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Against the Giants and The Glacial Rift of the Ei@g&ant Jarl (Module G2) are copyrighted by Wizaodigshe Coast for their
D20 system D&D. This adventure is significantlteadd from the original work, but still retains eigh to be recognizable and
I want to give Gary Gygax and WOTC full credit ashake respect for their works.
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BANHILDH (Area 8, level 2) Humanal
Val Char Cost Roll Notes
45* STR 10 18-  Lift 6 tons: 9D6
14 DEX 12 12- OCV:5DCV: 1*
28 CON 36 15-
23* BOD 16 14-
18 INT 5 12- PERROoll: 12-
14 EGO 2 11- EGO Roll: 11- ECV: 4
30 PRE 20 15- PRE Attack: 6D6
10 COM O 11-
18 PD 13 Total: 23 BD) [25/13]
12 ED 6 Total: 16rED) [19/13]
3 SPD 6 Phases: 428,
11 REC O
60 END 2
50* STN 2
50 MAN 9
8 MREC 2 Total Characteristics Cost: 141
Movement: Running: 11"/22”
Leaping: 5"/10”
Swimming: 5"/10”
Cost Powers END
37  Growth (5 levels) -5” KB, +4 PER to b&se 0
Inherent, Persistent, 0 END Cost, Alsv&n
@)
15  Tough Skin: Armor 5 PD, 5 ED -
10  Swift: Running +5” (11" total) 2
3 Swift: Swimming +3” (5” total) 1
5 Night Vision: Ultraviolet Vision -
5 Heat Vision: Infrared Vision -
4 Ignore Temperatures: Life Support vsgem -
extremes
4 Keen Nose: Enhanced Perception +2 (¥mell -
30 Magic: 90 pts of spells var
23  Strength Tricks: Multipower (40 pts); Ext
Time full phase, Concentrate 1/2 DCV
lu  Tremor: Hand-to-Hand Attack 3D6 (12D6 w/4
STR); Explosion Effect, Does Knockback,
Double Knockback, No Range, Only teéix
rigid objects, KB only knocks down, @b
add to STR damage,
3u  Crush: Dispel 13D6 Body; Inanimate Otsgect 4
Only
lu  Rip Through Barriers: Tunneling 1” (7 DEF 2
1u Take the Pain: Damage Reduction 50% rPD3
Only for attacks she’s aware of, C&NXD
1u Take the Pain: Damage Reduction 50% rED3
Only for attacks she’s aware of, C&N¥D
lu  Climb Anything: Clinging (45 STR); Onlgt -
climb objects that can bear her weight
Cost  Skills and Talents
5 Combat Skill Levels: Hand-to-Hand Combat
4 Weapon Familiarity: common weapons
2 Area Knowledge: Home 11-
5 Wealthy
15  Magic Skill 18-
5 Magic Research 13-

Total Powers & Skills Cost: 156
Total Cost: 297

Total Disadvantage Points: -0

Ecology: Banhildh comes from a nearby Giantish commu-
nity that is more scholarly and magical in natughe shares
their dislike of the evil this group of Frost Giaris engaged
in.

Personality/Motivation:  Banhildh is impatient with the
weaknesses of those smaller than herself and ipflrut a
decent sort. She has no tolerance for evildoers.

Powers/Tactics: In addition to typical giantish abilities
(huge strength, seeing in the dark, etc) Banhildh fair
magical power (Air and Earth) and will use it tor laelvan-
tage once freed from her shackles.

Banhildh will cast Stoneskin (total defenses shawhrack-
ets) and Conjure Sword (3D6+1 in her hands) immeblia
then Wind Ward if they will face giants. In comisde will
use lightning spells on foes, wind ward to proteetweaker
characters behind her, and steal breath on casfergone

that flies will get a Windshear, and small groups girless.
She also will cast Mud Trap to slow attackers.
Campaign Use: Banhildh is a potential ally for the PCs,
particularly against the more powerful giants.
Appearance: Banhildh looks like a typical operatic val-
kyrie, although she’s dressed in plain clothes wiirsh en-
countered. She will gather equipment as she méoes
fallen giants. She stands 19 feet tall and welytens.
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THE FROST GIANT JARL Humanoid
Val Char Cost Roll Notes
55* STR 15 20-  Lift 25 tons: 11D6
17 DEX 21 12- OCV:6DCV: 1*
28 CON 36 15-
30* BOD 28 15-
15 INT 5 12- PERROoll: 12-
18 EGO 16 13- EGORoll: 13- ECV: 6
35 PRE 25 16- PRE Attack: 7D6
10 COM O 11-
25 PD 20 Total: 35 (RD; +10; 50%)
18 ED 12 Total: 30 (ED; +10, 50%)
4 SPD 13 Phases: 3,62
11 REC O
60 END 2
60* STN 7 Total Characteristics Cost: 200
Movement: Running: 11"/22”
Leaping: 5"/10”
Swimming: 5"/10”

