a stupid Cyclops truly believing he lived on a spot for all his live, while he just arrived there a day ago.

Male domination

Cyclops society is completely male-dominated and led by the strongest male. The weaker males follow his lead only through fear. Females and children are in turn subservient to the males and occupy the lowest niches of Cyclops society. Cyclops have nothing but disregard for those weaker than themselves, even members of their own tribes or clans. Thus, the leaders is brutal to everyone, the weaker males obey the leader, but are in turn brutish to their mates and children. Cyclops children, if they’re lucky, can vent their frustration on the clan’s slaves. If a clan has no slaves, they just bide their time in silence until they are big enough to fight back successfully. Most Cyclops clan leaders are killers not by one of the many creatures that habitually prey upon Cyclops, but rather by another male of their own clan that has had enough of subservience and has decided that it is time he gets to be the boss.

Life expectancy

Cyclops life expectancy being somewhat short (reaching the ripe old age of fifty is quire an accomplishment), Cyclops women are kept pregnant as much as possible. This brings more clan members into the world, replenishing the ones who are killed in raids against enemies and power struggles within the clan. Due to poor treatment of the pregnant mothers and the unsanitary conditions of Cyclops dwellings, miscarriages are frequent, and infant mortality ranges from 10 to 20%. 
Age
Baby
Youngster
Teenager
Young Adult Adult
Mature
Elder
Death

Cyclops
0-4
5-7

8-11
12+1d4
17-21
22-42
43+
50+2d8

Cyclops mature quickly—another evolutionary adaptation to counter their short life spans. A Cyclops reaches adulthood by nine or ten, and has an average lifespan of 35 to 40 years, although some rare individual succeed to even reach the age of 52.

Their life is hazardous, and hence they have a life expectancy equal to that of the average Goblin. Besides human adventurers, there are many predators, such as tigers, lions, other Giants, Wyverns, Dragons, and Trolls, that are not above attacking these creatures and using them as food. However, most Dwarves actually go out of their way to hunt Cyclopes, using their size against these creatures to hunt them down. 
Reproduction

A female Cyclops has little to look forward to in her life. Her gender puts her at the bottom of Cyclops society straight from birth. Almost immediately after puberty, she becomes little more than a brood mare, delivering baby after baby and still being treated as little more than a slave herself. Worse, her sons eventually grow up to become adult males who treat her as badly as the others. Eventually she will no longer be of childbearing age—at which point she is unceremoniously banished from the tribe to survive on her own, rather than be allowed to drain the tribe’s resources. No wonder these women are always in a foul mood.

Technically, Cyclops females are higher in rank than any slaves in Cyclops society. However, Cyclops value slaves highly, since a slave can be forced to do a great deal of work that the Cyclops would otherwise have to do for themselves. A slave’s value grows higher the fewer are their number; if a tribe owns twenty slaves, no one is going to mind a female abusing a slave or two. However, if there is only a small handful, the females had better keep their hands off the slaves. As might be expected, this only leads to further resentment on the part of the females.

Since most Cyclops don’t keep regular mates (breeding with whoever’s available in the tribe –yes even adult sisters and mothers), questions of paternity are seldom answered accurately. The tribal leader usually takes credit for being the father of particular strong warriors, as obviously they could inherit such strength only from him. Of course, once the leader is killed and a new one takes his place, the new leader takes credit for being the ‘true’ father of the powerful young males of the tribe. Cyclops are thus generally never aware of their true fathers.

Storytelling

Favored female “status” is often not based upon physical attractiveness, but rather on story telling ability. In Cyclops society, the females are the keepers of the spoken history of the tribe. Cyclops do not have (nor understand) a written language. They actually must keep track of two separate histories; the official history, in which all benefits are attributed to the current tribal leader (the strongest male), and the real history, which by necessity is spoken of only among females. As might be expected the official history changes each time a new male takes over leadership of the tribe. At that time, a new favored female may be chosen, based upon be which female can present the new leader with the most impressively revised official history starring himself of course. The skill storytelling is a very useful skill for them.

Languages

Cyclops speak the common tongue of the hill giants (Bratak) among themselves, although some individuals may also learn to speak an additional language as well; usually the local common tongue or either a giant or Ogre dialect.

Congregation

On rare occasions a charismatic leader will arise and bring together several clans to form a wandering (nomadic) tribe for as long as this leader is the leader. Such a band will aggressively raid outlying areas with boldness uncommon in a single clan. All group decisions are made by the strongest and toughest Cyclops in the group, usually through intimidation. This in turn leads to brawls and fist fights. There are no rules in such fights, and they can lead to permanent injury or even death to the loser.

Ecology

They were usually found in the extreme wilds or on isolated islands, where they scratch out a meager existence by shepherding their flocks of giant sheep. 

Their cave is usually sealed with large boulders or a stout wooden gate to protect their herds, kin or treasury from predators. There are no interior fire pits, since Cyclopes use fire infrequently, and then only outside their lairs. Their treasure will usually be kept in a sack simply hidden in the cave. 

Their sleeping places are filthy nests of uncured hides, and the plague parasites infest this too. The Cyclops tries to get rid of these pests and pops them into his mouth as a snack.

Predators

Many creatures prey upon Cyclops; tigers, wyverns, giants, Trolls, and dragons, to name just a few (it is rumored by some sages that the evolutionary change in size was an attempt to reduce the amount of predators.). As most Cyclopskin bands live in permanent lairs, their locations are often known by the larger predators in the area. Mountain dwarves even go out of their way to attack Cyclopskin. For this reason, Cyclopskin block their cave entrances with boulders or a stout wooden gate when they retire for the night. Cyclopskin caves always have but a single entrance; any natural occurring additional entrances are sealed off with boulders and large stone slabs before they inhabit it. When opened in the morning, a fresh air is brought in, sharply contrasting with the stenches in the cave, the smells of sheep and slaves penned in the back, the dung and offal about all parts of the floor, and the unwashed dirty bodies of the Cyclops resting within.

Prey

They can survive on almost any animal or plant diet. They enjoy meat of all sorts and prize it above vegetable food. While they live of the land, they don’t live with it. They have absolutely no sanitary practices, and rarely even cook their meals. They take no care to preserve their environment while hunting (or whenever else), and are considered to be one of the easiest creatures of their size to track. They usually scratch out a meager existence by shepherding their flocks of (Giant) sheep or goat. While Cyclops prefer a diet of meat—any meat—they can live off of nearly any animal or plant diet. During the harsh mountain winters, Cyclops have learned not to be particular about what they eat, so long as they eat.

Blastspore Immunity

Unlike most other mammals, Cyclops are immune to the rhizomes produced by blast spores (Gurokka in Cyclops language) and can therefore touch them without explosion or any other harm. As a result, Cyclops often keep blast spores as pets or lucky guardians in their caves. They like the fact that these creatures (they are unaware these are fungi) have a single large eye. Cyclops ignore the smaller eye-like organs at the end of the rhizome growths. In fact Cyclops are preternaturally disposed towards liking beholders and ropers for the same reason, but unfortunately (or actually fortunately for most other races) they have no natural resistance to the attacks of these creatures. Some beholders make use of Cyclops minions, these beholders are generally believed to be gods by the Cyclops tribes they dominate.

Shepherding

Poor hunters, most Cyclopes keep small herds of sheep or goats. They occasionally meet with others of their kin to exchange goods, information, slaves, and to select mates Cyclops bands that domesticate sheep or goats , or those with mammalian slaves (such as humans and demihumans) must take precautions to keep them safe from their Gurokka. This is usually done by tethering the blast spore in place or putting it in a cage. Being well aware of the spore’s explosive power, Cyclops occasionally use gas spores as last-ditch weapons in defense of their cave, throwing the creatures at invading dragons or wyverns looking for a quick Cyclops meal.

Drinking

Kragh is an alcoholic beverage, much like koumiss, or fermented mare’s milk, enjoyed by the Mongols of the Asian steppes. Kragh is made from either goats or sheeps’milk and has 3 alcohol points per glass. Cyclops negate the first 20 alcohol points, before coming under influence, further they may have a drinking skill, allowing them to gorge more alcohol down their throat.

Faith

Most Cyclops do not bother worshipping immortals. The main exception to this rule is when a band of Cyclops serves as a beholder’s minions—then, they revere the beholder as their all-powerful god. After all, a beholder as a god makes perfect sense to them; the creature is very powerful, has one big eye in the center of his head (like them), and can actually be seen (and thus no effort is required to believe in the beholder’s existence—this doesn’t hold true for other, less visible true immortals.

Instead of a god, Cyclops believe in luck as a powerful force of nature that affects every aspect of their lives. If they were on a succesful hunt, luck was with them that day. If their favorite weapon is dropped down a crevice and lost, it is blamed as an unlucky day. A Cyclops’ change in fortune is blamed on others whenever possible a Cyclops ‘scapegoat’ is chosen as the cause for the individual’s misfortune and a fight usually ensues. If the scapegoat loses, it is believed by the winner t5hat his luck will now change for the better. If the scapegoat wins, then he has proven that he wasn’t responsible for the bad luck, and the challenger must find another target to blame for his misfortune. Such luck-fights are limited to the males, since how could a lowly female have any effect on a male’s luck.

Since most Cyclops bands do not worship immortals, they normal do not have a shaman or witchdoctor among them. In fact, magic is seen as a powerful and unnatural force to be feared and destroyed whenever possible. A band of Cyclops attacking a party of adventurers always targets wizards and priests first—warriors they understand, but you never know when some robed person will start throwing fireballs at you simply by pointing a little stick in your direction. Magical items known as such are usually discarded by Cyclops’ in an attempt to ward off their 'unlucky’ properties. On the other hand, Cyclops often wield magical weapons, simply because of their ignorance of their magical properties. If the long sword +2 he took from a slain adventurer allows a Cyclops to hit his enemies in combat more than often, surely that’s because of the Cyclops’ skill, or because the weapon is ‘lucky’, not because of any inherent magical power in the sword.

Names

Male name examples; 
Brokk, Gulokk, Old Gork, Brugar, Turogg, 

Female name examples;
Mooga, Gruba, Little Aga

Companions

Blast Spores 1d4, 1d2 giant weasels, and 1d4 cave bears, 20%  chance one Behir

Shamans & Wokani: 
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Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

Important note; 

Cyclopskin were the biological ancestors who gradually evolved into the Cyclops, however, there behavior and habitat, and even ecology almost remained unchanged. A few of these small giants remained in existence until the great Rain of Fire almost rendered them infertile. Their race rapidly dwindled and became extremely rare in about 2000BC. The last individual was noted in some obscure Arena manifest in the year 1575 BC. The first true Cyclops was noted in some ancient Bromdinag stone tablets as being Ciglass the great, being killed by a black dragon, leaving 21 children behind. The last examples of Cyclopskin were captured by the Immortal Brom as he refused to let another giant race die out. He placed them together with some True Cyclopes in the Milenian Empire on the Hollow World Continent Iceria. Here their number became stable (both races), though low.

Cyclopskin (Homo giganticus Cyclopidus) 
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A diminutive ancestor of true giants, Cyclopskin were single-eyed giants that live alone or in small bands. The Cyclopskin evolved from secluded hill giants (possibly magically corrupted) evolved in the great wars of the giants at the end of the great ice age and the end of the reign of giants. 

The typical Cyclopskin weighed around 350 pounds, and stood 7½ feet tall. A single large, red eye dominated the center of its forehead. Shaggy black or dull, deep blue hair falls in a tangled mass about its head and shoulders, its skin tone varied from ruddy brown to muddy yellow, and its voice was rough and sharp. Cyclopskin commonly dressed in ragged animal hides and sandals. They smelled of equal parts dirt and dung.

Important note; Cyclopskin were the biological ancestors who gradually evolved into the Cyclops, however, there behavior and habitat, and even ecology almost remained unchanged. Therefore read also the part on the Cyclops. A few of these small giants remained in existence until the great Rain of Fire almost rendered them infertile. Their race rapidly dwindled and became extremely rare in about 2000BC. The last Cyclopskin noted, was in some obscure Arena manifest in the year 1575 BC. The last examples were captured by the Immortal Brom as he refused to let another giant race die out. He placed them together with some true Cyclopses in the Milenian Empire on the Hollow World Continent Iceria. Here their number became stable (both races), though low.

Combat: 

Cyclopskin were armed with either a club or a Bardiche. Each would also carry a heavy hurling spear (1d6 damage) and a sling of great size (1d6 damage). They never wore armor or used shields, for their tough hide gives them ample protection from most attacks. (see Cyclops)

Cyclopskin did not bother with strategy or tactics in combat. If their opponents were out of reach, they used slings or hurled heavy spears. They could not throw boulders like their larger cousins. Since the single eye of the Cyclopskin gave them poor depth perception, they suffered a -2 penalty to all missile attack rolls, but not to damage. If the opponents were close, the Cyclopskin rushed in to fight with their clubs or bardiches.

Habitat/Society: 

The single-eyed humanoids shyed away from organized settlements. If left alone, they tended to leave armed groups alone, though they were not above attacking a much weaker force if they stumbled across one. Cyclopskin had no regard for any form of life other than themselves. Captives were either enslaved or eaten. This didn’t happen very often, since the Cyclopskin tended to live in remote rocky places. They rarely wandered more than 10 miles from their caves.

Being poor hunters, most Cyclopskin clans kept small herds of goats or sheep. Some clans were nomadic, while others stayed put in their caves. Each spring, regional clans met to exchange goods and slaves and to select mates. On rare occasions a charismatic Cyclopskin would arise and bring together several clans to form a wandering tribe. The largest known tribe numbered around 80 fighting Cyclopskin. Such a band would aggressively raid outlying areas with a boldness uncommon in a single clan. All group decisions were made by the strongest and toughest Cyclopskin in the group, usually through intimidation. This in turn led to brawls and fist fights. There were no rules in such fights, and they can lead to permanent injury or death for the loser.

A Cyclopskin cave was sealed with boulders and there was but one entrance. Inside, if size permitted, there will be wooden pens to house both animals and slaves. The pens always had roofs of either wooden bars or the natural cave ceiling.

At night, a large boulder or stout wooden gate was placed at the entrance of the cave to protect the Cyclopskin from predators. There were no interior fire pits, since Cyclopskin used fire infrequently, and then only outside their lairs. Any Cyclopskin treasure would be kept in a sack in the cave.

Ecology: 

Cyclopskin could survive on almost any animal or plant diet. They enjoyed meat of all sorts and prized it above vegetable foods. While they lived off the land, they did not live with it. They had absolutely no sanitary practices, and rarely even cooked their meals. They took no care to preserve their environment while hunting, and were considered to be one of the easiest creatures of their size to track.

The life of a Cyclopskin was hazardous, and hence they had a short life expectancy. Besides human adventurers, there were many predators, such as tigers, giants, wyverns, and trolls, that were not above attacking a small group of these giants. However, mountain dwarves actually went out of their way to hunt Cyclopskin.

Cyclopskin occasionally bred with members of other humanoid species, and it is assumed that a liaison between a hill giant (or even other giant) led to a larger one-eyed giant, other sages say they were magically corrupted and slowly evolved in the true Cyclops. Fortunately only giants were able to breed with Cyclopskin.

Some archeologists found remains of these creatures which died by chicken pox. It could be that this was one of the main reasons of their demise.

Companions

Blast Spores 1d4, 1d2 giant weasels.

Fire Giant (Homo giganticus Furens )
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These giants call themselves Gundirrim. They are tall, but squat, resembling huge dwarves. An adult male is 16 feet to 18 feet tall. ¾ of their size is about as equal to the size of the chest, and weighs about 7500 pounds. Fire giants have coal black or dark red skin, dark black (Reddish), flaming red or bright orange hair and beards and prognathous jaws that reveal dirty ivory or yellow teeth. They wear mostly copper, brass, or bronze armor.   They’re tall, but squat, resembling huge Dwarves.
These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

History
Eons ago, when Giants ruled great parts of the world, the Cloud Giants (then known as Bromdignags) dwelled in lush valleys and deep forests. As the number of Giants grew, land and resources became scarce and wars became inevitable. The Bromdignags soon found themselves locked in a fierce struggle with the more numerous Gundirrim (later known as “Fire Giants”), an evolutionary branch of the Hill Giants. Though there were heavy casualties on both sides, the Gundirrim eventually managed to shatter the Bromdignags capitol, forcing the surviving Bromdignags to seek refuge in the high mountains. The Gundirrim conquered the lands of the Giants and it is their language which became known as Common Giant. They ruled over their lands and all other Giants for about a generation of three, when the humans and Dwarves came. These lesser creatures brought diseases that severely decimated the Gundirrim, and brought them to an isolated clan state they’re in today. Because they have no oral nor written history, all they know is that they hate Cloud Giants and Dwarves, and despise most lesser creatures. They have a feeling they should rule all other creatures.

Combat

These Giants are immune to heat and fire attacks, they’re able to wade (they normally can’t swim) even through lava without damage. They feel the heat but are almost unaffected by it. Magical, Elemental or Draconic fire, magma do minimal damage (only 1 point of damage per die). 

They often throw boulders, or other missiles-like bolas. Adult fire giants can hurl rocks for 2d12 points of damage. Their minimum range is 3 yards while their maximum is 210 yards. They can catch similar large missiles 50% of the time. They usually fight in disciplined groups, throwing rocks until they run out of ammunition or the opponent closes. 

Fire giants often wait in ambush at lava pools or hot springs, hurling heated rocks at victims for an extra 1d6 points of damage.

Warriors favor huge swords. A fire giant’s oversized weapons do 2.5 normal (man-sized) damage to all opponents, plus the giant’s strength bonus. 

A fire giant’s natural Armor Class of 4 due their size and sturdiness. Warriors usually wear banded mail and round metal helmets (AV4 to 6 head). They carry their belongings in huge sacks. A typical fire giant’s sack contains 1d4+1 throwing rocks, the giant’s personal wealth, a tinderbox, and 3d4 common items. Everything they own is battered, filthy, and smelly, making it difficult to identify valuable items.

Their lairs are always protected by vigilant watchmen, and sometimes by traps. 

Fire giants favor deadfalls that can crush intruders for 5d6 points of damage, and large crossbow devices that fire one, two, or three huge bolts for 2d8 points of damage each. 

Throwing boulders, using normal or beehive Giant sized ballistae (their invention—see main giant information, side passages, pits, fire, cave-inns and avalanches, lava splashes, etc. They often lie in ambushes at lava pools or hot springs, hurling heated rocks at victims for extra heat/fire damage. They typically burn a whole village down to the ground by encircling it with fire, then bombarding it with boulders, fire, ballista and such. They favor huge 2 handed weapons or those giving massive damage. These Giants are all able to perform the smash maneuver as normal, and like to use it. Other weapons like burning metal bolas, huge axes, war hammers, maces are also used regularly, but crossbows or bows rarely. 

Fire giants are brutal, ruthless, and militaristic.

Allies

They often capture and tame other creatures as guards. These will mostly be Hell Hounds (There is a 80% chance that a fire giant lair will contain 3d6 hell hounds), 20% chance 1d3 Hydra (Pyro-Hydra preferred). They may also have Fire salamanders or even fire elementals as allies. Larger than normal groups check once for every 10 giants. Bands with 30 or more giants have a additional 30% chance to have 1d4+1 trolls(who keep at a safe distance of any heat or fire-which they hate, and almost fear)., larger groups check once for every 20 giants. Large bands of these Giants (A king’s group) may also attract other species like renegade Red Dragons (often Young and inexperienced, with a small hoard of their own), or even 

Fire giants frequently take captives to hold for ransom or use as slaves. There is a 25% chance that a lair will contain 1d12 captives, larger bands check once per 10 giants. 40%2d10 rothe, 25% 2d6 fire drakes may also be there, the first as food source the latter as guard or pet.

All fire giants can speak Gundirrim, which is their own language, but is used by almost all giants too.

Habitat/Society: 

Its common knowledge that the larger the Giant race is, the more intelligent it is. Fire Giants are fairly smart, needing technical knowledge in order to forge weapons. Fire Giants could be valued a large version of the Dwarves, though either race would take offense of the comparison. Both races dislike each other, since both are accomplished metal smiths (the Dwarves are slightly better) and they compete for similar underground territories. 

There are many tribes within Fire Giant society, and many clans within each tribe. Usually clans are based on profession or metal smithing abilities. Weapon masters, armorers, tinkers and smiths are the prominent specialty. Other clans include Warriors, hunter-gatherers, and builders. 

They live wherever there’s a lot of heat. They prefer volcanic regions or areas with hot springs. Fire giant lairs can be anything from a castle of black mud to a cave featuring latent volcanic activity. Frequently they share their lairs with other fire dwelling creatures like Fire Salamanders or Fire Elementals. 

Fire Giants are greedy, prizing nothing more than gold. They use gold in their metal working—the more gold, the more Important the Giant. They love gems that have a reddish cast, such as rubies or bloodstones. Their greed rivals that of the Dwarves, which only serves to give them one more thing to fight over the Dwarves. Fire Giants also love the making of traps, and create clever mechanical traps to guard their jealously hoarded gold. They are like Dwarves able to create magical weapons by infusing it with some of their own life force, but must infuse it with double the normal experience used by a Dwarf, to successfully create the item. This is primarily due the size of the objects, but also of the Giant’s lesser skill. 

Fire giants usually make their home near volcanoes or other equally hot places. Their castles are often made of black baked mud reinforced with crude iron, or a cave featuring latent volcanic activity. Fire giants live in well organized military groups, occupying large castles or caverns. When encountered in their lair there will be 1d8+12 giants, half of whom will be immature giants Of the children 25% is a baby, 25% are youngsters, 25% teenagers, and 25% are young adults.. Those who live in actual buildings are usually more organized and well-off then their cave dwelling brothers. 
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They have a lifespan equal to that of Dwarves. Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. 
Any experience gained before adulthood does not count towards the experience total. Thus start counting XP from adulthood, and no sooner. 

Fire giants’ senses are well adjusted to operating in high temperatures. Their eyes easily penetrate the hazes and shimmers associated with such temperatures.

Particularly intelligent fire giant leaders will command groups three or four times normal size. One who commands 30 or more giants usually will call himself a king. Kings always will have better than normal armor and a magical weapon of +1 to +3.

There is a 20% chance that any band of fire giants will have a shaman (80%) or witch doctor (20%). If the group is lead by a king, there is an 80% chance of a spell caster. Fire giant shamans are priests of up to 7th level. Fire giant Wokani to 7th level; they prefer spells that can detect or thwart intruders.

Particularly intelligent leaders will command groups of three to four times the normal size (+100% /Intelligence and Wisdom bonuses). Those commanding 30 or more Giants call himself a King. These kings have the best (magical) armor and weapons (also magical). 

The Fire Giant Hall (as they call it)

The fire giant tribes built a palace on a low plateau nearby the Efreet Kingdom of the Fire arch (Norwold) where two volcanoes make a fiery arch in the air (both are gates to the Plane of Fire one in the other out). Over the last 40 years, the giants used their unparalleled mechanical skills to transform the plateau into a superior home. In fact, the fire giant hall is undoubtedly one of the most exquisite structures on the whole of Mystara. 

Built atop a series of enormous platforms on the Quesa’s Massif  (Which is now externally  a dormant volcano, but internally active) that act like gears, the whole complex is in constant motion: Buildings revolve around each other, structures rise and fall in height, and towers sway back in forth, all in an unsteady and absorbing rhythm. The net effect of the entire construct is to simultaneously fascinate and disorient the first-time visitor, a dangerous byproduct of the palace’s beauty. (First-timers might easily slip between two of the structure‘s enormous gears and suffer 10d10 points of damage.)

Surrounding the entire complex is a network of trenches filled with boiling oil. The trenches serve to clog the skies with a thick black smoke that blocks out the sunlight in strategic areas, adding even more eeriness to the palace’s facade. They are also responsible

For keeping temperatures on the plateau high enough for the fire giants’ comfort. In sharp contrast to the rest of the valley, temperatures in and around the plateau are incredibly high (90 degrees in the outlying areas, more than 110 degrees in the palace itself). Another factor contributing to the plateau’s balminess is a series of subterranean vents that carry superheated steam up from the volcanoes and expel it out over the valley from fissures in the plateau’s side. All told, some 45 fire giants inhabit the hall along with dozens of hill giant slaves. The giants keep several humanoids on hand as a food  supply and maintain innumerable hell hounds as pets.

Craftsmanship and the Fire Giant Ordning

Like their brothers the stone giants, fire giants worship Surtur in his aspect of creator, and they see life as one long opportunity to follow in his footsteps. Only by exercising this opportunity can one grow closer to the All-Father and claim a place in Jotunheim. Unlike the stone giants, however, the fire giants have little use for subtle creations requiring special skills to unlock and comprehend. Fire giants prefer more visceral and practical inventions that boldly proclaim their majesty to all who witness them. As far as anyone can determine, these views stem from the environment in which Surtur first deposited Brom and his Cloud giants several thousand years ago. In order to survive in the fiery mountains, the giants were forced to take advantage of the one natural edge their environment afforded them: the incomparable power of the forge.

Over the course of their eons of existence, the fire giants have become masters of metallurgy. Their knack for metalworking and weaponsmithing are almost completely unrivaled across the face of Mystara. Not surprisingly, the fire giant ordning is based around the ideals of skillful craftsmanship and the mastery of technology. Ordning challenges are settled by the competing parties each retreating to their respective forges to dream up startling new creations. The giant who returns with the most impressive concoction is declared the winner. In fact, the fire giants are so dedicated to these standards that they tend to view the tribesmen who sit atop their ordning (and are, therefore, the best craftsmen in the hall) as somehow ‘holier’ than the lower-ranking giants. To a true fire giant, metallurgical expertise is a sure sign of piety and spiritual devotion. Fire giant leaders are often priests. Every giant knows that the inspiration for such achievements flows directly from the All-Father Surtur.

Sitting at the very top of the fire giant ordning is the exalted khan, the very best craftsman in the tribe. His most important responsibility is the supervision of the giants’ most ambitious undertaking: the expansion of the great hall. Year by year, the giants’ master craftsmen add more and more towers, bridges, gears, and pulleys to the hall. 

Life in the Hall

In some ways, the society of the fire giants combines traits found in both the frost giant and stone giant steadings. Like the frost giants, the fire giants are fond of wild revelry and exuberant celebration. But unlike their brothers, they believe that such revelry serves only to heighten their effectiveness in their true love: the precise execution of skill and craftsmanship. In this way, they share the stone giants’ dedication to duty. The average fire giant’s waking day is divided into three parts: two for labor and one for celebration. The fire giants share another, less satisfying characteristic with their brothers the frost giants: an almost insatiable appetite for food and drink. They too find it difficult to maintain the enormous amounts of food and supplies necessary to keep their tribe together. To overcome this problem, they launch frequent and fruitful raids into the kingdoms of the Savage North. But when the food supply is particularly lean, even the raids can’t fill the tribe’s stock houses. When faced with such desperate straits, the giants are often forced to sell their incredible creations to wealthy nobles and would-be conquerors, a solution that raises its own set of associated problems.

At its core, the fire giant society comprises seven strata. Architects are the tribe’s master builders. Most of their effort goes into expanding the hall and devising the ingenious traps that protect it from interlopers. Architects are always the most respected citizens from the hall, and the new king almost universally emerges from the midst.

Forgers operate the hall’s giant furnaces and fashion the huge gears and metallic shells the architects need to carry out their work. Typically, forgers are young and talented giants who hope to one day rise to the ranks of the architects themselves.

Engravers take the parts fashioned by the forgers, engrave them with decorative patterns, and apply intricate inlays. Although the decorators are not nearly as respected as the architects and forgers, no true giant craftsman would dream of assembling a creation without their input. To at least this limited extent, the fire giants believe in form as well as function. 

Tool Makers fashion the hammers, levers, spikes, and other tools used by the forgers, architects, and decorators. Though tool-making is an intricate art form that is very important to almost all the activities in the hall, the tool makers’ efforts are underappreciated by the rest of the tribe. For the most part, the tool makers are older or less talented craftsmen who simply haven’t the drive to keep up with the architects and forgers.

The few Priests in the fire giant society who are not also architects and forgers are charged with the responsibility of keeping the rest of the tribe productive. They accomplish this task largely by composing inspirational tales extolling the features of the glorious palace of Gudheim of Surtur.

Weirder are the fire giant wizards or runecasters. Their main function within the society is the evolution of new technologies and metalworking techniques. 

Sitting beneath all the other strata are the Slaves responsible for preparing food, sharpening tools, etc. Like their brothers the frost giants, the fire giants treat their slaves with less dignity than most masters afford their pets. In fact, very few actual giants lose so much respect with the community that they slip down into the slave class. Most of the fire giants’ slaves are Verbeeg, fomorians, and other assorted outsiders (even a few dwarves and gnomes). 

Fire Giant Craftsmanship

You can assume that all fire giants have the blacksmithing, metalworking and weaponsmithing skills, each rated at 16. Master fire giant craftsmen (that is, those sitting atop the ordning) have all three skills rated at 18. Fire giants are such skilled metalworkers that they can construct any sword, suit of armor, or other metal item in 25% of the time it would take a human smith to construct the same item. Furthermore, any weapon, shield, or suit of armor constructed by the fire giants is automatically of such a high quality that it is treated as though it is enchanted at +1 (though such weapons won’t strike creatures affected only by magical weaponry). Note that only items of this quality (forged by either the fire giants or others with similar skills) can be enchanted to +4 or +5, making fire giant weapons exceptionally valuable.

Human-sized creatures cannot use fire giant-forged weapons. These weapons are balanced for giants and are unwieldy in smaller hands. The damage and encumbrance of these weapons is also different from the human-proportioned norm, as can be seen in the following table.
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battle axe 1d8 x2.5 600

hammer 1d6 x2.5 400

mace 1d6 x2.5 400

polearm 1d10 x2.5 1000

spear 1d6 x2.5 400

2 h. sword1d10 x2.5 1000

n. sword 1d8 x2.5 600


Although the fire giants rarely construct items for anything but their own amusement, they’ve been known to occasionally hire out their services. To commission a work from the fire giants, one must find the hall and speak with the khan. Though most offers are immediately rejected out of hand, the khan might consider a request by anyone who strikes him as particularly interesting or powerful. Anyone who passes this test is then required to participate in a fire dance. If the petitioner survives, the khan will probably agree to fashion the requested item in exchange for a work of great craftsmanship coveted by the fire giants. It is then up to the individual to quest for this item and return it to the hall in order to claim the item he requested.

Fire Dancing

Most fire giants worship not only the members of the Grand Ordning, but to a lesser extent, they worship fire in its elemental form as well. As part of their religious rituals, the fire giants perform complex and intricate dances along the very edge of vast firepits and lava streams. (In the hall, the giants dance on the edge of the spinning gears overlooking the Lava Rivers.) Visitors to the hall are sometimes invited to participate in these dances themselves-particularly if the giants wish to test the mettle of the interlopers. During a fire dance, the heat is so great and the steam so thick that characters other than fire giants begin to hallucinate and teeter. This effect is enough to pull such characters off their perch and to jump down into the fire (or lava). To last the duration of the dance, such a visitor must break the hallucination. To drive off the hallucination, the interloper ‘attacks’ it. No attack roll is necessary and all attacks automatically inflict 1d3 points of damage plus 1 point per wisdom adjustment. Note that although all is illusory and can be disbelieved, any successful attempt to disbelieve causes the interloper to remove himself from the dance, thus failing the giants’ test.

Fire Giant Politics

Like their brothers the frost giants, fire giants generally enjoy an opportunity to meet with other tribes, as such meetings allow them an excellent opportunity to show off their incredible craftsmanship. Again, the one exception is the frost giants themselves, with whom the fire giants enjoy a bitter rivalry. The giants no longer give the humans and their kingdom much thought. One day, they know they must theoretically obliterate the kingdom to make room for further additions to the hall, but until that day comes they are content to leave the humans in peace.
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Shamans & Wokani: 

Fire Giants worship Surtur, the one of their king that became immortal

There is a 20% chance a Giant in a clan is able to become Shaman or Wokani (less chosen due magic distrust-about 20%). When using Fire spells the inflict 1 point of damage more per die rolled. They can even become Fire-Elementalists to improve this further, but need to be enlisted in the Fire Elementalist secret cult to do so (only 7 Giants did this). Whatever class they prefer spells that can detect or thwart intruders doing the rest manually.

