Frost Giant

Large Giant (Cold)

	Hit Dice
	14d8+70 (133 hp)

	Initiative
	-1 (Dex)

	Speed
	40 ft

	AC
	21 (-1 size, -1 Dex, +9 natural, +4 chain shirt)

	Attacks
	Huge great axe +18 / +13 melee; or rock +9 / +4 ranged

	Damage
	Huge great axe 2d8+13; or rock 2d6+9

	Face/Rch
	5 x5 / 10 ft

	SA
	Rock throwing

	SQ
	Rock catching, cold subtype

	Saves
	Fort +14, Ref +3, Wil +4

	Abilities
	Str 29, Dex 9, Con 21, Int 10, Wis 10, Cha 11

	Skills
	Climb +13, Jump +13, Spot +6

	Feats
	Cleave, greater cleave, power attack (9), sunder

	Climate
	Any cold land and underground

	Organization
	Solitary, gang (2-5), others (see MM page 98)

	CR
	9

	Treasure
	Standard

	Alignment
	Often CE

	Advancement
	By character class


An adult male is about 15 ft tall and weighs about 2,800 lbs.  A Frost giant’s bag contains 1d4+1 throwing rocks, 3d4 mundane items (see MM p. 99), and the giant’s personal wealth.  Everything in the bag is worn, old, dirty, and smelly, making the identification of any valuable items difficult.

COMBAT:

Rock throwing (Ex): 40-50 lbs at range increment of 120 ft (5 increments).  Usually start combat at a distance and prefer to ambush by hiding in snow.

Rock Catching (Ex):  catch S, M, or L rocks.  1/round, reflex save DC 15 (S), 20 (M), 25 (L).  This is  a free action, but the giant must be aware of the incoming rock.

Cold Subtype (Ex):  Immune to cold, double damage from fire on failed save.

