Ettin

Large Giant

	Hit Dice
	10d8+20 (65 hp)

	Initiative
	+3 (-1 Dex, Improved Initiative)

	Speed
	40 ft

	AC
	18 (-1 size, -1 Dex, +7 natural, +3 hide)

	Attacks
	2 great clubs +12/+7 melee; or 2 long spears +5/+0 ranged

	Damage
	Great club 1d10+6; long spear 1d8+6

	Face/Rch
	5x5 / 10ft

	SA
	Superior two-weapon fighting

	SQ
	Darkvision 90 ft

	Saves
	Fort +9, Ref +2, Wil +3

	Abilities
	Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11

	Skills
	Listen +10, Search +0, Spot +10

	Feats
	Alertness, Improved Initiative, Power Attack

	Climate
	Cold & temperate hill, mountains, and underground

	Organization
	Solitary, gang (2-4), troupe (1-2 plus 1-2 brown bears), band (3-5 plus 1-2 brown bears and 7-12 orcs or 9-16 goblins)

	CR
	5

	Treasure
	Standard

	Alignment
	Usually CE

	Advancement
	By character class


Ettins have no language of their own, but speak a pidgin of Orc, Goblin, and Giant.  Creatures that can speak any of these languages must succeed at an Intelligence check (DC 15) to communicate with an ettin.  The DC is 10 if the communicator knows 2 of these languages, 5 if he knows 3.

Skills:  An ettin’s two heads give it a +2 racial bonus to listen, spot, and search checks.