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

Ecology: 

They prefer to eat meat and bread, and hunt and kill their own meat, but raid human settlements for grain, captives, and treasure.

Hall Description

1. 
Guardhouse

The nature of the hall’s construction makes it impossible to enter without first passing through this entryway. Generally 4-6 Hill Giant slaves (roll 1d6; 1-2=4,3-4=5,5-6=6) are on duty here. (No fire giant would leave his workshop for something as mundane as guard duty.) 

2. 
Forge

These forges are quite possibly the largest in all the Realms. Objects the size of small sailing ships can be smelted here in a single plunge. Obviously, the air immediately surrounding the forges is even hotter than the unbearably balmy atmosphere elsewhere in the hall. All nongiants who get within 30 feet of the forges must successfully save vs. petrifaction at the end of each round of exposure or suffer 1d8 points of damage.

3. 
Workshop

The giants create the bulk of their fantastic devices in these enormous halls. As one approaches, the din of mighty hammers is almost deafening. Inside the shops, it is almost impossible for a nongiant to utter anything intelligible.

4. 
Manor

All of the hall’s occupants (except for the slaves) live in these imposing steel structures. (The steel walls tend to trap the heat,   making such buildings particularly comfortable for fire giants.) Most of the manors are mounted on enormous spinning gears that cause them to rise and fall as the platforms that make up the hall spin. Most humans would find such motion extremely disorienting (if not nauseating), though the giants apparently suffer no ill effects from it.

5. 
Khan’s Manor

The khan of this fire giant tribe occupies the largest manor of all. Located within the manor are the king’s private forge and workshop. 

6. 
Slave Warrens

The fire giants force their slaves to sleep in broad pits. Most of the slaves line their pits with thick skins and blankets since the metal floors tend to conduct the unbearable heat of the flaming rivers that flow beneath the hall.

7. 
Slave Overseer’s Quarters

The overseer of all the slaves sleeps here. He, too, is usually a slave (one of the few true giants in the slave caste), albeit a particularly trusted one. The current overseer was cast into slavery after improperly quenching a sword forged by the king himself. He hopes to perform his current duties with enough distinction to one day return to the workshops. 

8. 
Livestock Barn

The fire giants keep a fairly sizable herd of Cows on hand as a ready food supply. Conditions in the hall make it especially difficult for the giants to maintain their herd, placing further strain on their already precarious food stock.

9. 
Banquet Hall

The fire giants use this broad steel hall for their own equivalent of the frost giants’ revels.

10. 
Shrine

The giants’ shrine is dedicated to Surtur.

11. 
General Storage

This is an all-purpose storage facility. Within, one might find discarded tools, gears, provisions, and malfunctioned devices.

Giant, Firbolg (Homo gigantes magiorum) 
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Type Giant humanoid

Climate/Terrain Temoperat Hills/Forest Skothar

Frequency very rare (extinct since 67AC)

Organization Clan

Activity Cycle any

Diet Omnivore x 2

AL N, NG, CN, NG

NA 1d4 or 4d4

Size H; 10-11' tall

ST 14+1d6=15-20

IN 6+2d6=8-18

WI 6+2d6=8-18

DX 6+2d4=8-15

CO 12+1d6=13-18

CH 3d4=3-12

Languages Gunderrim (Fire Giant)

Spellcaster Limits; Shaman 6, MU 7

AC 3

AV 1  Wear no armor

HD 13+7

HP 13d8+7

MV 150'/50'

THAC0 9

Attacks 1 Fist/Kick

Damage 1d10

Attacks Sword 1 handed

Damage by weapon x1

Attacks Sword 2 handed

Damage by weapon x2

Special Attacks; Swat Missiles75% 2/r per free hand

Special Defenses; Camouflage

Detect Magic/Diminution

Fools'Gold, Forget/Alter self

Immune to; Fear, Charm, Illusion, 

Extra Vulnerable to; 0

AM 15%

Save as; F14

ML 10

XP 1500

TT E, (Mx10, Q)

Body Weight 800LBS+


Of all the giant-kin, the firbolg was the most powerful, due to natural intelligence and considerable magical power. Firbolgs resembled humans, except that they were over 10 feet tall and weighed over 800 pounds.  The males sported great, thick beards. Their skin was a normal fleshy pink with any shade of hair color, and their hair, though it came in many colors, was usually either red or blonde, They wore their hair long and keep great, thick beards. The flesh and skin of Firbolgs were unusually dense and tough, giving them a natural AV of 1. Their voices are a smooth, deep bass, thick with rolling consonants.

The firbolg was a group of evolved fire giants, greatly influenced by human culture and society (and magic). It is rumored that some immortal was responsible for this alteration from the fire giant breed. It happened just a few decades before the great Rain of Fire. This vastly disaster was majorly responsible for the lack in growth of the race on itself, and about 2000 years later the number rapidly declined. The last know Firbolg died in the Thyatian Arena in the year 67AC. They were not transplanted to the Hollow World, the immortal responsible for their creation apparently lost interest and no others took over.
Combat: 

Firbolgs could use any large size weapons; they disdained the use of armor or shields. Of manmade weapons, they preferred two-handed swords and halberds, both of which used in one hand without penalty. Weapons of their own make were double size equivalents of human weapons, for which they got a Strength bonus. However, when used with both hands, these huge weapons inflicted double their normal damage, plus the Strength bonus.

If a firbolg had one hand free, it could bat away up to two missiles per round. Large missiles, such as boulders, or those with long shafts, such as javelins and spears, could be caught if desired. A catch or bat was successful 75% of the time. A caught weapon might be thrown at any opponent on the next round with a -2 penalty to the attack roll, for using it’s off hand.

All Firbolgs had the following magical powers, usable once per day, on any round they are not engaged in melee combat: Detect Magic, Diminution (as double the potion), Fools’ gold, Forget, and Alter self. 

There was a 5% cumulative chance per member of a group that one of the Firbolgs was a shaman of 1st through 7th level. With extra asterisk for each 2 spell levels.

Firbolgs were cautious and crafty. They have learned to distrust and fear humans and demihumans. If possible they avoided an encounter, either by hiding or with deception. If forced to fight, they did so with great strategy, utilizing the terrain and situation to best effect. They operated as a group, not a collection of individuals. Ten percent of all encounters were a large group of 4d4 members en route to an enclave of some sort.

Firbolgs saw the wearing of armor as cowardly, and thus; did not wear armor, though they wore clothing resembling armor, but giving no Armor Value (Often metal-painted cloth or thin leather).

The firbolg were a reclusive type of giant-kin that preferred to avoid contact with other sentient races. They were the most intelligent of the giant-kin. Amongst their own kind, they lived in colonies, which were usually found in forests or caverns and watched by guard towers. Although they did farm, they preferred a more hunter-gatherer lifestyle, rather than the brigand/raider lifestyle of many other giants. 

A firbolg was usually neutral in alignment, although they were seen as evil creatures by other giants. The Firbolgs were almost without question seen as lawful and good in the human sense. It was an extraordinary individual who broke the pattern. Firbolg’s had a distinct disadvantage (even more so than other kin) when dealing with the Giants, who saw them as inherently bad.

Young were about 50% size and HD, could not swat missiles.

Habitat/Society: 

Firbolgs lived in remote forests and hills. These giant-kin distrusted most other civilized races, and stayed well away from them. They kept on even terms with druids and the faerie creatures, including elves, neither asking nor giving much, but avoiding insult or injury. Strangers were met with caution, frequently in illusionary disguise as one of their own race. They did not attack or kill without reason, but did enjoy pranks, particularly those that relieved strangers of treasure.

Firbolg society was close-knit and centered around the family or clan. Each clan had 4d4 members and frequently a shaman. The clans lived apart from each other, existing as gatherers and sometimes nomads. Their homes were huge, single-storey, wooden houses with stout walls and a central fireplace opening in several directions in the common room. When great decisions were needed, the clans involved meet in an enclave. This happened at least once a year at the fall solstice, just to celebrate if nothing else. The shamans presided over these events, and settled any disputes between clans.

Most of the countless clans of Firbolgs had created settlements of their own, away from the giants, in remote regions. These settlements generally prove inhospitable to visitors since the Firbolgs tended to distrust outsiders. After time, however, the Firbolgs tended to warm toward any individuals of a good alignment whom they considered honorable (that is, individuals who wittingly or unwittingly tended to follow the dictums of the code). 

Most firbolg clans build their settlements amidst low rolling hills or thick forests. Such settlements usually consisted of a collection of grand wooden halls with thatched roofs built among a series of defensive catwalks and observation towers. Always attuned to their environment (though not nearly so much as the Voadkyn), Firbolgs usually knew visitors are approaching their encampment as long as two days before they arrive.  

Firbolgs primarily worshipped the goddess Hiatea (Djaea). Along the Skothar coast they were seen as gods themselves by the early (Irish) population.

The Firbolgs have rejected the ordning, the customary social order amongst giants and giant-kin, preferring to exercise free will and using a system called "the code". This was conceived thousands of years ago although its exact origins have been lost, and a written copy is usually required to be carried by all Firbolgs, but the exact implementation varies from one community to the next. It promoted the idea that the society is the most important aspect and supersedes the individual. Actions were more important than relatives or heritage. If "the code" was breached, a firbolg might be enslaved within her own tribe, or banished completely, although transgressions were uncommon. The implications of "the code" meant that the Firbolgs treated all intelligent creatures as equals, and did not have the same superior attitude that other giants and giant-kin display. 

Firbolgs had a rough form of democracy known as "the cast". This involved summoning all the Firbolgs in a tribe who then casted their vote on an issue by using a rune-engraved stone. 

Firbolgs were the most intelligent of the Giant. Of all the various giant races, only the Firbolgs rejected the concept of ordning. Instead, they valued free will over all, and the restrictions of rank had no place in their clannish societies. In fact, Firbolgs pioneered a crude form of democracy known as ‘the cast’. Whenever a decision affecting the clan was necessary, a call went out to all able members of the tribe to assemble and vote on the issue. To cast their ballots, the Firbolgs used flat rocks engraved with their own personal runes. The actual casting of the stones differed from area to area and clan to clan, with some clans throwing the stones into holes dug in the ground and others simply holding the stones over their heads when called to vote. In a large firbolg settlement located in the Makkres Mountains, there is said to exist a 50-foot-tall balance scale that the Firbolgs used to dramatically display the results of a cast. The kin of this steading voted by placing their stones upon one of the huge pans on either side of the scale, with the heavier side winning the issue.

The Code

Long ago, the Firbolgs developed a stringent code of conduct that governs their actions. Although the code is obviously thousands of years old, its exact origins are now obscured by the mists of time. At the heart of the code is the idea that individuals should be judged based upon their actions rather than upon their birth; to the Firbolgs, people’s deeds are the truth of their being. Another of the code’s important concepts is the idea that the individual is nothing without society, and the preservation of society must be of the highest priority of all individuals. Every firbolg clan reacts differently to the code, but all see it as vital to their survival and elevation. Most Firbolgs keep the code to themselves, believing it is virtuous to simply live the code rather than preach it. Merely talking about deeds and philosophies rather than living them is sometimes looked upon as a form of cowardice. A firbolg who breaks the code faces grave retribution. Minor transgressions might be settled by spending a period of time as a slave to the tribe. Major transgressions inevitably require banishment. Of course, few of these penalties are ever necessary since the code is so indelibly ingrained into most Firbolgs from birth that few could even think of straying.

Because Firbolgs believed that charity was a virtue, but also believed that it was harmful for the recipient to know the identity of the provider, they appeared to be reclusive amongst the other races, although they were very sociable with established friends. They were extremely honest and couldn’t lie without feeling physical discomfort, even if the lie was by omission. 

Firbolgs lived in settlements in remote hilly or forested areas, and distrusted any outsiders. They build wooden structures with thatched roofs, with defensive towers. 

Ecology: 

Firbolgs lived off the land and with it. Their homes were built from trees cleared from around the house. The clan did keep a field for harvest, but only enough to supplement their diet. They traded tasks involving great strength for food, usually with other peaceful folk in the forests or hills. The rest of their food was obtained by gathering and hunting an area up to 20 miles from their homestead. Meat was used in small quantities for most meals, although major celebrations always included a large roast of some sort.

Although many creatures were capable of killing a firbolg, none hunt them exclusively. They were stronger than most forest beasts, and intelligent creatures knew better than to mess with them. They avoided true giants, except storm giants, and aggressively repelled other giant-kin from their lands. Firbolgs had 60% chance to have 1d6 Giant boars and 50% to have the local druid as their companions.

Skills : Ancient history, animal training, artistic ability, blacksmithing, cooking, eating, gaming, herbalism, hunting,

Intimidation, reading/writing, set snares, survival, weaponsmithing, weather sense.
Giant, Desert (Homo giganticus Deserta)
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Type Giant humanoid

Climate/Terrain Desert of Izonda, Aryptian Basin

Frequency very rare (Extinct since 1580BC)

Organization Tribal

Activity Cycle day

Diet Omnivore x 4

AL N

NA 2d10

Size H; 17'tall

ST 19

IN 4-10

WI 8-14

DX 3-16

CO 9-18

CH 3-16

Languages Gunderrim (Fire Giant), Bratak (hill Giant)

Spellcaster Limits; SH4 W4

AC 1

AV 0 or by armor

HD 13

HP 13d8

MV 150'/50'

THAC0 7

Attacks 1 Fist/Kick

Damage 1d10

Attacks 1 weapon

Damage by weapon x2

Smash

Sweep 

Slam

Special Attacks; nil

Special Defenses; Camouflage

Immune to; 0

Extra Vulnerable to; 0

AM 0

Save as; F13

ML 10

XP 1350

TT B

Body Weight 7000LBS


Desert giants were once numerous in the scrub plains and deserts Davania, but they have fallen victim to a divine curse (at least that is what they think—the truth is that their genetic makeup was severely altered due to the Great Rain of Fire, which caused their ultimate demise. The last desert giant was sighted in 1500 BC.) This transformed them slowly but inexorably into stone. 

The species evolved from the Fire giants who were dispersed in the great giant wars around 100.000 BC, and remained fairly constant until they were exposed to the Radiance of the Fiery Blast of the Great rain of Fire in 3000 BC. Their number rapidly dwindled, and already 800 years later they were rumored to be nothing more than legends. The great Izonda Volcanic eruption of 2400 BC hit them really hard, as whole Davania was covered in Ash. The last was noted in some obscure document of the year 1580BC. They always wandered the land in the company of their cattle and their mounts. Their great civilization has long since vanished under the sands.

The weathered and craggy faces of the desert giants were scored with wrinkles. Even the youngest of desert giants were somewhat wrinkled, though this is not visible in the women, as they wear the veil. The dark hair and swarthy skin of the desert giants made their blue eyes all the more remarkable. However, it was considered a clear sign of impending fossilization when the eyes of a desert giant turned from blue to brown. The typical desert giant was 17’ tall and weighed 7000 pounds, though fossilizing giants weigh twice that. Desert giants have lived to be 400 years old. 

Remains

Their corporeal remains (mostly eroded beyond restoration, but some very interesting “statues” can be found, sometimes still with their clothes, armor or weapons on them—the locals refuse to take these often magical objects as they see these as cursed—some nasty petrification effects due to remaining radiation have been noted) can be found today all over the great Davanian deserts. There is a 1% cumulative chance per week of exposure to these remains to suffer partial petrification (Skin; AV+1 DX-2). Any continued exposure will further increase the petrification, thus completely affecting any limb, or even a body or head which will thus result in death due partial petrification. The fleshy remains will sooner become prey to local fauna than it petrifies. Mages and alchemist are aware of these deadly effects and have found a way to stop the effect by using it for the creation of items of petrification. These are mostly used in spells or magical items with a petrification effect. The value of these (old parts of Giants or newly affected) remains is no more than 2sp/pound.

Combat: 

Desert giants fought mounted when they could, though steeds of a size to suit them were rare (And still are). Battle mounts included gigantic lizards, enormous insects, huge undead horses of shifting bone, and even rocs. In the past, some desert giants took service as bodyguards and mercenaries with the most powerful of sultans. The sight of a squad of desert giants wheeling about in preparation for a charge has caused more than one desert legion to break and run. Desert giants did not hurl rocks. Indeed, they wandered many areas where there is often no ready supply of boulders, and carrying such heavy objects would have tired even the strongest nomadic giant. 

However, they did make large throwing spears from wood they find when they passed near jungle lands. These spears were kept and cherished as heirlooms over generations. The spears had a range of three times normal spear range and caused double damage.  

The spear was their preferred weapon, as it could be used as a staff for walking, could be used in melee and as missile weapon. They often used magical spears. Desert giant chieftains sometimes carried great scimitars given to their ancestors for outstanding military service. These weapons caused double normal damage when wielded by anyone with a Strength of 19 or better. On occasion, a desert giant would attack with one of its huge fists, causing 1d10 points damage on a successful attack.

Some desert giants were gifted with the ability to call back their ancestors from the stones; these were called sand-shifters because of the way the summoned giants throw aside the sands when they rose again. Sand-shifters were not priests or mages; they had no other special magical abilities. One in every 10 desert giants could bring back giants who had assumed the form of stone and could command them to fight once more. Once per week, a desert giant could summon 1d6 giants from the rocks for 2d12 turns; the summoning took one turn. Desert giant children gifted this way could summon 2d10 stony mounts for their elders to ride into battle. Adult sand-shifters could summon 3d10 mounts instead of 1d6 giants if they so choose. 

Desert giants’ skin was so similar to sand and rock that they can camouflage themselves very effectively, if given one turn to prepare. This ability allowed them to ambush foes and prey alike. (Desert giants who lost their herds often used this ability to become effective bandits, and the numbers of these gigantic brigands have increased as the race dwindles.) A giant so camouflaged increased chances of a surprise attack to 1-4 on a d10 and decreases the chance of being seen by search parties or soldiers to 1 in 10.

Young were half the HD as the elders and gained a HD for every 3 years. These giants sometimes were a bit stronger and reached up to 15HD. They had Shaman of maximum 4th level and wizards of maximum 4th. These later thus had 1* to their HD and XP calculation.

Habitat/Society: 

Desert giants were nomadic herdsmen and were rarely found far from their herds. Though they were responsible for stripping entire river valleys bare in fertile areas, they did not reimburse farmers or herdsmen on the edge of those territories for any damage they might have done. They saw the lands as theirs for the taking, and they made no apology for overgrazing or even for grazing their herds on crops. Few rulers attempted to force them off cropland; most attemped to lure the desert giants away with promises of employment as mercenaries. Some would promise rich gifts of salt, cloth, spices, and metal if only the desert giants would return to the empty quarters of the desert. There is no knowledge about the young, it seems that no young died before becoming adult. So no traces are found of them.

Ecology: 

Desert giants wandered hundreds of miles following the rains with their herds. When the rains failed, the scrub withers, and the herds and their giants starved. At these times young males among the desert giants may have taken up mercenary work and used the money they obtained to support the entire tribe. If a drought went on for years, more and more giants were driven into the cities, though their absolute numbers were still tiny compared to the numbers of humans and other smaller races.

Desert Giants had Fire lizards, Rocs, Enormous insects, Skeletal steeds, Stone mounts and rarely a blue dragon as companions. The unique mounts of the desert giants follow the basic guidelines for similar creatures. Enormous insects generally follow the guidelines of a giant beetle, and stone mounts resemble a camel-like stone golem. In each case, these creatures are never more than 8HD.

Some human Davanian Dervishes still know a spell named Sand Giant (4th level, Casting Time; 1 Turn, Range; 500 yards from caster, Save; none,  Duration & Effect; 1d6 desert giants or 2d10 mounts in 500 yard radius for 2d6 Turns or Dispel Evil/Magic) enabling them to do the same as sand-shifters. These summoned giants crumble back to rock and powder when slain, and can’t be raised, reanimated (even by another application of this spell), or otherwise brought to live or action. Every where in the Davanian deserts and hills can remains of these giants be found. There is a base 75% chance there are 2d20 within 500 yards range, a summoning can of course never summon more giants that are located within range. A DM must keep notes of areas depleted of desert giants by the use of this spell, as more casting will not be possible as the giants crumble to sand after the duration of the spell. Dervishes are not aware that these summoned creatures once were living, but they also don’t know that their spell finally releases the souls to Limbo and a final death. This spell may seem bad when only the first part of this knowledge is known.

Hephaeston* (Homo giganticus Metallus)
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Type

Climate/Terrain

Frequency

Organization

Activity Cycle

Diet

AL

NA

Size 10-25% 26-50% 51-75%75-90%

BM 1 2 3 4

ST (PR) -8 -6 -4 -2

IN -3 -3 -2 -1

WI -5 -4 -3 -2

DX +1 +1

CO -5 -4 -3 -2

CH

Languages

Spellcaster Limits;

AC 5 3 0 -1

AV

Levels NM 1-20

XP needed

HD 3 6* 9* 12** 15****17****19****20**** 21**** 22****23**** 24**** 25**** 25+2****

HP 3d8 6d8 9d8 12d8 15d8

MV 30'/10' 90'/30'

THAC0 na

Attacks

Damage 1d10

Attacks

Damage; by weapon x1 x2 x3

Special Attacks;

Boulder Throwing

Catch large Missiles 10%

Ranges boulder 3'-30'-70'-110'/220'

Boulder damage 2d4

Boulder Averages; 

Special Defenses;

Immune to;

Extra Vulnerable to;

Hindrances

Skills

0 2 3 4 +1/4 lvl

AM

Save as;F 3 6 9 12 15 17 19 20 21 22 23 24 25 HD =F lvl

ML

XP 35 500 1600 3000 585066008450957510,50011,75013,00014,25015,500+500/lvl9+

TT

Body Weight 10-25% 26-50% 51-75%75-90%

Sweep 

Slam

F

Size(inch)xST/0,40

11

4 5

0

3'-60'-140'-220'/440'

50% 35% 20%

3



Small World problems

10ftØ       750 LBS

0

1st, 2nd level magic, Charm, Hold, Illusions.

30% chanceHurling/Boulder Throwing

at will

3'-100'-200'-400'/800'

12+1d6=13-18

x4 (B. Axe 1d8 x4/ n. sword 1d8 x4)

4+2d6=6-11

3d6=3-18

6+2d6=8-18

3d6-2=3-16

120'/40'

1 weapon (any Sword)

1 Fist/Kick or weapon

3d10

1d2 (1d3)

H;  16' +1d8'+1d12"

5

14+2d6=16-24

Solitary

Night

Omnivore x5

NE, N, NG, LG

Hephaeston*

na 2d10

-2

0 or by armor (in battle mostly Bronze Plate AV5)

Gunderrim (Fire Giant)

Shaman 8, Wokani 6

Giant humanoid

Any Mountain or Cavern

Very Rare

Teen Whelp Young Y. Adult

4d6 3d6 2d6

6

+2d6 if heated

Animal Training, Hunting, Woodlore, Smithing

-4 To Hit small creatures

Resistant to heat/fire

0

Smash


NPC Class preferred.

Hephaeston spend their time and energy forging weapons in the highest of mountains, deepest of caverns or most desolate islands of Mystara. These creatures have resilient, dark skins of flexible iron. Males often sport bushy beards. Both sexes are well-muscled, particularly in the upper body, and dress in comfortable garments that will not interfere with their beloved work at their (often volcanic) forges. They carry a huge, iron weapon like a two handed sword or axe at all times. Typically males prefer axes, females swords. They have a lifespan similar to that of Modrigswerg Dwarves and rival their workmanship. Were it not for the magical powers infused in Modrigswerg items, the Hephaeston would be the better.

Ogres, Trolls, Giant lizards

Combat

Although they usually don’t seek out combat, they prove particularly Impressive and dangerous foes. Due their incredible dense iron skin, these Giants can only be damaged by weapons with a +2 or greater enchantment. They’re also completely immune to all spells of level 2 or lower, as well as any mind affecting spell (Charm, Hold, Illusion). 

In battle, they attack with their huge weapons at tremendous damage (x 4 normal + St. adjustments), in addition, they can attack with their fists for 3d10 damage or use one of their special abilities. If the hit roll was 8+ greater than needed to hit, it grabbed its opponent, causing crushing damage of 3d10 each round thereafter as long as intended. It may at any time (even in the same round as crushing) throw the hapless victim to the ground for an additional 5d6 damage (save. vs. DR for half damage) and break bones in the crushing and or smashing as per normal broken bones rules. He may step upon any prone, lying or smashed victim for another 3d10 damage, or jump upon it for double that amount. This alone will mostly keep adversaries at bay.

Their special abilities are mostly used to create weapons or armor, but can be used in combat with critical effect.

Levitate Iron/Steel Object

When this ability is used, the Giant may levitate iron or steel objects at 40’/round with no need to concentrate, in a range up to 120’ up to 100cn per Hp of the Giant up or down in the air without any support. This spell does allow him to move from side to side at 10’ round. Motion up or down is at the rate of 40’ per round. The items get no save, even if held. After 6 Turns + 1 Turn per Giant HD without any control, the items instantly drop down. This way a temporary bridge could be created, or a kind of a trap. This can be prevented by the Giant to momentary regain control over the items, before the duration of control ends.

Heat Metal

Instantly heat one iron or steel object, or a collection of iron or steel objects touching each other, up to 700cn (70 Lbs) within 100’ to red hot for 1d4+1 round, causing 2d6 points damage upon touch (Save. vs. Spells for half), and another equal period just hot for 1d4 damage per touch (save. vs. Spells for half). Minimal damage is always 1 unless protected vs., Elemental heat and fire. A normal protection just lowers the damage another 50%.

Wall of Iron

Create a wall of iron spell effect once a day lasting for three turns only, but in any shape, as long as touching the ground at its base (a bridge can’t be created with it, but an entrapping dome could be created). This spell creates a vertical wall of iron exactly 2” thick. The magic-user may choose any length and width, but the total area must be 500 square feet or less ( 10’x50’, 20’x25’, etc.), and the entire wall must be within 20’ feet of the caster/HD of the caster. The creator must create the wall so it will rest on the ground or similar support. It can’t be cast in a space occupied by another object. It lasts until dispelled, disintegrated, or physically broken (though it will resist all but Giant-sized physical attacks), or disappears in thin air when the duration ends. Most other spell effects, including Fireball, Lightning Bolt, etc. have no effect on a Wall of Iron. If the wall is made to topple, it causes 10d10 points of damage to what ever it hits and then shatters. If the wall is attacked, it has a number of hit points equal to the caster. A Rust Monster can destroy a 10’ cube of the Wall of Iron with a single touch (and having a heck of a meal afterwards). Otherwise the wall can only be damaged by battering. No Saving Throw can be made against this spell. Rust monsters affect 10 cubic feet per touch.

Society

Hephaeston spend much of their time alone forging weapons or armor, each seeking to perfect the art of the weapon smith or Armorer. These Giants spend months, and even years, crafting and recrafting a single weapon, until it reaches their exacting high-measured standards. These items mostly take 10 days per cn as an average to complete, but will cost three to five times as much as normal. These items often have such Strength they’ll imply a non-magical bonus due sharpness, durability and beauty. This will be a +1 or (mostly) +2, or very rarely (matrimonial items only) +3 to Saves, THAC0, Damage, AV.

Regardless of whether they make their home atop a high mountain peak or a deep cavern, its isolated lair always has a forge. Puffs of smoke from the Giant’s forge or ringing sounds of the work are often the first clues of its residency.

Their diet consists primarily of game animals, such as deer or boar, and various plants. They must also consume raw iron ore (up to 50Lbs monthly, or half that amount finished iron, to maintain their strangely formed bodies.
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Once or twice over the coarse of their long lives (500+ years), the males will create an item of surpassing beauty and workmanship. The Giant then goes to find a female of its kind. When they find each other, they go through an elaborate courtship in which the male presents the female his creation, and the female, if pleased with the item, forges a gift for the male in return. The two stay together up to a few years until a child is born. The child is fed as normal, but also with several additional drops of liquid iron from their own skin. Then they part their ways and the child remains with the female until it reaches puberty. The new hephaeston stays with one parent long enough to learn the arts of the forge, then heads off on its own. This may be done with the father, which is mostly done by male sons.

Ecology: 

They shun other intelligent beings and don’t look fondly upon intruders. It sometimes proves possible, however, to convince them to create human-sized weapons of steel or iron. They remain on the lookout for large quantities of iron ore and might be persuaded to trade information or weapons for such ore. This they mostly do only with the cloud Giants. They also collect metals—including coins—and weapons of all types. They particularly like items of especially fine construction. Hephaestons also collect metals (including coins) and weapons of all types. They particularly like weapons of especially fine construction.

Weapons created by Hephaestons are particularly durable (+2 bonus to saving throws), sharp (+2 bonus to damage), and beautifully worked. They command three to five times the market value for normal weapons of their type
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Shamans & Wokani: 

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

Though Hephaeston are able to become shaman or Wokani, it is extremely rare for them to do so. Only as seen from their profession they would be interested and then they would only use spells that can be used in that fashion, which have not much combat options.

Frost Giant (Homo giganticus Frigidus)
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Type

Climate/Terrain

Frequency

Organization

Activity Cycle

Diet

AL

NA

Size 10-25% 26-50% 51-75% 75-90%

BM 1 1 2 2

ST (PR) -8 -6 -4 -2

IN -3 -3 -2 -1

WI -5 -4 -3 -2

DX +1 +1

CO -5 -4 -3 -2

CH

Languages

Spellcaster Limits;

AC 6 5 4 3

AV

Levels Whelp Young Teen Y. Adult NM 1 2 3 4 5 6-20

XP needed

HD 3 6* 9* 10* 11+1* 12+2* 13+3* 14+4* 15+5* 16+5* 16+5*

HP 3d8 6d8 9d8 10d8 11d8+2

MV 30'/10' 90'/30'

THAC0 na 15 11 10

Attacks

Damage 1d6

Attacks

Damage; by weapon x1

Special Attacks;

Boulder Throwing

Catch large Missiles 10% 20% 35%

Ranges boulder 3'-20'-50'-70'/140'

Boulder damage 2d6 2d8 2d10

Boulder Averages; 

Special Defenses;

Immune to;

Extra Vulnerable to;

Hindrances

Skills

0 2 3 4 +1/4 lvl

AM

Save as; 3 5 7 10 10 11 12 13 14 15 HD =F lvl

ML

XP 35 500 1600 1750 2125 2300 2500 2700 2950 3150 +500/lvl9+

TT

Body Weight 10-25% 26-50% 51-75% 75-90%

x2 (Battle axe 1d8 x2/ Handaxe 1d6 x2)

E +5000gp

Size(inch)xST/0,40

2d10

9

4 5

-4 To Hit small creatures

0

Immune to cold

100% chanceHurling/Boulder Throwing

3'-60'-130'-210'/420'

at will

40%

3'-40'-105'-140'/280'

Small World problems

nature lore, geology, ecology

5ftØ       400 LBS

0

0

Smash, Sweep, Slam

3d6-2=3-16

120'/40'

1 weapon (any Axe)

1 Fist/Kick or weapon

1d10

9 8 7

1d2 (1d3-Castle 1d8)

H; 184"+ 2d12"

3

6+2d6=8-18

14+2d6=16-24

3d6+1=4-18

3d6=3-18

3d6=3-18

Tribal

any

Omnivore x5,5

LE, CE, CN, NE

Frost Giant

na 1d8

5

0 or by armor (in battle mostly Chain AV4)

Gunderrim (Fire Giant)

Shaman 8, Wokani 6

Giant humanoid

any arctic land

Very rare


These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

Frost Giants have muscular, roughly human builds. These awesome giants have pale snow-white or ivory skin, with light blue or dirt yellow hair, with matching eyes. The typical adult male is 18 to 22’ tall and weighs about 8000 pounds. Females are somewhat shorter and lighter but otherwise identical to males. Males have long full beards. Sometimes their eyes may seem to glow shedding an aura of cold from them.

They usually wear chain mail and helmets adorned with horns and feathers (AV4). They wear skins and pelts, along with jewelry of their own. They may wear mastodon teeth on or along their helmets if they use these creatures.

