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A human is shown for comparison.  This diagram is at the same scale as those in "The Complete Book of HumanoidsTM" (p.115).

They Might Be Giants
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Giants are common figures in folk tales, myth, and modern fantasy.  In AD&D they often are among the most memorable in a referee's cast of characters. Now players too can enjoy giants as characters.  These rules provide a consistent method of designing giant races for use as PCs and NPCs and methods to ensure they do not upset game balance.  The design guidelines could also be applied when creating non-giant races.  However, the guidelines are just that, 'rules of thumb' that provide only estimates, there is no substitute for human judgment.  This article also contains rules for scaled equipment for size Large and bigger creatures that compliments similar rules for smaller than human scaled gear found in “Gnomes Revenge” in Phantas. 1999. Even in more standard campiagns were giant PCs are not allowed a referee could use this article to create novel encounters and NPCs.

Giants suffer from many size related problems.  Horses, furniture and rope cannot bear a giant's weight.  In cities giants will be forever stepping on things they shouldn't and most caves, mines, and crypts are too small for them to explore. However many other races have limitations on going under ground, into enclosed spaces, or human cities, such as sylvan elves, sundered dwarves, firbolg, centaurs, aaracrokra, ogres, wemics, and drow. Campaigns that accommodate these races should also be able to include giants.  Giants, and most other unusual races, work best in campaigns where much of the time is spent in the wilderness. 

As well as physical limitations there are social problems to be considered, many giant races are well known for the evil acts committed by their members and other giant races have little contact with humans and demihumans.  With the exception of the brutish hill giant and the reclusive storm giant the races here were chosen for their neutral or good alignments and because they interact constructively with other races.  Hill and storm giants were included because they represent the two ends of the spectrum in giant power.  The other factor the giants presented here have in common is ubiquity, cloud, fog, hill, stone, and storm giants are present in most AD&D campaign worlds.

The "Players HandbookTM" (PHB), "Dungeon Masters GuideTM" (DMG), “Monstrous ManualTM” (MM)  "Monstrous MythologyTM" (MY) and the articles “Giant Sized Weapons” (Martin in Dragon, 1986) and “Gnome’s Revenge” (this author in Phantasmagoria, 2000) were used to compile this article. The poetry proficiency and musical instruments are described in "The Complete Bard's HandbookTM".  Rules for lightening underwater were taken from "The Complete Wizard's HandbookTM" and the wrangler kit presented as an appendix may find some of the suggested weapons in “The Complete Fighter’s HandbookTM”. 

The races here are presented in the same format as those in the "The Complete Book of HumanoidsTM" (CH) and follow the rules relating to humanoid races in that book. It is strongly recommended that this book be available if giants are to be used as PCs in a campaign. 

Balance

Two main methods ensure that a giant character will not unbalance an adventuring party. The first is the now familiar penalty to experience points giants, like drow and pixies, need more experience to advance levels.  The second is the 'joining level', a giant character may not be introduced to a party until the lowest existing member reaches this level, at this point the giant character joins the party as a first level character. Rough guides for setting these values follow.  First the race's 'creature level', based on the xp value in the MM, was determined as per table 55 page 99 of the DMG (reproduced below).  Then for races with innate spell casting the spell levels per day were added and compared with those of mages of various levels to determine a 'spell capacity'.  Other magical abilities should be approximated to the level of a similar spell and 'at will' abilities are treated as if they could be used 5 times a day. 

	Level or Spell Capacity
	Xp value
	Spell levels/day

	1
	1-20
	1

	2
	21-50
	2

	3
	51-150
	3-4

	4
	151-250
	5-7

	5
	251-500
	8-11

	6
	501-1000
	12-14

	7
	1001-3000
	15-20

	8
	3001-5500
	21-27

	9
	5501-10000
	28-32

	10
	10001+
	33-39

	11
	NA
	40-51


To find the experience point penalty compare the monster level divided by two with the spell capacity (if any) divided by two; the highest of these numbers is the xp penalty.  If the giant has no innate magical abilities subtract one from this number.  If the race is judged to be on par with those in the PHB, i.e. it has no magical powers, no ability score maximums over 19, low natural armor class, flight or other extraordinary abilities, then a further half can be subtracted.  The joining level is the xp penalty up down to an integer and then subtract two, with a minimum of first.  To apply these guidelines to non-large creatures who do not get bonus hp at first level subtract the hit die from the creature level before dividing by two.  If, as with drow, a creatures  racial innate magical abilities are not obtained until levels after first the joining level and xp penalty could be further reduced according to DM judgment.  The guiding principle of this process is that no character should be more powerful than a triple multi-class elf (the most powerful characters in the PHB) when joining a novice party.

For example: Cloud giants are a powerful race in the MM they are valued at 10 000xp (‘level’ 9) and they can use levitate (2) and fog cloud (2) three times a day, and wall of fog (1) once per day.  In the MM some cloud giants are spell casters equivilent to wizards or priests, this does not alter our calculation, instead the race can enter these classes.  So the races spell capacity is (3x2+3x2+1x1=7 spell levels) 4.  The monster level is the higher of these two therefore the races experience point penalty is (9/2) 4½.  Therefore the joining level would be (4½ round up, 5-2) 3.  However, since the cloud giant is somewhat powerful and has better than typical ability score adjustments (see below) the joining level has been raised to four.

Giant Abilities

The following guides where used to determine the abilities of giant characters from the information in the "Monstrous Manual" (MM).  These guidelines expand on those given in the DMG (p15-16).

· The strength of a giant race has a maximum of the strength in the MM or PHB +1. the minimum is the maximum-5. The bonus is the maximim-18. For other non-giants minimum strength will be maximum-8 for larger than medium creatures, minimum strength for smaller races is at the discretion of the referee.  

· The maximum dexterity of a giant is equal to the race % chance to catch a boulder divided by five, +2 but not over the following limits by size: L 17, H 16, G 15.  If the dexterity based on boulder catch exceeds the dexterity limits by size assign the  race a bonus to boulder catching equal to the difference. The minimum dexterity is the maximum -6. 

· The minimum constitution can be assigned as 3 or HD-2 whichever is higher. Maximum constitution is rarely over 19, few creatures have the regeneration abilities conferred at very high constitutions.

· Intelligence maximum: if rated lower than 'average' in the MM, is the highest given in the MM+1 otherwise the maximum is usually 18. The minimum the lowest value in the MM-2.  If less than average intelligence in MM apply a penalty, if of exceptional or greater intelligence apply a bonus.

· Normally bonuses and penalties to statistics should total zero and penalties or bonuses are never greater than +2 or –2.  However, giants have great strength and their dexterity is often lower due to their size so larger penalties and bonuses are allowed to these statistics.  Due to their physical prowess giant bonuses and penalties may be greater than to zero.  As a last resort this was allowed but the total  was divided by two, rounded up, and added to the joining level.

· Levels are determined as per the table 9 page 16 DMG using the maximum scores for the race in the prime requisites of the class.  For giants two exceptions have been made. Priest levels are as given in the "Monstrous Mythology" and fighter level by the hit die (MM) –2 if this is higher than the result from table 9 of the DMG.

· Giants and other large or larger creatures gain bonus hit points equal to the MM hit die at first level only. 

· PC and NPC Giants have the same natural AC as their MM counterparts

· Innate spells are cast at the character’s level or the casting level given in the MM whichever is lower.

· When using weapons intended for creatures smaller than their own scale (even smaller giants) giants cannot apply their strength bonuses 'to hit' and 'damage'.

· Giants can catch boulders if they are proficient in the weapon 'boulder' and pass a dexterity check, see the latter discussion of boulders for details.

· Giants take damage as large creatures and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  

· Monstrous traits: all giants have 'size' (-3 reaction) and most have 'appearance' (-2 reaction).  The racial strength trait is determined by comparing racial strength bonus –2 to the bonus provided to individuals at the various steps of the strength trait.  Giants also have the bestial thirst and appetite traits but instead of the rule in the "Complete Book of Humanoids" apply the rules to scale cost and mass given in this article to giant food and drink.

Campaign Complications

Like other humanoids, giants encounter problems where humans would find none. The referee should endeavor to include problems like those given in the CH or those below at least a few times every level.  Some problems often encountered by giants follow.

· 
Giant Killer: an NPC hero (often a ranger) specializing in the slaying of giants decides to hunt down the PC.

· Small Building: an important encounter occurs within a small building where the giant is unable to help his friends.

· Missed Meal: there is a shortage of food or a formal banquet fails to account for the character’s appetite.  The giant must go hungry.

· Left Behind: the other characters use horses or other means that will not support the giant’s mass to escape leaving the giant behind.

· Accident: the giant’s mass causes an accident such as the breaking of a bridge or sinking of a barge.

· No Shelter: the giant cannot find shelter during harsh weather while the other smaller characters easily find tents, caves, or buildings of sufficient size to shelter in.

· Equipment: the giant desires a particular item but is unable to locate one of the correct size.

Giant Equipment

Giant size gear is obviously heavier, more expensive, and harder to find than ordinary equipment. Giant strength is also beyond the tables given in the PHB to determine encumbrance.  Below are given rules to cover giant size equipment.

Encumbrance

For those without access to official versions of the encumbrance limits of very high strength the below table was created by finding the proportions of maximum press at each interval for 18 (00) strength and applying these to the 'max. press' of the higher strengths.