Cost Powers END
45  Growth (6 levels) -6” KB, +4 PER to bese 0
+1"” reach, Inherent, Persistent, 0 EGkst,

Always On (*)
33 Tough Skin: Armor 10 PD, 12 ED -
10  Swift: Running +5” (11" total) 2
3 Swift: Swimming +3” (5” total) 1
5 Night Vision: Ultraviolet Vision -
5 Heat Vision: Infrared Vision -
4 Ignore Temperatures: Life Support vsgem -
extremes
4 Keen Nose: Enhanced Perception +2 (¥mell -
2 Tough: Lack of Weakness 2 -
5 Heat Sight: Infrared Vision -
10 Healing: Regenerate 1 Body/turn -
5 Hardy: Power Defense 5 -
5 Protected Eyes: Flash Defense 5 -
3 Hardy: Lack of Weakness 3 -
50 Demon: Life Support (full) 0
20 Resistant: Armor 10 PD, 10 ED vs non ra&gi -
attacks
34 Fire Aura: Energy Blast 3D6; 0 END Cost,
Continuous, Damage Shield, NND, 3: dag
uses/day
23  Strength Tricks: Multipower (40 pts); Ext
Time full phase, Concentrate 1/2 DCV
lu  Tremor: Hand-to-Hand Attack 3D6 (12D6 w/4
STR); Explosion Effect, Does Knockback,
Double Knockback, No Range, Only teeéix
rigid objects, KB only knocks down, @b
add to STR damage,
3u  Crush: Dispel 13D6 Body; Inanimate Otsgect 4
Only
1u  Rip Through Barriers: Tunneling 1” (7 DEF 2
1u Take the Pain: Damage Reduction 50% rPD3
Only for attacks he’s aware of, CogOE
1u Take the Pain: Damage Reduction 50% rED3

Only for attacks he’s aware of, CogOE

23

Skills and Talents

Combat Skill Levels: Hand-to-Hand Combat
Weapon Familiarity: common weapons
Area Knowledge: Home 11-

Wealthy

Cost

anNb~Oa

Total Powers & Skills Cost: 289
Total Cost: 489

PTS Disadvantages

-10  Vulnerable: x2 from Presence Attacks lmjyHMen
-5 Vulnerable: x1 1/2 Body from Holy Attacck
-5 Vulnerable: x1 1/2 Stun from Holy Attack
-5 Vulnerable: x1 1/2 Effect from Holy Atlies

Total Disadvantage Points: -25

Ecology: Grugnur is a Demonically possessed Frost Giant,
the leader of the clan. He was introduced to #maahs by
Nosnra and possessed, gaining great power. Hepnead
this contagion through his people, slowly.

Personality/Motivation: Evil to the core, Grugnur is
wicked and hateful. He so cruel and heartless @thar
Frost Giants fear him. Grugnur delights in torturenfu-
sion, and fear.

Powers/Tactics: Even bigger and more powerful than ordi-
nary Frost Giants, Grugnur is much tougher thary tre
and does not wear any armor exceptBlighted Shield He

is fast and can take a significant amount of punesht, and
can for a short time period three times a day flait fire,
burning everyone who strikes him with hellfire. iglis all

in addition to usual Giantish powers such as trelnes
strength.

Grugnur can use his bare hands to frightening efifecom-
bat, but he prefers to use Hidague Censera flail that
spews evil fumes to all nearby. He holds his shielthe
other hand, diseasing any who hit it. Around hésknis a
talisman that protects him from any ranged atta@kugnur
fights fearlessly, as he’s nearly immune to anynrairat-
tack , particularly as he uses his ‘take the paiower in
combat. He will use the Fire Aura immediately.

Campaign Use: This is the big boss of the adventure, the
leader of the Frost Giants.