They carry their belongings in huge sacks. A typical frost giant’s sack contains 2-5 (1d4+1) throwing rocks, the giant’s personal wealth, and 3-12 (3d4) mundane items. Everything is worn, old, dirty, and smelly, making the identification of any valuable items difficult.
They were called by the early hill giants from which they evolved; the Frigidar, and kept this name till today. Frost giants may hurl rocks (ranges 60/130/200). They often build castles above the timberline of snow-capped mountains. Frost giants always have either 3d6 polar bears (20% chance) or 6d6 wolves (80%) as guards. They are not affected by cold-based attacks.
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Age

Whelp

0-20

Youngster

21-30

Teenager

31-50

Young Adult

51-100

Adult

101-160

Mature

161-238

Elder

240+

Death

240+1d100


They speak their own tongue (Frigidar) and Gundirrim (Fire Giant); some rare individuals even speak the local human tongue. Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. 
Combat: 

Frost giants are immune to cold. Adult frost giants can and often hurl rocks for 2d10 points of damage. Their minimum range is 3 yards while their maximum is 200 yards. These boulders can be rocks, ice fore equal damage and range, or compressed snow for half damage, but triple the range. Those hit by compressed snow-boulder with more than 4 points needed to hit are paralyzed until freed. This can be done by applying heat, digging the victim out, or with a successful Strength check after 10 rounds. 

They can catch similar large missiles 40% of the time. 

These attacks can easily create an avalanche with all its own effects. They’ll usually start combat at a distance, throwing boulders, making noise, starting avalanches and similar, until they run out of ammunition or the enemy closes in. One of their favorite strategies is to ambush victims by hiding buried in the snow at the top of an icy or snowy slope where opponents will have difficulty reaching them.

Warriors favor huge battle axes, but also use war hammers, clubs and similar large smashing weapons. A frost giant’s oversized weapons do double normal (man-sized) damage to all opponents, plus the giant’s strength bonus. Thus, a frost giant battle axe does 2d8 +5 points of damage.

Frost giants’ eyes are particularly sensitive to the higher end of the visible spectrum, helping them navigate and identify friends/foes in blinding snowstorms.

Habitat/Society: 

Frost giants live in small bands consisting of a chief, his henchmen, and their camp followers. A band usually will occupy a crude castle or frigid cavern. When encountered in their lair there will be 1d8+8 giants; half of whom will be immature. Of the children 25% is a baby, 25% are youngsters, 25% are teenagers, and 25% are young adults.
Particularly strong or intelligent frost giant chieftains will command bands three or four times’ normal size. A chieftain who commands 20 or more giants is called a jarl. Jarls always will have better than normal armor and a weapon of +1 to +3 enchantment. Those commanding 30 or more Giants calls himself a King. These kings have the best (magical) armor and weapons(also magical). They frequently take captives to hold for ransom or use as slaves.

There is a 20% chance that any band of frost giants will have a shaman (80%) or witch doctor (20%). If the group is led by a jarl, there is an 80% chance for a spell caster. Frost giant shamans are priests of up to 8th level. A shaman can cast normal or reversed spells from the healing, charm, protection, divination, or weather spheres. Frost giant witch doctors prefer spells that can bewilder and confound others. Favorite spells include: unseen servant, shocking grasp, detect magic, ventriloquism, deeppockets, ESP, mirror image, and invisibility. Any frost magic spells are also often used.
Allies

Frost Giants often capture and train other creatures as guards. There is a 50% chance that a frost giant lair will contain 1d6 winter wolves. Larger than normal groups check once for every eight giants. These can be Dire wolves, Winter Wolves, Polar Bears (these have a typical habit to go in hibernation in the coldest periods of the year (month 10 to 3 or 4). Bands with 20 or more giants have an additional 30% chance to have 1d4 yeti, larger groups check once for every 16 giants. A jarl’s band has a 20% chance to have 1-2 subdued white dragons or even Crystal Dragons in addition to other guards. Remorhaz are often attracted to their living grounds as the feed upon the Giants (an adult frost Giant will keep a Remorhaz at bay for 2 full months). They also attract Yeti, as companions who in their case only seek protection. Frost giants also take captives to hold for ransom or use as slaves. There is a 15% chance that a lair will contain 1-2 captives, larger bands check once per eight giants. Captives can be of any race
Frost Giants live in frigid, arctic lands with glaciers and heavy snowfall. Sometimes they travel with the south-Northward snowfall of winter and could be trapped in mountains as far south as Karameikos, The Five Shires, and Thyatis. They then would set up lairs to come through the winter, to survive they would even alter the weather, attack the locals, and steal all food. They mostly eat meat, which they hunt themselves. Human and demihumans are mostly only attacked for booty or foodstuffs. There are 50% chance 1d6 mastodons else there are 4d10 Yaks used as food). A 25% chance 1d6 smilodon are used as guards/pets.

Shamans & Wokani: 
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The Frost Giants honor Ymir, the greatest frost giant ever existing, the discoverer of the Outer Plane Jotunheim (Yes it were the frost giants who first discovered the realm and made it a base haven for giants of different kind. It was this that made him Immortal. Jotunheim is one of the nine worlds from Norse mythology, the homeland of the Frost Giants, Storm Giants, and rock giants. Jotunheim is the home to the Storm Giants, and the birth place of the Immortal Loki, the son of Giants, Laufey (father, deceased) and Farbauti (mother). Loki was adopted by Odin after Odin had killed his father as he begged for mercy. Situated on the middle level of the Norse universe, Jotunheim is separated from Asgard by the river Iving, which never freezes over. It lies in the snowy regions on the outermost shores of the ocean. Mimir's well of wisdom is in Jotunheim, beneath the Midgard root of the ash tree Yggdrasil.
Jotunheim is ruled by Thrym ("uproar"), the feared king of the frost giants. The stronghold of Utgard, the chief city of Jotunheim and the abode of the giants, is ruled by the giant Utgard-Loki. Other strongholds include Gastropnir, home of the giantess Menglad, and Thrymheim ("house of uproar"), mountain stronghold of the giant Thiazi.

There is a 20% chance a Giant in a clan is able to become Shaman or Wokani (less chosen due magic distrust-about 20%). When using Frost spells the inflict 1 point of damage more per die rolled. Frost Giant Wokani can only use Frost Magic, and take double the normal penalties for opposed magic, including saving throws, casting chances and damage.

As Frost Mages they may even go beyond their level limitations (at the normal difficulties and costs), but rarely do so (only 7 Giants did this until today). 

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

The Frost Giant Ordning

Frost giant society is based upon the concept of tapperhot, translated variously as ‘courage’, ‘mettle’, or ‘machismo’. To a frost giant, the essence of life is adventure. Only by continuously testing one’s prowess might one prove his abilities to the gods and claim a spot in Jotunheim (the planar realm of the Giants). In the eyes of the frost giants, of course, the ultimate adventurer is Ymir. Claiming a spot by his side is the ultimate reward. Equally important are celebrating successful adventures (revelry) and boasting about adventures soon to completed. In fact, the frost giants have evolved a complex protocol that governs the boast. Any giant who violates these informal rules by promising to accomplish a deed clearly outside his abilities almost certainly faces as an ordning challenge (or several such challenges!). In fact, an immediate inferior who does not issue a challenge under such circumstances runs the risk of being branded a coward, almost certainly triggering a challenge from his inferior. 

As befits their nature, frost giants resolve ordning challenges with a great contest of deeds. The challenger proposes some amazingly brave (and quite possibly foolhardy) deed and goes out to accomplish it. If he succeeds, the challenged must top the deed or lose his rank in the ordning. 

Frost giants incapable of completing sufficiently daring adventures are more severely rebuked by their brethren than the low-ranking giants of any other breed. In fact, sometimes the tribe’s collective insults and abuse are so severe that the lower ranking giants are forced to falsify the completion of glorious adventures for the sake of their own hides. Sitting atop the whole ordning is the jarl, the bravest and most adventurous of all the frost giants. 

Life on the Glacier of Frosthaven

Frost giants believe in living life to its fullest. As such, there is very little ‘civilized’ activity in the rift. Most of the giants spend the bulk of their time organizing and participating in colossal drunken revels, most of which last for upward of 3 to 5 days. What little time remains after planning and participating in revels is often spent recovering from them. The typical revel begins with the skalds and their tales of adventure, then proceeds to an epic round of boasting. After eight or nine hours, most of the tribesmen are both intoxicated and looking for an opportunity to prove their skills. It’s at this point that most revels dissolve into impromptu (and drunken) contests of prowess. Wrestling, axe tossing, boasting, singing, and a peculiar form of ritualistic teasing are all popular. Particularly wild revels turn ugly and violent, tossing slaves down the glacier rifts, and (finally) to the giants challenging each other to bouts with deadly weapons. Anyone with the misfortune to observe frost giant society under these conditions would be surprised, however, by the giants’ reaction to battle. The minute a battle appears imminent, the giants are suddenly grim, determined, and united. The sounds of revelry are replaced with the sounds of swords being sharpened and tactics reviewed. Basically, all of the giants belong to one of five general classes. 

Warriors are the brave adventurers and defenders of the rift. They account for roughly half of the entire tribe. 

Slaves, as one might suspect, are the absolute dregs of the frost giant society. Usually, this position is reserved for kin. Giants who slip down into the slave class suffer so much dishonor that their relatives are known to voluntarily exile themselves from the tribe rather than face the shame of living in their presence. 

Skalds The frost giant skalds are roughly equivalent to the bards. Although they never gain the ability to use magic spells or read languages, like Bards do, they receive all the remaining abilities inherent to the class. In addition, if playing before frost giants, their abilities to influence the reactions of others and inspire friends and allies function at double effectiveness. In other words, a skald can provoke a -2 modifier to the reaction rolls of frost giants for every three experience levels, and she can bestow a +2 bonus upon frost giants entering into melee (+4 to morale). Furthermore, skalds have the opportunity to learn one frost magic spell at each of the 6th , 7th , and 8th  levels. Frost giant skalds are limited to the 8th level of experience. In all respects they remain normal frost giants, but have additional abilities. (each worth another * in experience calculation).

Shamans are responsible for helping the tribesmen claim their spot in Jotunheim. They fulfill this responsibility by holding regular prayer vigils and trying to incite the warriors to undertake even more daring adventures. At present, the shamans of the rift are somewhat out of favor with the rest of the tribe. 

While Skalds adventure themselves, they spend most of their time composing epic poems known as sagas which honor the adventures of the tribe’s leaders. Because these sagas are often passed down from generation to generation, the skalds play an important role in keeping the tribe aware of its history. Despite the fact that they spend far less time adventuring than the average warrior, skalds are afforded almost as much respect. 

Weirdner (literally ‘weird workers’) are the frost giant wizards and runecasters. They are expected to provide the warriors with the extra edge they need to succeed in their most daring exploits.

The Ice Runners

Voracious eaters, the frost giants often find it difficult to obtain the food and supplies necessary to outfit the tribe. Traditionally, the giants topped off their foodstores with frequent raids against the various barbarian sects that lived in the valley. 

The tribe’s food problems were finally solved five years ago, when the frost giant jarl defeated the king of the fire giants in a wine drinking contest held at a hill giant encampment. Had he lost, the jarl would have been obligated to allow the hill giant chief to cook the tribe’s captive dragon and feed it to the fire giants. But since the jarl won, the fire giant king was obliged to build a pair of his incredible devices for the frost giants: Six months later, during a meeting of the giant chiefs on Frosthaven, the king delivered two enormous warships capable of skidding across the great glacier on enormous razor-sharp blades. Sporting sails more than 70 yards wide, the ships can ride the arctic blasts of the glacier to reach Vaasa and the Cold Lands in approximately four days.

Ever since they took possession of the Ice Runners, the frost giants have carried out frequent raids on the human kingdoms to the south. Since it is impossible to launch any sort of counterstrike (the natives of the Norwold have no means of crossing the Glacier) and impossible to predict when the next assault will occur, the raids are low-risk propositions that tend to pay off quite handsomely.

Politics 

Because they like to show off their courage and skills, the frost giants tend to enjoy any opportunity to mingle with the other tribes of the Giants. They particularly enjoy their infrequent visits to hill giant encampments in the south, where the drink is so plentiful. The only exception to this general rule are the fire giants, whom the frost giants don’t particularly like. Not only could neither tribe comfortably visit the other (frost giants find temperatures any higher than 80 degrees physically painful), but their founders were engaged in a bitter rivalry that flared for almost 10.000 years. 

Geographic Overview

The largest portion of the frost giant’s territories on Frosthaven comprises frozen plains, and low, rolling hills. The Mountains themselves are old, rocky mountains, littered with crags and difficult to climb. (Just about any climb requires the mountaineering skill). Avalanches are common on the upper slopes, and deep crevasses camouflaged beneath thin sheets of ice are a constant danger. For most of the year, the entire region is blanketed in light snow. At the peak of summer, the snow melts and the ground thaws for approximately eight weeks. Average temperatures in the valley are summarized in the table below (temperatures are listed in degrees Fahrenheit).

As one climbs high up into the mountains or approaches the Great Glacier, the temperatures are as much as 20 degrees lower. Both of these regions are covered with thick sheets of ice that tend to reflect away the majority of incoming sunlight, keeping the ground frozen solid year round. Furthermore, both the peaks of the mountains and the icy wastes of the glacier are buffeted by strong winds (ranging in force from 10 to 40 miles per hour) that amplify the bitter cold. Cross index the actual temperature with the wind velocity on the table below to determine the ‘apparent’ temperature due to wind chill.

Frosthaven and its Environs

Natural Illusions

On the Great Glacier and all over Frosthaven, the effects of the extreme temperatures upon the senses can combine with the strange reflections thrown off the icy wastes to produce oddly startling llusions. Though most experienced mountaineers in the region have grown well acquainted with such phenomena, visitors and the inexperienced might easily mistake some of these manifestations for divine omens or dangerous supernatural interlopers.

As with magical illusions, most viewers tend to accept natural illusions as reality unless they have a good reason to believe otherwise (such as the experienced mountaineer who expects to encounter such phenomena). Identifying a natural illusion normally requires a Wisdom check, with penalties and bonuses as determined by the DM. Identifying a natural illusion doesn’t make the illusion disappear. Instead, the viewer simply recognizes it for the trick of the light that it is. 

Note, once again, that characters who are well experienced at operating on the glacier, or in similar terrain automatically recognize most natural illusions.

Natural illusions are most likely to appear on dry days with extremely low temperatures. They tend to persist for an entire day or until the weather changes. Some of the more commonly encountered natural illusions on Frosthaven and on the Great glacier include:

Looming. This effect causes a physical landmark . Such as a mountain range or rock out cropping’ to appear closer than it actually is.

A peak that’s really 100 miles distant can sometimes appear as close as a few hundred yards away. In some instances, light rays are bent and reflected, making the object appear upside-down.

Mirage. This is an image of a landmark that isn’t really present. It is formed by light rays bouncing off icy wastes to trick the viewer. Unlike desert mirages, ice mirages rarely shimmer or appear hazy. Some ice mirages are startlingly realistic.

Halo. A ring of brilliant light surrounding the sun, caused by high altitude ice crystals. Halos might appear orange, red, white, yellow, or as a series of concentric multicolored circles. 

Sundog. Sundogs are spots of light also caused by high-altitude ice crystals. They are generally seen in close proximity to the sun, sometimes in conjunction with halos. Unlike halos, sundogs sometimes seem to move and skip in the air. 

Light wheel. Light wheels are similar to halos, except they are spoked and may seem to spin and dance in the sky

Whiteouts and Fairy Ice

These are perhaps the most dangerous of the natural phenomena encountered On Frosthaven. Whiteouts are generally caused by blowing and sharply drifting snow. Under such conditions, the horizon sometimes vanishes into the sky, making it all but impossible to sense depth, distance, or direction. During a whiteout, all missile attacks automatically incur a -4 penalty. Furthermore, unless the travelers have access to find the path spell, the direction sense proficiency, or similar magics/skills, there is a 50% chance they will become lost and head in a random direction (roll 1d8, 1 is north, 2 is northeast, 3 is east, etc.) until the whiteout subsides. 

A strange form of precipitation consisting of slushy ice spheres, fairy ice is unique to the Great Glacier and the Northern  part of the Norzee. Under normal sunlight, fairy ice sparkles like a shimmering rainbow as it descends. Because of its granular density, fairy ice poses a unique threat to travelers. Stepping in accumulated fairy ice is like stepping in quicksand. Characters who blunder into a fairy ice pit sink at the rate of 2 feet per round. (Recognition and avoidance of such a trap generally require an arctic survival proficiency check.) At the end of each round, a sinking character may reach out to grab a piece of solid ground with a  successful Dexterity check. (There is a -1 penalty to this check for each time the character has previously attempted the task and failed.) Once the sinking character has found a firm handhold, he can pull himself out of the ice with a successful Strength check (with a -1 penalty for each time the character has failed either the Strength or the Dexterity check). A character outside the fairy ice pit can pull a sinking character free with a successful Strength check. Two characters outside the pit can automatically pull a sinking character free. A character that actually sinks beneath a fairy ice pit may still be pulled free by others feeling around beneath the surface. Otherwise, he continues to sink, risking suffocation (see the swimming rules). Both whiteouts and fairy ice are dangerous enough to concern even the giants who inhabit Frosthaven

Life in the caves and grotto’s suits the giants and their penchant for solitude. The grotto ‘s entrances are surrounded by enormous peaks and sharp crags, making it particularly difficult to reach. As a consequence, the giants rarely receive visitors. Particularly human visitors.

Like all evil giants, frost giants have a reputation for crudeness and stupidity. This reputation is deserved, but frost giants are crafty fighters.

Ecology: 

Frost giants live in frigid, arctic lands with glaciers and heavy snowfall. Frost giants eat mostly meat, which they can hunt and kill themselves. They raid human and demi-human settlements for foodstuffs and other booty. Their most eaten prey is whale that could be used to feed a frost giant tribe for a week.

Cloud Giant (Homo giganticus Cumulus)
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Type

Climate/Terrain

Frequency

Organization

Activity Cycle

Diet

AL

NA

Size 10-25% 26-50% 51-75% 75-90%

BM 1 1 2 3

ST (PR) -8 -6 -4 -2

IN -3 -3 -2 -1

WI -5 -4 -3 -2

DX +1 +1

CO -5 -4 -3 -2

CH

Languages

Spellcaster Limits;

AC 6 5 4 3

AV

Levels Whelp Young Teen Y. Adult NM 1 2 3 4 5 6 7-20

XP needed

HD 3 5* 7* 10* 13* 14* 15* 16* 17* 18* 19* 19*

HP 3d8 5d8 7d8 10d8 13d8

MV 30'/10' 90'/30'

 25% chance FL na 90'/30' 3A

THAC0 na 15 13 10 9 5

Attacks

Damage 1d6

Attacks

Damage; by weapon x1

Special Attacks;

Levitate

Special Attacks;

Create Fogcloud

Wall of Fog

Boulder Throwing

Catch large Missiles 10% 20% 35%

Ranges boulder 3'-30'-60'-100'/200'

Boulder damage 3d4 3d6 3d8

Boulder Averages; 

Special Defenses;

Immune to;

Extra Vulnerable to;

Hindrances

Skills

0 2 3 4 +1/4 lvl

AM

Save as; 3 5 7 10 13 14 15 16 17 18 19 HD =F lvl

ML

XP 50 300 850 1900 2300 2500 2700 2950 3150 3475 1975 +500/lvl9+

TT

Body Weight 10-25% 26-50% 51-75% 75-90%

Smash, Sweep, Slam

E +5000gp

Size(inch)xST/0,40

3d10

10

4

-4 To Hit small creatures

0

0

0

bargaining, Appraissal

10% chanceHurling/Boulder Throwing

3'-80'-240'-240'/480'

at will

55%

limited use

3'-60'-120'-200'/400'

9ftØ            600 LBS

Suprised only 1 on 1d10

Enter cloud castles

3d6=3-16

x3 (Morning Star 1d6 x3)

3d6=3-16

3d6-2=3-16

6+2d6=8-18

3d6=3-18

120'/40'

120'/40' 3A

1 weapon (morning star)

1 Fist/Kick or weapon

1s2 (1d3-Castle 1d10)

H; 230"+ 6d12"

4

12+2d6=14-24

Tribal

any

Omnivore x8

N, NE, NG

Cloud Giant

na 1d8

2

0 or by armor (in battle mostly Bronze Plate AV5)

Bromdinag(Giant), Bratak,(Hill Giant) or Gunderrim (Fire Giant)

Shaman 10, Wokani 10

Giant humanoid

Any Mountains or magical cloud islands

Very Rare

5

8 7

3 x day; HD x miles radius

3 x day; HD x miles radius

own weight +4000cn or 25% chance Fly

6

x2

1d10

Small World problems


These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

These fierce Giants have a milk white skin tinged with blue to a light sky blue. Their hair is silvery white, grey or brass colored and their eyes are an iridescent blue. 

Typical Cloud Giant is 20’ to feet tall and weighs 11.500 pounds. Female cloud giants can be 1 to 2 feet shorter and 1000 to 2000 pounds lighter.

They wear pale robes of light-blue, white or grey color, made of the finest of materials and wear jewelry. Many of the Giant consider their appearance an indication of their station; the more jewelry and the better the clothes, the more Important the Giant. 

They have muscular human builds and handsome well-defined features. 

Combat: 

Although they will wear no armor, these giants prize magical protection devices, and one in 20 will have such a device.

Cloud giants fight in well-organized units, using carefully developed battle plans. They prefer to fight from a position above their opponents. A favorite tactic is to circle the enemy, barraging them with rocks while the giants with magical abilities assault them with spells. Cloud giants can hurl rocks to a maximum of 240 yards, causing 3d10 points of damage. In melee they prefer the Morningstar—a round shaped head variation of the mace.Their huge morningstars do three times normal (man-sized 1d6) damage plus their strength bonus. One in 10 cloud giants will have a magical weapon.

Abilities

The majority of these Giants live on cloud covered mountain peaks in temperate or sub-tropical regions. Others live on their cloud castles clouds. Their mountain castles are crude. 

All Cloud Giants can levitate their own weight +4000 cn three times a day.  About 25% of these giants can instead Fly at normal movement rate. MF 3A.

All cloud giants of young age or older can activate the Fog Cloud and the Wall of Fog spell as a natural ability three times a day in only 2 initiative segments.

Fog Cloud




Alteration spell level 2

Range:


10’

Duration;


4 Rounds +1 Round per HD or level of Giant (Whichever is greater) 

Effect:


(normal 20’/Level) 200 cubic feet per HD or level of Giant (Whichever is greater) 

Saving Throw:

None

This spell will bring into existence 203’/level of normal fog or colored, smelly and heavier than air fog (as with a Cloudkill spell). The sight within will be only 2’. Any wind of Strength 5+ will dispel the fog in 1d4 rounds. Any wind of Strength 3 to 5 will halve the duration. The fog will break up after 20’ into any vegetation. The fog cloud will be of a rounded shape in all directions. If cast near any wall, so that the shape will be distorted, it will penetrate structures (except when metallic, Magical, or more than 10’ thick) and fill the places beyond it as far the spell originally would reach. If not able to penetrate, that part of the fog cloud is dispelled, because the magical fog could not reach that area and affect it accordingly. This cloud giant ability is equal to a 6th level mage (+1 level per level Giant is above 13th) in respect of dispelling its effects.

Fog Wall




Alteration spell level 2

Range:


30 yards (inside feet)

Duration;


2d4 Rounds +1 Round per HD or level of Giant (Whichever is greater)

Effect:


(normal 20’/Level) 200 cubic feet + 10 cubic feet per HD or level of Giant (Whichever is greater) 

Saving Throw:

None

This spell will bring into existence 203’+103’ per HD or level of Giant (Whichever is greater) of normal fog. The sight within will be only 2’. Any wind of Strength 5+ will dispel the fog in 1d4 rounds. Any wind of Strength 3 to 5 will halve the duration. The fog will break up after 20’ into any vegetation. The fog will be of any shape intended, but must have a thickness of at least 10’. This spell is often used to fill a building or corridor from any obtrusion. This cloud giant ability is equal to a 6th level mage (+1 level per level Giant is above 13th) in respect of dispelling its effects.

Habitat/Society: 

They live in families of rarely more than 6 Giants. Males and females will be equal in number, and about 50% of the Giants in a lair will be children. To determine a giant’s maturity of the children 25% is a baby, 25% are youngsters, 25% are teenagers, and 25% are young adults. They know the current average location of 1 to 8 other families and will band together with some of these families for celebrations, battles, love, and trade. These joined clans will recognize one among them as their leader—usually an older Giant who has magical abilities. 
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They consider themselves above all other Giants, save Storm Giants, whom they consider equals. They’re creative, appreciate fine things, and are master strategists in battle. Cloud Giants have a lifespan equal to that of Dwarves. Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. 

They appreciate music (like Storm Giants—and therefore will be equally liked by the Faedorne). The majority of Giants are able to play one or more instruments, of which their favorite is the Harp. Unlike other Giants, these Giants leave their treasure in their lairs, carrying with them only food, throwing rocks, a handful of coins (10d10), and a musical instrument. They speak Bromdignags (their original language), Gundirrim (the basic Giant Language) and 60% of all cloud giants speak a much spoken Human Tongue.

Society

Since the time of the Bromdignags, the cloud castle dwellers have established a primitive sort of nobility among their ranks. The Grins are, the lowest level in the hierarchy. Consequently, they, along with several other grinns,  owe fealty to a Nobbit, who in turn owes fealty to the Jarl, the highest ranking cloud giant in the area. Naturally, the nobbits and jarls have much larger and more elaborate cloud castles. Visitors to the cloud castles are rare, since it requires powerful magic to reach their heights (the castles usually float about one mile above the ground). Such visitors should beware: the cloud giants subsist entirely on the meat from their magical herds, and consider more exotic or unusual flesh—like that of humans—a delightful delicacy. (however only evil cloud giants will eat humans, demihumans or humanoids).

History
Eons ago, when Giants ruled great parts of the world, the Cloud Giants (then known as Bromdignags) dwelled in lush valleys and deep forests. As the number of Giants grew, land and resources became scarce and wars became inevitable. The Bromdignags soon found themselves locked in a fierce struggle with the more numerous Gundirrim (later known as “Fire Giants”). 

Though there were heavy casualties on both sides, the Gundirrim eventually managed to shatter the Bromdignags capital, forcing the surviving Bromdignags to seek refuge in the high mountains. The Gundirrim conquered the lands of the Giants and it is their language which became known as Common Giant.

Having witnessed the struggle, the Immortals took pity on the displaced Bromdignags and built them several magnificent castles in the sky, where they could be safe for their Gunderrimian enemies. These castles, suspended in the air by the Immortals magic, seem to float on the clouds themselves, and from that day forth the Bromdignags became known as the cloud Giants. Many of the Cloud Giants live in the magical castles to this day.

Cloud giants’ vision detects subtle emissions in the infrared spectrum even during broad daylight and in the presence of powerful heat/light sources. This ability allows them to see through mists and fogs easily. Cloud giants can detect and identify living creatures via scent alone at a range of 30 feet.

Cloud Castles

About 50% of cloud giants live on cloud-covered mountain peaks in temperate and sub-tropical areas. These giants make their lairs in crude castles. And 50% of Cloud giants live in castles on enchanted clouds. Cloud lairs are fantastic places with giant-sized gardens of fruit trees. According to legend, some giants mine their cloud islands for small chunks of the purest silver.

Cloud castles are completely sustained by the Immortals’ magic and never need repairs or maintenance of any sort. The magic that bears the castles aloft also includes a thick invisible force barrier just below the upper surface of the cloud, allowing it to support the great stone fortresses and enabling the Giants and their visitors to walk upon the cloud surfaces though they were on flat land. This barrier is capable of supporting an almost infinite weight, and partially cancels out the planet’s gravitational pull on any objects suspended upon it. Clouds that bear castles are still light enough to drift upon the winds along with their more mundane neighbors, and often travel from one end of the planet to the other as many as ten times in a single year. By this traveling the Cloud Giants have become the merchants and travelers of all the Giant races. They love nothing more than trading in all of the skills and products that other Giants are capable of creating. This is easy for them to do since they freely travel across country in their cloud castles. These Giants also deal with the lesser races when it comes to high-value items (rarely of Giant-make of course).

This same barrier keeps the castles and the Giants that dwell within safe from the effects of any storm or hazards precipitating by the cloud below. Standing on the barrier and looking down into a cloud while a storm is in progress can be a breathtaking experience. The Cloud Giants who dwell in the castle are magically supplied with food in the form of perpetually-regenerating herds of livestock and fruit trees, also provided by the Immortals. The Giants therefore rarely, if ever, need to venture down to the planet’s surface.  

The magic of the cloud castles attracts other clouds, which surrounds and move along with he castles. Though Cloud Giants have no direct ability to manipulate the weather, it seems that the castles and the Giants tending toward chaotic or evil alignment are usually surrounded by dark storm clouds, while those of Giants tending toward lawful or good alignment are usually surrounded by thick, billowing white clouds. No one can supply an explanation for this phenomenon, though many speculate that it’s inherent in the magic of the Immortals.

The magic that sustains the castles must be renewed by the Immortals every thousand years or so (and is also diminished by the Days of no magic yearly), or the castles begin to decay. At first holes form in the invisible barrier, an effect which can be quite deadly to anyone walking on its surface. At the same time, the stones of the castle begin to collapse. After about fifty years, the ruined castle sinks slowly deeper and deeper into the cloud as the energy of the barrier becomes more and more depleted. After an other hundred years, all that’s left of the castle are chunks of stone and splintering timbers. Two hundred years later, the magical barrier gives out and the remains of the castles come crashing to the earth, possibly endangering the creatures below. Gold and similar items tend to stay in one piece during the entire decay process and often fall to the ground with the remains of the castle. This accounts for some of the stories told by human farmers in which gold and gems are said to drop from the sky. 

The only circumstance under which the Immortals allow a castle to decay, however, is when all of its inhabiting Giants (Cloud and/or Storm Giants, but not any other race) have been killed or abandoned the structure.

The cloud giants who dwell in the castles are magically supplied with food in the form of perpetually-regenerating herds of livestock, also provided by the Immortals. The giants therefore rarely, if ever, need to venture down to the earth’s surface.

Lair Guards

They live in castles in the sides of mountains, top masses of clouds or recently in the Hollow world on Floating islands. They keep either 1 to 6 small rocs or if the live in the mountains 6d6 Dire wolves as guards. they may have other companions depending upon location ; There is a 60% chance a cloud giant mountain lair will be guarded by 1-4 spotted lions, 2-5 (1d4+1) owl bears, or 2-5 (1d4+1) griffons (1-2 wyverns for evil cloud giants). In addition, there is a 50% chance the lairs of evil cloud giants will contain 1-20 human and demi-human slaves. There is an 80% chance that a cloud island lair will be guarded by 2-5 (1d4+1) griffons, 2-8 (2d4) hippogriffs, or 2-5 (1d4+1) giant eagles. They hate to be disturbed and are known to block mountain passes to discourage trespassers.

Castle Random Encounters

Roll 1d6 every turn (10 minutes); a result of 1 indicates an encounter. Roll again on the table below.

1-2 
No encounter

3-4 
Giant Rats (1-3) from Area 7

5 
Tabby, the giant-sized cat. AC 5; HD 5; hp 35; MV 180’ (60’); #AT 3; D 1-4/1-4/1-6; Save F5; ML 8; AL N. The cat comes across the party, and attacks, thinking that the adventurers are rats. Tabby is constantly fighting with the rats and making noise in her wanderings so any battle she engages in with the party is unnoticed by the giants Grogg or Togg.

6
Galff. While looking for something to do, Galff comes upon the party. He will try to put the characters in his giant bucket and take them to his arena (see area 11, below). 