Strength
unencmbrd
Light
Moderate
Heavy
Severe

19
0-448
449-512
513-544
545-608
609-640


20
0-490
491-524
525-595
596-665
666-700


21
0-567
568-648
649-655
656-770
771-810


22
0-679
680-776
777-825
826-922
923-970

23
0-791
792-904
905-961
962-1074
1075-1130


24
0-1008
1009-1152
1153-1224
1225-1368
1369-1440


25
0-1125
1126-1400
1401-1488
1489-1663
1664-1750


Scaling

Giant size equipment can be created by a set of consistent scaling rules. The rules used here are modified from those described in "Giant Sized Weapons" and are consistent with those in "Gnome’s Revenge" (this author, Phantas. 1999) which detailed smaller than human sized equipment.  Large creatures are given a size from A to E as follows. Note that in the "Giant Sized Weapons" article (Martin, 1986) storm giants are size F, here they are size E in keeping with the damage figures given in the MM.  DM's can assume that size A creatures typically use the easily obtained human sized weapons but may introduce special encounters that use scaled weapons.  The MM and CH both contain weapons that do not match the scaling rules used here, in addition other races may have weapons that do not match these rules.  Referees may assume that weapons and equipment described in other sources represent variations particular to that race, or they may rule that weapons in other sources should be recreated by these rules.  Food must also be scaled. It is assumed that large creatures make do with cheaper foods but consume a greater bulk thus explaining the lower cost per weight of meal, for example the giant may have extra helpings of potatoes or rice, but not additional serves of meats, or they may opt for mutton over beef or venison.  Where this is not the case use the weight modifier for the cost of foods.  Clothing for humans is assumed to weigh 5lbs, this amount should be adjusted by the weight modifier below.

Begin by finding the characters size group by comparing with the below table.  Note that many creatures have moved size groups since "Giant Size Weapons" was written for 1st edition AD&D  (Martin 1986).

Group
Height'
Examples

A
7 ½-10
cyclopskin, verbeeg, ogre, voadkyn, dao

B
10 ½-14 ½ 
djinn, efreeti, ettin, large spriggan, fomorian*, 



mountain giant firbolg*, ogre mage, giant troll*

C
15-18 ½ 
fire giant, hill giant, marid, stone giant 

D
19-21 ½
frost giant** 

E
22-28
cloud giant, fog giant, storm giant, titan

Height is feet.  

*These creatures can use a special class of two handed weapons that do double damage as described later in addition to regular size B weapons.

**Frost giants use size C weapons freeing up weight allowance for their armor. Frost giants may still apply strength bonuses with size C weapons.

After a character's group has been found the following modifiers are applied

Human
A
B*
C
D
E

Length
x1
x1 ½ 
x1 2/3
x2
x2 1/3
x3

Weight
x1
x3
x5
x8
x13
x27

Cost
x1
x2 ¼ 
x3 1/3
x5
x7 2/3
x15

Range
0
2
3
4
5
6

Penalty
0
2
3
4
6
8

* The special double damage weapons of firbolgs, fomorians, and giant trolls use the same modifiers to length, weight, cost, range and 'penalty' as regular B size weapons.

Statistics

Length, cost, and weight all multiply the normal values for an item (Martin, 1986). Penalty and range are discussed later. Most of a character’s equipment uses the cost and weight modifiers given on the table only. The length modifier is intended for use with weapons but can act as a guide with other equipment. Range is for the determination of missile weapon ranges.

Cost
The cost of scaled equipment of all kinds is multiplied by the modifier given as ‘cost’ on the table. ‘Cost’ is the average of the length and weight modifiers. The higher cost of large gear is considered a balancing factor countering the greater hit points and strength of larger races. A referee may rule that some equipment costs the same as normal sized items, spell books and holy symbols are usually in this category. 

Penalty
Penalty is a multiple use modifier that is used for proficiency checks, determining speed factor, armor class and the effects of using weapons of the wrong scale.  In some circumstances requiring fine manipulation or high skill the difference between the Penalty for the user's scale and the items scale and the could be applied, at the referees discretion, to proficiency rolls or Penaltyx5% to percentage rolls. The difference in Penalties can also can be applied to weapon smith, armor smith, or any other crafters rolls to create objects of the wrong scale. Most crafters will still charge the character 2/3 of the full price for flawed items as compensation for time and materials.

Weapons

A number of special considerations are needed for scaled weapons.

Speed 
Larger than human scaled weapons are heavier and slower, add the ‘penalty’ to the human scaled speed to find the speed of the scaled weapon.  The slow speed of giant size weapons is another factor to balance out the massive damage they inflict.

Range
The range of larger than human sized weapons is based on human range with the addition of the modifier listed under Range at short range; human range plus twice the modifier listed under Range at medium range, and human range plus three times the modifier listed under Range at  long range.

ROF and Number of Attacks

The number of attacks in a round is unchanged by the scale of a weapon.

Weapon Damage

The damage table below has been modified from "Giant Sized Weapons" which assumed that weapon damage is roughly proportional to length (Martin 1986).  Physics could be used to justify this since, although force (damage) is a function of mass, the impact is spread over a larger surface area.  More important than any 'real world' explanation is that the damage figures presented are in accordance with the MM and with the abilities of giants in popular myth and fantasy.  Here the die indicated were chosen for best fit to the maximum and minimum damage at human scale multiplied by the length. To find the damage done by a weapon cross-reference the human-scale damage for the weapon with the creatures scale. 

	Human
	A
	B*
	C 
	D
	E 

	1pt
	1d2
	1d2
	2pt
	1d3
	3pt

	1d2
	1d3
	1d3
	2d2
	1d4+1
	3d2

	1d3
	2d2
	1d6
	2d3
	1d6+1
	3d3

	1d4
	1d6
	1d5
	2d4
	1d8+1
	3d4

	1d6
	1d10
	1d10
	2d6
	1d12+1
	3d6

	1d8
	1d12
	1d12+1
	2d8
	2d10
	3d8

	1d10
	1d12+1
	2d8
	2d10
	2d12
	3d10

	1d12
	1d20-1 (min. 1)
	1d20
	2d12
	3d10-1
	3d12

	1d4+1
	2d3+1
	2d4
	3d3+1
	4d3
	5d3

	1d6+1
	3d3
	3d4
	3d4+1
	4d4
	5d4+1

	2d4
	3d4
	2d6+1
	4d4
	3d6+1
	6d4

	2d6
	3d6
	2d10+1
	4d6
	2d12+1
	6d6

	2d8
	3d8
	2d12+1
	4d8
	3d12+1
	6d8

	3d3
	3d4+1
	5d3
	6d3
	7d3
	9d3

	3d4
	3d6
	5d4
	6d4
	7d4
	9d4

	3d6
	3d8+1
	5d6
	6d6
	7d6
	9d6


* Weapons used by firbolg, fomorians and giant trolls are weighted for use with two hands allowing these creatures (only) to properly throw their great strength and mass behind a blow doing size C (double) damage.  Two handed weapons and weapons that can be wieled double handed (“The Complete Fighter’s HandbookTM” p63) may be crafted in this manner.  If used single-handed these weapons or by members of other races these do the normal damage for a human sized weapon of the same type.  These creatures may also use regular B sized weapons, but these would require separate weapon proficiencies.  

The two figures given for damage of a human scaled weapon refer to damage done to smaller than medium and large or greater creatures.  For scaled weapons the damages are for equal to or lower than the weapons scale and greater than the weapons scale (Martin, 1986). For example a humans two handed sword inflicts D10 to medium or smaller/3D6 to large; storm giant two handed swords do 3D10 to scale E or smaller/9D6 to creatures 28 ½' tall/long or larger.

Wrong Sized Weapon Use
Typically when using a wrong sized weapons a penalty 'to hit' and to the amount of damage done (Martin, 1986, and Gnome’s Revenge) equal to the difference in the 'penalties' for the scale of the weapon and the wielder is applied.  A larger creature can use the weapon of a smaller one providing the weapon is equal to or greater in weight than a knife of the creatures own size. The penalty ‘to hit’ for using the smaller weapon is reduced by 2 (maximum of 0) if the weapon is intended to be a two-handed melee weapon  when used by those of the same size as the weapon.  A larger scaled weapon may be used if it is under 1 ½ times the users height in length and weighs no more than a two handed sword of the users own scale (Martin, 1986).

· When smaller than human creatures use larger than human gear, or visa versa, the 'penalties' are added then one extra penalty accrued for crossing the human size barrier (Gnome’s Revenge). 

· Although not small characters typical elves and dwarfs suffer one additional penalty when using larger than human scaled equipment (Martin, 1986) and one less penalty when using smaller than human scaled equipment (Gnome’s Revenge).

· Each weapon at each size requires a weapon proficiency (Martin, 1986). For example a human proficient in club (human sized) still receives a non-proficiency penalty when using a ogre club  (size A) unless a proficiency slot is spent on the larger weapon also.

· The standard rule that allows a large (L) sized character to use human scaled two handed weapons (L sized) one handed without penalty still applies. Beyond non-human settlements skill in the ubiquitous human sized weapons may still be advantageous. Weapons scaled to a characters size however may offer better range, or damage than the most similar human sized weapons available. Scaled weapons also offer greater variety.  For huge characters human weapons may prove too fiddly to use.

Armor

Armor requires the additional detail of figuring armor class. A number of factors affect the mass and protection of larger armor may be thicker than armor for a smaller creature, up to a point, but is often constructed from cheaper and softer materials and may not be proportionally as thick as human armor. For the preceding reasons, the effects of surface to volume have been fudged over. The armor class is figured by subtracting 2 from the 'penalty' above and then subtracting this number from the armor class of the item. For example chain mail provides AC 5 so if a fog giant mercenary obtains scaled chain mail from a cloud giant patron the armor would provide (5-(8-2)) –1AC protection. No armor may have a base AC better than -10.  As in "The Complete Book of Humanoids" a creature wearing armor with a weaker AC than her natural armor class improves her AC by one.