Appearance: Standing 30 feet tall, Grugnur is bald and
scarred like he was seared with fire (which he was,
Snurre’s kingdom). He has red glowing eyes andj liom-
gernails, jagged, tusks and long pointed earshidnfore-
head is a black, dire-looking crystal.

Equipment: Plague Censer

Warp Talisman

Gem of Revenge

Blighted Shield

Platinum and Ruby Drinking Horn worth 90 sp
Six gold armbands each worth 12 sp

Gold and ruby ring worth 45 sp

Bag with 3D6 in D6 sp



THE JARL’S LADY Humaoid
Val Char Cost Roll Notes
50* STR 15 19-  Lift 12 tons: 10D6
14 DEX 12 12- OCV:5DCV: 1*
28 CON 36 15-
25%/35BOD 20 14-
15 INT 5 12- PERROoll: 12-
11 EGO 2 11- EGO Roll: 11- ECV: 4
30 PRE 20 15- PRE Attack: 6D6
10 COM O 11-
20 PD 15 Total: 25 E)
12 ED 6 Total: 16rED)
3 SPD 6 Phases: 428,
11 REC O
60 END 2
55/65*STN 3 Total Characteristics Cost: 142
Movement: Running: 11"/22”
Leaping: 5"/10”
Swimming: 5"/10”
Cost Powers END
37  Growth (5 levels) -5” KB, +4 PER to b&ese 0
Inherent, Persistent, 0 END Cost, Alsv&n
@)
15  Tough Skin: Armor 5 PD, 5 ED -
10  Swift: Running +5” (11" total) 2
3 Swift: Swimming +3” (5” total) 1
5 Night Vision: Ultraviolet Vision -
5 Heat Vision: Infrared Vision -
4 Ignore Temperatures: Life Support vsgem -
extremes
4 Keen Nose: Enhanced Perception +2 (¥mell -
2 Tough: Lack of Weakness 2 -
5 Heat Sight: Infrared Vision -
10 Healing: Regenerate 1 Body/turn -
5 Hardy: Power Defense 5 -
5 Protected Eyes: Flash Defense 5 -
3 Hardy: Lack of Weakness 3 -
50 Demon: Life Support (full) 0
20 Resistant: Armor 10 PD, 10 ED vs non ra&gi -
attacks
23  Strength Tricks: Multipower (40 pts); Et
Time full phase, Concentrate 1/2 DCV
lu  Tremor: Hand-to-Hand Attack 3D6 (12D6 w/4
STR); Explosion Effect, Does Knockback,
Double Knockback, No Range, Only teeéix
rigid objects, KB only knocks down, @b
add to STR damage,
3u  Crush: Dispel 13D6 Body; Inanimate Otsgect 4
Only
lu  Rip Through Barriers: Tunneling 1” (7 DEF 2
1u Take the Pain: Damage Reduction 50% rPD3
Only for attacks he’s aware of, Cog{DE
1u Take the Pain: Damage Reduction 50% rED3
Only for attacks he’s aware of, CogOE
lu  Climb Anything: Clinging (45 STR); Onlgt -

climb objects that can bear his weight

24

Cost  Skills and Talents
5 Combat Skill Levels: Hand-to-Hand Combat
4 Weapon Familiarity: common weapons
2 Area Knowledge: Home 11-
5 Wealthy

Total Powers & Skills Cost: 231
Total Cost: 373

PTS Disadvantages

-10  Vulnerable: x2 from Presence Attacks lmjyHMen
-5 Vulnerable: x1 1/2 Body from Holy Attacck

-5 Vulnerable: x1 1/2 Stun from Holy Attack

-5 Vulnerable: x1 1/2 Effect from Holy Atlies

-35 Enraged: Grugnur knocked out or killed/84

Total Disadvantage Points: -60

Ecology: The Jarl's lady long before he was possessed,
Helda gladly became possessed as well to sharpgolisr
and viewpoint. Now she rules the rift while haigay.

Personality/Motivation: Evil and manipulative, Helda is
filled with hate for all, particularly other female She de-
lights in causing betrayal and emotional agony.

Powers/Tactics: Helda, the lady of the Jarl, is also pos-
sessed by demons and has some of their powersis 8bée
as powerful as Grugnur, but is a dangerous foerttesless.

As strong as any frost giant, Helda wields a mdgicace
and wears a magical breastplate. She fights sydside
with Grugnure like a valkyrie, and if he falls wgb insane
in her grief.