Sheep Pen

Just outside the castle is a large pen that holds the cloud giants’ sheep. The pen measures 100 feet by 250 feet and contains more than two hundred sheep. Hanging on the pen fence is a giantsized, 25-foot long wooden shepherd’s crook and 90 feet of very stout rope. Sheep (200): AC 7; HD 1; MV 90’ (30’); #AT 1; D 1; SaveF1: ML 5: ALN. The sheep are completely harmless if undisturbed, but if the PCs prod around in the pen long enough (more than a round or two), the herd makes a lot of noise. Grogg comes to investigate the trouble in two rounds. The herd magically regenerates in number. As the giants eat the sheep, more and more of them appear. This property only functions right outside the cloud castle, and any sheep returned to the ground will be normal in all respects

Future

The Immortals found out that the effects of the Day(s) of Dread severely damaged the castles, and to prevent the Cloud Giants from falling down—as the renewal magic is severely heavy, even for several Immortals at once—they moved some of the clouds through the eternal fogs of the polar openings. Due the Immortal power they didn’t crash, but passed through these gates into the Hollow World. Here they were attached to the already floating isles of the Hollow World. The barrier securely placed on top of each island, slowly, but deliberately dispelled, sank the castles with minor damage upon these solid surfaces. From this moment on the Cloud Giants had to herd their own creatures, and maintain their own castles, but would never become extinct due the Spell of Preservation. The Giants on the Outer World are left to their own devices, and some even succeeded creating their own ways of staying afloat, due Alphatian (Floating Ar) magics, copied or bought from the local mages there. Nowadays the floating clouds become stronger than before, a fact the immortals did not expected.

Shamans & Wokani: 
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10% of these Giants are a Wokani, and 5% is a Shaman. About 1% is both. 

Faith; Brom Zalaj (Aka. Aegir Patron of Storms, Waves, Ale) Friendly Faiths; Odin, Ymir, Ran, Kar. Opposing Faith; Surtur and Hel. Loki can be opposing as a friendly faith depending on his current behavior and plots.

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

The following two spell will become known to cloud giants when becoming Wokani. These spells will be two levels lower than normal due to the giants’ affinity with clouds.

Solid Fog



Alteration spell level 4 now level 2

Range:


30 yards
Duration;


2d4 rounds + 1 round per level of the caster.
Effect:


20 x 10 x 10 feet volume per level of the caster.

Saving Throw:

None

This spell creates a billowing mass of misty vapors similar to a Wall of fog spell. The caster can create less vapors if desired, as long as a rectangular or cubic mass at least 10 feet on a side is formed. The fog obscures all sight, normal and infravision, beyond two feet. However, unlike normal fog, only a very strong wind (Strength 6+) can move these vapors, and any creature attempting to move through the Solid Fog progresses at a movement rate of 1 foot per round. A Gust of Wind spell can’t affect it. A Fireball, Flame Strike, or Wall of fire can burn it away in a single round.

Fog of Death


Alteration Evocation spell level 6 now level 4.

Range:


120 feet

Duration;


1d4 rounds + 1 per level of the caster.

Effect:


20 cubic feet per level of the caster.

Saving Throw:

None

Casting Time:

6

This spell creates an area of fog that has the additional property of being highly acidic. The vapors are deadly to living things, so that vegetation exposed to them will die eventually—grass and similar small plants in 2 rounds, bushes and shrubs in 4, small trees in 8 and large trees in 16 or more rounds. Animal life not immune to acid suffers damage as long it is exposed to the vapors, as follows: 1st round: 1 point
2nd round:2 points
3rd round: 4 points
4th and each succeeding round: 8 points. The Death Fog otherwise resembles the 2nd level spell Fog Cloud: rolling and billowing vapors that can be moved only by a strong wind. Any creature attempting to move through the Death Fog progresses at a rate of 1 foot per round (double if hasted). A Gust of Wind can’t affect it, but a Fireball, Flame Strike or Wall of fire can burn it away in a single round.  This spell will only be used by evil cloud giants.

Playing the Cloud Giants

For the most part, cloud giants are brash, ignorant creatures, though not nearly as stupid as their cousins, the hill giants. They pass the majority of their time in their lairs, sleeping or playing games of chance, of which they are rather fond.

Most cloud giants seem to be immortal under normal circumstances and thought to never die of natural causes. Many have been alive for several thousand years, although in most cases their disproportionately tiny brains only allow them to remember the events of the last twenty or so years. Many cloud giants have forgotten their true origins; though some are very intelligent, many are incapable of using a written language of any sort and communicate with a very simple spoken tongue. Most cloud giants talk in simple rhymes and phrases, and converse in Thyatian or Alphatian (the two most spoken languages of Mystara).

Ecology: 

Cloud giants also appreciate music, and the majority of giants are able to play one or more instruments (their favorite is the harp). Unlike most other giant races, cloud giants leave their treasure in their lairs, carrying with them only food, throwing rocks, 10-100 (10d10) coins, and a musical instrument.

Cloud giants prefer food that is carefully prepared with spices and sauces, and they relish fine, aged wines.

Good cloud giants trade with human and demi-human communities for food, wine, jewelry, and cloth. Some cloud giant clans will establish good relations with such communities, and will come to the communities’ aid if they are endangered. Evil cloud giants raid human and demi-human communities to get what they want.

Cloud lairs are fantastic places with Giant-sized gardens of fruit trees. According to legends, some Giants mine their cloud islands for small chunks of the finest silver. These legends are falsely spread by the lesser creatures. They do mine but only silver from their mountain lairs, and it’s no finer than anywhere else, but they like the story, as being them the best silversmiths.

They prefer food that is carefully prepared with spices and sauces, and they relish fine, aged wines (especially the Renardois wines). They trade with human, Giant and demi-human communities for food, wine, jewelry, cloth. Some of these Giants establish good relations with these communities, and will come to aid them if they’re endangered. Evil Giants however raid similar communities to get what they want. Those living on the cloud subsist entirely on their magical fruits and herds.

Senses; 
Vision detects subtle emissions in the infrared spectrum even during broad daylight and in the presence of powerful heat/light sources. This ability allows them to see through mists and fogs easily.  They have keen eyes and a sharp sense of smell, so they’re rarely surprised (1 on 6 only). (Smell, Sight above human strength). Others as human.

Well known Giants

Tuall, cloud giant engineer

Tuall has sky blue skin and brass colored hair. When working, he wears canvas knee britches and a leather apron. A loop on his trousers holds a massive hammer. Pockets in his apron bulge with the tools of his trade; trowels, levels, picks, prybars, and measuring cords. When travelling, apron and tools go into a portable hole, along with other supplies, and Tuall wears a cloak of midnight blue and a huge silver pectoral studded with pearls and opals. He owns a magical morning star, but he keeps it hidden in a cloth wrapping unless he expects trouble.

Tuall suffered through a discontented youth as the third son of a prosperous family. He was not treated badly, but his family constantly childed him for spending hours staring dreamingly down from the clouds where his castles’ castle stood, wondering what lay below. When not studying the ground, Tuall studied his parents’ sprawling cloud castle. He had always been fascinated by the castle’s superb construction and had resolved to become a great builder when he came of age. His ambitions did not please his parents, who considered his interest in the ground a waste of time and his desire to become a builder to be far below his station. When he came if age, he left home without hesitation. The move infuriated his whole family (who believed young Tuall had simply closed his mind to their good advice), but Tuall has never looked back.

Tuall is now the owner and chief engineer of the Tuall Construction Company. His employees are three stone giants (the brothers Roddel, Yurii, and Esko) and a human mage (Transmuter) named Emil. The brothers assist Tuall with the heavy work, and Emil serves as the group’s accountant and negotiator as well as Tuall’s personal assistant. The company’s base is a modest mountaintop castle permanently surrounded by billowing clouds. Tuall has been experimenting with the art of building cloud castles, but hasn’t quite managed it yet.

When working on simple tasks, such as stone cutting or trench digging, the quartet can do the work of 24 men. For more complex tasks, such as building wall and towers, the quartet can do the work of 30 men. Their typical fee is 100 gp a month for the team, plus expenses, and a flat fee of 1000-10.000 gp depending on the job.  For big jobs, Tuall locates and recruits additional giant laborers (usually neutral stone giants0 for a fee of 100 gp per giant, plus 20 gp per month per giant, plus expenses.  Each of these giants can do the work of four men, no matter what the task.

Characters are most likely to encounter Tuall when his group is travelling to a job site. Once he accepts a commission, Tuall is careful to obtain letters of safe conduct from every ruler along his route, and he always chooses paths that skirt heavily populated areas—Tuall knows that most common folk panic when they see giants coming.

A party might simply blunder into Tuall’s group, or characters might be hired to guide him to a worksite. Characters that interfere with Tuall’s work not only must deal with a group of angry giants but eventually must face the wrath of his employers as well. Tuall works only on the continent of Brun, and his castle is located near the border of Ylaruam, Karameikos and Thyatis.

Tuall Cloud Giant

AC0 AV0 (no armor) or -3 (cloak of protection =3), MV 150’/50’ HD 16+2-7 hp 95, THAC0 5, At 1 oversized morning star +3 +St 6d4+14, or 1 hurled boulder 2d12. SA Abilities as MU 12; Levitate own weight +2000 LBS (3/dy), fog cloud (3/dy), Wall of Fog (1/dy), Solid Fog (1/day), Hurling Boulders minimum 3 yards to 240 yards, SD Catch Large missiles 60% , Size; H; 23’8”tall, ML 10, al NG, ST 23, IN12, WI12, DX13, CO17, CH14.

Special equipment, five boulders, portable hole, Morningstar +3, cloak of protection+3, horn of blasting.

Roddel, Yurri, Esko Stone giants

AC0, AV4, MV 120’/40’HD 14-13, hp 77, 75, 72, THAC07 At 1 large club 1d6x3+5 (size + s adj.) or 3d10 boulder 3 yards to 300 yards. SD catch large missiles 90%, Size H; 18’ tall, 17’ 8” tall, 18’ 2” tall, ML 9, ST 19, IN 9, 9, 10, WI 7, 12, 9, DX 16, 13, 12, CO 16, 15, 17, CH 11, 13, 9, AL N, equipment (club, 6 boulders each.

Emil male transmuter 14

AC1, Bracers of defense AC4, Dex adj. MV 120’40’ HD 9+5, Hp 29, THAC0 15 (13 staff of power. dagger of venom) At 1 dagger+2 or 3 darts 1d4 each. SA spells 5,5,5,4,4, 2,1, + 1 alteration/level), burning hands, cantrip, Color spray, comprehend languages, feather fall, unseen servant, bind, detect invisibility, irritation, acid arrow, pyrotechnics, fireball, haste, slow, suggestion, tongues, windwall, dimension door, invisibility 10’, fire shield, shield, polymorph self, cloudkill, wall of stone, telekinesis, hold monster, transmute rock to mud, wall of force, disintegrate, mass suggestion, true seeing, reverse gravity, teleport (underlined are alteration), opponents suffer a -1 to saves vs. alteration spells SD +1 to alteration saves, +3 to effects that can be dodged (DX) Size M; 5’10”tall ML 8, AL NG, ST 8, IN 17, WI 9, DX 17, CO13, CH 15.
Fog Giant (Homo giganticus Caligus)
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These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

The Fog giant evolved from the Cloud Giant around 175.000 BC, but suffered a great blow due to the great Giant wars and the global ice age. Their numbers declined rapidly, and the next ice age was apparently the death blow to this species, it died out, several centuries later. The last Fog giant that was not mistaken for a cloud giant was slain by a barbarian overlord, which depicted his heroic slaughter in old stone writings. These were dated around 48.000 BC.

Cousins to the cloud giants, these large rock-hurlers were more intelligent and stealthy than portrayed in story or song.

Fog giants were huge and husky, with tree-trunk sized legs, and over-developed arms muscled by constant throwing games and exercises. They had milk-white skin which aided their natural ability to blend into fog (80% chance) and gave their foes a -5 penalty to their surprise rolls when attacking in fog or mist. Their hair was silvery white and flowing, with ample hair on the arms, legs, and chest. They grew no facial hair whatsoever. They preferred to wear no armor, counting on their high natural Armor Class. However, they occasionally wore leather armor (AV 2), and at least one band wore armor made from white dragon hides studded with silver (AV 3- resist cold). They loved massive, ornate clubs made from bleached and polished wood or bone. Fog giants spoke their own tongue and Cloud Giant, and 30% spoke a local human tongue.

Combat: 

Fog giants generally hunted in groups of 2 to 5 males, although they sometimes joined with a cloud giant or two to form a hunting party of 3 to 7. They preferred to attack from cover (fog is most preferred). After some ranged rock-hurling to scatter their opponents, they would charge into melee with fists and swords. Adult fog giants could hurl rocks up to 3 to maximal 240 yards, inflicting 2d10 points of damage to anyone struck. They also had a 45% chance of catching hurled weapons of similar size, but could not catch fired weapons such as arrows, bolts, and sling-stones. In melee they generally fought with clubs and fists, though tales of sword-armed fog giants were common.

Because of their keen hearing and highly-developed sense of smell, fog giants were seldom surprised (+2 on surprise rolls). Access to their caves and regular hunting camps were often protected by deadfalls of rocks or logs, which could be released by a carefully thrown rock at the first sign of an attack against them.

Habitat/Society: 

Fog giants were proud of their strength and fighting skills, often playing games when on hunting forays in an attempt to best one another. Their favorite such game was called “copsi” and consists of the giants pairing off to toss larger and larger boulders to their partners until one of the pairs misses its throw.

The fog giant families lived in caves, canyons, or thickets, in the most inaccessible areas of marsh, swamp, forest, or coast. The men usually hunted in groups, ranging up to a dozen miles from their homes. The groups generally were formed of giants of similar alignment.

By tradition, a young giant did not mate until he had obtained at least one large ornament of silver. Usually, the young giant joined with several others in a quest to find one (or acquire enough treasure to buy one).

Fog giants did not often mix well with other creatures or races, although they could often be persuaded to perform services for a fee, or barter goods with groups of similar alignment. Fog giants would have happily bartered goods and services for refined silver.

Territorial disputes sometimes flared up between groups, especially in times of bad hunting. Friendly disputes could sometimes be resolved by a game of copsi or an arm-wrestling match. Fog giants fighting amongst themselves would generally throw rocks and fist-fight, rather than use swords.

Fog giants were fond of all sorts of cooked meats, particularly hoofed creatures such as horses, cows, deer, elk, and centaur. They often cooked meat by building a large fire, then impaling chunks of meat on their swords and holding them over the open flame. Fog giants preferred fruits and sweets for dessert, and would also down large quantities of spirits if available to them. They did not distill their own spirits or liquors.

They also sometimes smoked fresh milkweed pods in wooden pipes, though the taste was too bitter for humans and demihumans to enjoy.

Shamans & Wokani: 

10% of these Giants are a Wokani, and 5% is a Shaman. About 1% is both. 

Faith; unknown, probably Odin.

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

The following two spell will become known to cloud giants when becoming Wokani. These spells will be two levels lower than normal due to the giant’s affinity with clouds.

Ecology: 

Because of their size, fog giants consumed a large quantity of food, and required a considerable territory per hunting group to support themselves. The giants would often place territorial markers of boulders and logs to define the boundaries between their hunting territories. They did not look kindly on anyone who tore down or moved these markers. Their regular pathways were hard to hide, and were instead trapped with deadfalls of rocks and logs to discourage trespassers.
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These creatures lived with the fog and had a clear vision through it which they used to the best of their advantage. Most of the fog related spells were created by them, and found their way to the other races. Today only the cloud giants regularly use these spells. Fog giant’ vision detects subtle emissions in the infrared spectrum even during broad daylight and in the presence of powerful heat/light sources. This ability allows them to see through mists and fogs easily. 

These creatures had good alliances with any fog related creature or air elemental creature.

Mountain Giant (Homo giganticus Alpinus) 
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These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

Mountain Giants are huge humanoids that live in remote mountain caverns. Standing 12’ to 20’ tall (usually 1’/HD), and their weight is adjusted by their HD accordingly, they’re Impressive foes. They resemble Hill Giants. Their skin color is a light tan to reddish brown with straight black or dark-brown hair. Males wear chin beards but don’t grow moustaches, or cheek beards. They’ve large pot bellies, males and females alike. 

Their adolescent young are in size equal to a large Human, and sometimes even mingle with them—only the clear childish behavior would reveal their true race. They’re typically clothed in rough hides or skins (often traded from Hill Giants) and carry huge clubs as weapons. 

They trade large catch with Hill Giants in exchange for Hides and leather, made from this catch. The stale reek of the sweat and dirt of a Mountain Giant can be detected several hundred feet downwind. 

They were called FjellJotun among their own kind (the giants and Jotun by the Dwarves.

Some may be somewhat deformed with protruding teeth(fangs), or enlarged  ear lobes. This could be linked to the radiation effects of the Great Rain of fire upon the genetic structure.

They would sometimes dress more humanlike if having human interactions.

Combat

Mountain Giants always attack in a straight-forward manner, not by ambush or deceit. They love to get into a high unassailable spot with lots of boulders. When in such position, they rarely take cover, but stand in the open to fling their missiles (or stand in pits half their size-for –4 AC bonus). 

They often (80%) carry boulders, and can throw them great distances (100/200/400), for 4d6 points of damage each. They are usually reclusive but mercenary, and may be hired to fight for any large force. They can catch rocks or similar missiles 30% of the time—including catapult propelled boulders, but not shot missiles like bows and ballistae. This catch chance is adjusted by 2% for each Dexterity adjustment. 

In melee combat, they use huge swords or huge clubs, which are actually just large tree limbs or logs or stone Stalagmites for heavy damage depending upon HD/lvl (x2 to x5), plus St. adjustment). They usually keep several such weapons around. They have a lifespan similar to that of Dwarves. Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. Mountain giants are as strong as fire giants (22).

Summon Ability
A mountain giant can summon and control other monsters. This summoning takes a full turn to perform and 1d6 hours pass before the creatures appear. The creatures affected are Ogres, Troll, or Hill Giants. For game purposes a summoning results in either 1d10+5 ogres (1-70%), 1d6+3 trolls (71-90%), or 1d4 hill giants (91-00%), although the giant has no idea in advance of what he will get. This depends which race is currently the most near, and this species is summoned, even if only 1 troll was close and several ogres a bit further than the rest of the trolls, then it would still call the trolls.  The range upon which creatures can be summoned is depending upon the level of the giant and as thus is depicted within the table. The control is very loose, not absolute domination. The mountain giant can give a broadly defined command and the monsters obey as they see fit. The summoned creatures stay with the giant until killed, sent away, or another summoning is made or after a few days the monsters get bored, want to complete their own agenda, and thus leave, and return to their own lairs.

A mountain giant may also call creatures he has trained, these must be within audible range (100 to 200 yards depending upon senses creature) and he must use some sort of calling method (A special shout or whistle). These creatures respond and will come as fast as the hear the call.  The summoned monsters (magical or by training) stay with and fight for the mountain giant, but they value their own lives over that of the giant. Trained animals include Manticores (25%), or mountain goats, sometimes mountain predators are trained, like Rocs.

Habitat/Society: 


[image: image44.wmf]Mountain Giant

Age

Whelp

0-20

Youngster

21-30

Teenager

31-50

Young Adult

51-100

Adult

101-160

Mature

161-238

Elder

240+

Death

240+1d100


The home of the Mountain Giant is often a large rock cavern in a mountain. Frequently there are unexplored passages leading out of the Giants’ home. They rarely have any interest in anything beyond their cavern. There is a 75% chance that the summoned creatures acting as guards or underlings live in the cavern. They also construct primitive castles (or better said Keeps),but never lose their migrational sense—when the cave/tower gets too dirty, they leave and seek a new one. Some caves/castles will be revisited in a few years or so.

The females and young are rarely seen, since they stick close to the cavern. Mountain giants are polygamous, usually one female living with several males. Three quarters of the young are male, which accounts for their low population. If two or more mountain giants are in a lair, there is a 50% chance of a female and a 25% chance of a child. Roll 1d4 to determine the age of the child. If it is a 4, it is a helpless infant or small child. A roll of 1-3 indicates older children or teens.

There is a 20% chance that one of the giants in a family is a shaman. Roll 1d6 to determine the level of spell use, 1-4 meaning 1st level, 5-6 indicating 2nd level. He has an innate ability to find caves and cavern entrances within half a mile, unless these are magically hidden.

While only one family is found in a given lair, several families make up a loose tribe scattered over a mountain or mountain range. Each tribe has a higher level Shaman as its leader. He presides over the extremely rare gatherings of the tribe and counsels those willing to travel to talk to him. The Shaman always lives with a group of summoned monsters, but never with other Mountain Giants. 

They can speak Bratak (Hill Giant), Gundirrim (Fire Giant) and two local Humanoid tongues (Ugrizz-Ogrish, Slaat-Troll).

Mountain Giants are foragers and hunters. Their favorite prey is mountain sheep. They also eat nuts, tubers, and other edible mountain plants. Nothing hunts Mountain Giants, but sometimes they pick the wrong cave in which to set up housekeeping. Since they tend not to fully explore all the back tunnels, nasty things from underground have been known to attack and devour sleeping Giants. Ropers, Hulkers, and beholders are known to use these tactics. Since these Giants are neither good nor evil, it’s possible to set up peaceful relations with them. However, they’re suspicious and reluctant to deal with outsiders. They are usually reclusive but mercenary, and may be hired for any large force. In melee combat they use huge clubs of wood or stone, or sometimes Giant sized swords. They are innately skilled in the club (see weapon mastery) due their hunting style of life. Like hill Giants they don’t know how to make fire, and guard any fire jealously. A tree/club is lit like a torch in case of transporting the fire, and will keep the fire alive for about a day or two.

The mountain Dwarves and Mountain Giants have lived among or near each other for centuries. Neither race is very friendly with the other, but they aren’t enemies, nor there never been a war between them. As their elders say, both peoples dwell on top of  “The Great Forge of the Mountain”, and should respect each other. So it has been since they met, long ago.

Mountain Giants live in very small family groups on tops of mountains, and keep to themselves. They rarely travel, except to find other mountain Giant clans with whom they mate. Mountain Giant males tend to be very confined in their youth, although they crave an outlet for their youthful aggressions. Since it would be destructive if such potential for violence were unleashed against Giantkind, young male Mountain Giants are often forced to leave the mountain peaks and alleviate their tensions in the world of smaller creatures. This is why Mountain Giants sometimes work as mercenaries among human, Dwarven or humanoid folk.

Mountain Giants don’t practice magic and their cultural artifacts tend to be very simple. They aren’t skilled artists, or craftsmen, or toolmakers—at best, their work in these areas is marginally adequate. They’re fond of pets, typically Giant-sized versions of domestic animals, and are skilled trainers of Giant sized animals. Mountain Giants are rough and ready woodsmen, preferring High Mountain peaks in wilderness areas for their homes. They’re excellent hunters, as Giants do, and work better with wild animals than do their other Giant relatives. Mountain Giants train Rocs and other large “pets” for their own use, and may provide animal Training services for other Giants as well.

Mountain Giants view the “Little Races’ as inferior to themselves, although they say the find the small size of lesser humanoids “Cute”. Mountain Giants are aggressive, but, although they don’t hesitate to defend themselves, they don’t make war; little creatures do that not Giant folk. A few Mountain Giants are known to disregard these non-violent beliefs; these renegades raze villages to take what they want, but they’re not good examples of typical Mountain Giant behavior. 

On Mountain Giant Lore

From the Dwarvish Legends

... And after a time when Grinax, the oldest and wisest of the mountain dwarves, had spent several centuries in the steep granite mountains, happily crafting things of shining beauty, there came a new creature, Zol, later known as father of the mountain giants. Zol looked on the many worked-steel wonders of Grinax and was envious, and he said that he would take Grinax’s works and crush him under his foot. But Grinax, without time to put on his armor or grab a slay-steel, tricked the stupid creature. He told Zol that greater wonders were on the peak of the mountain. So Zol left Grinax in peace and climbed to the summit, and was content. The mountain giants and dwarves have shared the mountain ever since, both nurtured by stone into being the greatest of their kinds.

From the Mountain Giant Myths

Great Zalaj, mightiest and wisest of giants, built his castle on the top of stone, unlike his foolish brothers. Then there came a time when Zalaj heard strange noises in the night. This puzzled him, and after several nights he thought to look down at the lesser things, and he saw a little creature with a long beard, a dwarf, who called itself Jiniag. Jiniag wanted to build holes in Zalaj’s keep, to look for shining stones. Zalaj liked shining stones, so he took pity on the little thing, and he placed it at the bottom of the mountain. “Dig downward,” he said, “and you shall find your shining stones, more than you have ever dreamt of.” And so it was that Zalaj got himself a neighbor, and the mountain dwarves, helped occasionally by the mountain giants, became great among the little creatures if you dwell near them; however it is vest to keep watch on your cellars.

The mountain dwarves and mountain giants have lived among or near each other for centuries. Neither race is very friendly with the other, but they aren’t enemies, and there has never been a war between them. As their elders say, both peoples dwell on top of “the great forge of the mountain”, and should respect each other. So it has been since they first met, long ago. Mountain giants live in very small family groups on the tops of mountains, and keep to themselves. They rarely travel, except to find other mountain giant clans with whom they mate. Mountain giant males tend to be very confined in their youth, although they crave an outlet for their youthful aggressions. Since it would be destructive if such potential for violence were unleashed against Giantkind, young Male Mountain giants are often forced to leave the mountain peaks and alleviate their tensions in the world of small creatures. This is why mountain giants sometimes work as mercenaries among humanoid folk. Mountain giants do not practice magic and their cultural artifacts tend to be very simple. They are not skilled artists, or craftsmen, or toolmakers-at best; their work in these areas is marginally adequate. They are fond of pets, typically giant versions of domestic animals, and are skilled trainers of giant-sized animals. 

Ecology: 

Mountain giants are foragers and hunters. Their favorite food is mountain sheep. They also eat nuts, tubers, and other edible mountain plants. Nothing hunts mountain giants, but sometimes they pick the wrong cave in which to set up housekeeping. Since they tend not to fully explore all the back tunnels, nasty things from underground have been known to attack and devour sleeping giants. Since these giants are neither good nor evil, it is possible to set up peaceful relations with them. However, they are suspicious of and reluctant to deal with outsiders.

Shamans & Wokani: 

While only one family is found in a given lair, several families make up a loose tribe scattered over a mountain or range. Each tribe has a 3rd level shaman as its leader. He presides over the extremely rare gatherings of the tribe and counsels those willing to travel to talk to him. The shaman always lives with a group of summoned monsters, but never with other mountain giants.
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Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

Well known example

Jarl, the barbarian, is the 13-year-old son of a mountain giant. He has been brought up on stories of battle and adventure and wants to go out among humans and experience some adventures of his own. But he is still just a kid, and so doesn’t want his experience to be too dangerous. He is going to trick some humans (the PC party) into coming up to his father’s mountain castle. On the way he will have some imaginary fun that isn’t going to hurt him, but which has a good chance to be dangerous to the PCs.

Set-Up

The encounter begins in an inn of any size and shape in any town the player characters are currently operating out of. A huge, seven-foot-tall barbarian dressed entirely in red armor comes into the inn and buys drinks for everyone in the house. Strapped to his huge left arm is a large glowing buckler, small for this barbarian’s impressive size. He is wearing battered ring mail that barely fits. The towering warrior has a boyish face and his huge hands show no calluses. Strapped to his back is a glowing, eight-foot-long sword. The handle and intricate cross-guard are covered in runes. The top three feet of the blade stick out of the scabbard, and delicate lines of gold and silver spell out some magical verse on the blade. When anyone tries to read these, the runes glow with a bloody light that should warn the curious off. If the reading attempt continues, the weapon begins to scream and the barbarian tells the reader he is making a big mistake.

A serious study of the blade shows the script to be Elvish. It says the weapon is a special training sword for a young mountain giant.

Jar1 (young mountain giant): AC 4; HD 7 (treat as F1 for combat purposes); hp 56; MV 150’(50‘); #AT 1 by weapon; D 1-10 + 4 (magic and Strength bonus); ST 19, IN 7, WS 6, DX9, CN 17, CH 7; Save F7; ML 10; AL N. Jarl has a shield +2 and a two-handed sword +l. The sword can call lightning once per day for 5d6 points of damage, and knock once per day. The weapon sings a mountain giant war song every time it is drawn. The call lightning ability of the sword functions only outdoors. Jarl can use the power of the sword regardless of cloud cover; the bolt strikes wherever Jarl wishes. The lightning can hit only one target.

Although Jarl looks impressive in human terms, he is still a child. He has some weapon skills, but these are undeveloped. The DM should roll all of Jarl’s hit rolls and saves secretly. Jarl’s real chances to hit something are at a - 2 on the die with his sword. On the other hand, he has his race’s innate ability to throw large rocks. When using the rockthrowing form of attack, Jarl hits as a seventh-level fighter and does 3d10 points of boulder damage. Jarl prefers to hurl a rock first, then draw his weapon for battle. After every battle, Jarl talks incessantly about the fight as if it were the greatest and most adventurous encounter any warrior ever lived through.

Storm Giant (Homo giganticus Tempestas or Homo giganticus Cumuli-Nimbus) 

These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!
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Storm Giants resemble well-formed humans of gargantuan proportions. Called by all giants Sterratrim. A mutual existence after the great Giant wars on some islands between sea and cloud giants resulted in the evolution towards the Storm giant somewhere, between 95.000 BC and 90.000 BC. The Cloud giant genes being the most prominent, enabling them to mate with Cloud giants (see later).

They are about 26’ tall weighing 15,000 pounds. They have pale, light green or (rarely) violet, blue or bronze-colored skin and bright red or yellow hair. Green-skinned storm giants have dark green hair and glittering emerald eyes. Violet-skinned storm giants have deep violet or blue-black hair with silvery gray or purple eyes.

Storm Giants are gentle and reclusive. They’re usually tolerant of others, but can be very dangerous when angry. They have bronze colored skin and bright red, orange or yellow hair. 

Storm Giant’s garb usually is a short, loose tunic belted at the waist, sandals or bare feet, and a headband. They wear a few pieces of simple, but finely crafted jewelry; anklets (favored by bare-footed Giants), rings, or circlets being most common. They usually carry pouches attached to their belts. These hold only a few tools, necessities, and a simple musical instrument—usually a panpipe or harp. Other than the jewelry they wear, they prefer to leave their wealth in their lair. 

Languages

They speak their own language (Sterratrim), as well as Bromdignags (Cloud Giant), Gundirrim (Fire Giant) and the most spoken local Human Tongue. 

Combat: 

All Storm Giants are immune to Electricity and lightning. They’re often found in the middle of fierce storms enjoying the weather. They use weapons and special abilities instead of throwing boulders, (10% chance they still use a boulder),  but can throw and catch large missiles 65% of the time as any other Giant. An angry Giant will create a thunderstorm and call lightning or cast lightning bolts. 

Thunderstorm

Juvenile and adult storm giants can Create Thunderstorm, at will (concentration is needed for 1 round per HD giant. The effect will expand to the current HD of the giant in miles radius from the giants current position, remaining there for HD x Turns without concentration. The storm will be 1d8 miles high in all circimstances. The storm will be windstrength 9+1d4 going clockwise on the northern hemisphere of mystara around the casting point (Temp-(1d6+9F), Missile THAC0 -4, no Medium or Long Range missiles possible.  There will be heavy rain reducing visibility and making most missile weapons lose their effectiveness further (Missile THAC0-1, and snap on a natural 1 on 20). Rivers accumulate 4” in depth/hr rain after 24 miles of river. The temperature will drop as per normal thunderstorm (9+1d6 degrees from the current temperature).

Storm giants’ senses are adapted to both dry land and underwater operation. Storm giants face no penalties associated with sensory restrictions when operating under the seas.
Fogbank

Juvenile and adult storm giants can Create Fogbank; at will (concentration is needed for 1 round per HD giant. The effect will expand to the current HD of the giant in miles radius from the giants current position, remaining there for HD x Turns without concentration. A Fogbank will be also centered around the giant, being 5’ high per HD of the Giant and 1 mile in diameter per HD of the Giant. The visibility will be as per heavy fog (see movement 50’, see shape 25’, identify 10’, THAC0-3, evasive Saves-3) and will remain there for 1 Turn per HD of the giant without concentration. When a control winds (3+) or Thunderstorm summoned or appearing naturally it will dispel the fogbank as naturally (this includes rainfall).