Boulders

The boulders thrown by giants can vary in size.  The boulders given below are classified by size. Penalties for using weapons of smaller size do not apply to boulders but the usual penalties apply to larger rocks. Each size requires a separate weapon proficiency but if any of these are held then boulders can be caught with a dexterity check. The statistics for each are given below. ‘Replace’ is the chance in 20 of finding such a stone per hour of searching in suitable terrain if the character is in a hurry.  All boulders have a 'cost' of free.  The weights of the boulders are based on, but not the same as, the masses given under the girdle of giant strength in the DMG (p170).  'Strength' is the minimum strength needed to throw or catch the boulder.  Boulders cannot be aimed at opponents less than 3 yards away but have no range penalties.  Strength bonuses for damage are not applied to thrown boulders and boulders do the same damage to all sizes of enemies.

	Scale
	A
	B
	C
	D
	E

	Replace
	6
	5
	4
	3
	2

	Weight
	120
	140
	160
	185
	200

	Type
	B
	B
	B
	B
	B

	Speed Factor
	7
	8
	9
	11
	13

	Damage
	2d6
	2d8
	2d10
	2d12
	3d10

	Range
	18
	20
	24
	24
	30

	ROF
	1
	1
	1
	1
	1

	Strength
	18(00)
	19
	19
	20
	21


Jumping, Falling and Climbing

Giants receive the usual damage from falling but if forewarned are able to step down or lower themselves safely over longer drops than usual sized creatures.  Similarly giants greater reach enables easier climbing if there are handholds that will support their mass (see adjustment with each race) and can simply step over or hoist themselves over may walls and obstacles.  No climb roll is required up to the giant’s height.  Jumping giants can leap higher and further than humans, for a giant multiply all heights and distances jumped by the Length modifier used for equipment of the giant’s scale but jumps never exceed the following limits: broad jump 6x giant's height, high jump 1.5x giant's height.  

The harder they fall…

As an optional rule a character who is tripped or pushed over recieves damage from a fall of half their hieght if they fail a save vs. paralysation, those who save receive no damage.  For distance less than 10ft use the below table.

	Fall hieght (feet)
	damage

	1 or less
	0

	2
	1d2-1 (min 0)

	3-4
	1d3-1 (min 0)

	5
	1d4-1 (min 0)

	6-8
	1d4

	9
	1d5

	10
	1d6

	Per 10’ extra
	+1d6


Giant Races

The giant races presented here are arranged in order of power as indicated by the 'joining level' and the modifier to experience. The table below summarizes this information.

Race
Hght'
Size
xXp
Joining level

Hill
16
C
2 ½
1

Fog
24
E
3
1

Stone
18
C
3 ½
2

Cloud
24
E
4 ½
4

Storm
26
E
5 ½
8

If the method of ability score determination allows for some choice on the part of the player, players generating giant characters should bare in mind the following points: An unadjusted roll of 17 for strength produces a giant of average strength for her race.  Weak giants face similar dilemmas in carrying gear as low strength humans do.  Races that have a joining level greater than first should consider favoring ability scores that compensate for their weaker saving throws compared to their higher level companions: such as dexterity (breath weapons etc.), constitution (system shock, extra hit points, and resurrection survival), and wisdom (magical defense adjustment).

Hill Giant
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Hill giants are given in the “Dungeon Master’s Guide” as an example of a race that could be worked up into PC status. They are humanoid, non-magical and are native to the material plane. The absence of hill giants from the “The Complete Book of Humanoids” is even more of a mystery considering that races in violation of the guidelines within the DMG are included.  Good for those experimenting with giants as characters, hill giants are smaller than the other giant races presented here with lower strength and no magical abilities.  However, the evil reputation of hill giants must be considered.  Finally, here are the rules for everybody’s favorite brutes, they could be introduced as PC’s or NPC’s depending on the conditions in your campaign.


Xp adjustment, x2.5


Joining Level, 1


Ability Score Adjustments. The initial ability scores are modified by  +2 bonuses to Strength and +2 to Constitution, -2 to Dexterity, and –1 to Intelligence and Charisma. Wisdom is unadjusted to reflect the cunning some hill giants possess.

Ability Score Range

Ability
Minimum
Maximum

Strength
15
20

Dexterity
3
8

Constitution
10
19

Intelligence*
3
8

Wisdom
3
18

Charisma
3
12

* Hill giants may exceed this racial limit in rare instances. If the unadjusted intelligence roll is 15 or 16 the character has an actual intelligence of 9, if the unadjusted roll is 17-18 the characters is a genius among brutes with 10 intelligence.

Class Restrictions

Class
Maximum Level

Warrior


Fighter


12


Ranger


-


Paladin


-

Wizard


Mage


-


Enchanter


-

Priest


Grolantor


11


Iallanis


12


Cleric


-


Druid


-


Shaman (Grolantor, Iallanis)
7


Witch Doctor


-

Rogue


Thief


-


Bard


-


Hit Dice. Player character giants receive hit die by class and a one time bonus of +12 hit points at first level only.


Alignment. NPC hill giants tend toward chaotic evil. PC hill giants may be any alignment.


Natural Armour Class. 5


Background. Hill giants are distinguishable from humans by their height and massive, muscular build. Females and males are of the same build.  Hill giants have long arms, stooped shoulders and low foreheads.  The skin of these people is tan to ruddy brown. The eyes are deep dull black and the short hair ranges from brown to black, turning dark gray in old age.  Giants generally dress in poorly cured hides.


The giants live in rough log huts, excavated dens, or caves in hilly or mountainous terrain.  Typically, a lair houses an extended family. 


Hill giants are generally selfish and brutal but are often also cunning and cautious.  Hill giants typically are poor neighbors, conducting raids and terrorizing other people that live nearby.  They are suspicious of magic and magic users destroying magic items and often ceremonially slaying mages.


Occasionally a more intelligent giant will manage to band together several family groups.  These tribes, driven by their leader's greed, are typically very aggressive and will even attack large human towns. 


 However, hill giants do  trade foods and trinkets with each other and ogres on occasions when feuds are put aside.  Hill giants eat flesh and consider green dragon meat a delicacy, both hill giants and dragons hunt each other.


Languages. Hill giant, giant common, ogre, green dragon, and common. 


Role-Playing Suggestions. Hill giant adventurers could be disowned runts, outcasts, unusually intelligent giants who become bored with their dull companions, or those who question the evils of the hill giant culture. 


When among humans and demihumans the brutes must constantly deal with the intimidating effect that their size, appearance, and racial reputation has on others. If people don't cower they may pick a fight to prove how tough they are.  Settlements of other races may refuse a hill giant entry or even fire first and ask questions later.  All this makes the life of a giant outcast or one that has turn her back on the evil of her people very difficult.  


The primitive culture of hill giants does not prepare the character for the intricacies of civilization and this too may cause problems this, coupled with the giant’s mistrust of magic, means that any visit of a giant to a human settlement will be a trying experience for all concerned.


Special Advantages In combat hill giants can punch or kick for d6 damage, no strength bonus is applied to this damage.  They are able to use two-handed human weapons and large size 'A' and 'B' weapons with one hand.  Hill giants use huge size C weapons and gear normally.  They can throw boulders, hill giants can also catch similar missiles on a dexterity check if they are proficient in boulder.  Giants prefer to fling boulders from behind cover rather than engage in melee.


Special Disadvantages. A hill giant takes damage as a large creature and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  Hill giants cannot apply bonuses for strength to damage and 'to hit' unless they are using weapons made for size C or larger creatures.  Hill giant size gear is difficult to obtain, particularly since hill giants produce only the primitive armor and weapons included in this article, a hill giant cannot begin with other gear of her own scale.  Hill giants are ugly with a reputation for brutality and selfishness.  They are suspicious of civilization and magic.


Monstrous Traits. Size, Appearance, bestial habits, bestial odor, bestial appetite, bestial thirst.  Reaction modifier –9 racial.


Superstitions. Mistrust and bad luck associated with spell casters, magic items and magical effects. While PC hill giants might not slay mages and destroy magic items, normal superstition checks must be made when encountering a new magical person, creature, item, or effect, when a spell or magical effect is cast, and when picking up a known magical item.


Weapon Proficiencies: Club, boulder, boxing, heavy club, wrestling.  Those choosing boulder must specify a size, each size is a separate proficiency.


Non-weapon Proficiencies: Drinking, eating, fire building, hunting, intimidation, tracking, wild fighting, animal training (giant lizard or dire wolf). 

Hill Giant Average Height and Weight


Hgt in Inches



Base
Modifier


180/170

4d6


Wgt in Pounds


Base
Modifier


3900/3700

d20x10

Hill Giant Age


Starting Age


Base Age
Variable


30
2d100

Maximum Age

Maximum Age Range


( Base + Variable )


100+2d100


Maximum Age


Average


200

Ageing Effects

Middle Age*
67 years

Old Age**
133 years

Venerable
200 years

*-1 Str/Con; +1 Int/Wis

**-2 Str/Dex; -1 Con; +1 Wis

***-1 Str/Dex/Con; +1 Int/Wis

Hill Giant Thieving Skill Adjustments

Skill
%

PP
-15

OL
-10

F/RT
-15

MS
-15

HS
-15

DN
----

CW
+10

RL
-10

Hill Giant Multi-Class Combinations

Fighter/Priest

Hill Giant Equipment

The choice of initial equipment for giants is limited.  As already noted hill giants only produce the most primitive weapons so hill giant sized gear other than that given below must be made to order during play.  However, hill giants are scroungers able to adapt the gear of smaller races to their own uses such as rope for belts and backpacks as pouches.