Campaign Use: Helda adds threat to the encounter with
Grugnur, and is primarily there to tie up Banhildimould
she be with the party.

Appearance: Helda is a fat, harsh looking woman with long
coils of dark blonde hair like snakes. Her eyeswgas well,
and she has six fingers on each hand.

Equipment: Armor of Carnage

Fist of the Damned

Fur armor (2 PD, 3 ED) where armor of carnage duss
cover

Gold and emerald flagon (worth 60 sp)

4 earrings worth 15 sp each

6 rings worth 18 sp each

Necklace worth 54 sp



FROST GIANT MAGI Humanadl Cost  Skills and Talents
Val Char Cost Roll Notes 5 Combat Skill Levels: Hand-to-Hand Combat
50* STR 15 19-  Lift 12 tons: 10D6 4 Weapon Familiarity: common weapons
14 DEX 12 12- OCV:5DCV: 1* 2 Area Knowledge: Home 11-
28 CON 36 15- 5 Wealthy
25* BOD 20 14- 11 Magic Skill 16-
17 INT 7 12- PERROoll: 12-
13 EGO 6 12- EGO Roll: 12- ECV: 4 Total Powers & Skills Cost: 242
30 PRE 20 15- PRE Attack: 3D6 Total Cost:
10 COM O 11-
PTS Disadvantages
20 PD 15 Total: 25 By, +10; 50%) -10  Vulnerable: x2 from Presence Attacks mjytMen
12 ED 6 Total: 16rfD; +10; 25%) -5 Vulnerable: x1 1/2 Body from Holy Attack
3 SPD 6 Phases: 428, -5 Vulnerable: x1 1/2 Stun from Holy Attack
11 REC O -5 Vulnerable: x1 1/2 Effect from Holy Atles
60 END 2
55* STN 3 Total Disadvantage Points: -25
30 MAN O
6 MREC O Total Characteristics Cost: 148 Ecology: These are giants that were introduced to demonic
possessors by Grugnur and Nosnra. In the prodess t
Movement: Running: 117/22” gained magical power and lost none of their phygicaw-
Leaping: 5"/10” ess
Swimming: 5"/10”
Personality/Motivation: Evil, they gladly serve Grugnur in
Cost Powers END his schemes but always are looking for a weaknesbhat
37  Growth (5 levels) -5” KB, +4 PER to bese 0 they can take his place.
Inherent, Persistent, 0 END Cost, Alsv&n
* Powers/Tactics: The Frost Giant Magi are every bit as pow-
15  Tough Skin: Armor 5 PD, 5 ED - erful as their mundane kin physically, and havengdisome
10  Swift: Running +5” (11" total) 2 magical power as well. They traffic in ice andldaragic,
3 Swift: Swimming +3” (5” total) 1 as shown below.
5 Night Vision: Ultraviolet Vision -
5 Heat Vision: Infrared Vision - Campaign Use: These are an increase in threat to an ordi-
4 Ignore Temperatures: Life Support vsgem - nary giant encounter, and introduce the charaders
extremes frightening combination of demon and giant.
4 Keen Nose: Enhanced Perception +2 (¥mell -
2 Tough: Lack of Weakness 2 - Appearance: Frost Giant Magi look like ordinary Frost Gi-
5 Heat Sight: Infrared Vision - ants with glowing red eyes and no armor or weasang a
10 Healing: Regenerate 1 Body/turn - wand made of an entire twisted human skeleton r(tioei
5 Hardy: Power Defense 5 - cus).
5 Protected Eyes: Flash Defense 5 -
3 Hardy: Lack of Weakness 3 - Equipment: Periapt of Power
50 Demon: Life Support (full) 0 Jewelry worth 4D6 sp each
20  Resistant: Armor 10 PD, 10 ED vs non waigi - Potion of Mana
attacks
Magic: pts in spells var
23 Strength Tricks: Multipower (40 pts); Ext 4 4 B(G C<
Time full phase, Concentrate 1/2 DCV | E 4= - +B.4= 9 9
lu  Tremor: Hand-to-Hand Attack 3D6 (12D6 w/4
STR); Explosion Effect, Does Knockback, ! , += C+4& 9 9
Double Knockback, No Range, Only teeéix .
rigid objects, KB only knocks down, @b & Vi 4N ° 9
add to STR damage, 2 % && C #+D= ,++ V+=18 9 9
3u  Crush: Dispel 13D6 Body; Inanimate Otsgect 4
Only 2 + M% +=B. 9 9P ;.(<
lu  Rip Through Barriers: Tunneling 1” (7 DEF 2 2 15 $ A A 9 9
1u Take the Pain: Damage Reduction 50% rPD3
Only for attacks he’s aware of, CoSiOE 2 M% +=B. % # 9 9
lu  Take the Pain: Damage Reduction 50% rED3 . | .
Only for attacks he’'s aware of, Cod&DE : & +18 B9 WEXS
, + - A WCX<
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GIANT SLUDGE (White) Monsdr
Val Char Cost Roll Notes