Water Breathing

They may draw oxygen from the water, creating a thin film of air about the Giant which allows it to function undersea without harmful effects. This is not equal to water breathing, as the barrier repels water, draws oxygen from it, and even keeps the Giant dry—actually he still breathes normal air. This ability is not magical but a genetic side effect of Storm Giant and Cloud Giant genes. Storm giants are born with this ability, and can move, attack, and use magic under water as if they were on land. 

Levitate

They may (80% chance) also levitate at will twice a day lifting their own weight and as much as 4000 additional carried pounds with a speed of 40’ round up or down.. About 15% of Storm Giant can instead Fly under the same restrictions at a movement rate of 360’/120’ MF 3A.

Call Lightning

Adult storm giants also can call lightning if a Thunderstorm is present, one bolt per 5 rounds of 15d8 damage each). The giant need not call the lightning every 5 rounds unless desired; it remains available until the duration or the storm ends, but can’t be used within 5 rounds after a bolt has struck. These bolts come from the electrical charge between the clouds and the surface and appear randomly within 100 yards of the center of the storm. The lightning bolt descends from the sky, hitting an area 20 yards across. The giant can direct these bolts if concentrated upon, otherwise they will be attracted to the highest location (Tree/House, etc) or the highest amount of Metal (Armor, Sword, etc.). Each victim in the affected area takes 15d6 points of damage, but may save vs. spells to take half damage. If he was underneath a tree, in a house, he will also suffer normal structural damage of fire or broken branches as normal.

These lightning bolts can reach 1 feet per level down underwater, but the giant must activate this ability while above the water. The magical lightning brought into existence by this spell is as lethal as natural lightning—but the chance of a character being hit by natural lightning is usually quite small, whereas a bolt of magical lightning will always hit a target within range of the area where it strikes, and will always do at least half damage. To an outside observer, this lightning is indistinguishable from natural lightning in appearance; thus, a character or creature who witnesses it or is struck by it will not automatically know that the lightning was caused by an external force—but if more than one strike hits a target or targets within a relatively short time, witnesses may logically suspect that nature is not entirely to blame. Natural lightning can also occur during the duration of the Thunderstorm. But these strike as normally anywhere in the storm area and even horizontally in the air. These strikes appear every 2d4 rounds and are negated for game use. However, somewhere else the lightning may have struck a person, creature or house and may have even caused a fire. This remains up to the DM.

Lightning Bolt

This ability creates a bolt of lightning 5’ diameter, starting up to 180 yards from the caster and extending 60 yards further away. All creatures within the area of effect take 1d6 points of damage / HD of the Giant (20d6 maximum). Each victim may make a saving throw vs. spells to jump away and only sustain one half of the damage. If the Lightning Bolt strikes a solid surface (such as a wall), it will bounce back (as a light-beam on a mirror) until the total length is 60’. The damage will be reduced by 1 HD for each bounce. If the Lightning Bolt is cast to hit wood, it has a 5% per 2 hit points the Bolt is charged with to catch fire. The damage to wood structures will be the total damage divided by 2. Anything on fire takes 1 fire point in the first round, 3 in the next round, 6 in the 3rd and 12 fire points in each following round. Any creature inside a burning structure will take 1d6 point of damage at the same rate (instead of 1). Other adjacent structures or flammable objects have a 10% chance per round to catch fire. To extinguish the fire, can 10 Human workers per 30’ fire front extinguish 1d6 points of fire if sand or water is near, If the extinguishing damage is greater than the total fire damage that round, the fire is extinguished. When this ability is activated underwater, the Lightning Bolt is conducted by the water to form a sphere of lightning with a 20’ radius on the spot of its creation. It will inflict normal damage to all within the sphere. The radius is improved by one foot per level of the caster if cast in salt water, due to its better conduction for electricity.

Melee combat

They employ gigantic two-handed swords in battle. A storm giant’s oversized weapons do triple normal (man-sized) damage to all opponents, plus the giant’s strength bonus.

They also use massive composite bows which have similar enlarged ranges (x BM-in yards instead of feet), and do 3 times normal missile (1d6 or 1d8—depending on missile)- points of damage. An average human sized target with an arrow hit will always be damaged its armor in such way that it loses 1 AV (unless saved vs. Blow). If the hit is a natural 18 or higher it passed by the armor partially or completely, damaging it (18=-1, 19=-2, 20=-4) severely, pinning the target (remember the arrows are 3 times as long and thick), and breaking 1d4 bones (mostly ribs). Such a hit will cause continues bloodloss of 1-3 points each round, all similar as being hit by a ballistae bolt. 

There is a 10% chance that any storm giant will have enchanted weapons.

A storm giant’s natural Armor Class is 0. In battle, storm giants usually wear elaborate bronze plate mail (AV5).

Habitat/Society: 
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The rarest of all large humanoids, Storm Giants usually choose to dwell in remote areas far from mankind and his concerns. They are usually tolerant of others, but can be very dangerous when angry.

Their lifespans even rivals that of the Elves, and they rarely do meet their end apart from battling one of their traditional enemies, Fire and Frost Giants. 

Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. 

When two or more storm giants are encountered in lair they will be a mated couple and their children. To determine each young giant’s maturity, of the children 25% is a baby, 25% are youngsters, 25% are teenagers, and 25% are young adults. 

Storm and Cloud Giants

The Thunderstorm Giants (Cloud-Storm Giant breed; Homo giganticus Cumuli-Nimbus)
While Storm and Cloud Giants occasionally have their disagreements, the fact that the female Storm Giant is a rarity (only 25% are female Giants). This resulted in quite a few unisons between the predominantly male storm giant population and female cloud giants. It’s from this union that many Storm Giants gained the knowledge and the recent (since about 500 BC) ability to live in Cloud castles. These storm giants are actually another breed and therefore called Thunderstorm Giants. In most respects they are equal to one another, but there are some differences, as these have gained some benefits the normal stomm giants do not possess.

One benefits from this mixed parentage can vary from the ability to fly (15% chance) for brief periods to levitation (80% chance). 

The most common, though, is the power to draw oxygen from the water. Many of these Giants prefer the serenity of the sea in which to build lairs. 

A Giant has 75% chance to have a Cloud Giant parentage in the family.  It’s clear that Storm and Cloud Giants originate from the same genetic gene pool. Apparently they’ve been a single race, one adapted to the live in the air, the others remained on the mountains or fled to isolated spots. Probably this genetic split occurred at the same moment the Cloud Giants took the air, after being conquered by the Gundirrim (Fire Giants). It is actually a mutual existence after the great Giant wars on some islands between sea and cloud giants that resulted in the evolution towards the Storm giant somewhere, between 95.000 BC and 90.000 BC. This tract can be found in the desire of many storm giants to live in the sea, which reveals their genetic sea giant base. One can physically recognize a Storm Giant True or mixed only from their Storm Giants of pure parentage has lighter colored, often blond hair, and can’t function undersea or build cloud castles, but are exceptionally strong, with a minimum of two hit points per die for females or three for males. 
Storm giants of any race are retiring and solitary, but not shy, nor cowards. They live in Cloud Giant castles built on cloud islands, underwater (35%) or on mountain peaks. They live quiet, reflective lives and spend their time musing about the world, composing and playing music (Faenare and Storm Giants would get along very well whenever they met each other), and tilling their land or gathering food. Land-and air-dwelling storm giants usually are on good terms with neighboring Gold dragons and good cloud giants, and cooperate with them for mutual defense. Aquatic living storm giants have similar relationships with Mermen, Tritons, Sea Giants, Sea dragons, and Dragon Turtles.

Lair Guards

Storm Giants are almost as skilled as Mountain Giants in domesticating large creatures, such as Rocs, as servants or as guardians. Rare is the Storm Giant lair without incidental creatures to safeguard the Giant’s privacy. Storm giant lairs are always protected by guards, chosen from the allied species. Land or aerial lairs have 1-2 rocs (70%), which also serve a mounts, or 1-4 griffons (30%). Underwater lairs have 2-8 (2d4) sea lions. Their castles will always be guarded by either 2d4 griffons (in mountains and clouds) or 3d6 giant crabs (under water). 

Storm giants live in the immediate vicinity of their lairs on mountain tops, in cloud castles, or deep under water. If the natural harvest is not enough to sustain them, they create and till large areas of gardens, fields, and vineyards (or shell-banks, Kelp forests, weed floors for fish underwater). They don’t keep animal for food, preferring to hunt.
Despite their differing alignments, sometimes Storm Giants with island lairs may have one or two less powerful Cyclops as servants, bartering sea treasures in return for food and wine from their orchards and herds. Sea-oriented Storm Giants further possess the ability to create fog banks at will, or once a day a whirlpool able to sink all but the most solidly built ships. This lair without incidental creatures to safeguard the Giant’s privacy. This whirlpool is created with the Weather Control ability underwater, and twisting of the Giant for 1 Turn minimal, will last 1 hour at least, and causes as many Hull points ship damage each round as the Giant has HD. Any spell-like abilities have the power equal to a 15th level Spellcaster in respect of dispelling them.

For all their reclusive tendencies, Storm Giants to have compassion for humans and demihumans in distress; they seldom hesitate to lend an altruistic hand before going their way. Storm Giants are the sages and librarians for all the Giant races. If a Giant wants an item explained or needs some information before going on a quest, he’ll always consult a Storm Giant to get the best information. 

The Immortals found out that the effects of the Day(s) of Dread severely damaged the castles, and to prevent the Cloud Giants and their castles from falling down—as the renewal magic is severely heavy, even for several Immortals at once—they moved some of the clouds through the eternal fogs of the polar openings. Due the Immortal power they didn’t crash, but passed through these gates into the Hollow World. Here they were attached to the already floating isles of the Hollow World. The barrier securely placed on top of each island, slowly, but deliberately dispelled, sank the castles with minor damage upon these solid surfaces. From this moment on the Cloud Giants had to herd their own creatures, and maintain their own castles, but would never become extinct due the Spell of Preservation. Some Storm Giants moved with the Cloud Giants, and found out that several hundred years earlier a healthy strand of their kind with equal males and females had somehow found their way in this world. Therefore, there exist two Storm Giant races; the Thunderstorm Giants (Cloud-Storm Giant breed; Homo giganticus Cumuli-Nimbus—physically equal to a Storm Giant but with different abilities) and the Storm Giants (the original breed Homo giganticus Tempestas)). Any mingling between a race of Storm Giant and Cloud Giant will always result in a Thunderstorm Giant. Any Storm Giant race mingling in the Hollow World would always result in a normal Storm Giant. The Giants on the Outer World are left to their own devices, but any mixing of the storm giant races will result in a Thunderstorm Giant, while only an original storm giant breeding with another original storm giant would result in an original storm giant. It is clear that the original storm giant will soon die out by this genetic crossbreeding in the outer world. Only in the Hollow world some examples may always be found.

Shamans & Wokani: 
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There is a 20% chance that an adult storm giant is also a priest (70%) or priest/wizard (30%). Storm giants can attain 10th level as priests and 10th level as wizards. 

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. Due to their extensive knowledge the use the normal Mage or Scribe instead of Wokani and Clerical instead of Shaman spell lists. They must, however, use the Wokani and/or Shaman experience/spell tables.

The Storm Giant Aerie

Some of the storm giants make their home atop an enormous mountain. This particular mountain is one of the tallest in the mountain range. Its peak soars high above the local cloud cover, and due to the storm giants’ influence, the peak is constantly bombarded by raucous thunderstorms. Simply reaching the aerie is an extremely daunting task for any. A potential visitor must first navigate the mountains foothills (a task made nearly impossible by the thick mists created by the giants). Then he must complete one of the most difficult climbs. Characters without access to the mountaineering skills and tools cannot even attempt such a climb, and mountaineers must pass a skill check at a -1 to -4 (depending on the severity of the mountain) in order to lead a party up the mountain without a mishap.

Visitors who finally reach the peak at first find it difficult to see. If they happen to be visiting on one of the few occasions when the mountaintop isn’t being pummeled by a powerful storm, then the thousands of birds who have flocked to the aerie in affinity with the storm giants are almost certainly filling the skies. Then, as the visitors stumble over the last few ledges, they finally catch sight of the castle. Huge spires plated in silver and topped with alabaster jut out from all over the mountaintop, with a complex series of catwalks and pathways stretching between them. Enormous mosaics and frescos decorate the fortress’ few discernible entryways. Intricately carved gargoyles (often a gift from the stone giants) maintain their silent vigil along the curtain walls that surround the complex.

The Storm Giant Ordning

They see the world, creator and created, as part of a single organic mechanism that runs of its own accord. Any single action forms a pre-ordained pattern with thousands of other actions to sound out the rhythm of the multiverse. Anything an individual can do. Even an individual as mighty as a storm giant’ is a futile gesture in the face of such formidable cosmic forces. In their society, only the distinction between ruler and ruled is important. Because of their peculiar beliefs, the storm giants don’t really conduct formalized challenges. Instead, they believe that nature signals them when it is time for a change with an appropriate omen or prophecy. 
Ecology: 

Storm giants live off the land in the immediate vicinity of their lairs. If the natural harvest is not enough to sustain them, they create and carefully till large areas of gardens, fields, and vineyards. They do not keep animals for food, preferring to hunt.

DM information; In Dungeon 93 there is an interesting (though 3rd edition  D&D) adventure where cloud and storm giants work together from out a cloud giant castle on a thunderstorm.  It will take the DM some heavy work to recalibrate the adventure to Basic D&D rules (AC, HD, Hp, THAC0, Saves, XP, Damages, etc.), but then it can be played normally.  

Where conflicting thoughts come forth in the recalibration, use basic D&D rules, replace creatures or items instead. Replace the Thunderworm with air-elementals. For Mithral Golems use Steel golems statistics. The Dragon Thunder is a normal Brown Dragon.  For the Chichimec use a creature from the plane of Nightmares. The air elemental does only summon air elementals, not chichimecs. Rocs are not related to Dragons as is being told, and thus have normal Giant Roc statistics.

Example Elhana

Elhana is a statuesque female with light green skin and emerald hair. She wears a brown leather tunic and matching hose. Links of bright chain mail peek out from the hem of the tunic. A pair of shiny, black boots, a broad sword, a quiver full of arrows, and a massive long bow complete her kit. Elhana travels with a giant eagle and a pack of blink dogs for company.

Elhana lives with her husband and three children in a mountaintop castle. The couple has no servants, and Elhana doesn’t spend much care for housework, so she spends most of her time roving around the base of her mountain, hunting and keeping a wary eye out for hostile monsters. Hubby seems able to keep things in order reasonably well without her. 

Elhana has befriended a number of foresters and druids, and even a pair of local dragons. Nothing much happens within a hundred miles that Elhana does not know about. The giantess can be a real terror in combat, especially when she employs her magic arrows and boots of striding and springing. Local elves and humans refer to thunderstorms and other loud natural occurrences as elhana’s tantrums and to small ponds and lakes as her footprints.

Characters are most likely to meet Elhana when passing near her lair. The giantess keeps an eye out on any armed group movements through her territory. She’s well aware that smaller folk are afraid of giants and gives any group who seems hostile one (and only one) warning to calm down, before attacking.

AC-4 AV Chain mail+4, MV/SW 150’/50’, HD19+2-7 hp 110, THAC0 3, At 1 or 2, DM 6d4+12 oversized broad sword and ST adj.) or 3d8+12 composite long bow 300 yard range and 15 giant sheaf arrow  5 arrows of lightning (generates a 20 damage stone on impact as a javelin of lightning0, boots of springing and striding.) SA   abilities as MU15; levitate =$000LBS 2/day, call lightning 3 bolts (15d8 1/day), lightning bolt (1 bolt 15d6 6/day). Control winds (1/dy) weather summoning (1/dy0

SD catch65%  large missiles, water breathing, immune to electricity, size ; G 25’9”tall ML fanatic 10, ALCG, ST 24, IN 13, WI 14, DX 14, CO 18, CH 16.

Dwarves and gnomes are favorite target for her bow. A group trying to secure a guide through the area around elhana’s lair might be directed to Elhana herself. The person making the recommendation is likely to tell the party to seek out the huntress of the mountain and give on other details. Elhana serves as a guide for the modest fee of 100 gp a week.

Sea Giant (Homo giganticus Aquaticus) 
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Underwater Only. These are preferred NPC’s, but experience players and Dungeon Masters may allow them as PC’s. BEWARE!! A giant played not right, will soon be very game disruptive!!!

These normally friendly creatures are rarely seen, preferring to live in the deepest canyons of the ocean depths. They appear identical to humans, except for their height (15' to 20' tall). Physique; 1d6; 1-2 skinny, 3-4 normal, 5-6 fat.

Sea Giants resemble tall humans with blue sheens to their skins. They have webs between their fingers and toes to help them swim, although they prefer to walk on the ocean floor if possible. Their hair is normally dark and decorated with colorful shells, gems, and sea flowers. Eye color varies greatly between them and any color could be found.  The oceans are large and so are the giants. So that the giants would have freedom of movement, Manwara the immortal of the seas made the other intelligent races smaller than the giants. Just as the great whales are good natured creatures and have been given the freedom of the seas, the sea giants should strive not to cramp the style of the lesser races. They should give their aid when necessary, but should refrain from interfering unnecessarily in the affairs of the smaller races. These creatures were called since the beginning of their race Seimen (a bastered word for sea men).

Starting Funds 1d100=
1-95 comfortable; 
The sea is good to you. Your family or tribe makes a comfortable living and rarely goes short of food. Starting Funds: 2d12 +20 gp

 
96-00. Well owned You want for nothing. Your family or tribe enjoys a high standard of living, and is respected by other families and tribes. Starting Punds: 3d20 +60 gp

Combat

Sea Giants use spears or tridents in melee, according their BM and the rolled/adjusted damage, or they attack with their bare hands, as given in the table. They get an additional +2 damage to any attack when they’re Normal Monster (Lvl 0+) or greater. Any Strength adjustments are calculated on top of this amount. Though able to use weapons (usually huge spears, doing 1d10 x 4 damage), they rarely do so. 

Waterwave

Upon reaching 0 level, a Giant can push water with great force once a Turn using at least one free hand. The Giant creates a cone-shaped underwater current of 50’ long and 30’ wide at the base. All creatures within this cone are swept 60’ away at great speed, (no saving throw), and each must make a save vs. Death Ray or be stunned for 1d6 rounds. When stunned the creatures are unable to cast spells, use skills, and move with ¼ normal speed. Even their combat abilities will be handicapped. On the surface the current will become a wave with the same effect, but of greater size (120’ long and 60’ wide at the base.). Any vessel in its path will take 2d6 hull points damage.

Armor Class and Armor Value

The Armor class and Armor Value of a sea giant is based on age. The giant’s skin grows tougher as the giant ages and grows. In the mean time they often make use of Layered shell armor (AV3- normal 300cn 40 gp) or Shell piece armor (AV5- normal 400cn 60 gp). Armor is made from the shells of sea creatures. This comes in two distinct types: layered shells, joined together with tough seaweed fronds, and large shells worn to protect arm of the body. Shell-piece armor takes the form of conch shells worn as helmets, giant clam shells worn as back and breast plates, and razor shells for leg and arm protection. Don’t forget to use the BM on weight and cost.

Shell armor is flexible and hard while in water. If allowed to dry out, it becomes brittle: any roll of 20 or more, or five points over that needed to hit a target, shatters the armor and makes it useless. Sea giants generally stop wearing it once their natural Armor Class improves. Also, as they grow older, sea giants rapidly outgrow their armor, often while still wearing it! 

Shields give no bonus to Armor Class while underwater. A shield needs to be moved into a defensive position, and the drag caused by water resistance makes this impossible. 

Hold Breath

Sea giants breathe water, but can hold their breaths for up to a full turn when venturing out of the sea (which is something they do very rarely). They can hold their breath further for a number of minutes equally as their constitution, after which they must make constitution checks each round at a cumulative -1 penalty or start drowning as would a normal person do underwater. The person dies 1/3rd of his or her constitution (round up in rounds after drowning.

Allies
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Although they can’t speak the language of whales, Sea Giants have been known to befriend whales, in much the same way that Merrow befriend dolphins. Friendly whales allow Giants to travel on their backs and make faithful companions in times of danger. Other Sea Giants prefer more exotic mounts, such as mashers, Gargantua, Giant squid, and octopi. Aquatic dinosaurs are also used when encountered. Sea Giants with the mammal or Sea Monster Empathy skill can seek out and attempt to train suitable mounts. They never start their adventuring career with a mount however.

Reaction modifiers Nixy +1, Sharkskin -1.

Habitat/Society

These normal friendly creatures are rarely seen preferring to live in deep canyons on the sea floor, but live close to undersea nations. These Giants live in the deeper waters (in Undersea near the terraces). The Shark-kin leave them well alone, as do all creatures with sense. The Sea Giants in the vicinity of Undersea have aided in its defense in the past, and are likely to do so again in the future. When encountered in their lair there will be 10-20 Giants of which 50% are young. Of the children 25% is a baby, 25% are youngsters(Fingerling, Shrimp), 25% are teenagers (Sprat or Urchin), and 25% are young adults (teenager). 

They favor short and fairly harsh names. Bratar, Chinufud, Fudar, Grafik, Hafkis, Jakar, Malkis, Makart, Satfak, Terarg, Yagar, Grafgat.

Particularly intelligent leaders will command groups of three to four times the normal size (+100% /Intelligence and Wisdom bonuses). Those commanding 30 or more Giants call himself a King. These kings have the best (magical) armor and weapons (also magical). They frequently take captives to hold for ransom or use as slaves.

Young, inquisitive, adventure-seeking Giants often visit underwater nations to join underwater adventuring bands, and to find out more about the world around them. A few join the armies of Undersea, but most get bored after a few months and leave. Any experience gained before adulthood does not count towards the experience total. Thus start counting experience from adulthood, and no sooner. 
Sea Giants can’t breathe outside water and must hold their water as air breathers must hold their breath underwater. Sea Giants make their checks and hold their breath in minutes instead of rounds. They venture out of the sea very rarely.

Faith

The main Immortal worshiped in the Sunlit is Manwara. All races acknowledge Manwara and he takes on the form of his worshipers’ race. Manwara is referred to as the Old Being of the Sea. The being aspect varies from triton, Merrow, shark-kin, nixie, etc., depending on the creature in question. He is an Immortal from the Sphere of Time, and is considered to be older than the sea. Manwara is present in the currents, waves, and depths of the sea. He can be kindly, violent, or simply uncaring, much like the sea itself. All beings look to him for guidance, but he is normally regarded as a being of fate. If something happens, it is because Manwara has willed it. All change, whether good or bad, is credited to Manwara. He is the guardian of time, he maintains the flow, and keeps the Sea alive as it moves through ever changing cycles.

Manwara is believed to dwell on another plane which is reached by one of the gates on the floor of the abyss. But part of Manwara’s essence is believed to be present in every drop of water.

Individual races concentrate on a particular aspect of Manwara, one most suited to their own lifestyles and experiences. They are all correct in their interpretations: the ways of the Immortals are such that no one can truly understand all their intents and powers. But this does not prevent each race from viewing their own interpretation as the only true one.

Shamans & Wokani: 
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Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. Underwater Shaman can learn to Turn Undead. They can’t advance both classes beyond half their normal limit when trying to become duel classed.

Gorrziok the Wave Lord sought out Manwara and requested the ability of water Mastery so that the giants could use their great strength without causing excessive harm to the lesser creatures.

Shamans: Gain the special ability at 1st level conferred by their Immortal to create a water blast of twice the normal size and effect (double all ranges and stun durations. 
A sea giant’s stroll

CRASH! CRUNCH! “Run for your Lives, the giants are coming;’ the cry went up. In all directions tritons and Merrow flee as fast as they can as two hulking shapes pick their way through the once tidy cod garden. Beautiful outcrops of sculpted cod collapse into broken piles of rubble as one of the giants throws his weight against them. Not satisfied with that, the giant flings himself on the ground to crush flowers and sea anemones under his huge hulk. 

Only one lone triton stays to face the giant’s destructive onslaught. He stands from, his trident gasped in his strong hands, his armor of polished shells shining in the light fettering down from above. Seeing him, the giants move toward him. He raises his trident and readies it to throw. “Stay where you are!” he commands.

The two giant stop cold, and look at him, their orgy of destruction over for now. “What in the name of the immortals do you think you’re doing?” he demands of the gigantic forms. Slowly the giants moved closer to the Triton, destroying more of the ornamental grotto as they advance. “stop, you big oufs” he screamed, the trident wavering in his enraged grasp, you are destroying our gardens!”

The giants again stop and look around them in amazement. The large one speaks, his voice like thunder, I’m sorry, Luctius. We didn’t realize that this was part of your waters. Ummm, we’ll patch it for you, won’t we Grafgat?” in answer the other giant bends overband picks up one of the fallen columns but only manages to snap it in two. Shrugging, he stands up and smashes his head into a column arch. The coral explodes upward and outward, and the shrapnel from it topples a row of arches behind. “No stop!” the triton yells, “leave everything behind, look guys, just take a seat for now.

The two giants obediently sit and another two ornamental sculptures are reduced to dust. The triton stares at them, his hand rubbing the back of his head. Boy! Is he going to be in trouble when the queen finds out about this. Best to get out of here, make it as look as though they abducted him or something. No, that would’t work, the queen knew that he’d sent for them. Well, if he could return having carried out the mission, maybe she’d let him off.

Okay guys, we’re going to leave. Just stand up nice and easy, and we’ll head back the way you came”. “But I’m hungry! Protests the smaller of the two. “I’ve only had three sharks and a couple of squids today, it’s hardly enough to keep me alive. I thought you could have fed us after we came all this way to help you” he wined. “We’ll stop off at the oyster beds on the way, then you can get something to eat” the giants grudgingly agree and the three figures head off, leaving a foot trail of deep footprints behind them.

“Look, Luctius, we’re sorry” the larger giant said, it’s not easy for us to cope in your miniature world. We came here as fast as we could. We got a lift from a whale on her way to the depths, and our eyes haven’t had time to adjust to the bright light up here. Why you have to make everything so ridiculously small, I’ll never know. We thought we were doing you a favor, clearing all that coral out of the way”. The trio reached the oyster beds, where the smaller of the two began to guzzle down vast quantities of oysters. “Don’t go eating too many, Grafgat, you don’t want to get indigestion again”. Ï won’t dad. Just enough to keep me going until lunch time”. “What’s the problem, Luctius?” asked the older giant”the Dolphin seemed pretty agitated when he called upon us”. “I think it is the Devilfish, Bratar. They’ve been pretty riled up lately” Luctius replied. "At least I Think they’re behind it. The Merrow have reported large, dark shapes just off the edge of the terraces. Could be that the Devilfish have stirred up the kraken”. “Terror of the Deep? You are sure?”.” No, but we’ve sent out three patrols. Only one returned, and that has been attacked by the devilfish. The survivors reported large tentacle markings in the soft sand. Bigger than a giant squid’s. They couldn’t find out much more, because the Devilfish poured over the edge. They could have been trying to hide the evidence” A kraken, we’re going to have to be careful”.

 “Hey! Dad. I’ve found a pearl.’’ yelled Grafgat. He bounded along, and the sea floor rocked and shuddered in protest. “Look:’ he said, holding it proudly. “I only need another 200 or so, and I’ll be able to make that necklace for Mom. Gee! It was in about the eightieth one I ate. So, I’ll eat another hundred or so, I might find another couple of pearls.” Lucite’s jaw dropped, “You ate nearly a hundred oysters? That’s not possible!” “Oh. It is:’ Bratar remarked in a matter of fact way. “He’s a growing lad. I remember when I could eat a whole oyster bed, and finish it off with a few great white sharks. Fortunately:’ he said, giving Lucrius a pointed look, “I’ve stopped growing. So you’ve really only got Grafgat to feed. He needs his food. Still got a way to go yet-he‘ll probably end up 20 feet tall, just like his great grandfather.” Bratar looked with pride at his son, “Grafgat, go and have a look at the sky Just climb that hill over there. And you’ll see something you’ve never seen before. And be sure to hold you breath.” The young giant rushed off. Forgetting his hunger as he shambled up the sides of the slope. “If it’s the Men, and the devilfish are responsible, you can be sure that they’re doing it for a reason:’ the giant mused. “How many attacked your home?” “The pixy claimed that there were hundreds of them. Hard to say, though. Certainly enough to cause us trouble.” A large splash reverberated through the water, and then the body of the young giant bobbed above them. “Hey, what’s happened?” roared Beta, as he rushed over to his son. “If he’s hurt, I’ll kill whoever did it!” It didn’t look good. Grafgat floated motionless on his back looking like a capsized galley. Whatever had attacked him, it had managed to knock the young giant out with one blow. Betar grabbed Grafgat by the ankles and pulled him under the water. Taking a deep breath of water, he blew it into his son’s mouth. Grafgat’s eyes shot open and he groaned. A mermaid swam toward them. “Is he all right?” she asked. “I saw him staring at the sky. His cheeks were a hit puffed up, and he looked bluer than I thought healthy. Next his eyes rolled back into his head, and he just keeled over. What‘s wrong with him?” Betar laughed loud and deep. Currents sprang up where the water had previously been still. Luctius and the mermaid were swept off along with a shoal of passing fish. Bratar picked up his son and held him nut before him. “Next time you go out of the water, son. Try coming back for a breath of water every now and again!”

A Sea Giant View of undersea
 “Undersea is a fine place. A little too cramped for normal sized folk, but the little people seem to like it that way. They make good use of the coral to enhance the natural beauty of their homes.

“It’s good to have a force for civilization on the sea floor. The nomadic Merrow are decent enough, but the people of Undersea are very cultured and well read. They have libraries full of slates which cover all manner of things: philosophy, medicine, religion, history, the intricacies of coral formation, and other. The writing is a little small for comfort, but I can normally find a triton to read it to me. 

“Undersea is a good force under the waves. It helps to keep the place stable, and the shark-kin under control. The queen is a triton and her people have benefited greatly during her rule. The tritons manage everything well, and have greatly increased the productivity of the kelp and oyster farming and kelp growing in recent years, so much so that their population is slowly expanding.”

Known Sea Giant examples

Bratar the Sea Giant

(Sea Giant lvl15, St 18, In 12, Wi9, Dx 10, Co 17, Ch 12; HD 15, AL Neutral, Age 256)

Bratar is a long-time ally of Undersea, occasionally called upon to help defeat any large monsters that wander in from the ocean to the south. Bratar lives with his family in a great ravine at the foot of the Terraces. There a great castle rises for hundreds of feet, almost to the top of the ravine. Bratar is good natured and friendly, but like other sea giants he likes his privacy. Few sea creatures are foolish enough to interrupt him at home. When the tritons desire his aid, they send a dolphin to ask him to visit them. It’s not that he doesn’t want to help others, it’s just that he likes spending time with his family. He also doesn’t like worrying about the damage he could do to lesser creatures where they come to visit.

Fire, blisters and burns

Sea creatures are born and raised in the sea. Few races other than Shark-kin and Aquatic elves ever venture onto dry land. When they do, they are vulnerable to fire-based attacks. Sea creatures save vs.  Fire-based attacks at -2, and the fire damage inflicts an extra point of damage per Hit Dice of the effect against sea creatures. Example; Kervo the wizard throw3s a fireball against a Triton. Kervo is a 10th level wizard and thus rolls 10d6 +10 (+1 per die of damage). Lucius the Triton tries to dodge the spell and attempts a saving throw, subtracting a -2 from the result. He fails and ends up roasted. Meanwhile, Gormaka the dwarf swings his lit torch at a Merrow. The Merrow suffers 1d4+1 points of damage.

Giant, Reef (Homo giganticus Cautes)
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Reef giants were the loners of giant-kind, although they often lived in remarkably well-appointed mansions that seemed to be no more than huts from the outside. They sometimes became sailors, but their huge mass limited them to the largest of vessels. Reef giants were typically 16’ tall and weigh 4000 pounds. Reef giants could have live to be 600 years old.