Furs (Armor)

Poorly cured and somewhat mangy fur pelts from a variety of creatures tied and coarsely stitched together.  Hides are also a status symbol among hill giants, the more hides, the more kills, the more respect. 

Cost
30gp

Wgt
160

Size
H (C)

Armor Class
3

Metal Scraps (Armor)

Pieces of dented metal from the armor of defeated foes fastened to the regular furs worn by hill giants.

Cost
4500gp

Wgt
400

Size
H (C)

Armor Class
0

Huge Sack

A large hide sack. 

Cost
4gp

Wgt
8

Size
H (C)

Club

A club suitable for melee or throwing.  The most common hill giant weapon.

Cost
free

Wgt
24

Size
H (C)

Type
B

Speed Factor
8

Damage
2d6/2d3

SMLH(C)/HG(D)+


Range
5/10/15

ROF
1

Fog Giant
© Karl David Brown 2002

At 24' fog giants are among the tallest of the giants yet are without the magical abilities common in giants of this size.  Fog giants are a good choice for those wanting to include giants but who do not want to pay extreme experience penalties or include characters with profuse innate magical abilities.  Unlike the typically evil hill giants, fog giants, like humans, enjoy a mixed reputation and thus may be more acceptable to some referees.


Xp adjustment, x3


Joining Level, 1


Ability Score Adjustments. The initial ability scores are modified by  +6 bonus to Strength, and -2 to Dexterity, Wisdom and Charisma.

Ability Score Range

Fog giants are a race that values strength and fitness so the minimums for strength and constitution are higher than calculated by the guidelines.

Ability
Minimum
Maximum

Strength
20
24

Dexterity
5
13

Constitution
14
18

Intelligence
6
18

Wisdom
3
16

Charisma
3
16

Class Restrictions

Class
Maximum Level

Warrior


Fighter


12


Ranger


-


Paladin


-

Wizard


Mage


-


Enchanter


-

Priest


Broethur/Foethgar


12


Iallanis


12


Cleric


-


Druid


-


Shaman (Iallanis)


7


Shaman (Broethur/Foethgar)
7


Witch Doctor


-

Rogue


Thief


-


Bard


-


Hit Dice. Player character giants receive hit die by class and a one time bonus of +14 hit points at first level only.


Alignment. Fog giants tend toward either neutral good or neutral evil. PC fog giants may be any alignment.


Natural Armour Class. 1


Background. Fog giants prefer to live in cool wet regions such as marches, boggy forests, and coasts where mists and fogs are common. In these conditions their milky skin and silvery hair enables them to move around unseen. Fog giants appear as huge muscular humans without facial hair but with ample white body hair. Typically, they wear little clothing.


Fog giant society is organised into small family groups that shelter in caves or thickets in inaccessible areas.  The group's home is protected by numerous deadfalls and other simple traps. The groups territory is delineated with markers constructed of boulders and logs. Within this territory hunting and gathering parties collect the food needed by the band.  Fog giants are omnivores and prefer the meat of hoofed animals followed by fruits and sweets.  Though they don't distill or ferment their own liquor they do enjoy drink when it becomes available. After meals many giants smoke a pipe of bitter milkweed pods. 


Interactions between fog giants often involve games of strength and wrestling, in fog giant culture strength and fighting prowess are measures of an individuals worth.  Territorial disputes sometimes occur and often these are resolved by contests of strength rather than combat. Even when combat occurs between fog giants they rarely fight each other armed, rather a fist fight ensues.


Fog giants are insular and the emphasis in their culture on strength means they do not mix well with others.  However, fog giants will barter their services for goods they cannot manufacture themselves. They often work for cloud giants to procure silver, swords, and armor.  They consider silver to be a holy  metal.  To obtain the right to marry a fog giant must procure a silver ornament.  This tradition is the motivation driving many to hire out their services as mercenaries, guides, or laborers.

Languages. Fog giant, cloud giant, giant common,  common. 


Role-Playing Suggestions. Fog giants can be drawn into adventure during their efforts to obtain silver in order to marry, they may hire out to other races for trade goods, or they be outcasts from an evil band. 

Fog giants are a territorial people. PC fog giants should seek permission before entering the lands or homes of others or be stealthy.  They may also stake out camp sites with posts or simple stone piles and expect others to ask before entering the delineated area.

When among humans and demihumans these large folk must constantly deal with the intimidating effect that their size and behavior has on others.  Fog giants are best described as boisterous, in social situation they tend to boast and show off their considerable strength. They have no knowledge of etiquette or polite behavior.  Behaving as they do, fog giants often come across as threatening when they don't mean to.


These problems are exasperated by the cultural value the fog giants place on strength, among others fog giants often believe themselves to be superior. Good fog giants think that it is only natural that the strong protect the weak and keep them out of harms way. Even good fog giants may become rather annoying after a time since they take on parental attitudes to weaker companions.  Evil fog giants see the natural order as the strong dominating the weak and will try to assume leadership of the group and bully the others.


The hunting and gathering culture of fog giants does not prepare the character for the intricacies of civilization and this too may cause problems, particularly when dealing with weak bodied officials, nobles, or wizards.


Special Advantages In combat fog giants can punch or kick for d10 damage, no strength bonus is applied to this damage.  They are able to use size E weapons and gear normally.  They can throw boulders and can also catch similar missiles on a dexterity check if they are proficient in boulder. Due to their excellent hearing and sense of smell fog giants receive a +2 bonus to avoid being surprised. Since fog giants are pale and surprisingly quiet, in fog and mists their opponents receive a –5 penalty to their chance avoid surprise. Fog giants have a base movement rate of 15.  Fog giants are resistant to cold as if they were wearing temperate winter clothing.


Special Disadvantages. A giant takes damage as a large creature and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  Fog giants cannot apply bonuses for strength to damage and 'to hit' unless they are using weapons made for size E or larger creatures.  Fog giant size gear is difficult to obtain away from the settlements of fog, cloud, or storm giants. 


Monstrous Traits. Size, appearance, monstrous strength 3, bestial appetite, bestial thirst.  Reaction modifier –8 racial.


Superstitions. Fog giants consider silver to be a holy metal and large items of silver, worth over 50gp, invoke a positive superstition when first encountered. Mist and fogs are also regarded as good omens. Fog giants consider cloudless skies to be an ill omen.


Weapon Proficiencies: club, boulder, boxing, wrestling, long sword.  Those choosing boulder must specify a size as each size is a separate proficiency.


Non-weapon Proficiencies: alertness, animal lore, animal noise, artistic ability (carving), drinking, eating, fire building, fishing, herbalism, healing, hunting, intimidation, jumping, leather working, set snares, survival (forest, marsh or coastal), swimming, tracking, weather sense. 

Fog Giant Average Height and Weight


Hgt in Inches



Base
Modifier


280/270

4d6


Wgt in Pounds


Base
Modifier


11400/11300

4d100

Fog Giant Age


Starting Age


Base Age
Variable


45
d12


Maximum Age

Maximum Age Range


( Base + Variable )


200+2d100


Maximum Age


Average


300

Ageing Effects

Middle Age*
100 years

Old Age**
200 years

Venerable***
300 years

*-1 Str/Con; +1 Int/Wis

**-2 Str/Dex; -1 Con; +1 Wis

***-1 Str/Dex/Con; +1 Int/Wis

Fog Giant Thieving Skill Adjustments

Skill
%

PP
-25

OL
-20

F/RT
-20

MS
----

HS
-20

DN
+15

CW
+30

RL
-10

Fog Giant Multi-Class Combinations

Fighter/Priest

Fog Giant Equipment

The choice of starting equipment for giants is limited.  As already noted fog giants produce little of their own gear relying instead on trade, often with cloud giants and others.  The items below are commonly used by fog giants and they could feasibly begin with the gear described as common for cloud giants whom they often trade with.  A fog giant may also purchase human sized gear with initial funds.

Large Belt Pouch

Cost
15gp

Wgt
27

Size
HG (E)

Belt

Cost
45sp

Size
HG (E)

Loin Cloth

Cost
2sp

Size
HG (E)


Pipe

Cost
3gp

Wgt
1

Size
HG (E)

Milkweed Pods

For smoking, a giant can enjoy five pipes for every pound.

Cost per pound

1sp
Leather Armor

Cost
75gp

Wgt
450

Size
HG (E)

Armor Class
-2

Club

Although clubs can be had for free the bleached and carved clubs of fog giants can be valuable.

Cost
free (10-100gp)

Wgt
81

Size
HG (E)

Type
B

Speed Factor
12

Damage
3d6/3d3

SMLHG(E)/G

Range
7/14/21

ROF
1

Long sword

Cost
225gp

Wgt
108

Size
HG (E)

Type
S

Speed Factor
13

Damage

SMLHG(E)/G
3d8/3d12

Stone Giant

© Karl David Brown 2002

Stone giants represent a stepping stone between the relatively low powered hill and fog giants, who are without racial magics and 'high' technology, and, the magic using and technologically 'advanced', cloud and storm giants.  Stone giants are of middling size, rarely have magical abilities and are of neutral alignment.  These traits make them more suitable for use as PC's in most campaigns than storm, cloud and hill giants.  A stone giant can be added to an established low level party with little fear of unbalancing the game.