35* STR 10 12-  Lift 3200kg: 7D6

14 DEX 12 12- OCV:5DCV:4

18 CON 16 13-

18* BOD 10 12-

3 INT -7 10- PERROoll: 10-/12

11 EGO 2 11- EGO Roll: 11- ECV: 4

23 PRE 23 14- PRE Attack: 40062

2 COM -4 9-

12 PD 6 Total: 14rRD 25%)

12 ED 6 Total: 14rED)

3 SPD 6 Phases: 428,

8 REC O

36 END O

35* STN 1 Total Characteristics Cost: 81

Movement: Running: 9"/18”
Leaping: 4"/8”
Tunneling: 1"/2”

Cost Powers END
23  Giant: Growth (3 levels) +2 PER to bensee 0
-3” KB; Inherent, Persistent, 0 END €os

Always On (*)

15  Sludgy Form: Damage Reduction 25% rPD -

18  Sludgy Form: Armor 6 PD, 6 ED -

20  Sludge: Life Support (immune to disease -
and poison)

6 Tough: Power Defense 6 -

22 Sense Surroundings: Spatial Awareness -

5 Sense Surroundings: 360 Degree Senagdlsp-
awareness)

4 Keen Sense: Enhanced Perception +2igbspat -
awareness)

5 Reach: Stretching 1” 1

14  Digger: Tunneling 1” (4 DEF) 1

7 Pseudopod: Hand-to-Hand Attack 2D6 (9D61
w/STR); Only to add to Strength Damage

30 Acid RKA 2D6; Penetrating, Gradual Effect 4
turn, Range based on STR

6 Swift: Running +3”

14  Split: Duplication (180 pts) x4; Only whe
takes Body damage from edged weapons 14
chance

-5 DCV-1

Cost  Skills and Talents
5 Simulate Death 13-

Total Powers & Skills Cost: 120
Total Cost: 201

PTS Disadvantages

-15  Physical Limitation: No Fine Manipulatofpility
-15  Physical Limitation: Animal Intelligence

-10  Vulnerability: x1 1/2 Stun from Fire ahdat

-10  Vulnerability: x1 1/2 Body from Fire aheat
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Ecology: Sludge are boneless slimes that are little mag th
a mound of protoplasm. They have few featuresrdtiemn
shape and color, and can distort and reshape therasato
odd patterns. These creatures are carnivorousinguiood
that they absorb and melt with acid to slowly davowhite
sludges can be found only in the coldest areasdbig in
with their snowy surroundings. This particular gjads one
that has grown to gigantic size over very long tame plen-
tiful food.

Personality/Motivation: Sludge have little mind to speak of
and only basic animal motivations such as hungdraade-
sire for shelter.

Powers/Tactics: Sludge are difficult to harm with physical
attacks, as they are little more than animate slirgelged
attacks especially can be disastrous as the ceeafilrtend
to split in two if attacked with such a weapon.udgje can
reach as far away as seven feet with a pseudopatiack,
or can spit acid at a victim that rapidly burns draims
them over a few moments. Sludge are also able ioegt,
apparently dying and lie for a long period of tiimethis
state without moving. They tend to do this if theg un-
able to escape and are being harmed very badly.

Campaign Use:This is a mindless threat that lurks in the
bottom of the Rift, something terrible to prey aryane that
falls in by accident.

Appearance: A Sludge looks like a pile of gooey material
like pudding or slime that moves and is animatedaas
whole. It can distort and reshape but is alwagmegle crea-
ture, about 10 feet across and a few feet deep.iteWh
Sludges look like a pile of dirty snow, mixed witticks and
other materials.
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