These giants were an offspring of the sea giants at the end of the great giant era, due to isolation. And they were not very prolific. Their number remained stable but low. They have almost died out in the following and last ice age, but slowly gained in number after the temperatures rose again. They slowly expanded among the many fertile reefs along the coasts, but were literally blasted of the evolutionary table when the Great Rain of Fire struck and decimated thousands of reefs and its inhabitants. The fire, the cold, the changing currents, land upheavals and downfalls, and many more reasons followed one another decimating the reefs and the habitat of the reef giants. Those that were not killed directly in the Great Rain of Fire soon died by deprivation of food or radiation effects of the fallout of former Blackmoor.

Reef giants spoke their own language as well as the Giantish trade tongue Gundirrim and the languages of storm and cloud giants (Stellatrim and Bromdinag. In addition, 40% of the giants also spoke the local human tongue.

Reef giants had burnished coppery skin and pale white hair. They were barrel-chested and powerfully-muscled from the exertion of forcing their huge bodies through water. Reef giants had a Strength of 22. Reef giants wore skins or garments made of braided hair when ashore, but swam wearing no more than a belt for knives and pouches.

Combat: 

Reef giants preferred to fight in or under water, and they were fierce fighters when angered. They suffered no penalties when fighting in or under water. They couldn’t be harmed by water- or ice-based attack forms. They typically attacked with giant tridents for triple normal points of damage, but have been known to lash out with a huge fist (1d10 points damage) now and again.

Whirlpool

Once per day, a reef giant could form a whirlpool, a variant of the push water ability of the Sea giants they evolved from. They do so by rapidly moving around a single spot for at least 5 rounds. Unless a successful Strength ability check was made, creatures within 10 yards of the giant were sucked into the whirlpool and suffered 2d8 points of battering damage plus 2d10 points drowning and choking damage (unless the creatures were able to breathe water, in which case only the battering damage applies). The whirlpool was not powerful enough to draw in ships.

When the giants stops moving around (he can keep this on for 1 round per current constitution point, after which he is fatigued), the whirlpool will stop in 1d4 rounds dimishing in power and circulation.

Boulder Throwing

Reef giants could throw boulders (made of coral reef pieces) up to 350 yards for 3d10 points of damage  or hull points damage (about 1d10 is cutting damage, if the victim has an AV of 6 or greater he may deduct his whole armor value to reflect the armor protecting him or her against sharp cuts. They preferred to use thrown boulders to sink unwelcome ships. Boulders were not used against individual opponents. Due to the water these boulder don’t bounce further than the maximum range except when hitting solid ground thereafter.

Habitat/Society: 

Reef giants were often solitary for long periods of time, although they mated for life. When their children reached puberty, they were sent out on their own to seek an island or reef habitat to make their home.

The mansions of reef giants were sometimes built into the hills and gorges of the islands, and they were always stocked with furniture and decorations collected over generations. These mansions were passed on from one giant to another; the eldest daughter was generally reared to provide for her parents as they grow old and was usually given the mansion and all its goods upon their death. These well-dowried daughters were the objects of much competition between reef giant suitors, each of whom sought to both prove himself to the new mistress of the mansion and undo his competitors by any means available. Diving, surfing, and fishing competitions were common in reef giant courtship.

Ecology: 

Reef giants were scavengers who fished and foraged coral reefs for a hundred different sources of food. They could net entire schools of fish, and as accomplished divers they could retrieve hoards of pearls, sponges, and coral. Their enormous strength allowed them to swim for hours at a time without tiring. In this way reef giants could amass huge amounts of goods to trade for other items.

Some reef giants kept flocks of goats or sheep on their island homes, but these giants were generally elderly and not as capable of foraging successfully.

Reef giants frequently entered into contracts or trade agreements with humans and other mercantile races. In exchange for pearls and other valuables from the sea, they were given cloth, sweets, and metal goods.

The reef giants’ willingness to plunder the sea has made them the enemies of merfolk, tritons, and other ocean dwelling races.

These giants had 1d12 dolphins or 1d4 orcas as allies.

Wood Giants—Voadkyn (Homo giganticus Sylvestris)
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Wood giants (also known as Voadkyn) are one of the smallest of the minor races of giants, looking somewhat like giant-sized wood elves. They are flighty, frivolous, and good friends with wood elves.

Standing 9½ feet tall, wood giants weigh around 700 pounds. They have the physical proportions of humans, which makes them thin and light for giants. They are completely devoid of facial and body hair, including eyebrows. Their heads seem overly large for their bodies, especially the jaws, chin, and mouth. Their ears are placed higher than on a human, almost completely above the line of the eyes. Wood giants can be almost any shade of brown, mixed with yellow or green. They are fond of leather armor and ring mail. A wood giant carries two weapons – a two-handed sword and a giant-sized long bow with quiver. A special sheath for the sword is steel tipped, enabling it to be used as a walking stick. This does not in any way disguise the sword.

They wrap their ankles in leather strips almost up to the knee, although the foot itself is mostly bare. The only garments they wear are loose trousers or a short kilt. A wood giant always wears a leather forearm sheath to protect his arm from the bowstring. All of these items are frequently stained in forest colors of green and brown.

History

The Voadkyn arose around 125.000 BC from the cloud giant gene stem, and they lived reasonably isolated lives. During the era of the Giants this race shrank almost to human size, but seemed to be very prolific. 

Voadkyn all but abandoned most contact with their half brothers long ago. According to their own legends, the Voadkyn (in forest living diminutive Cloud Giants) noticed about 10.000 years before the end of the Giant era that the fire giants had not allocated its forces deep within the woods and forests and seized them as their own.

Few Voadkyn lived near the giant steadings. Rumor had it that an unusually large number of wood giants (as the Voadkyn sometimes referred to themselves) could be found living with treants and wood elves deep in the Woods of Evergrun.

For many years, the giants accepted the Voadkyn as equals. Ultimately though, one of the earliest giant storm giants discovered that Dunmore, the progenitor of the Voadkyn, was actually sired by Ulutiu and not Brom Apparently, Othea tricked Brom into accepting Dunmore as his own so she’d always have a sort of ‘spy’ among the elders of the Giants. Despite the evidence uncovered by the storm giants, however, the Voadkyn continued to claim Brom’s parentage. 

This fervent belief made the wood giants an aloof and haughty race, who saw themselves as far removed from the later evolved Verbeegs and Firbolgs. As for the giants, Voadkyn believed themselves superior to most of the Fire Giants, whom they still regarded as the betrayers of all of Giant Kin.

Believing themselves to be unjustly placed near the bottom of the ordning, the Voadkyn were an unhappy, brooding bunch. While they lived comfortably and in peace with the elves and fairies of the forests, there was no frolic in a Voadkyn settlement. Jocularity, in fact, was distinctly frowned upon and could make for long, long silences in a conversation with these kin. 

While the Voadkyn were deeply unhappy with their station in life, they were just as deeply pleased with their life in the forests. Seeing the wooded area as their property to tend, the Voadkyn were not content to simply let things grow as they might have. They wished to increase the natural beauty around them with advanced gardening techniques designed to both appear natural and transcendent at the 

This all ended with the Great Giant Wars, the small giant was almost literally stomped over by the enemies of the cloud giants and collapsed into a hidden form of life were they still existed. After the wars their number became stable, but suffered more and more loss of territory after the last ice age between 80.000 and 60.000 BC, their forests changed and other species (particularly humans) encroached upon them and their forests. Some skirmishes ensued, of which the giants mostly retreated or even lost due to the number of the humans. 

During and because of the corruption of the Great rain of fire the radiation caused a genetic corruption to split the race in two species, the Jungle giant and the basic Voadkyn. But even these were not accustomed against the all over available humans. Their number declined rapidly from about 1000 BC and the Voadkyn became extinct in the year 250 AC (the last example was magically preserved and stored in the Great School of Magic in Glantri, where it can still be seen today—one side opened to show the innards). The Jungle giant stem was a bit stronger and lived in the more deeper jungles which seemed to prevent them from becoming slaughtered by humanoids or humans alike. However, even their number drastically dropped since about 700 BC. And the last example was seen on the Raven Coast in 755 AC by a Thyatian pirate who used its skirt as a replacement for a lost sail. 

Unbeknownst to those living on the outer world, the Immortal Brom saw these giant races decline, and stole several families and placed them in the Hollow World on the Isles of Jhomphur. But even here their number became lower and only due to the spell of preservation they did not die out totally. A few family clans can still be found, but their number a no higher than 50 in either species. If this is enough to create a stable genetic base is unknown until today.

Combat: 

Voadkyn do not fight unless forced to defend themselves or allies. Their favorite weapon is their huge, non-magical long bow. They get a +1 bonus to attack rolls and 50% better range because of its unusual size. The matching arrows are over four feet long and cause 1d8 points of damage. Wood giants do not hurl rocks or boulders. If pressed into melee, they wield their two-handed swords with one hand.

These giant-kin are usually in the company of 1d4 wood elves (60%), 1d4 dire wolves (30%), or both (10%). There is a 10% chance they are allied with the local Treant.

Wood giants are 90% resistant to sleep and charm spells; they have infravision up to 90 feet. The only magical skill Voadkyn have is the ability to polymorph into any humanoid figure, from 3 to 15 feet in height. They cannot become a specific individual, only a typical specimen of that race. They have been known to use this ability to join a party and trick it out of treasure.
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Wood giants can move silently in a forest, despite their great height, thus imposing a -4 penalty to opponents’ surprise rolls. They can blend into forest vegetation, becoming effectively invisible. Only creatures able to detect invisible objects can see them. Although they are not invisible while attacking, they are extremely quick (Dexterity 16) and can move out of hiding, launch an arrow, and move back into hiding in the same round. These arrows seem to come from nowhere unless the target is looking at the wood giants’ hiding spot. 

Shamans & Wokani: 

Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. 

Habitat/Society: 

Wood giants inhabit the same forests as wood elves. They have no lairs, choosing to live under the stars or with the wood elves for a time. Wood giants encountered in the forest are mostly male (90%). Female wood giants usually remain at a makeshift camp or with the wood elves at their lair. Offspring are rare, as each female gives birth to only 1d4 children in her lifetime. The young are born and raised deep in the woods among the wood elves, away from prying eyes.

The strong bond between wood elves and wood giants goes back further than either race can remember. This may account for the Elven abilities of the giants. They do not mix or treat with any other intelligent creatures, although they tolerate any good elf. Like the elves, wood giants are fond of finely cut gems and well-crafted magical items.

Humans who have had contact with wood giants describe them as friendly enough, but flighty and frivolous, and never in a great hurry to do anything other than eat and drink large amounts of wine. Treants (with whom they occasionally converse) consider them irrational, foolish, and occasionally obnoxious, but enjoyable company.

Ecology: 

The jaw of the Voadkyn is large because of the oversized grinding teeth in it. These teeth are completely unsuited for eating meat, but they are perfect for vegetables and other plants. Wood giants can eat the leaves and roots of many plants that are inedible to humans. They especially enjoy nuts and seeds.

Voadkyn ‘architects’ constructed elaborate walking gardens and sculpted labyrinths. While the latter were monuments to nature’s beauty, it should be noted that more than a few of the voadkyn’s enemies have entered these labyrinths, never to be heard from again. Many legends still exist describing vast mazes of enchanted shrub sculptures in Forgotten Forests and the wondrous treasures located at their center. What these treasures might have be changes with each storyteller and skald, though most agree that one such trove could have bought a kingdom. 

Voadkyn tend toward the neutral alignments. PC Voadkyn may be of any non evil alignment.

Voadkyn are capable of using large human-sized weapons (such as two-handed swords and great spears) in one hand without penalty to initiative, but use giant sized weapons at normal ways and initiatives.

Special Disadvantages: Voadkyn can never wear armor better than leather armor. 

Preferred weapons; Club, giant spear (1d8), giant long bow (1d8, range x 1.5), giant two-handed sword(1d12), giant halberd(1d12), two-handed sword.

Skills; Agriculture, alertness, animal noise, animal training, direction sense, eating, hiding, hunting, intimidation, reading/writing, set snares, survival (forests), weather sense. Ability Score Range
Giant, Jungle (homo giganticus Abdita-silva-tropica)
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Powerful, lanky, and strictly carnivorous, jungle giants were a terror to all the animals of the tropical forests. They were great hunters and stalkers, able to clear a huge tract of forest of all game and then moved on.

A typical jungle giant stood 18’ tall yet weighed only 3000 pounds – very thin for a giant. Females were generally taller than males. They could live to be 200 years old.

Jungle giants always carried everything they needed with them: tools for making and maintaining their weapons, fire-starters, tinder, and spare bits of leather and sinew used to repair clothing. They also carried their valuables, and every adult jungle giant carried a quiver of arrows.

Jungle giants spoke their own language, a dialect of Cloud Giant, and the languages of tribes of nearby humans and humanoids.

Thin and very tall, jungle giants easily blended into the vertical landscape of the tropical forest. Their wavy hair was pale green, and their skin was a rich muddy yellow, like sunlight on the forest floor. They rarely wore more clothing than strictly necessary, as they preferred complete freedom of movement when hunting. Many groups of jungle giants used ritual tattooing, colorful feather headdresses, and even filed teeth to show their fierceness. They sometimes decorated themselves with mud, sticks, and leaves when stalking especially large or wary game.

Combat: 

Jungle giants used 15’ long bows crafted to take advantage of their tremendous size and strength. These giants were very quick with their huge bows and could fire two arrows each round at double normal bow ranges and damages. 

They used poisoned arrows to bring down their prey more quickly. If these arrows were used in combat, opponents must save vs. paralyzation at -2 or be rendered immobile for 2d6 turns. Even humanoid creatures with the strength to pull a jungle giant bow cannot use it, because the arrows are over 6’ long (2d6 damage). 

Jungle giants would occasionally have used the trunk of a dead tree as a club, doing 2d8 points damage. 

They also made use of three balled bolas.
Jungle giants preferred to take their prey from ambushes, firing their bows from the treetops and then swung down sturdy branches or thick ropes to finish off their prey. Camouflaged giants caused a -1 penalty on opponents’ surprise rolls. When setting up a blind, they could camouflage themselves in jungle terrain with a 60% chance of success. Setting up a blind or decorating themselves with jungle camouflage took about three turns.

Habitat/Society: 

Jungle giants were friendlier than most other races of giant-kind, and they would have often cooperated with human jungle tribes on hunts. The giants provided strength and raw power, and the humans provided the numbers and skill to drive animals into ambushes.

Jungle giants had absolutely no compunctions about eating any form of meat—mammal, reptile, amphibian, or avian. They knew how to stalk, kill, and prepare everything from eggs to full-grown animals, and from scavengers to predators. Their villages reflected this carnivorous tendency; the huts were made from wooden posts with roofs of greased animal hides stitched together with intestines. The smell of smoking meats and butchery hung in the air, and huge quantities of dragonflies and other insects swarmed around the villages. A jungle giant village was 50% likely to shelter 1d6 giant dragonflies. They may have had 1d3 elephants, elder serpents or even a local green dragon living near or with them. 

Ecology: 

Jungle giants thought of most creatures as prey, but those they accepted as fellow hunters they respected as equals, regardless of their size. Although they much preferred the jungle terrain they knew so well, they were often forced to leave the trees for the savanna when their numbers became too great to survive in the jungle. They thought nothing of eating every snake, antelope, cat, warthog, ostrich, and elephant they came across. Jungle giants on the savannah often returned to the forest, because their great height made stealthy hunting difficult for them on open ground.

Verbeeg Giant (Homo giganticus Hominoides) 
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Known as “human behemoths”, these human giants inhabit areas infested with hill giants and ogres.

Verbeeg vary in height from 8½ to 10 feet tall, and weigh between 300 and 400 pounds. They are unusually thin for their height, although this does not inhibit their fighting ability. Some have minor deformities, such as club foot, uneven eyes, hair lips, etc. In all other respects they appear human, including skin, hair, and eye color. They wear as much protective clothing and armor as they can obtain, which isn’t much. Usually they wear furs and hides with pieces of metal armor stitched into strategic places. They almost always carry shields and have the best weapons they can steal. Typically this means clubs and spears.
History

The Verbeeg giants were an evolutionary change due to radiation effects caused by the great rain of Fire. They rapidly became a stable race, which was especially prominent on the Taymoran kingdom, and lived most prominently in the Fomorian Giant kingdom north. (See Land of the Fomorians) Verbeegs were notorious mercenaries and rogues. Though they had their own settlements and societies, they were frequently encountered alongside giants and ogres. In fact, some Verbeegs had been known to actually have clawed their way to dominion over small hill or frost giant tribes. An obvious byproduct of their unrivaled cunning.

Although the Firbolgs spoke loudest of kin unity, the Verbeegs tended to make the giants, the most uncomfortable. Their omnipresence in giant society, obvious intelligence, and penchant for underhandedness added up to make some of the more skittish members of the Giants a bit neurotic. 

A few particularly addled giants had convinced themselves that the Verbeegs had already united all the kin and were carrying out a plan of infiltration aimed at conquering and enslaving all the giant races. Usually, such paranoiacs also spread rumors of a vast, unseen population of Verbeegs and a huge underground Verbeeg kingdom that was connected to a network of tunnels that criss-crosses the Known world.

Of course, it’s extremely doubtful that any of these rumors contained more than the smallest kernel of truth, though the Giants still had plenty to worry about. Many of the Verbeeg servants and laborers had been planted in the various giant steadings as spies.

For hundreds of years, spies dispatched had been keeping the Verbeeg informed of the comings and goings in many of Mystara´s most prominent Giant settlements. Unlike Firbolgs, Verbeegs were firm believers in the concept of ordning. Through treachery ‘the greatest of their skills’ the Verbeegs had designed a unique process for bettering themselves in their society. To ascend in the ordning, a Verbeeg had to plot to discredit or defeat a superior. Such disposals were not necessarily violent. In fact, ousting a superior via a slow, subtle scheme brought far more glory than crude brute force. One popular tale concerns two Verbeegs who played a single game of wah-ree for more than 40 years. Throughout the course of the game, the rivals often spent months planning and measuring their moves.

Eventually, one of the Verbeegs sent his daughter to tempt his rival, a ploy that ultimately resulted in a marriage. The Verbeeg then lived happily with his rival’s daughter for 30 years and raised a large family. As the end of the wah-ree game approached, however, the daughter started to behave strangely, acting the shrew and refusing to tend to her children. This broke her husband’s concentration, allowing his rival to win the game and seize the higher ordning rank. Only after the game was over did the loser discover that his entire marriage was merely another facet of the plot. Besides treachery, Verbeegs were well known for their skill as thieves. Verbeegs were particularly well suited to this role since they had no concept of private property. To them, all things were owned by all people. Anything they could steal they felt they deserved to own. Visitors foolish enough to sleep in Verbeeg settlements often awoke to find their supplies, equipment, and sometimes even their clothing missing.

This all changed with the upcoming Nithians and their foul magic and the Taymorans with their Undead. The final blow was in 1750BC when the southern part of the continent was destroyed in a series of elemental upheavals, which also destroyed whole Taymora.

Verbeegs receive 5 bonus hit points at 1st level. They need experience as the Fighter.

Verbeegs tend toward the neutral and evil alignments. PC Verbeegs may be of any non evil alignment.

Verbeegs are capable of using large human-sized weapons (such as two-handed swords and great spears) in one hand without penalty, but use giant sized weapons at normal ways and initiatives.
Special Disadvantages: Verbeegs can never wear armor better than splint mail. (AV5 max)

Preferred weapons: Club, giant spear (1d8), giant two-handed sword (1d12), two-handed sword. 

Skills: Animal handling, animal training, blacksmithing, eating, hunting, intimidation, reading/writing, set snares, survival, weaponsmithing, weather sense. 

Combat: 

Verbeeg were smart enough to let others soften up the enemy first. This did not mean that they were cowards, only selfish and practical. Since they were commonly found with hill giants and ogres, in the first few rounds of combat Verbeeg drove their less intelligent companions before them into battle. This was accompanied by many curses, oaths, and highly descriptive accounts of the giants’ and ogres’ parentage.

Once the battle had begun, the Verbeeg took on the stragglers and used their missile weapons, usually spears. The Strength of the giant determined how much further than normal the weapons can be hurled. Each Strength adjustment stood for an additional 15’/10’/5’ covered.

Whatever their weaponry, the Verbeeg get their Strength bonus for damage and hit roll. Armor is always at least the equivalent of AC 2, and sometimes better, although never better than AV 5.

Shamans & Wokani: 
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Should the character decide to become a Spellcaster, he needs more experience points per level to achieve a higher character and thus casting level. The indicated XP have to be gained before actually acquiring the corresponding spellcasting level. This means that one can’t start with a spell-casting character when the PC is created. For example, if a 3rd level Cay-man wanted to become a 1st level spell-caster upon reaching his next level, he would need to reach a total of 16,000 XP instead of 15,000. In order to cast spells, a Shaman must have a Wisdom of 9 or better. A Wokani needs an Intelligence of 9 or better. All spell-casters must be at least 1st level in their race to be able to cast spells. There were no dual classed casters.

Habitat/Society: 

Verbeeg were found in the same climates as ogres and hill giants. These human behemoths were never found wandering alone. Thirty percent of wandering Verbeeg encounters found 1d6 of these giants with 1d4 hill giants or ogres (equal chance), which also shared their lair; 50% of the time 1d6 Verbeeg were with 1d6 wolves (in polar climes winter wolves or polar bears); the rest of the time (20%) 1d2 of them were encountered with a normal sized group of wandering monsters found in that area (DM must use reasonable judgment in this case).

A Verbeeg lair was usually an underground place, such as a cave or inside old ruins. There 5d6 of them could be found, an equal number of females (equal to males in combat), and 2d6 young. Half the young were Whelps, the other half were teenagers. A lair usually included 2d4 wolves (75% chance) or 1d4 Dire wolves (25% chance). In arctic climes substitute 1d2 polar bears for wolves, and 1d3 winter wolves for Dire Wolves.

There was a 2% cumulative chance per giant of a shaman with the tribe. The Verbeeg were jointly ruled by the shaman (if there is one) and a warrior chieftain. The shaman could be up to 12th level. The warrior chieftain always has 19 Strength and no fewer than 40 hit points. The chieftain was responsible for all activities involving hunting, war and negotiations with strangers. The shaman was responsible for all activities inside the tribe, dispensing judgments concerning law and all magic. Any magical items in the tribe belong to the shaman; he had a 90% chance of knowing how to use these. Most magical items that he did not understand were thrown into the tribal refuse heap before too long.

Ecology: 

Verbeeg ate almost anything, but they loved flesh of all sorts. They maintained a mutually beneficial relationship with the giants and ogres that shared their lair. The Verbeeg provided the intelligence and direction that these giant types lacked, and the giants provide protection by their greater fighting prowess. To watch a group in action can be hilarious, so long as you were not their intended victim. Hill giants and ogres were too stupid to think much on their own. They tended to follow directions too literally. This usually infuriated the Verbeeg. They hopped back and forth from foot to foot screaming insults at the befuddled giants that towered over them in height and size, as even the simplest instructions were misinterpreted by these denser humanoids.

Athach (Homo Giganticus TriTerriblis) 
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The Athach is a hulking 18’ tall humanoid with a malformed chest, most notable for the third arm growing from the center of its chest. Topping the Athach’s roughly-muscled body, its hideous head boats irregular and outsized but recognizable features, including small bloodshot eyes and lopsided ears (one huge one tiny). 

Each of the creatures has a set of huge, gnarled tusks protruding upward from its slobbering mouth. 

These Giants almost never bathe, so they smell particularly foul (only an Otyugh smells worse). They dress haphazardly in rags and furs, often jamming bracelets on their fingers as rings, and other jewelry wherever they can fit it; the beauty of the pieces glitter in gross contrast to the Giants’ ugly bodies. 

They speak their own guttural brute tongue and a basic of Gundirrim (Fire Giant), and very few speak the local human tongue. These dim, ill-tempered creatures possess a penchant for collecting gems and jewelry. Despite their stupidity, they can inspire fear in even the staunchest of Warriors. 

History

The attach arose from their genetic offspring the Hill Giants during radiation effects caused by the Great Rain of Fire in 3000BC. Due to their strength they rapidly became a stable race, even their number remained fairly stable. Since 655 AC they succeeded to reach the Hollow world, and due to this they can’t become extinct.

Combat

Athachs attack by bashing their opponents with thick tree stumps or large stones clutched in each of their three warty hands and by biting with their poisonous tusks (actually bacteria and other viral refuse—in resemblance equal to that of the bite of a Komodo Dragon in real life). Any one bitten must save vs. poison –4, due to the terrible Strength of the infectious saliva, or become helpless for 1d6 turns. A second save must be made to prevent death in 1d8 hours by dying off of muscle tissue. The beasts have no notion of strategy or tactics and always attack opponents head-on in battle. 

Occasionally, when hunting for meat (They consider Humans, Demihumans or Humanoids to be meat), Athachs refrain from killing their paralyzed victims at once. Instead, they tie up their captives and carry them to their lairs to kill later. Sometimes the meat is softened up by dragging, stomping and swatting it a few times. Transporting the victims this way keeps their meat fresh, the way these Giants prefer it. 

They avoid other Giant creatures. These giants are hated by all especially giants and any humanoid.

Their morale is lowered by 4 when facing any creature larger than 10’. This has to do with their history. When this race was born, they were instantly repelled by any other race. When they tried to rule the other Giants by causing the giants to be seen by all other creatures as evil and dangerous, they rolled the anger of all Giants over them. Severely beaten, humiliated and set upon their place, they fled to single families until this date. Their life is hazardous, and hence they have a life expectancy equal to that of the average Goblin.
Society

Athachs make their homes in simple caves in the mountains or in deep woods. They live in small family groups, normally consisting of one adult male one or two adult males, and two to four juveniles. Mostly two litters, one from each female. The male attracts females by Pheromone scent, but actually they hate each other. The females never want to become pregnant, therefore hate the male, her opponent, and the children. Actually nobody has ever learned, nor understood the principle of love.
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When not hunting, most Athachs spend their time fighting with each other. Almost every aspect of their viscous lives centers around violence, eating or pheromone-induced sexual behavior (rarely lasting more than a minute-as they hate each other too much to hold longer). Athachs give little thought to anything but the most primitive survival goals. Shortly after reaching puberty, its mother(s) will chase them away or eat them instead. This threat mostly causes the young to start their own singular lives. They mostly wander around until their pheromones cause them to find a mate and create their own “little pleasurable” family. Often the young Athach must fight others of its kind, as well as the potential mate, before succeeding in this. Typically Athach couples stay together for life—however short this might be. 

Other than food and violence, they seem passionately fond about gems and jewelry. These objects of remarkable beauty are often found among the matted furs and rags thrown about their lairs, or wrapped around their bodies. They have been known to spend hours polishing and staring at such beautiful items, so strange in their otherwise ugly lives. Actually they seem to be a degenerate variety of Giants, they are mentally fully degenerate morons

They hate most other Giants but completely forgot why (and are uninterested why). However, they avoid contact with all Giant creatures, save their own kind, mostly from cowardice. They have no fear of humans or demihumans, nor most humanoids (Ogres and Trolls depend on their size), though, and actually view such beings as delicacies. They have been observed sitting in the middle of mountain passes and lonely woodland paths, waiting for a party of these creatures it can attack.

On occasion a group of travelers can persuade them not to attack, if they offer it enough gems or jewelry. However, they don’t keep their word very well, and often wait a few minutes before charging off to attack anew. Apparently they forgot, or changed their imbecile minds. Some caravan leaders speculate that the only time an Athach doesn’t go against its word is when its new gems and jewelry simply fascinate the beast so much that it forgers to break the bargain—or actually not notices “mentally” their departure.

Combat: 

Athachs attack by bashing their opponents with thick tree stumps or large stones clutched in each of their three warty hands and by biting with their poisonous tusks. An Athach’s weapon inflicts 2d6+7 points of damage (including Strength bonus) on a successful hit. Any opponent an Athach bites must make a saving throw vs. poison with a -4 penalty, due to the terrible strength of the venomous saliva, or remain helpless for 1d6 turns.

These beasts have no notion of strategy or tactics and always attack opponents head-on in battle. Occasionally, when hunting for meat (including humans), Athachs refrain from killing their paralyzed victims at once. Instead, they tie up their captives and carry them to their lairs to kill later. Transporting the victims this way keeps their meat fresh, the way the giants prefer it.

Athachs avoid other giant creatures; they receive a penalty of -4 to their morale when facing creatures of huge (H) size or larger.

Habitat/Society: 

Athachs make their homes in simple caves in the mountains or deep woods. They live in small family groupings, normally consisting of one adult male, one or two adult females, and two to four juveniles. When not hunting, most Athachs spend their time fighting with each other. Almost every aspect of their vicious lives centers around eating and violence.

Athachs give little thought to anything but the most primitive survival goals. Shortly after a young Athach reaches maturity, its parents throw it out of their home to wander around until it finds a mate. Often the young Athach must fight others of its kind, as well as its potential mate, before starting a new family group.

Other than food and violence, Athachs seem passionately fond of gems and jewelry. These objects of remarkable beauty are often found among the matted furs and rags thrown about an Athach’s cave or even wrapped around its body. Athachs have been known to spend hours polishing and staring at such beautiful items, so strange in their otherwise ugly lives.

Ecology: 

Athachs hate most giants, including their fellow Athachs. However, they avoid contact with all giant creatures save their own kind, mostly from cowardice. The monsters have no fear of humans and demihumans, though, and actually view such beings as delicacies. Athachs have been observed sitting in the middle of mountain passes and lonely woodland paths, waiting for a party of humans it can attack.

On occasion, a group of travelers can persuade an Athach not to attack, if they offer it enough jewelry or gems. However, an Athach does not keep its word very well, and often merely waits a few minutes before charging off to attack the travelers anyway. Some caravan leaders speculate that the only time an Athach doesn’t go against its word is when its new gems and jewelry simply fascinate the beast so much that it forgets to break its bargain! 

Fachan (Homo giganticus Commisceo)
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This unusual creature looks grotesque even compared to ogres. Its vaguely humanoid body possesses only one leg, one arm, and one eye. The leg attaches to a special joint in the center of its pelvis, and the arm hangs from a socket set in the middle of the creature's chest. The fachan's eye is centered in its face like that of a Cyclops.

A Fachan has dull gray skin, wiry black hair on its head, and no body hair. Its eye is purple with a white pupil, like an ogre’s, and they tend to possess very large ears. A fachan’s heavily muscled body is actually quite agile. They move about with a short hopping run, sometimes making leaps as great as 10 feet in distance and clearing over 6 feet in height.

History

This creature is a recent addition to the giant species and as thus is not seen as a very viable species. It was created by the Aranean wizards in the year 888 AC as an experiment. They literally genetically fused a Male Cyclops and a Female Athach together in one species. When they lost interest, they released the 45 hermaphroditic examples they created along the savage coast. Fachan have a lifespan of approximately 90 years as can be seen to their growing/aging process which is somewhat faster than humans. They usually speak the languages of local ogres, trolls, and orcs.

Combat: 

In combat, Fachan use clubs or morning stars as weapons, though some have discovered the usefulness of axes or swords. Because they have only one hand, Fachan cannot use missile weapons or polearms, but they can wield a two-handed weapon (up to bastard sword size) and still deliver the full two-handed damage. In addition, Fachan have a +4 damage bonus when striking with any hand-held weapon.

If unarmed, a Fachan may kick or stomp any creatures less than 6 feet tall, doing 2d6 points of damage on each successful hit. 

Fachan can also hurl rocks weighing up to 40 pounds apiece to a maximum range of 60 yards, each causing 2d4+2 points of damage with a successful hit. However, the fachan’s body structure and lack of depth perception (because of the single eye) gives the creature a -2 penalty to hit when throwing rocks 

Habitat/Society: 

As ogres in the region of the Savage Coast are affected by Cinnabar and Aranean magic, one out of every 400 Savage Coast ogre births produces a Fachan, which may stay with the tribe but usually seeks out its own kind. Fachan prey on any creature other than ogres, showing marked preference for the flesh of humans and demihumans. Fachan are also prone to exceptionally cruel behavior, directing it at anyone nearby. Only orcs and ogres make any attempt to get along with the creatures. Ogres try only because of the thin bonds of kinship between them; orcs bribe Fachan to work as scouts and guards because of their great strength and exceptional hearing. Fachan can detect the sound of an approaching horseman from up to 5 miles away. Fachan also have a 10% chance of possessing a legacy leech.