Some stone giants manifest innate spell abilities as they grow older. A PC wishing to become one of these revered elders must pay more experience than other stone giants.  Where different from the norm, the information for elders is given in parenthesis.


Xp adjustment, x3 ½ (x4 ½)


Joining Level, 2 (3)


Ability Score Adjustments. The initial ability scores are modified by  +3 bonus to Strength, -2 to Dexterity, and -1 to Charisma due to the stoicism of the race.

Ability Score Range

Ability
Minimum
Maximum

Strength
16
21

Dexterity
14
16

Constitution
12
18

Intelligence
6(12)
18

Wisdom
6(12)
18

Charisma
3
16

Class Restrictions

Class
Maximum Level

Warrior


Fighter


12


Ranger


-


Paladin


-

Wizard


Mage


(7)

Priest

Annam,


11

Iallanis


12

Skoraeus


11


Cleric


-


Druid


-


Shaman (Iallanis, Skoraeus)

7


Witch Doctor (Iallanis, Skoraeus)(7)

Rogue


Thief


-


Bard


-


Hit Dice. Player character giants receive hit die by class and a one time bonus of +14 hit points at first level only.

Alignment. Stone giants are neutral good or neutral evil.  PC stone giants may be any alignment.


Natural Armour Class. 0

Background. Stone giants look as though they have the essence of the mountain rock within them. They are lean but muscular with flesh that is denser than other races.  Sunken black eyes look out from a gaunt face that seems perpetually grim to other races.  The hide of stone giants is completely hairless, smooth and the same grey as mountain granite. A typical stone giant is 18' tall and around 9000 pounds, more than would be expected for their lean frame.  Stone giants wear simple stone colored garments and perhaps a necklace of painted stone beads.  When abroad they carry little, just a sack of stones and a club.

Stone giant clans, numbering up to ten, live in caves in mountainous regions.  Such a region will have several clans living nearby who gather together for defense and trade. Clans produce paintings on hide scrolls or the walls of their caves, simple stone bead jewelry, stone flutes, and drums. Stone giants hunt and gather, and some clans keep giant goats for milk, cheese, butter and meat. Stone giants are omnivores but will only eat meat that is freshly killed.  Typically, an animal is slaughtered, cooked and eaten in one spot, at one sitting, a practice humans find distasteful.

Stone giants are tolerant of other races and often trade with others.  Giant cheese, butter, and furs are exchanged for blankets, cloth, and food animals.  Relations between giants and other races are not always smooth, giants will trade with creatures of any alignment, though they watch chaotic and evil types closely, and refuse to take sides in disputes among their neighbors. Further isolating the stone giants is refusal of their elders to allow member of the tribes to accept goods other than those stipulated above, engage in any cultural exchange, or form social friendships  with other peoples.  Even as individuals stone giants are raised to be taciturn.  Perhaps the conservatism in the culture is related to the emphasis on maintaining the balance of the world or the longevity of stone giants, who live longer than other giant races.  The orthodoxy of the elders freezes stone giant culture and reduces the depth of contact with outsiders.

Languages. Stone giant, hill giant, cloud giant, common.

Roleplaying Suggestions. Stone giants could become adventurers if they become dissatisfied with the sameness of the clans simple existence or disagree with the isolationist teachings of the elders.  A giant who shows too much curiosity may be compelled to leave the clan or, if they are too vocal in their questions, be outcasted by the elders.

Another alternative is if there is a great threat to the balance of the world, at such times neutral characters such as stone giants and druids often come out on the side of the underdogs.

Stone giants are raised to be taciturn and quietly spoken, this behavior is often viewed with suspicion by others.  Stone giants make friends slowly and carefully.  The importance of tradition in stone giant culture leads them to act and speak in a formal manner but they are also encouraged by their elders to contemplate the world its rock for insight, leading many to adopt meditation or seek personal improvement.

Special Advantages: In combat stone giants can punch or kick for d8 damage, no strength bonus is applied to this damage.  They are able to use size C weapons and gear normally.  They can throw boulders, giants can also catch similar missiles on a dexterity check with a +2 bonus if they are proficient in boulder. Stone giants are unusually skilled at boulder throwing and are strong and heavy for their size allowing them to use up to size E rocks without penalty.  Stone giants have a base movement of 15.

A stone giant 'elder' is able to use the following abilities once a day provided they are of at least middle age : stone tell, stone shape, and transmute rock to mud. Elders use these abilities at the character's level or 6th level whichever is lower.  Characters starting at middle age will be at least 266 years old and so apply –1 to strength and constitution and +1 to intelligence and wisdom.  These adjustments are applied after the racial modifiers are applied and after minimums for race and class have been met. 

Special Disadvantages. A giant takes damage as a large creature and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  Stone giants will never wear armor, including shields believing that their god has provided them with enough natural protection and that armor is uncomfortable, expensive, and inappropriate to their culture.  They will avail themselves of any non-armor magical protective devices such as rings or cloaks if the level of expected danger warrants it.  Stone giants cannot apply bonuses for strength to damage and 'to hit' unless they are using weapons made for size C or larger creatures.  Stone giant size gear is difficult to obtain away from the settlements of stone giants and stone giants produce few kinds of goods.  Most of a character's gear will have to be especially made at great delay and cost. 

Monstrous Traits. Size, appearance, monstrous strength 1, bestial appetite, bestial habit (eats freshly killed meat), bestial thirst.  Reaction modifier –8 racial. 

Superstitions. Stone giants place high value on the will of the elders and priests of their communities disobeying an order of such a giant is bad luck.  Stone giant priests and elders are expected to respect those of higher status.  Earthquakes are also considered omens of ill-fortune.

Weapon Proficiencies: Club, boulder, boxing, wrestling. Those choosing boulder must specify a size, each size is a separate proficiency.

Non-Weapon Proficiencies: Animal handling, artistic ability (stone carving, painting, or beadwork), cheese making, craft instrument (stone flute or drum), cooking, drinking, eating, fast-talking, fire building, fishing, herbalism, healing, hide, hunting, intimidation, leatherworking, local history, musical instrument (stone flute, stone drum), observation, rope use, set snares, singing, spell craft, stonemasonry, weather sense. 

Stone Giant Average Height and Weight


Hgt in Inches



Base
Modifier


207/195

3d6


Wgt in Pounds


Base
Modifier


8850/8750

3d100

Stone Giant Age


Starting Age


Base Age
Variable


120
d20

Maximum Age

Maximum Age Range


( Base + Variable )


600+4d100


Maximum Age


Average


800

Ageing Effects

Middle Age*
266 years

Old Age**
532 years

Venerable***
800 years

*-1 Str/Con; +1 Int/Wis

**-2 Str/Dex; -1 Con; +1 Wis

***-1 Str/Dex/Con; +1 Int/Wis

Stone Giant Thieving Skill Adjustments

Skill
%

PP
-20

OL
-15

F/RT
-20

MS
-20

HS
-25

DN
+10

CW
+20

RL
0

Stone Giant Multi-Class Combinations

Fighter/Priest

(Fighter/Mage)

Only elders may multi-class with mage.


Stone Giant Equipment

The choice of initial equipment for giants is limited to the below items only and other stone age items approved by the referee.  As already noted stone giants only produce primitive items and shun all but a few trade goods of other races. 

Belt

Cost
15sp

Size
H (C)

Coarse Toga

Cost
4sp

Size
H (C)

Bead Necklace

Cost
5sp

Size
H (C)

Small Sack

Cost
1gp

Weight
4
Size
H (C)

Hide Scroll

Cost
4gp

Weight
1/10 
Size
H (C)

Stone Flute (Gemshorn)

A stone gemshorn, an ancient version of the recorder.

Cost
20gp

Weight
32
Size
H (C)

Stone Drum

A stone walled cylinder drum.

Cost
100gp

Weight
240
Size
H (C)

Fur 'Blanket'

Cost
3gp

Weight
24
Size
H (C)

Paints

Cost
5gp/oz.

Giant Goat

Statistics can be found in the MM as 'Mammal' 

Kid 

Cost
4gp

Nanny

Cost
8gp

Billy

Cost
16gp

Stone Club

A stone club is smaller than a wooden club of the same scale but due to higher density weighs the same amount. 

Cost
4gp

Wgt
24

Size
H (C)

Type
B

Speed Factor
8

Damage

SMLH(C)/HG(D+)
2d6/2d3

Cloud Giant

© Karl David Brown 2002

Cloud giants have much in common with storm giants and referees may be cautious about including them as PCs in a campaign due to concerns about power and ability to interact with other races. Cloud giants are like storm giants but less powerful; the magical abilities of cloud giants are fewer and geared toward concealment rather than offence as in the storm giant.   They may join a party when the other characters are just beginning to be recognised as heroes and do not pay quite as much extra experience to advance as storm giants.  Cloud giants are also more willing to contact other races and in fact are often engaged in trade with humans and demihumans.  In all, cloud giants represent a more acceptable alternative to storm giants, closer to firbolgs and pixies in power and more likely to be acceptable to a referee who's campaign can accommodate these more unusual races.


Xp adjustment, x4 ½ 


Joining Level, 3


Ability Score Adjustments. The initial ability scores are modified by  +6 bonus to Strength, -3 to Dexterity, and -2 to Charisma due to the pride of the race.

