Hill Giant

Large Giant

	Hit Dice
	12d8+48 (102 hp)

	Initiative
	-1 (Dex)

	Speed
	40 ft

	AC
	20 (-1 size, -1 Dex, +9 Natural, +3 hide)

	Attacks
	Huge greatclub +16 / +11 melee; or rock +8 / +3 ranged

	Damage
	Huge greatclub 2d6+10; or rock 2d6+7

	Face/Rch
	5x5 / 10ft

	SA
	Rock throwing

	SQ
	Rock catching

	Saves
	Fort +12, Ref +3, Wil +4

	Abilities
	Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 17

	Skills
	Climb +9, Jump +9, Spot +4

	Feats
	Cleave, Power attack, weapon focus (greatclub)

	Climate
	Any hill, mountains, and underground

	Organization
	Solitary, gang (2-5), band (6-9 plus 35% noncombatants), hunting/raiding party (6-9 plus 2-4 dire wolves) or tribe (21-30 plus 35% noncombatants plus 12-30 dire wolves, 2-4 ogres, and 12-22 orcs)

	CR
	7

	Treasure
	Standard

	Alignment
	Often CE

	Advancement
	By character class


COMBAT:

Rock throwing (Ex):  Hill giants can throw rocks weighing 40-50 pounds at range increments of 120 feet.
Hill giants love making overrun attacks against smaller creatures when they first join battle.  Thereafter they stand fast and swing away with their clubs.