Ecology: 

Alchemists and wizards have found that the hearing organs of a Fachan may be made into a potion of clairaudience. Also, the hide of a fachan’s hand can be made into a single gauntlet of Fachan power for either the left or right hand depending on the Fachan (50% chance either way). This gauntlet bestows 18/00 strength to the wearer’s arm, hand, and shoulder for purposes of grip and damage bonuses.

The Red Curse 

Fachan gain multiple Legacies, sometimes as many as 5 (1d4+1). Fachan require Cinnabryl, and because they have trouble acquiring the metal, most are heavily afflicted. Only their strong desire to inflict equal suffering on others keeps them functioning. Fachan wear Cinnabryl when it can be found, but they prefer taking it from others. 

Map

The creature can be found in the badlands (Goblin Territory) and the Niedergard Mountains, some can be found on the mountainous tracts on the beach of the Tortle Tribeland, and here they are heavily battled against to either slay these monstrosities or chase them away.
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		Boulder Throwing				3'-60'-130'-200'/400' for 2d12

		Boulder Averages;				1-2ftØ       150 LBS

												Smash

												Sweep

												Slam

		Special Defenses;		Surprised 1 on 20 only

				move silent as Thief level as HD

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

				Phobias

		Skills		Agriculture, Drinking, Intimidate

		AM		0

		Save as;		NM		F1		F2		F3		F4

		ML		9

		XP		10		20		75		275		650

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0.6






_1382183400.xls
Blad1

		Humanoid		Cloud Giant

		Type		Giant humanoid

		Climate/Terrain		Any Mountains or magical cloud islands

		Frequency		Very Rare

		Organization		Tribal

		Activity Cycle		any

		Diet		Omnivore x8

		AL		N, NE, NG

		NA		1s2 (1d3-Castle 1d10)

		Size		10-25%		26-50%		51-75%		75-90%		H; 230"+ 6d12"

		BM		1		1		2		3		4

		ST (PR)		-8		-6		-4		-2		12+2d6=14-24

		IN		-3		-3		-2		-1		3d6=3-16

		WI		-5		-4		-3		-2		3d6=3-16

		DX						+1		+1		3d6-2=3-16

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6=3-18

		Languages		Bromdinag(Giant), Bratak,(Hill Giant) or Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 10, Wokani 10

		AC		6		5		4		3		2

		AV		0 or by armor (in battle mostly Bronze Plate AV5)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6		7-20

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		1,800,000		+300,000/lvl

		HD		3		5*		7*		10*		13*		14*		15*		16*		17*		18*		19*		19*

		HP		3d8		5d8		7d8		10d8		13d8		14d8		15d8		16d8		17d8		18d8		19d8		+2/lvl 6+

		MV		30'/10'		90'/30'		120'/40'

		25% chance FL		na		90'/30' 3A		120'/40' 3A

		THAC0		na		15		13		10		9		8				7				6				5

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (morning star)

		Damage; by weapon				x1		x2				x3 (Morning Star 1d6 x3)

		Special Attacks;		at will

		Levitate				own weight +4000cn or 25% chance Fly

		Special Attacks;		limited use

		Create Fogcloud				3 x day; HD x miles radius

		Wall of Fog				3 x day; HD x miles radius

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		35%		55%

		Ranges boulder				3'-30'-60'-100'/200'		3'-60'-120'-200'/400'				3'-80'-240'-240'/480'

		Boulder damage				3d4		3d6		3d8		3d10

		Boulder Averages;				9ftØ            600 LBS

						Smash, Sweep, Slam

		Special Defenses;		Suprised only 1 on 1d10

				Enter cloud castles

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		bargaining, Appraissal

				0		2		3		4		4				5										+1/4 lvl

		AM		0

		Save as;		3		5		7		10		13		14		15		16		17		18		19		HD =F lvl

		ML		10

		XP		50		300		850		1900		2300		2500		2700		2950		3150		3475		1975		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1382183609.xls
Blad1

		Humanoid		Reef Giant

		Type		Giant humanoid

		Climate/Terrain		Sub/Tropical Ocean or reef

		Frequency		Very Rare (Extinct 3000 BC)

		Organization		Solitary

		Activity Cycle		Day

		Diet		Omnivore x3

		AL		NE

		NA		1 or 1d4

		Size		10-25%		26-50%		51-75%		75-90%		H; 12'+1d4'+1d12"

		BM		1		1		1,5		2		3

		ST (PR)		-8		-6		-4		-2		15+2d4=17-23

		IN		-3		-3		-2		-1		3d6=3-18

		WI		-5		-4		-3		-2		3d4=3-12

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		3d6=3-18

		CH										3d6=3-16

		Languages		Stellatrim(Storm), Bromdinag,(Cloud),

				Gunderrim (Fire), +50% 1 local

		Spellcaster Limits;		na

		AC		5 (-shield)

		AV		by  mismatch armor 2, 3 or 4

		Levels		Whelp		Young		Teen		Y. Adult

		HD		3		5*		12*		16*		18*

		HP		3d8		5d8		12d8		16d8		18d8

		MV		150'/50

		SW		120'/40'

		THAC0		na		15		9		7		6

		Attacks		na		Fist/Kick

		Damage				1d4		1d6		1d8		1d10

		Attacks				or weapon (Trident)

		Damage				as weapon x 2.5

		Special Attacks;				Whirlpool

		Boulder Throwing				50% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		35%		40%

		Ranges boulder				3'-60'-140'-180'/360'						3'-120'-240'-360'/720'

		Boulder damage				2d6		2d8		2d10		3d10

		Boulder Averages;				1-2ftØ       150 LBS

						Smash, Sweep, Slam

		Special Defenses;		0

		Immune to;		water/ice based attacks

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		AM		0

		Save as;		F3		F5		F12		F16		F18

		ML		9

		XP

		TT		A +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		4000 LBS






_1382945437.xls
Blad1

		Humanoid		Fire Giant

		Type		Giant humanoid

		Climate/Terrain		Any temperate, Subtropical/Tropical land

		Frequency		Rare

		Organization		Tribal

		Activity Cycle		any

		Diet		Omnivore x4.5

		AL		LE, CE, CN, NE

		NA		1d2 (1d3-Castle 1d8)

		Size		10-25%		26-50%		51-75%		75-90%		H; 168"+ 4d12"

		BM		1		1		2		2		5

		ST (PR)		-8		-6		-4		-2		14+2d6=16-24

		IN		-3		-3		-2		-1		3d6+1=4-18

		WI		-5		-4		-3		-2		3d6=3-18

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6-2=3-16

		Languages		Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 8, Wokani 6

		AC		6		5		4		3		2

		AV		0 or by armor (in battle mostly Bronze Plate AV5)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6-20

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		+300,000/lvl

		HD		3		6*		9*		10*		11+2*		12+2*		13+2*		14+2*		15+2*		16+2*		16+2*

		HP		3d8		6d8		9d8		10d8		11d8+2		12d8+2		13d8+2		14d8+2		15d8+2		16d8+2		+2/lvl 9+

		MV		30'/10'		90'/30'		120'/40'

		THAC0		na		15		13		11		9				8				7				5

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (any Sword)

		Damage; by weapon				x1		x2				x3 (2H. Sword 1d10 x2,5/ n. sword 1d8 x2,5)

		Special Attacks;		at will

		Boulder Throwing				80% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		35%		50%

		Ranges boulder				3'-20'-45'-70'/140'		3'-45'-90'-140'/280'				3'-70'-140'-210'/420'

		Boulder damage				2d6		2d8		2d10		2d12

						+1d6 if heated

		Boulder Averages;				7ftØ       475 LBS

												Smash

												Sweep

												Slam

		Special Defenses;		0

		Immune to;		Resistant to heat/fire

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		Weaponsmith,armorsmith, blacksmith

				0		2		3		4		4				5								+1/4 lvl

		AM		0

		Save as;		3		5		7		10		11		12		13		14		15		16		HD =F lvl

		ML		9

		XP		50		300		850		1900		2125		2500		2700		2950		3150		3475		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1551128908.xls
Blad1

		Humanoid		Stalwart

		Type		Human

				Biological Construct(reproductive)

		Climate/Terrain		Brun and Skothar

		Frequency		Rare (exists since 3040 BC)

		Organization		nomadic family

		Activity Cycle		day

		Diet		omnivore

		AL		N

		NA		0(1)

		Size		M; 7' +2d6" tall

		ST		1d8+15=16-23

		IN		3d4=3-12

		WI		3d4=3-12

		DX		1d8+15=16-23

		CO		3d8=3-24

		CH		3d6-2=3-16

		Languages		1d2+1/IN. Adj.

		Spellcaster Limits;		nil

		AC		5

		AV		by armor

		HD		7		8		9		10		11		12		13		14		15

		HP		7d8		8d8		9d8		10d8		11d8		12d8		13d8		14d8		15d8

		MV		120'/40'm

		THAC0		13		12				11				10				9

		Attacks		1 weapon

		Damage		by weapon

		Special Attacks;		Wrestling (WR+2)

		Weapon Mastery BS		4		5		6		7		8		9		10		11		12

		Weapon Mastery SK		1		2		3		4		5		6		7		8		9

		Weapon Mastery EX		0		1		2		3		4		5		6		7		8

		Weapon Mastery MS		0		0		0		1		2		3		4		5		6

		Weapon Mastery GM		0		0		0		0		0		0		1		2		3

		Special Defenses;		(by weapon Mastery & Weapon)

		Immune to;		0

		Extra Vulnerable to;		0

		AM		0

		Save as;		F7		F8		F9		F10		F11		F12		F13		F14		F15

		ML		11

		XP		450		650		900				1100				1350				2000

		TT		Nil

		Body Weight		1500-1600 cn






_1384515870.xls
Blad1

		Humanoid		Sea Giant

		Type		Giant humanoid

		Climate/Terrain		Tropical/subtropical ocean/reef

		Frequency		Rare

		Organization		Tribal

		Activity Cycle		day

		Diet		omnivore x4

		AL		any

		NA		1d2 (1d20)

		Size		30-40%		40-50%		50-60%		60-70%		71-90%		H; 168"+ 1d6x12" +1d12"

		BM		0,5		1		1,5		2		2,5		3

		ST (PR)		-8		-6		-4				-2		12+3d4=15-24

		IN		-3		-3		-2				-1		3d6=3-18

		WI		-5		-4		-3				-2		3d6=3-18

		DX						+1				+1		3d6-2=3-16

		CO		-5		-4		-3				-2		3d6=3-18

		CH												3d6=3-18

		Languages		Sea Common, Stellatrim (Storm Giant)

		Spellcaster Limits;		Shaman 10, Wokani6 (Sh5, Wi3 if dual classed)

		AC		6		5		4				3		5

		AV		By armor								1		2				3						4

		Levels		Fingerling		Shrimp		Sprat		Urchin		Teenager		NM		1		2		3		4		5		6		7		8		9		10		11		12-24

		XP needed		-400,000		385,000		352,000		294,000		200,000		0		400.000		700,000		1,000,000		1,300,000		1,600,000		1,900,000		2,200,000		2,500,000		2,800,000		3,100,000		3,400,000		+300,000/lvl

		HD		4		5		6		7		8		9*				10*				11*				12*				13*

		HP		4d8		5d8		6d8		7d8		8d8		9d8				10d8				11d8				12d8				13d8		13d8+2		13d8+4		13d8+6		+2/lvl 9+

		MV/SW		30'/10'		90'/30'		120'/40'

		THAC0		16		15		14		13		12		11				10								9

		Attacks		1 Fist/Kick or weapon

		Damage		1d3		1d6		1d8		2d6		2d8		3d6

		Attacks		1 weapon (Only Spear/Trident/Pike/Spetum/Ranseur/Military Fork/Harpoon )

		Damage; by weapon		x1		x2						x3 (Trident/Spear 1d6x3)

		Special Attacks;												All damages +2

														Push Wave 5'x 50'x 30'

														3'-60'-130'-210'/420'

														sweep away 60'+ Stun

		Special Defenses;		0

		Immune to;		Cold, underwater pressure to 2000', water or ice based magic

		Extra Vulnerable to;		Fire

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		endurance, intimidate

				0		0		1		2		3		4								5								6								+1/4 lvl

		AM		0

		Save as;		3		5		7				10		9				10				11				12				13								HD=F lvl

		ML		9

		XP		75		175		275		450		650		1600				1750				1900				2125				2300								+500/lvl9+

		TT		E +5000gp

		Body Weight		30-40%		40-50%		50-60%		60-70%		71-90%		Size(inch)xST/2,2






_1382183746.xls
Blad1

		Humanoid		Jungle Giant

		Type		Giant humanoid

		Climate/Terrain		Tropical Jungle

		Frequency		Uncommon (Extinct OW 755 AC)

		Organization		tribal/cooperative

		Activity Cycle		Day

		Diet		Carnivore x3

		AL		N, NE

		NA		1 or 1d6

		Size		10-25%		26-50%		51-75%		75-90%		H; 14'+1d4'+1d12"

		BM		1		1		1,5		2		3

		ST (PR)		-8		-6		-4		-2		13+2d4=15-21

		IN		-3		-3		-2		-1		3d6=3-18

		WI		-5		-4		-3		-2		3d4=3-12

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		3d6=3-18

		CH										3d6=3-16

		Languages		Bromdinag,(Cloud), Local

		Spellcaster Limits;		na

		AC		5

		AV		0

		Levels		Whelp		Young		Teen		Y. Adult		NM

		HD		2		4		7		9		11*

		HP		2d8		4d8		7d8		9d8		11d8

		MV		150'/50

		CL		60'' /20' 50%

		THAC0		na		15		8		6		5

		Attacks		na		Fist/Kick

		Damage				1d3		1d4		1d6		1d8

		Attacks				or weapon (Club, Bola, Longbow)

		Damage				x 2

		Special Attacks;		0

						Smash, Sweep, Slam.

		Special Defenses;		Camouflage 60%

		Immune to;		water/ice based attacks

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		AM		0

		Save as;		F1		F4		F7		F9		F11

		ML		9

		XP		20		75		450		900		1900

		TT		E

		Body Weight		10-25%		26-50%		51-75%		75-90%		4000 LBS






_1382183810.xls
Blad1

		Humanoid		Attach

		Type		Giant humanoid

		Climate/Terrain		Any Mountain or hills

		Frequency		Rare

		Organization		Family

		Activity Cycle		Day

		Diet		Omnivore x5

		AL		CE, CN

		NA		1d3(1d6)

		Size		10-25%		75-90%		200" +2d12"

		BM		1		2		3		4		5

		ST (PR)		-8		-2		10+3d4=13-22

		IN		-3		-1		4+1d4=5-8

		WI		-5		-2		4+1d4=5-8

		DX				+1		2d6+1=3-13

		CO		-5		-2		6+2d6=8-18

		CH						1d8=1-8

		Languages		Gunderrim (Fire giant), local (mostly Taymoran)

		Spellcaster Limits;		0

		AC		0

		AV		0

		Levels; Fighter		Whelp		Youngster		Teen		Y. Adult

		HD		2*		8*		10*		11*		12*		13*		14*

		HP		2d8		8d8		10d8		11d8		12d8		13d8		14d8

		MV		180'/60'

		THAC0		na		12		10		9		8		7		6

		Attacks		na		3 fists

		Damage				2d6		2d10		2d12 each

		Attacks				1 bite

		Damage				2d4		2d6		2d10

		Special Attacks;		Poison (SV -4 or Paralyze 1d6T+SV -4 or die 1d8Hr)

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%

		Ranges boulder				3'-50'-100'-200'/400'		3'-100'-200'-400'/800'

		Boulder damage				2d4		3d6

		Boulder Averages;				1-2ftØ       150 LBS

						Smash, Sweep, Slam

		Special Defenses;		0

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

		Skills		Eating, Hunting, Appraissal

		AM		0

		Save as;		NM		F8		F10		F11		F12		F13		F14

		ML		9

		XP		25		1200		1750		1900		2125		2300		2500

		TT		I

		Body Weight		10-25%		75-90%		Size x ST/0.5






_1382183443.xls
Blad1

		Humanoid		Mountain Giant

		Type		Giant humanoid

		Climate/Terrain		Mountains

		Frequency		Very Rare

		Organization		Family

		Activity Cycle		any

		Diet		Omnivore x8

		AL		N,NG, NE, CN, LN

		NA		1d4 (1d20)

		Size		10-25%		26-50%		51-75%		75-90%		H; 12'+2d12'+12"/HD 13+

		BM		1		2		3		4		5

		ST (PR)		-8		-6		-4		-2		14+2d6=16-24

		IN		-3		-3		-2		-1		3d6+1=4-18

		WI		-5		-4		-3		-2		3d6=3-18

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6-2=3-16

		Languages		Bromdinag(Giant), or bratak,(Hill Giant) or Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 3

		AC		8		7		6		5		0

		AV		0 or by armor (LA only)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6		7		8		9-24

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		1,800,000		2,100,000		2,400,,000		+300,000/lvl

		HD		3		5*		7*		9*		12*		13*		14*		15*		16*		17*		18*		19*		20*		20*

		HP		2d4		5d8		9d8		7d8		12d8		13d8		14d8		15d8		16d8		17d8		18d8		19d8		20d8		+2/lvl 9+

		MV		30'/10'		90'/30'		120'/40'				150'/50'

		THAC0		na		15		13		11		9				8				7				6				5		5

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (very Large Club/tree limb)

		Damage; by weapon				x2		x3		x4		x5

		Special Attacks;

		Summon Creatures				100 yrd		150 yrd		200yrd		250yrd		300yrd		350yrd		400yrd		450yrd		500yrd		600yrd		650yrd		700yrd		+50yrd/lvl

		Boulder Throwing				80% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		25%		30%

		Ranges boulder				3'-50'100'-200'/400'		3'-75'-150'-300'/600'				3'-100'-200'-400'/800'

		Boulder damage				2d6		2d10		3d10		4d10

		Boulder Averages;				6 ftØ       440 LBS

						Smash, Sweep, Slam

		Special Defenses;		0

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		Aimal Training, Hunting, Woodlore

				0		1		2		3		4				5								6						+1/4 lvl

		AM		0

		Save as;		NM		F1		F2		F3		12		13		14		15		16		17		18		19		20		HD =F lvl

		ML		9

		XP		20		300		850		1600		2125		2300		2500		2700		2950		3150		3475		3800		4175		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/1,5






_1382183540.xls
Blad1

		Humanoid		Storm Giant

		Type		Giant humanoid

		Climate/Terrain		Ocean, Mountains (special)

		Frequency		Very Rare

		Organization		Tribal or Solitary

		Activity Cycle		any

		Diet		Omnivore x9

		AL		LG, LN, NG

		NA		1 (1d3)

		Size		10-25%		26-50%		51-75%		75-90%		H; 260"+ 4d12"

		BM		1		1		2		3		4

		ST (PR)		-8		-6		-4		-2		16+2d6=18-26

		IN		-3		-3		-2		-1		3d6=3-18

		WI		-5		-4		-3		-2		3d6=3-18

		DX						+1		+1		3d6=3-16

		CO		-5		-4		-3		-2		6+2d8=8-20

		CH										3d6-2=3-16

		Languages		Bromdinag(Giant), or Sterrabratak,(Hill Giant) or Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 10, Wokani 10

		AC		6		5		4		3		2

		AV		0 or by armor (in battle mostly Bronze Plate AV5)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6-20

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		+300,000/lvl

		HD		4		7*		10*		13*		15**		16**		17**		18**		19**		20**		20*

		HP		2d4		7d8		10d8		13d8		15d8		16d8		17d8		18d8		19d8		20d8		+2/lvl 9+

		MV		30'/10'		90'/30'		120'/40'				150'/50'

		SW		30'/10'		90'/30'		120'/40'				150'/50'

		THAC0		na		13		10		9		8		7				6				5		5

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (Large Sword or Bow)

		Bow ranges

		Damage; by weapon				x1		x2				x3 (giant 2 H sword 1d10 x3, Giant Longbow 1d8/1d6 x3)

		Special Attacks;		at will

		Lichtning Bolt				240'long for HD x1d8 damage

		Create Thunderstorm				HD x miles radius

		Create Fogbank				HD x miles radius

		Control Winds				HD x miles radius

		Special Attacks;		limited use

		Levitate				2x / 24 HR own weight +4000cn

		Summon Lightning				1 / 2d4r if storm present for 15d6 damage.

		Create Whirlpool				once a day in 1 T

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		25%		65%

		Ranges boulder				3'-50'-100'-150'/300'		3'-100'-200'-300'/600'				3'-150'-300'-450'/900'

		Boulder damage				1d6		2d6		3d6		4d6

		Boulder Averages;				10 ftØ       725 LBS

						Smash, Sweep, Slam

		Special Defenses;		Water breathing

		Immune to;		Electricity

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		Magical Lore, Creature Lore, Knowledge Skills

				0		2		3		4		4				5								+1/4 lvl

		AM		0

		Save as;		NM		F7		F10		F13		F15		F16		F17		F18		F19		F20		HD =F lvl

		ML		10

		XP		20		850		1750		2300		2700		2950		3150		3475		3800		5175		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1382183425.xls
Blad1

		Humanoid		Fog

		Type		Giant humanoid

		Climate/Terrain		Te,perate Swamps, Marsh, Boggy Forest and coastal regions.

		Frequency		Very Rare (extinct since 48.000 BC)

		Organization		Clan, Hunting group

		Activity Cycle		Day

		Diet		Omnivore x4

		AL		N, NE, NG

		NA		1d4 (1d6)

		Size		10-25%		26-50%		51-75%		75-90%		H; 230"+ 6d12"

		BM		1		1		2		3		4

		ST (PR)		-8		-6		-4		-2		12+2d6=14-24

		IN		-3		-3		-2		-1		3d6=3-18

		WI		-5		-4		-3		-2		8+2d6=9-18

		DX						+1		+1		3d6-2=3-18

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6=3-18

		Languages		Bromdinag (Cloud Giant), Sevlaash (Fog Giant)

		Spellcaster Limits;		Shaman 10, Wokani 10

		AC		7		5		3		2		1

		AV		0 or by armor

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6		7-20

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		1,800,000		+300,000/lvl

		HD		3		5*		7*		10*		14*		15*		16*		17*		18*		19*		20*		20*

		HP		3d8		5d8		7d8		10d8		14d8		15d8		16d8		17d8		18d8		19d8		20d8		+2/lvl 6+

		MV		30'/10'		90'/30'		150'/50'

		THAC0		na		15		13		10		9		8				7				6				5

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (Club, Sword0)

		Damage; by weapon				x1		x2				x3 (Club 1d4x3, Sword 1d8 x3)

		Special Attacks;		at will

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		35%		45%

		Ranges boulder				3'-30'-60'-100'/200'		3'-60'-120'-200'/400'				3'-80'-240'-240'/480'

		Boulder damage				2d4		2d6		2d8		2d10

		Boulder Averages;				8 ftØ       550 LBS

						Smash, Sweep, Slam

		Special Defenses;		Suprised only 1, 2 on 1d10

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		Hunting, Knowledge

				0		2		3		4		4				5										+1/4 lvl

		AM		0

		Save as;		3		5		7		10		14		15		16		17		18		19		20		HD =F lvl

		ML		10

		XP		35		300		850		1750		2500		2700		2950		3150		3475		3800		4175		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1382183237.xls
Blad1

		Humanoid		Hephaeston*

		Type		Giant humanoid

		Climate/Terrain		Any Mountain or Cavern

		Frequency		Very Rare

		Organization		Solitary

		Activity Cycle		Night

		Diet		Omnivore x5

		AL		NE, N, NG, LG

		NA		1d2 (1d3)

		Size		10-25%		26-50%		51-75%		75-90%		H;  16' +1d8'+1d12"

		BM		1		2		3		4		5

		ST (PR)		-8		-6		-4		-2		14+2d6=16-24

		IN		-3		-3		-2		-1		12+1d6=13-18

		WI		-5		-4		-3		-2		4+2d6=6-11

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6-2=3-16

		Languages		Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 8, Wokani 6

		AC		5		3		0		-1		-2

		AV		0 or by armor (in battle mostly Bronze Plate AV5)

		Levels		Whelp				Young								Teen						Y. Adult						NM		1-20

		XP needed		-300,000		-250,000		-200,000		-100,000		0		300,000		600,000		900,000		1,200,000		1,500,000		1,800,000		2,100,000		2,400,000		+300,000/lvl

		HD		3		6*		9*		12**		15****		17****		19****		20****		21****		22****		23****		24****		25****		25+2****

		HP		3d8		6d8		9d8		12d8		15d8		17d8		19d8		20d8		21d8		22d8		23d8		24d8		25d8		+2/lvl 9+

		MV		30'/10'		90'/30'		120'/40'

		THAC0		na								3

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d10		2d10				3d10

		Attacks				1 weapon (any Sword)

		Damage; by weapon				x1		x2		x3		x4 (B. Axe 1d8 x4/ n. sword 1d8 x4)

		Special Attacks;		at will

		Boulder Throwing				30% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%								35%						50%

		Ranges boulder				3'-30'-70'-110'/220'		3'-60'-140'-220'/440'														3'-100'-200'-400'/800'

		Boulder damage				2d4		2d6								3d6						4d6

						+2d6 if heated

		Boulder Averages;				10ftØ       750 LBS

						Smash

						Sweep

						Slam

		Special Defenses;		0

		Immune to;		Resistant to heat/fire

				1st, 2nd level magic, Charm, Hold, Illusions.

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		Animal Training, Hunting, Woodlore, Smithing

				0		2		3		4		4				5								6						+1/4 lvl

		AM		0

		Save as;F		3		6		9		12		15		17		19		20		21		22		23		24		25		HD =F lvl

		ML		11

		XP		35		500		1600		3000		5850		6600		8450		9575		10,500		11,750		13,000		14,250		15,500		+500/lvl9+

		TT		F

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1382183324.xls
Blad1

		Humanoid		Frost Giant

		Type		Giant humanoid

		Climate/Terrain		any arctic land

		Frequency		Very rare

		Organization		Tribal

		Activity Cycle		any

		Diet		Omnivore x5,5

		AL		LE, CE, CN, NE

		NA		1d2 (1d3-Castle 1d8)

		Size		10-25%		26-50%		51-75%		75-90%		H; 184"+ 2d12"

		BM		1		1		2		2		3

		ST (PR)		-8		-6		-4		-2		14+2d6=16-24

		IN		-3		-3		-2		-1		3d6+1=4-18

		WI		-5		-4		-3		-2		3d6=3-18

		DX						+1		+1		3d6=3-18

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6-2=3-16

		Languages		Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 8, Wokani 6

		AC		6		5		4		3		5

		AV		0 or by armor (in battle mostly Chain AV4)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6-20

		XP needed										0		300,000		600,000		900,000		1,200,000		1,500,000		+300,000/lvl

		HD		3		6*		9*		10*		11+1*		12+2*		13+3*		14+4*		15+5*		16+5*		16+5*

		HP		3d8		6d8		9d8		10d8		11d8+2		12d8+2		13d8+2		14d8+2		15d8+2		16d8+2		+2/lvl 9+

		MV		30'/10'		90'/30'		120'/40'

		THAC0		na		15		11		10		9				8				7

		Attacks		na		1 Fist/Kick or weapon

		Damage				1d6		1d8				1d10

		Attacks				1 weapon (any Axe)

		Damage; by weapon				x1		x2 (Battle axe 1d8 x2/ Handaxe 1d6 x2)

		Special Attacks;		at will

		Boulder Throwing				100% chanceHurling/Boulder Throwing

		Catch large Missiles				10%		20%		35%		40%

		Ranges boulder				3'-20'-50'-70'/140'		3'-40'-105'-140'/280'				3'-60'-130'-210'/420'

		Boulder damage				2d6		2d8		2d10		2d10

		Boulder Averages;				5ftØ       400 LBS

						Smash, Sweep, Slam

		Special Defenses;		0

		Immune to;		Immune to cold

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

				Small World problems

		Skills		nature lore, geology, ecology

				0		2		3		4		4				5								+1/4 lvl

		AM		0

		Save as;		3		5		7		10		10		11		12		13		14		15		HD =F lvl

		ML		9

		XP		35		500		1600		1750		2125		2300		2500		2700		2950		3150		+500/lvl9+

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size(inch)xST/0,40






_1382183187.xls
Blad1

		Humanoid		Desert Giant

		Type		Giant humanoid

		Climate/Terrain		Desert of Izonda, Aryptian Basin

		Frequency		very rare (Extinct since 1580BC)

		Organization		Tribal

		Activity Cycle		day

		Diet		Omnivore x 4

		AL		N

		NA		2d10

		Size		H; 17'tall

		ST		19

		IN		4-10

		WI		8-14

		DX		3-16

		CO		9-18

		CH		3-16

		Languages		Gunderrim (Fire Giant), Bratak (hill Giant)

		Spellcaster Limits;		SH4 W4

		AC		1

		AV		0 or by armor

		HD		13

		HP		13d8

		MV		150'/50'

		THAC0		7

		Attacks		1 Fist/Kick

		Damage		1d10

		Attacks		1 weapon

		Damage		by weapon x2

				Smash

				Sweep

				Slam

		Special Attacks;		nil

		Special Defenses;		Camouflage

		Immune to;		0

		Extra Vulnerable to;		0

		AM		0

		Save as;		F13

		ML		10

		XP		1350

		TT		B

		Body Weight		7000LBS






_1382181662.xls
Blad1

		Slamming Throwing Table

		Weight		Distance		Damage		Breaks		CO Check		Time

		Victim								or die		Thrown

		3010+cn		10'		1d6		1d2-1		+8		<1 sec.

		1510+cn		20'		2d6		1d3-1		+5		<1 sec.

		1010+cn		30'		3d6		1d4-1		+4		1 sec.

		760+cn		40'		4d6		1d6-1		+3		< 2 sec.

		610+cn		50'		4d6		1d8-1		+2		< 2 sec.

		510+cn		60'		5d6		1d10-1		+1		< 2 sec.

		410+cn		70'		5d6		1d12-1		+0		< 2 sec.

		310+cn		80'		6d6		2d10		-1		< 2 sec.

		210+cn		90'		6d6		2d12		-2		2 sec.

		110+cn		100'-190'		9d6		3d6		-3		3 sec.

		10+cn		200'-320'		13d6		3d6		-4		4 sec.