Ability Score Range

Ability
Minimum
Maximum

Strength
19
24

Dexterity
10
15

Constitution
14
18

Intelligence
6
18

Wisdom
6
18

Charisma
6
16


Class Restrictions

Class
Maximum Level

Warrior


Fighter


14


Ranger


-


Paladin


-

Wizard


Mage


12


Enchanter


-

Priest

Stronmous


12

Annam,


12

Iallanis


12

Memnor


12


Cleric


-


Druid


-


Shaman (Iallanis)


7


Witch Doctor


-

Rogue


Thief


-


Bard


-


Hit Dice. Player character giants receive hit die by class and a one time bonus of +16 hit points at first level only.


Alignment. Most cloud giants are neutral good or neutral evil.  PC cloud giants may be any alignment.


Natural Armour Class. 0

Background. Cloud giants look like finely dressed and groomed comely humans but about 24' tall and weighing around 10500 pounds. The skin of a cloud giant ranges from milky white tinged with blue through to sky blue. They have silvery white or brass colored hair and sparkling blue eyes.  Cloud giants cloth themselves in the finest materials and wear jewelry.  They are gourmets and appreciate fine things and music.  When abroad cloud giants travel light, carrying only some fine foods, a few boulders, coins, and a musical instrument.

Cloud giants live in simple castles on mountain peaks or solid clouds. Such a castle will house a single small family but neighboring families often visit each other. The castles are surrounded by orchards of giant size fruit trees. Other items in the giants' diet; meats, fine foods, wines, spices, and herds; are obtained by hunting, gathering and from other races either by trading or intimidation depending on the giants' alignment of the giants.  Metals, gems, cloth and other raw materials are also obtained from other races, though it is rumored that some families mine pure silver from their cloud islands.  Once they have raw materials cloud giants are fairly skilled in fashioning goods including clothing, jewelry, fine meals, and weapons. 

Cloud giant families of the same alignment trade, gather for celebrations, and work together in defense. Relations between families of different alignments are often hostile. Cloud giants tend to judge each others social status by the quality of the clothing and jewelry worn. 

Cloud giants are a prideful race who consider themselves superior to other races, except  storm giants whom they treat as equals.  However, good cloud giants are able, if condescending, merchants. They trade with human and demihuman communities and come to the aid of valuable trade allies if they are endangered.  They also sometimes trade with other races of giants. Fog giants barter game meats for swords, silver, and liquor. From stone giants, cloud giants obtain milk, cheese, butter, meats and furs in exchange for human-made cloth.  Cloud giants even trade with reclusive storm giants on occasion.  Evil cloud giants may hire fog giant mercenaries, but generally substitute intimidation for trade and slavery for allies.  Cloud giants often spotted lions, owl bears, griffons, wyvern, or hippogriffs as pets.  Full intelligent giant eagles often reside within a cloud giant castle for mutual benefit. 

Cloud giants consider themselves akin to cultured nobles or merchants and distain combat.  When negotiation or intimidation fails, they prefer to hurl boulders or cast spells rather than become involved in melee.  When the unpleasantness of hand-to-hand combat cannot be avoided they punch or, if forewarned, use enormous morning stars.

Languages. Cloud giant, giant common, common.

Roleplaying Suggestions. Though they consider themselves to be superior to others cloud giants are also among the most open of giants. They often come in contact with other races through trade or extortion. Good cloud giants may get drawn into an adventure to protect valuable trade allies or to investigate new markets. 

Giants from evil groups may become disillusioned with the cruelty of their people and leave to begin a new ethical life, perhaps even to seek out good aligned cloud giants to live amongst.

Regardless of alignment, the love of fine things can be a motivation for adventuring cloud giants.  Rare fine wines, the lost works of skilled artists, and objects 'd arte are treasures worth seeking out in lost cities, shipwrecks, and cursed groves. Similarly, rare spices and fine cloths may only be available in distant markets requiring long dangerous journeys.

Cloud giants behave much like merchant princes or nobles.  Cloud giants affect a cultured air, in their appearance, speech, interests and mannerisms.  They judge others by these same criteria.  The cloud giants are firm in their belief in their own superiority and whether this results in patronizing or cruel behaviour to others depends on the giants alignment.

Special Advantages. In combat cloud giants can punch or kick for d10 damage, no strength bonus is applied to this damage.  Able to use size E weapons and gear normally.  They can throw boulders, giants can also catch similar missiles on a dexterity check if they are proficient in boulder.  Cloud giants have the following abilities used at the characters level or 6th level whichever is lower: fog cloud three times a day, wall of fog once a day, and levitate themselves and 2000 pounds of gear three times a day.  Although the levitate power lifts more than that of a wizard of the same level the duration of the power is determined by the giants level or 6th whichever is lower.  Cloud giants have a base movement of 15.


Special Disadvantages. A giant takes damage as a large creature and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  Cloud giants will never wear armor, including shields, as they consider it to be undignified, but they will avail themselves of any non-armor magical protective device such as rings or cloaks.  Cloud giants cannot apply bonuses for strength to damage and 'to hit' unless they are using weapons made for size E or larger creatures.  Cloud giant size gear is difficult to obtain away from the settlements of fog, storm, or cloud giants. 

Monstrous Traits. Size, appearance, monstrous strength 3, bestial appetite, bestial thirst.  Reaction modifier –8 racial.

Superstitions. Cloudless skies are considered an ill-omen by cloud giants.  Every cloud giant is a connoisseur. Every character has one category of fine goods that which lifts her spirits when obtained. Typical categories include fine vintage wines, clothes of the rarest cloth and best cut, or rare gourmet foods.

Weapon Proficiencies: Club, boulder, boxing, morning star, wrestling. Those choosing boulder must specify a size, each size is a separate proficiency.

Non-Weapon Proficiencies: Agriculture, animal training (spotted lion, hippogriff, griffon, wyvern,), animal handling, appraising, artistic ability, blacksmithing, brewing, carpentry, craft instrument, cooking, drinking, eating, engineering, etiquette, fast-talking, fire building, fishing, heraldry, herbalism, gaming, healing, hunting, intimidation, leatherworking, local history, looting, mining (clouds only), musical instrument (any), observation, reading/writing, rope use, seamstress/tailor, singing, spell craft, stonemasonry, weapon smith, weather sense, winemaking, 

Cloud Giant Average Height and Weight


Hgt in Inches



Base
Modifier


280/256

4d6


Wgt in Pounds


Base
Modifier


11300/9800

4d100

Cloud Giant Age


Starting Age


Base Age
Variable


65
d12

Maximum Age

Maximum Age Range


( Base + Variable )


300+2d100


Maximum Age


Average


400

Ageing Effects

Middle Age*
133 years

Old Age**
266 years

Venerable***
400 years

*-1 Str/Con; +1 Int/Wis

**-2 Str/Dex; -1 Con; +1 Wis

***-1 Str/Dex/Con; +1 Int/Wis

Cloud Giant Thieving Skill Adjustments

Skill
%

PP
-25

OL
-20

F/RT
-20

MS
-20

HS
-25

DN
---

CW
+30

RL
0

Cloud Giant Multi-Class Combinations

Fighter/Mage

Fighter/Priest

Cloud Giant Equipment

The choice of starting equipment for cloud giants is not limited since they practice a number of crafts and trade with both giants and ordinary sized creatures.  The gear given for storm and fog giants is available to cloud giants as well as the items given below.  The clothing of cloud giants is typically well made from good cloths and costs at least double what would be expected. The objects below are merely common items, all kinds of equipment are available to cloud giants. However, they never wear armor, or use shields.

Tunic

Cost
24gp

Size
HG (E)

Belt

Cost
9gp

Size
HG (E)

Breeches

Cost
60gp

Size
HG (E)

Gloves

Cost
30gp

Size
HG (E)

Good Cloth Cloak

Cost
24gp

Size
HG (E)

Fine Fur Cloak

Cost
750gp

Size
HG (E)

Gown

Cost
36gp

Size
HG (E)

Hose

Cost
60gp

Size
HG (E)

Pin

Cost
90gp

Size
HG (E)

Plain Broach

Cost
300gp

Size
HG (E)

Robe

Cost
27gp

Size
HG (E)

Embroidered Robe

Cost
6000gp

Size
HG (E)

Sash

Cost
6gp

Size
HG (E)

Signet Ring

Cost
24gp

Weight
2 ½ 
Size
HG (E)

Morning Star Hanger

Cost
60gp

Size
HG (E)

Morning Star

Cost
150gp

Wgt
324

Size
HG (E)

Type
B

Speed Factor
15

Damage

SMLHG(E)/G
6d4/3d8

Storm Giant
© Karl David Brown 2002

Storm giants are the most powerful of the giants and as such are the most challenging for a referee to accommodate. Players of storm giants gain many powers but may only join experienced parties of characters where they will have little advantage.  A new storm giant PC must be cautious in situations where her weak saving throws and vulnerability to level draining attacks are factors.  To be fair a referee should also bare in mind that enemies do not know of these weaknesses.  A PC storm giant also requires an enormous amount of experience to advance levels.  Storm giant PCs work well in campaigns of epic scope where a storm giant PC joins the heroes in a pitched battle against the rising tide of the 'forces of darkness'.


Xp adjustment, x5 ½ 


Joining Level, 8


Ability Score Adjustments. The initial ability scores are modified by  +7 bonus to Strength, +2 to Constitution, and -3 to Dexterity, and -2 to Charisma due to the reclusiveness of the race.

Ability Score Range

Ability
Minimum
Maximum

Strength
20
25

Dexterity
9
15

Constitution
17
19

Intelligence
13
18

Wisdom
8
18

Charisma
8
16


Class Restrictions

Class
Maximum Level

Warrior


Fighter


17


Ranger


-


Paladin


-

Wizard


Mage


12


Enchanter


-

Priest

Stronmous


16

Annam,


16

Iallanis


16


Cleric


-


Druid


-


Shaman, Iallanis


7


Witch Doctor


-

Rogue


Thief


-


Bard


-


Hit Dice. Player character giants receive hit die by class and a one time bonus of +19 hit points at first level only.