				-10' if ST9-



Administrator:




_1382182794.xls
Blad1

		Humanoid		Sasquatch

		Type		Giant humanoid

		Climate/Terrain		Woods, Forested Hills, mountain

		Frequency		Very rare

		Organization		Clan

		Activity Cycle		Day

		Diet		Carnivore

		AL		N

		NA		1d6

		Size		10-25%		75-90%		7' + 2d12"

		BM		1		2		3

		ST (PR)		-8		-2		8+2d6=10-20

		IN		-3		-1		3d4=3-12

		WI		-5		-2		3d4=3-12

		DX				+1		3d6=3-18

		CO		-5		-2		6+2d6=8-18

		CH						1d8=1-8

		Languages		Sasquatch, (understands 50% of local tongue)

		Spellcaster Limits;		Druid 6 Wicca 4

		AC		6

		AV		1 fur

		Levels; Fighter		Whelp		Teenager		Adult

		HD		1+1*		3*		5*

		HP		1d8+1		3d8		5d8

		MV		150'/50'

		THAC0				17		15

		Attacks		na		2 fists

		Damage				1d4 each		2d4 each

		Attacks				or 1weapon (Rock, club)

		Damage				by weapon

		Special Attacks;		Hug 4d6  +2 to bite 1d4

		Boulder Throwing				25% chanceHurling/Boulder Throwing

		Catch large Missiles				10%

		Ranges boulder				3'-10'-25'-50'/100'

		Boulder damage				2d8

		Boulder Averages;				1 ftØ      40 LBS

								Smash

								Sweep

								Slam

		Special Defenses;		invisible in Woods/Forest

		Immune to;		Normal cold

		Extra Vulnerable to;		0

		Hindrances		-1 To Hit small creatures

		AM		0

		Save as;		NM		F3		F5

		ML		6 (11 in lair)

		XP		19		50		300

		TT		I

		Body Weight		10-25%		25-90%		300 LBS






_1382182859.xls
Blad1

		Humanoid		Ettin

		Type		Giant humanoid

		Climate/Terrain		Subarctic to Temperate Hills/Mountains/Underground

		Frequency		Very Rare

		Organization		Solitary

		Activity Cycle		any

		Diet		Carnivore x4 (each head requires x2)

		AL		CE

		NA		1 or 1d4

		Size		10-25%		26-50%		51-75%		75-90%		H; 10+1d4'+1d12"

		BM		1		1		1		1,5		2

		ST (PR)		-8		-6		-4		-2		12+2d4=14-20

		IN		-3		-3		-2		-1		2d4 (left/Right)

		WI		-5		-4		-3		-2		3d4-2=3-10

		DX						+1		+1		3d6-2=3-16

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6=3-16 (left/Right)

		Languages		Hill Giant (Bratak), Gunderrim(Fire Giant), Ogrizz (Ogre)

		Spellcaster Limits;		na

		AC		10		9		8		7		6		3

		AV		0  Hill Giant Fur (AV1), Hill giant leather (AV2)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1

		HD		1		3		5		7		9		10

		HP		1d4		3d8		5d8		7d8		9d8		10d8

		MV		120'/40'

		THAC0		na		18		15		13		11

		Attacks		na		2 or 1 Fist/Kick and weapon

		Damage				R; 1d6 L; 1d4		R; 1d8 L; 1d6				R; 1d10 L; 1d8

		Attacks				or 2 or 1 weapon  and fist/Kick(Large Club)

		Damage				by weapon x3 (right) x2 (Left) (=1d8x3 or x2)

		Special Attacks;				Hurling/Boulder Throwing

		Catch large Missiles				0

		Boulder Throwing				3'-20'-40'-60'/120' for 2d6

		Boulder Averages;				1-2ftØ       150 LBS

												Smash

												Sweep

												Slam

		Special Defenses;		Surprised 1 on 20 only

				only affected by charm, sleep, fear, hold if two spells used

		Immune to;		0

		Extra Vulnerable to;		Chicken Pox

				Save -1 to illusions per head

		Hindrances		-4 To Hit small creatures

				Small World problems

				Phobias

		AM		0

		Save as;		NM		F1		F2		F3		F4		F5

		ML		7

		XP		10		20		75		275		650		775

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		1200-2200 LBS






_1382182731.xls
Blad1

		Humanoid		Yeti

		Type		Giant humanoid

		Climate/Terrain		Arctic Hills and mountains

		Frequency		Very rare

		Organization		Clan

		Activity Cycle		Day

		Diet		Carnivore

		AL		N

		NA		1d6

		Size		10-25%		26-75%		75-90%		7' + 2d12"

		BM		1		1		1,5		3

		ST (PR)		-8		-4		-2		12+2d4=14-20

		IN		-3		-2		-1		3d4=3-12

		WI		-5		-3		-2		3d6=3-18

		DX				+1		+1		2d6+1=3-13

		CO		-5		-3		-2		8+2d4=10-18

		CH								6+2d4=7-14

		Languages		Yeti, (understands 50% of local tongue)

		Spellcaster Limits;		na

		AC		6

		AV		1 fur

		Levels; Fighter		Whelp		Youngster		Teenager		Adult

		HD		1+1*		2+2*		3+3*		4+4*

		HP		1d8+1		2d8+2		3d8+3		4d8+4

		MV		150'/50'

		THAC0		18		17		16		15

		Attacks		2 claws

		Damage		1d2 each		1d3 each		1d4 each		1d6 each

		Attacks		or 1weapon (Rock, club)

		Damage		by weapon

		Special Attacks;		Hug +2 to bite

		hug damage/round				1d4		1d6		1d8

		Hug Chill damage				1d6		1d8		2d6

		Bite only when hug				1d2		1d3		1d4

						Cause Fright

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%

		Ranges boulder				3'-40'-80'-120'/240'

		Boulder damage				2d4+2

		Boulder Averages;				1 ftØ  10-12 LBS

										Smash

										Sweep

										Slam

		Special Defenses;		invisible in snow and ice

		Immune to;		Normal cold

		Extra Vulnerable to;		0

		Hindrances		-1 To Hit small creatures

		AM		0

		Save as;		F1		F2		F3		F5

		ML		9

		XP		19		35		75		200

		TT		I

		Body Weight		10-25%		25-90%				300 LBS
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Blad1

		Humanoid		Hill Giant

		Type		Giant humanoid

		Climate/Terrain		Any Hills/Mountains

		Frequency		Rare

		Organization		Tribal

		Activity Cycle		any

		Diet		Omnivore x5

		AL		NE, N, NG, CE, CN, CE, civilized any

		NA		1d4 (1d12)

		Size		10-25%		26-50%		51-75%		75-90%		H; 144+2s12 (fitness 3d4)

		BM		1		1		1		1,5		2

		ST (PR)		-8		-6		-4		-2		12+2d4=14-20 civilized 10+2d6=12-22

		IN		-3		-3		-2		-1		2d4+1d4=3-15 civilized 3d6-2=3-15

		WI		-5		-4		-3		-2		2d4+1d4=3-16 civilized 3d6-2=3-16

		DX						+1		+1		3d6-2=3-16

		CO (PR)		-5		-4		-3		-2		6+2d8=8-20 civilized 3d8

		CH										3d6=3-16

		Languages		Hill Giant (Bratak), Gundirrim(Fire Giant), Ogrizz (Ogre)

		Spellcaster Limits;		Shaman 8, Wokani 6

		AC		10		9		8		7		6		5 (+3 Large, +4 Tower Shield)

		AV		0  Hill Giant Fur (AV1), Hill giant leather (AV2)

		Levels		Whelp		Young		Teen		Y. Adult		NM		1		2		3		4		5		6		7		8		9		10/24

		XP Needed		na		-4400		-3300		-2200		0		2000		4000		8000		16,000		32,000		64,000		120,000		240,000		480,000		+150,000/lvl

		HD		1		2		4		6		8		8		9		9		10		10		11		11		12		12		12

		HP		1d4		2d8		4d8		6d8		8d8				9d8				10d8				11d8				12d8				+2/lvl

		MV		120'/40'

		THAC0		na		18		16		14		12				11				10								9				F Lvl +2

		Attacks		na		1 Fist/Kick

		Damage				1d3		1d4				1d6

		Attacks						1  weapon (Large Club)

		Damage						By weapon				by weapon x2 (=1d8x2)

		Special Attacks;				Hurling/Boulder Throwing (3'minimum)

												Slam

														Smash

																						Sweep

		Catch large Missiles								10%		30%

		Boulder Throwing				10'-20'-30'				20'-40'-50'		30'-60'-100'						35'-60'-110'						40'-60'-120'

		Boulder Averages;				3ftØ       325 LBS 3d6 damage

		Special Defenses;		0

		Immune to;		0

		Primary Skills		0		1		2		3		4		4		5		5		5		5		6		6		6		6		+1/4lvl

				Tanning, Craft Furrier, Craft; Leatherworker

		Extra Vulnerable to;		Chicken Pox

		Hindrances		-4 To Hit small creatures

				Small World problems

				Phobias

		AM		0

		Save as;		NM		F1		F2		F3		F4		F5				F6				F7				F8				F9		F Lvl

		ML		7

		XP		10		20		75		275		650		775		900		1000				1100				1250				1350		F Lvl

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		Size x St / 2.2
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Blad1

		Hill Giant		Age		ST		IN		WI		DX		CO

		Whelp		0-5		-8		-4		-5		-2		-5

		Youngster		6-12		-6		-3		-4		-1		-4

		Teenager		13-15		-4		-2		-3				-3

		Young Adult		19-20		-2		-1		-2				-2

		Adult		21-39

		Mature		40-59				+1		+1		-1		-1

		Elder		60+		-2				-2				-3

		Death		90+2d12
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Blad1

		Humanoid		Fomorian

		Type		Giant humanoid

		Climate/Terrain		Any Mountains/Underground

		Frequency		Uncommon (Extinct 1750 BC)

		Organization		Solitary

		Activity Cycle		any

		Diet		Omnivore x2

		AL		NE

		NA		1 or 1d4

		Size		10-25%		26-50%		51-75%		75-90%		H; 9'+1d4'+1d12"

		BM		1		1		1		1,5		2

		ST (PR)		-8		-6		-4		-2		13+2d4=15-21

		IN		-3		-3		-2		-1		2d4 (left/Right)

		WI		-5		-4		-3		-2		3d4-2=3-10

		DX						+1		+1		3d6-2=3-16

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6=3-16 (left/Right)

		Languages		Hill Giant (Bratak), Ogre, 50% chance local

		Spellcaster Limits;		na

		AC		5 (-shield)

		AV		by  mismatch armor 2, 3 or 4

		Levels		Whelp		Young		Teen		Y. Adult		NM

		HD		1		5		9+1		11+2		13+3

		HP		1d4		5d8		9d8+1		11d8+2		10d8

		MV		120'/40'

		THAC0		na		15		10		9		8

		Attacks		na		Fist/Kick

		Damage				1d4		1d6				1d8

		Attacks				or weapon (Club/Blunt)

		Damage				by weapon x2

		Special Attacks;				Surprise

		Special Defenses;		Surprised 1 on 10 only

		Immune to;		0

		Extra Vulnerable to;		Chicken Pox

		Hindrances		-4 To Hit small creatures

				Small World problems

		AM		0

		Save as;		NM		F1		F2		F3		F5

		ML		9

		XP		10		175		1000		1250		1500

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		1200-2200 LBS






_1376827434.xls
Blad1

		Structural Saves

		vs. Giant Strength

		Strength		Hard Stone		Soft Stone		Earth		Thin Wood		Thick Wood

		18		S		S		3		12		5

		19		S		S		4		13		6

		20		S		2		5		14		7

		21		2		3		6		15		8

		22		3		4		7		16		9

		23		4		5		8		17		10

		24		5		6		9		18		11

		25		6		7		10		19		12

		26		7		8		11		20		13

		27		8		9		12		20		14

		28		9		10		13		20		15

		S= save  succesful
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Blad1

		Humanoid		Firbolg

		Type		Giant humanoid

		Climate/Terrain		Temoperat Hills/Forest Skothar

		Frequency		very rare (extinct since 67AC)

		Organization		Clan

		Activity Cycle		any

		Diet		Omnivore x 2

		AL		N, NG, CN, NG

		NA		1d4 or 4d4

		Size		H; 10-11' tall

		ST		14+1d6=15-20

		IN		6+2d6=8-18

		WI		6+2d6=8-18

		DX		6+2d4=8-15

		CO		12+1d6=13-18

		CH		3d4=3-12

		Languages		Gunderrim (Fire Giant)

		Spellcaster Limits;		Shaman 6, MU 7

		AC		3

		AV		1  Wear no armor

		HD		13+7

		HP		13d8+7

		MV		150'/50'

		THAC0		9

		Attacks		1 Fist/Kick

		Damage		1d10

		Attacks		Sword 1 handed

		Damage		by weapon x1

		Attacks		Sword 2 handed

		Damage		by weapon x2

		Special Attacks;		Swat Missiles75% 2/r per free hand

		Special Defenses;		Camouflage

				Detect Magic/Diminution

				Fools'Gold, Forget/Alter self

		Immune to;		Fear, Charm, Illusion,

		Extra Vulnerable to;		0

		AM		15%

		Save as;		F14

		ML		10

		XP		1500

		TT		E, (Mx10, Q)

		Body Weight		800LBS+
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Blad1

		Humanoid		Ubue

		Type		Giant humanoid

		Climate/Terrain		Adri Varma Plateau only

		Frequency		Very Rare

		Organization		Tribal

		Activity Cycle		any

		Diet		Omnivore x6 (each head requires x2)

		AL		CE

		NA		3d10

		Size		10-25%		26-75%		H; 8+1d4'+1d12"

		BM		1		1		2

		ST (PR)		-8		-6		10+2d4=12-18

		IN		-3		-3		2d4 (left/Right/Middle)

		WI		-5		-4		3d4-2=3-10

		DX						3d6-2=3-16

		CO		-5		-4		6+2d6=8-18

		CH						3d6=3-16 (left/Right/Middle)

		Languages		Bratak, Ubue, Local

		Spellcaster Limits;		na

		AC		7

		AV		0 or 1 or 2 (Hide or Leather)

		Levels		Whelp		Young		NM

		HD		1		2		3

		HP		1d4		2d8		3d8

		MV		60'/20'

		THAC0		na		18		11

		Attacks		na		1 to 3 Fist kick or weapon

		Damage				R; 1d6 M; 1d4 L; 1d6

		Attacks				or fist/Kick

		Damage				by weapon x2

		Special Defenses;		Surprised 1 on 20 only

		Immune to;		Charm, Sleep, Hold, Fear (Unless three spells are used)

		Extra Vulnerable to;		Chicken Pox

				Save -1 to illusions per head

		Hindrances		-4 To Hit small creatures

				Small World problems

				Phobias

		AM		0

		Save as;		NM		F1		F4

		ML		7

		XP		10		20		650

		TT		Q, U, V

		Body Weight		10-25%		26-50%		1200-2200 LBS






_1195559616.xls
Sheet1

		Level		Extra XP

		1		1000

		2		2000

		3		4000

		4		8000

		5		16.000

		6		32.000

		7		64.000

		8		128.000
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Blad1

		Age		Atach

		0-4		Baby

		5-7		Youngster

		8-11		Teenager

		20+		Young Adult

		17-21		Adult

		62+		Mature

		93+		Elder

		93+3d20		Death
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Blad1

		Humanoid		Giganthopithecus

		Type		Giant humanoid

		Climate/Terrain		Arctic Hills and mountains

		Frequency		Very rare (extinct since 6500 BC)

		Organization		Clan

		Activity Cycle		Day

		Diet		Carnivore

		AL		N

		NA		1d6  (1d20)

		Size		10-25%		26-75%		75-90%		7' + 2d12"

		BM		1		1		1,5		3

		ST (PR)		-8		-4		-2		12+2d4=14-20

		IN		-3		-2		-1		3d4=3-12

		WI		-5		-3		-2		3d6=3-18

		DX				+1		+1		2d6+1=3-13

		CO		-5		-3		-2		8+2d4=10-18

		CH								6+2d4=7-14

		Languages		Own primitive tongue 25% understand 1 local

		Spellcaster Limits;		Shaman 4

		AC		6

		AV		1 fur

		Levels; Fighter		Whelp		Youngster		Teenager		Adult

		HD		1+1*		2+2*		3+3*		4+4*

		HP		1d8+1		2d8+2		3d8+3		4d8+4

		MV		150'/50'

		THAC0		18		17		16		15

		Attacks		2 fists

		Damage		1d2 each		1d3 each		1d4 each		1d6 each

		Attacks		or 1weapon (Rock, club)

		Damage		by weapon

		Special Attacks;		Hug +2 to bite

		hug damage/round				1d4		1d6		1d8

		Bite only when hug				1d2		1d3		1d4

		Special Defenses;		0

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-1 To Hit small creatures

		AM		0

		Save as;		F1		F2		F3		F5

		ML		9

		XP		19		35		75		200

		TT		I

		Body Weight		10-25%		25-90%				300 LBS
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Blad1

		Humanoid		Voadkin

		Type		Giant humanoid

		Climate/Terrain		Temperate and subtropical forests

		Frequency		Very Rare

		Organization		clan or cooperative

		Activity Cycle		day

		Diet		Herbivore x2

		AL		any (N mostly)

		NA		1 or 1d6

		Size		10-25%		75-90%		8' +4d4"

		BM		1		1,5

		ST (PR)		-8		-2		13+1d6=14-19

		IN		-3		-1		3d6=6-18

		WI		-5		-2		4+2d6=6-14

		DX				+1		12+1d6=13-18

		CO		-5		-2		12+1d6=13-18

		CH						2d4+1d6=3-14

		Languages		Elvish, Bromdinag (Cloud giant), Local

		Spellcaster Limits;		Shaman 6, Wokani 5

		AC		7

		AV		by armor (leather AV2)

		Levels; Forester		Whelp		teenager		1		2		3		4		5		6		7		8		9		10		11		12		13

		Levels; Fighter						1		2		3		4		5		6		7		8		9		10		11

		Levels Thief						1		2		3		4		5		6		7

		HD		1/4		1/2		1+6		2+6		3+6		4+6		5+6		6+6		7+6		8+6		9+6		10+6		11+6		12+6		13+6

		HP/Forester		1d2		7d8		1d6+6		2d6+6		3d6+6		4d6+6		5d6+6		6d6+6		7d6+6		8d6+6		9d6+6		10d6+6		11d6+6		12d6+6		13d6+6

		HP/Fighter						1d8+6		2d8+6		3d8+6		4d8+6		5d8+6		6d8+6		7d8+6		8d8+6		9d8+6		10d8+6		11d8+6

		HP/Thief						1d4+6		2d4+6		3d4+6		4d4+6		5d4+6		6d4+6		7d4+6

		MV		150'/50'

		CL		60'/20' 50%

		THAC0		na		19		18		17		16		15		14		13		12		11		10				9				8

		Attacks		na		1 kich/fist

		Damage				1d2		1d3		1d4

		Attacks				or 1 weapon

		Damage				by weapon

		Special Attacks;		Suprises 1-4 on 10

		Special Defenses;		Hide in Forest (invisible)

										Polymorph into Human/elf species

				Move Silently in Forest  (40%) Suprises 1-4 on 10

		Immune to;		90% resistant to Sleep and Charm

		Extra Vulnerable to;		0

		Hindrances		-1 To Hit small creatures

		AM		0

		Save as; Class		NM				1		2		3		4		5		6		7		8		9		10		11		12		13

		ML		9

		XP		5		5		15		25		50		125		225		350		550		775		1000		1100		1250		1350		1500

		TT		A

		Body Weight		10-25%		75-90%		700 LBS
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Blad1

		English		Giant		English		Giant		English		Giant		English		Giant

		above:		glang		father:		ader		kingdom:		kongerike		treasure:		skat

		ale:		engel		fear:		otte		life:		liv		treaty:		traktat

		ancestry/lineage:		linje		fire:		ild		light:		stig		tribe:		stomm

		armor:		harbunad		fire giant:		Gundirrim		magic:		magisk		up:		opp

		arrow:		pil		food:		fode		mage:		magere		victory:		seir

		art:		kunst		fool:		tosk		meat:		kjott		war:		krig

		attack:		anfal		fog:		Skod		minute:		minutt		warrior:		krigga

		axe:		oks		fog giant:		skodjotun		money:		mynt		weather:		vaer

		battle:		slag		forge:		esse		mother:		hild		white:		kvit

		bed chamber:		sengrom		fortress:		festing		mountain:		fjell		wind:		vind

		birth:		byrd		friend:		venn		mountain giant:		fjelljotun		yellow		gul

		black:		sort		frost giant:		Frigidar		name:		nom		Pronouns:

		blade:		blad		garbage:		garasje		near:		nar		I:		Am

		blood:		blod		giant:		jotun		order:		ordning		it:		den

		blue:		bla		giants:		jotunen		platinum:		platina		he:		han

		bow:		boye		gift:		gave		priest:		mazîn		me:		meg

		bravery:		prakt		give:		gi		priestcraft:		mazînmagisk		she:		hun

		brother:		bror		go:		fer		rank:		rad		that:		det

		cloak:		kappe		gold:		gill		red:		rod		this:		dit

		cloud:		skye		god:		gud		river:		flod		you:		du

		cloud giant:		Bromdinag		good:		maat		room, chamber:		rom		you (plural):		deg

		cold:		kalt		goodbye:		farvel		runt:		ettin		Numbers:

		come:		kom		green:		grun		second:		stot		one:		et

		copper:		blodbok		greetings:		helsingen (hels)		Sea Giant		Seimen		two:		to

		cow:		kue		have:		ha		shield:		skold		three:		tre

		chieftain:		forer		heart:		hjerte		silver:		solv		four:		fir

		Cyclops		enogir jotun		helmet:		hjelm		sister:		soster		five:		fem

		danger:		fare		hill:		haug		spear:		spyd		six:		sek

		death:		dod		hill giant:		Bratak		stone:		stein		seven:		sju

		defeat:		overin		holy, sacred:		hellig		stone giant:		steinjotun		eight:		att

		defend:		forvar		home:		heim		storm:		uvar		nine:		ni

		dispute:		drofte		honor:		rang		storm giant:		Sterratrim		ten:		tier

		down:		nede		horse:		hest		surprise:		forbaus		eleven:		tier et

		dragon:		wyrm		hot:		het		sword:		sverd		twelve:		tier to

		dwarf:		dverg		hour:		tid		take:		fange		twenty:		to tier

		effort:		strev		ice:		ise		teeth:		tenner		twenty-one:		to tier et

		enemy:		uven		intruder:		ubuden		temple:		bapart		twenty-two:		to tier to

		elf:		alv		is:		er		thief:		tuv		thirty:		tre tier

		evil:		maug		journey:		ferd		thought:		tanke		one hundred:		hund

		family:		huslyd		human:		van		titan:		vonin		two hundred:		to hund

		far:		lang		king:		kong		trail:		treke		211,000		to hund tier et tusen
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Blad1

		Humanoid		Verbeeg

		Type		Giant humanoid

		Climate/Terrain		Temperate and arctic hills

		Frequency		Uncommon (Extinct since 1750 BC)

		Organization		tribe

		Activity Cycle		any

		Diet		Omnivore x2

		AL		any (NE mostly)

		NA		1d6 or 5d6

		Size		10-25%		75-90%		8' +3d6"

		BM		1		1,5

		ST (PR)		-8		-2		13+1d6=14-19

		IN		-3		-1		5+2d6=7-18

		WI		-5		-2		4+2d6=6-14

		DX				+1		4+2d6=6-14

		CO		-5		-2		12+1d6=13-18

		CH						2d4+1d6=3-14

		Languages		Gunderrim (Fire giant), local (mostly Taymoran)

		Spellcaster Limits;		Shaman 12, Wokani 6

		AC		5

		AV		by armor (AV 5 max)

		Levels; Fighter		Whelp		Teen		1/NM		2		3		4		5		6		7		8

		HD		1/4		1/2		1+5		2+5		3+5		4+5		5+5		6+5		7+5		8+5

		HP		2		5		1d8+5		2d8+5		3d8+5		4d8+5		5d8+5		6d8+5		7d8+5		8d8+5

		MV		180'/60'

		THAC0		na		20		19		18		17		16		15		14		13		12

		Attacks		na		1 kich/fist

		Damage				1		1d2		1d3

		Attacks				or 1 weapon

		Damage				by weapon

		Special Attacks;		Suprises 1-4 on 10

		Special Defenses;		Hide in Forest (invisible)

				Move Silently in Forest  (40%) Suprises 1-4 on 10

		Immune to;		90% resistant to Sleep and Charm

		Extra Vulnerable to;		0

		Hindrances		-1 To Hit small creatures

		AM		0

		Save as; Class		NM				1		2		3		4		5		6		7		8

		ML		9

		XP		5		5		15		25		50		125		225		350		550		775

		TT		A

		Body Weight		10-25%		75-90%		300 to 400 LBS
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		Humanoid		Cyclopskin

		Type		Giant humanoid

		Climate/Terrain		Temperate Hills/Mountains

		Frequency		Rare (OW extinct  since 1575BC)

		Organization		Clan

		Activity Cycle		any

		Diet		Omnivore x2

		AL		CN, CE, NE

		NA		1 (1d8)

		Size		10-25%		26-50%		51-75%		75-90%		H;4'+1d4'+1d12"

		BM		1		1		1		1,5		2

		ST (PR)		-8		-6		-4		-2		11+2d4=13-19

		IN		-3		-3		-2		-1		4+1d6=5-10

		WI		-5		-4		-3		-2		4+2d6=6-11

		DX						+1		+1		3d6-2=3-16

		CO		-5		-4		-3		-2		6+2d6=8-18

		CH										3d6-2=3-16

		Languages		Hill Giant (Bratak), Bromdinag(Giant), Ugrizz (Ogre)

		Spellcaster Limits;		Shaman 4, Wokani 2

		AC		8		7		6		5		4

		AV		2

		Levels		Whelp		Young		Teen		Y. Adult		NM

		HD		1		2		3		4		5

		HP		1d4		2d8		3d8		4d8		5d8

		MV		120'/40'

		THAC0		na		18		15		13		11

		Attacks		na		1 Fist/Kick or weapon

		Damage				1		1d2				1d4

		Attacks		na		1 weapon (Club)

		Damage				by weapon

		Special Attacks;				Minor Curse once a year (5% chance/cyclops)

		Special Defenses;		Surprised 1 on 20 only

		Immune to;		0

		Extra Vulnerable to;		Chicken Pox

		Hindrances		-2 To Hit small creatures

		AM		0

		Save as;		NM		F1		F2		F3		F4

		ML		8

		XP		10		20		75		125		300

		TT		E +5000gp

		Body Weight		10-25%		26-50%		51-75%		75-90%		350 LBS
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		Age		Atach

		0-2		Baby

		3-4		Youngster

		5-6		Teenager

		7+		Young Adult

		15+		Adult

		30+		Mature

		50+		Elder

		75+2d10		Death
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		Race		Number		Role

		Fomorian		1000		Rulers/Torturers

		Frost Giants		600		Hunters & Raiders

		Cyclops		2000		Shepherds, Wine makers

		Stone Giants		1500		Philosophers, Builders, Rulers

		Hill Giants		1200		Hunters, Shepherds

		Verbeeg		3000		Farmers, Shepherds, Craftsman
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		Age		Hephaeston

		0-20		Baby

		21-30		Youngster

		31-50		Teenager

		51-100		Young Adult

		101-160		Adult

		161-250		Mature

		250+		Elder

		575+2d100		Death
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		Age		Atach

		0-4		Baby

		5-7		Youngster

		8-11		Teenager

		12+1d4		Young Adult

		17-21		Adult

		22-42		Mature

		43+		Elder

		65+2d8		Death
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		Humanoid		Fachan

		Type		Giant humanoid

		Climate/Terrain		Savage Coast Barren Mountains

		Frequency		Very rare

		Organization		Tribal

		Activity Cycle		Day

		Diet		Carnivore x3

		AL		CE

		NA		1d4

		Size		10-25%		75-90%		8" + 3d12"

		BM		1		2		3

		ST (PR)		-8		-2		6+2d6=8-18

		IN		-3		-1		4+1d4=5-8

		WI		-5		-2		4+1d4=5-8

		DX				+1		2d6+1=3-13

		CO		-5		-2		6+2d6=8-18

		CH						1d8=1-8

		Languages		Cyclops, 50% 1 local

		Spellcaster Limits;		na

		AC		4

		AV		0

		Levels; Fighter		Whelp		Teenager		Adult

		HD		1+1*		2+2*		3+3*

		HP		1d8+1		2d8+2		3d8+3

		MV		99'/33'

		THAC0 Missiles		na		19		14

		THAC0				17		16

		Attacks		na		1 fist/kick

		Damage				2d4		2d6

		Attacks				or by weapon

		Damage				x2 by weapon

		Special Attacks;

		Boulder Throwing				10% chanceHurling/Boulder Throwing

		Catch large Missiles				10%

		Ranges boulder				3'-15'-30'-60'/120'

		Boulder damage				2d4+2

		Boulder Averages;				1 ftØ      40 LBS

		Special Defenses;		surprised only on 1 on 10

		Immune to;		0

		Extra Vulnerable to;		0

		Hindrances		-4 To Hit small creatures

		Skills		Eating, Hunting, Appraissal

		AM		0

		Save as;		NM		F8		F10

		ML		9

		XP		25		1200		1750

		TT		I

		Body Weight		10-25%		75-90%		Size x ST/0.5
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		weapon		damage		encumbrance

		battle axe		1d8 x2.5		600

		hammer		1d6 x2.5		400

		mace		1d6 x2.5		400

		polearm		1d10 x2.5		1000

		spear		1d6 x2.5		400

		2 h. sword		1d10 x2.5		1000

		n. sword		1d8 x2.5		600
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		Ability		Adj.		Strength Effects

		1		-4		Str. Check to move more than 1 T or exhausted 1T

						All medium weapons used as 2H weapons/initiarive-6

		2-3		-3		All large weapons used as 2H weapons/initiative-6

		4-5		-2

		6-8		-1

		9-12		0

		13-15		+1

		16-17		+2

		18-19		+3		2H melee weapons uses as 1h melee/initiative -6

		20-21		+4		encumbrance 2000+ (St. Adj x2x100)

		22-23		+5		Draw Heavy Crossbow singlehanded/ shoot 1/r

		24-27		+6		encumbrance 3000 + (St adj. x3 x100)

		28-32		+7		2H melee weapons uses as 1h melee/initiative -0
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		1d30		1d6 Deformities

		1-3		Mishapen limb

		4-6		Mishapen facial feature

		7-12		Hunchback

		13-14		Drooping Flesh

		15-18		Body Part enlargement

		19-22		Bodypart Shrunk

		23		Flapping Ears

		24		Bulging Body parts

		25		Huge facial features

		26		extremities size variations/bends.

		27-28		Flubby skin

		29-30		roll twice apply both negate 29-30






_1375017259.xls
Blad1

		Average Giant Leader or Shaman

								Maximum Casting Level

		Race		HD		AC		Mage		Cleric

		Hill		9*		3		-		4

		Stone		10*		3		-		5

		Frost		12+1*		2		-		6

		Fire		13+2*		2		1		6

		Cloud		16*		1		4		6

		Sea		18*		-1		10		3

		Storm		19*		0		12		15

		Mountain		23*		-2		-		10
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		Non-standard boulders

		Weight-cn		Av. Size		Damage		Range

		50-100		2"		-5/die		300% normal

		101-150		4"		-4/die		200% normal

		151-300		6"		- 3/die		150% normal

		301-500		8"		- 2/die		135% normal

		501-750		10"		- 1/die		120% normal

		751-1000		12'=1'		no change		normal

		1001-1250		14"		+ 1/die		75% normal

		1250-1500		16"		+ 2/die		50% normal

		1501+		+2"/500cn		+1/die/500cn		-25%/500cn
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		Fire Giant		Age

		Whelp		0-20

		Youngster		21-30

		Teenager		31-50

		Young Adult		51-100

		Adult		101-160

		Mature		161-238

		Elder		240+

		Death		240+1d100
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		Frost Giant		Age

		Whelp		0-20

		Youngster		21-30

		Teenager		31-50

		Young Adult		51-100

		Adult		101-160

		Mature		161-238

		Elder		240+

		Death		240+1d100
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		Sea Giant		Age

		Fingerling/Whelp		0-5

		Shrimp		6-20

		Sprat/Youngster		21-30

		Urchin/Teenager		31-50

		Teenager/Young Adult		51-100

		Adult		101-160

		Mature		161-238

		Elder		239+

		Death		375+1d100
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		Cloud Giant		Age		Age

		Whelp		0-20		Baby

		Youngster		21-30		Youngster

		Teenager		31-50		Teenager

		Young Adult		51-100		Young Adult

		Adult		101-160		Adult

		Mature		161-238		Mature

		Elder		240+		Elder

		Death		240+1d100		Death
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		Storm Giant		Age

		Whelp		0-12

		Youngster		13-25

		Teenager		26-50

		Young Adult		51-70

		Adult		71-375

		Mature		378-600

		Elder		601+

		Death		700+1d100






_1195444614.xls
Sheet1

		Level		Extra XP

		1		1000

		2		2000

		3		4000

		4		8000

		5		16.000

		6		32.000

		7		64.000

		8		125.000

		9		250.000

		10		500.000






_1195444609.xls
Blad1

		Mountain Giant		Age		Age

		Whelp		0-20		Baby

		Youngster		21-30		Youngster

		Teenager		31-50		Teenager

		Young Adult		51-100		Young Adult

		Adult		101-160		Adult

		Mature		161-238		Mature

		Elder		240+		Elder

		Death		240+1d100		Death
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