Alignment. Storm giants are chaotic good. PC storm giants may be any alignment.


Natural Armour Class. 0

Background.  Storm giants resemble gargantuan humans 26' tall and weighing 15000 pounds. There are two subraces of storm giant, though only one culture.  Storm giants that have pale light green skin have dark green hair and deep emerald eyes.  Violet skinned storm giants have hair of deep violet or blue-black and silvery-grey or purple eyes.  Storm giants dress simply in a loose tunic belted at the waist, sandals or bare feet, and a headband.  They commonly wear a few simple items of jewelry.  When abroad storm giants prefer to travel light packing belt pouches with a few tools and an instrument such as a harp or panpipes.

Storm giants do not live in large communities but rather in small families or alone. They seem to prefer contemplation to  company.  A storm giant's days are spent composing music and poetry, or in deep thought. As well as their music the giants have need on occasion of other crafts to build their homes and fashion their tools, instruments, and war gear.  They are accomplished farmers maintaining fields, gardens, and vineyards to supplement what they gather in wild foods.  

Storm giants are rarely seen by humans as they dwell in enormous castles on remote mountain peaks, cloud islands, or beneath the water.  Storm giants are tolerant of other folk but in the main disinterested in the affairs of others.  Reclusive, storm giants are removed from the everyday concerns and tribulations of the smaller peoples of the world.  Typically, storm giants only maintain relations with good cloud giants, silver dragons, bronze dragons, and mermen in their area, cooperating with these neighbors for mutual defense.  However, sometimes news of great evil or oppression abroad in the world reaches the ears of storm giants and stirs them to anger.  In terrible wrath is how storm giants are portrayed in the stories of others because, although most of a storm giants life is spent in contemplation and creation of art, it is in epic battles that they come into contact with other races.  In battle a giant gathers a storm, calls down lightning on her enemies, buffets them with raging winds, unleashes javelin sized arrows and then wades into battle clad in bronze and wielding an enormous two handed sword.  


Languages. Storm giant, cloud giant, giant common,  common, merman, bronze dragon, silver dragon. 


Role-Playing Suggestions. For the most part storm giants lead quiet lives unaffected by the doings of the small creatures inhabiting the lowlands or living above the waves.  A storm giant could be drawn into an adventure to defend his allies the good dragons, cloud giants, or merfolk that live nearby. However, storm giants are more likely to become involved with humans and their ilk when the rigid forces of law or the cruelty of evil threatens to engulf the land and the ire of the giant is raised.  At such times a storm giant could accompany a group of experienced heroes on the latter stages of an epic quest to preserve freedom and goodness and defeat the forces of oppression and greed. 

It is almost impossible for storm giants to have normal interactions with other races. Humans and others react with awe or fear to the giant's size and power.  Those who come to know them are surprised to find that the wrathful giants of legend are gentle philosophers, poets, and musicians who enjoy the quiet life.


Special Advantages. In combat storm giants can punch or kick for d10 damage, no strength bonus is applied to this damage.  They are able to use size E weapons and gear normally.  They can throw boulders, giants can also catch similar missiles on a dexterity check if they are proficient in boulder, however they rarely resort to tossing rocks themselves.  Storm giants are immune to electricity including lightning.  Storm giants have the following abilities used at the characters level or 15th level whichever is lower: water breathing at will, control weather, and levitate themselves and 4000 pounds of gear twice a day; call lightning, lightning bolt, control winds and weather summoning once a day.  Although the levitate power lifts more than that of a wizard of the same level the duration of the power is determined by the giants level or 15th whichever is lower.  Storm giants have a base movement of 15 and swim at the same speed. In addition they are able to fight and move without penalty underwater. They receive a free swimming proficiency.  Storm giants are resistant to cold as if they were wearing heavy furs.

Special Disadvantages. A giant takes damage as a large creature and must subtract 4 from their 'to hit' roll against rock gnomes and dwarves.  Storm giants cannot apply bonuses for strength to damage and 'to hit' unless they are using weapons made for size E or larger creatures.  Storm giant size gear is difficult to obtain away from the settlements of fog, storm, or cloud giants. 


Monstrous Traits. Size, appearance, monstrous strength 3, bestial appetite, bestial thirst.  Reaction modifier –8 racial.


Superstitions. Naturally occurring storms are taken to be good omens by storm giants. Conversely, cloudless skies are considered an ill omen by storm giants whether or not these conditions are natural.


Weapon Proficiencies: Two handed sword, club, short bow, boulder, boxing, wrestling. Those choosing boulder must specify a size, each size is a separate proficiency.


Non-weapon Proficiencies: agriculture, alertness, animal lore, animal noise, animal training (roc, griffon, or sea lion), artistic ability (jeweler), armorer, blacksmith, bowyer/fletcher, carpentry, craft instrument (panpipe or harp), drinking, eating, engineering, fire building, fishing, herbalism, healing, hunting, leather working, musical instrument (pan pipe or harp), observation, poetry, reading/writing, riding airborne (roc), seamstress/tailor, singing, spell craft, stonemasonry, survival (clouds, mountains, underwater), swimming, tracking, weapon smith, weather sense. 

Storm Giant Average Height and Weight


Hgt in Inches



Base
Modifier

 
288/288

8d6


Wgt in Pounds


Base
Modifier


14600/14600

8d100


Storm Giant Age


Starting Age


Base Age
Variable


100
d12

Maximum Age

Maximum Age Range


( Base + Variable )


500+2d100


Maximum Age


Average


600

Ageing Effects

Middle Age*
200 years

Old Age**
400 years

Venerable***
600 years

*-1 Str/Con; +1 Int/Wis

**-2 Str/Dex; -1 Con; +1 Wis

***-1 Str/Dex/Con; +1 Int/Wis

Storm Giant Thieving Skill Adjustments

Skill
%

PP
-25

OL
-20

F/RT
-20

MS
-25

HS
-20

DN
----

CW
+30

RL
----

Storm Giant Multi-Class Combinations

Fighter/Mage

Fighter/Priest

Mage/Priest

Storm Giant Equipment

The choice of starting equipment for storm giants is not as limited as some other kinds of giant since these giants practice a variety of crafts and trade with cloud giants.  Storm giant war gear is of good quality and is designed to be lighter so is about 80% of the expected weight.  Even so a full battle kit (armor, sword, bow, quiver and ten arrows) weighs 1365 pounds severely encumbering them. Storm giants often use their innate levitate ability to lessen the load they carry. The armor worn by most NPC storm giants carries a minor enchantment (-1AC magical) and so, while it’s weight counts against the giant's allowance, like other magical armor it does not encumber so that movement is unaffected.  Due to their isolation storm giants may not begin with any human sized equipment, though their own crafts can produce almost any item at storm giant size E.  The following items are merely common goods.
Belt

Cost
45sp

Size
HG (E)

Headband

Cost
7sp

Size
HG (E)

Large Belt Pouch

Cost
15gp

Wgt
27

Size
HG (E)

Sandals

Cost
8sp

Size
HG (E)

Tunic

Cost
12gp

Size
HG (E)

Harp

A 9' high harp.

Cost
1125gp

Wgt
176

Size
HG (E)

Panpipes

A set of panpipes 3ft wide.

Cost
75gp

Wgt
81

Size
HG (E)

Quiver

Cost
12gp

Wgt
20

Size
HG (E)

Scabbard

Cost
60gp

Size
HG (E)

Bronze Plate Mail

The ornate bronze plate mail used by storm giants is both proportionally lighter and stronger than the human equivalent.  The decorations include maximillian style ridges and other refinements that enhance strength.  Instead of larger thicker links the armor employs  three layers of  chain mail with human scaled links for the joints.  However, this advanced working raises the cost. The armor class in parenthesis is for magical suits commonly used by NPC giants.  Many storm giants own +1 magical armor  which while counting against their maximum weight carried does not encumber (PHB page 79), this explains how MM storm giants fight armored without penalty.  These armors are are common family heirlooms among NPC giants  but for PCs finding an unowned suit will be difficult since the art of creation of permanent magical items has passed out of storm giant knowledge (at maximum level, 12, storm giant mages can use enchant an item but not permanency). 

Cost
10000gp (non-magical)

Wgt
965

Size
HG (E)

Armor Class
-5 (-6 for magical +1)

Composite Short bow

A scaled up version of the human bow is an accomplishment but even those fashioned with the skill of the storm giant bowyers have a foreshortened range compared to that calculated by the scaling rules.

Cost
1125

Wgt
40

Size
HG (E)

Speed Factor
14

Range
10/20/30

ROF
2

Flight Arrow

Cost
4sp each

Wgt
2

Size
HG (E)

Type
P

Damage

SMLHG(E)/G
3d6/3d6

Two Handed Sword

Cost
750gp

Wgt
320

Size
HG (E)

Type
S

Speed Factor
18

Damage

SMLHG(E)/G
3d10/9d6

Appendix A: The Gods of the Fog Giants.

The brothers Broethur and Foethgar are among the younger get of Annam but it is unclear weather they are older than the 'runts' Grolanotr and Karontor since Annam was unaware of their mothers pregnancy and in most myths chooses to forget her identity. Like the older children of Annam they are tall and physically powerful but like the runts they lack intellectual sophistication and magical abilities.  In most myths the young twins run away from their mother and grow without parental guidance into unruly adults.  The versions of the myth told by storm giants hint that the twins are older than the runts and Skoraeus but the potential of the youngsters suffered without tuition. 

The two brothers however became more and more competitive as they grew and differences in their personalities caused increasing friction.  Tales of sibling rivalry are used to explain many aspects of fog giant culture.   Broethur granted fog giants stealth in hunting so they need not go hungry, Foethgar showed them how use these skills to ambush and rob other races.  Broethur sought to settle disputes over ownership of game by allotting territories to giant families, Foethgar fostered suspicion between families that made trespassing dangerous.  Foethgar obtained swords from Memnor and taught angry young giants to use them, Broethur instigates sports and wrestling to settle territorial disputes without bloodshed. Broethur instigates trade with other races, Foethgar masquerades as his brother and cheats the traders; and so on.  Eventually the two brothers came to blows and have not spoken since, though they continue to meddle in each others affairs.

Broethur

Broethur is the god of stealth, nature, and sports among the fog giants.  His gifts enable fog giants to hunt, settle disputes through fair competitions, and find forage and shelter.  Broethur's vigilance prevents the race of fog giants from degenerating into a mob of bullies and petty rivals.

Priests of Broethur strive to encourage fair play and ensure that the strong are protectors of the weak.  Priest of this deity are often called upon to act as referees in competitions to settle disputes, and to bless hunting parties when game is scarce.  

Alignment: Broethur is neutral good, his priests can be any good alignment but are usually neutral good.

Minimum Ability Scores: Wisdom 9, Strength 22, Constitution 12. Wisdom 16 or more and Constitution or Strength 16 or more grants +5% experience, 16 or more in all three grants +10% experience.

Races Allowed: Fog giants only.

Nonweapon and Weapon Proficiencies: Required: Hunting, (weapon) wrestling and boulder (E) or boxing.  Recommended: animal lore, tracking, weather sense. 

Duties of the Priest: Guidance in hunting, foraging, and settling disputes.  Judge at sporting events, especially those used to settle disputes.  Vigilance against the actions of evil fog giants especially the priests of Foethgar. 

Weapon and Armor Restrictions: Any weapon and any non-magical armor.

Other Limitations: None.

Spheres of influence: Major access to all, combat, healing, weather, and protection. Minor access to elemental (water and air), guardian, animal, and plant.

Powers: Able to use obscurement 3 times a day at first level, at third level they can pass through overgrown areas like a druid, at fifth they can cast solid fog three times a day, at eighth they can identify animals, plants and pure water like a druid, and at tenth level the priest can use weather summoning once a day. Cannot turn undead.

Hit die: d8

Followers and Strongholds: At eighth level a single first level acolyte is gained.

Symbol: An open hand within a cloud.

Foethgar

Foethgar is the god of combat, territory, and leaders among the fog giants.  He teaches that the strong should naturally rule and that justice is not real, there is only force.  Followers of Foethgar equate strength with leadership and consider success at bloodshed and banditry to be proof of an individuals worth. 
Priests of Foethgar strive to gain status and  followers. They act as leaders or aides to a strong leader.  Priests of this deity must act to ensure that the strong are accorded their rightful place as leaders and oppressors.  Priests of this deity are often called upon to support warfare and banditry. 
Alignment: Foethgar is neutral evil, his priests can be neutral evil or chaotic evil, but are usually neutral evil.

Minimum Ability Scores: Wisdom 9, Strength 23, Constitution 12. Wisdom 16 or more and Constitution or Strength 16 or more grants +5% experience, 16 or more in all three grants +10% experience.

Races Allowed: Fog giants only.

Nonweapon and Weapon Proficiencies: Required: Intimidation, (weapon) long sword.  Recommended: alertness, tracking, and weather sense. 

Duties of the Priest: Guidance in warfare and banditry.  Vigilance against the influence and actions of the priests of Broethur.  Priests of Foethgar may disguise their faith and even masquerade as priests of Broethur provided they do so to undo the plans of the rival faith or inspire fog giants into evil acts.

Weapon and Armor Restrictions: Any weapon and any non-magical armor.

Other Limitations: None.

Spheres of influence: Major access to All, combat, elemental (water and air), weather, and summoning. Minor access to animal, divination, plant, and protection.

Powers: Able to use Strength once a day at first level, at third level they can incite berserker rage as described in the "Complete Priest's Handbook" at seventh level they can cast solid fog three time a day, at eighth they can detect good three time a day, and at tenth the priest can use weather summoning once a day. Cannot turn undead.

Hit die: d8

Followers and Strongholds: At tenth level a first level acolyte is gained and three fog giants as described in the Monstrous Manual.

Symbol: Sword within a cloud.

Appendix B: The Pets of the Giants.

Giants as detailed in the MM keep all manner of unusual monsters as pets.  Whether these creatures are available to PCs is ultimately the decision of the referee.  Generally the giant goats kept by stone giants are non-combative food animals and the following considerations do not apply to these creatures.  The accessibility could be hindered only by initial funds, the PC may have to travel to a giant community or steal a fledgling form the wild, or the referee may simply disallow initial purchase and not present opportunities at a latter date effectively banning ownership.  Another option is to limit ownership to those with a specific kit or the appropriate animal training proficiency (in this case it is assumed the monsters are too unruly to be controlled by the untrained).  

The referee need not be consistent in these rulings but should instead consider the power of the giant compared to the other characters in the party she is joining.  A giant joining a party of fairly ordinary low level characters should probably not be allowed a pet, but if the characters have a range of special abilities due to kits, races, magical items or higher level then the addition of a pet might bring the giant back up to par with the others.  Although typically a boon, a creative referee could easily turn a monstrous pet into a disadvantage.  Like giants themselves, such creatures can be difficult to feed and stable, they are prone to antisocial behavior, and untrusted by other peoples.

The monsters below are only obedient because they respect the giant’s physical prowess and commanding presence, other character’s can control the beasts for a short time if they first cow them and the character has appropriate proficiencies.  The referee should require regular proficiency checks of the giant to control the beast, particularly when the creature is presented with a temptation to its instincts, such as a griffon that spies horses.  

As an optional rule the referee could use the Wrangler kit below, either as a requirement for beast control or a means of including a rare and expensive pet in a new character’s gear.

Wrangler

Fighter Kit

The Wrangler is charged with the care and training of the large monsters that are often kept by giant communities.  These monsters are not amenable to domestication and only the physical prowess and presence of the Wrangler prevents the beasts from running amuck.  The wrangler and charges can add a good deal of fighting prowess and special abilities to a party but with great inconvenience given their size habits and frightening appearance.

Requirements: Only giants may choose this kit.  The characters must be physically powerful (strength minimum for the kit is two less than the maximum strength for the race) and possess an air of command (charisma at least 12).

Role: Wranglers are respected and useful members of their communities but in the world at large they are less well thought off.  The combined appearance of a giant and a monster are enough to agitate even the most liberal town guard. 

Weapon Proficiencies: Required: none, Recommended: scaled up versions of weapons with a role in the training and control of animals including bolas*, club, lasso*, net*, scourge, staff, and whip.  As apparent form this selection some giants are less than gentle with their charges.

*These weapons are described in “The Complete Fighter’s HandbookTM”.

Nonweapon Proficiencies: Bonus: Animal training (one species), Recommended: General: Animal handling, animal training (other species) rope use, Priest: Healing, Herbalism, Rogue: none, Warrior: animal lore, hunting, set snares, tracking, Wizard: none.

Equipment: Wranglers may use any equipment allowed to their class but are restricted in initial equipment choices as described in the ‘Equipment’ section for their race.

Special Benefits: The character begins play with a single creature of the kind chosen for their bonus animal training proficiency.  This creature is as ‘tame’ as such a beast can get (see the introduction to this appendix) and knows a single trick.  The wrangler adds a +1 to attempts to train this chosen species and gains a +2 to reaction adjustment when dealing with beasts of this kind.  The wrangler can control, tame and train large ferocious monsters that other characters have little or no success with.

Special Hindrances: When accompanied by her charges the wrangler suffers a –3 penalty to reaction adjustments.  The beasts kept by a wrangler are difficult to house and feed.  While not empathically linked to their charges, as some other animal associated kits are, the wrangler will find it very difficult to replace the monsters she keeps if they die.  Replacement will require an adventure such as: travel to a giant community and bartering for the beast (getting enough treasure to trade may also require an additional adventure), stealing a fledgling from a remote nest, or tracking down and cowing a belligerent adult monster.

Wealth Options: The wrangler begins with the standard 5d4x10 starting funds allowed to fighters.

Monster Values

The values given below are typical prices commanded for various creatures in giant settlements.  The inclusion of these values is definitely not meant to imply that these monsters are readily available or even that any given community will have any for sale.  The prices are merely an aid to the referee.  Even if available away from giant communities (unlikely) prices will be staggeringly higher (at least 50x), consider the cost of a hunting cat in a ‘European’ setting (5000gp).  The prices are given for ‘tamed’ but untrained monsters, trained beasts will be harder to find for sale and command even higher prices.  The prices that follow are based loosely on the xp values and rarity of the beasts.

Hill Giant: Giant lizard (45gp), dire wolf (90gp). 

Fog Giant: Dire wolf (90gp), spotted lion (960gp).

Stone Giant: Cave bear (160gp), dire wolf (90gp).

Cloud Giant: Spotted lion (960gp), wyvern (700gp), hippogriff (90gp), griffon (175gp).

Storm Giant: Roc (5000gp), Griffon (175gp), Sealion (210gp).

