































































































one of his siblings, To hill giants, these stories make
Grolantor a figure to be admired, Arnong the other
giants, Grolantor is the butt of every joke, always
coming out poorly in comparison to his siblings.
Those giants think he is a selfish hoor who has no
respect for the ordning, as Grolantor refuses to see
why his status should not be equal to that of Stron-
maus and his other brothers,

In addition to hill giants, some frost giants admire
Grolantor's physical might, and many ogres and
ettins revere him as well. Grolantor exemplifies the
principle that the strong should take what they want,
without regard for the needs of weaker creatures.
The ordning holds no meaning for hill giants--who
are on the bottom rung—or ogres and ettins, who
are even lower. The only social order they recognize
is “might makes right,”

Priests and Rites. Grolantor’s priests often boast
of having experienced a personal interaction with
their god—a dream, waking vision, or even an en-
counter with a manifestation of Grolantor. These
encounters typically involve the god demanding
something he wants from the priests, such as a
fresh kill or a precious trinket. His priests then
demand (and often take by force) sacrifices for
Grolantor from their kin, with a minimum of ritual
or prayer involved.

HiATEA
Hiatea is Annam’s second child, after Stronmaus,
and the companionship and friendly rivalry between
these two oldest children are the focus of many
myths. In these stories, Hiatea is both a protective
figure who keeps watch over the hearths and fields
of giants, blessing their agriculture and their family
lives, and a wild huntress who wields the power
of nature as a weapon of destruction as well as a
source of bounty. Some myths suggest her mother
hid her among firbolgs after her birth, where Hiatea
focused on strengthening communities. Then, when
she learned of her true parentage, she pursued
arduous quests as a hunter and monster slayer to
prove her worth to her father. (It's possible that
Diancastra’s Saga, excerpted in the introduction to
this book, alludes to this story when Annam com-
pares Diancastra’s deeds to Hiatea's.) Another myth
suggests Stronmaus taunted Hiatea for remaining
aloof from a bitter war against dragons, spurring
her to prove herself a valiant warrior as well as a
champion of peaceful giants.

Priests and Rites. Giants of all kinds offer
prayers to Hiatea, ranging from simple blessings
at the kindling of a hearth fire to thanksgivings
at the conclusion of a successful hunt or harvest.
She is the most popular god of the Ordning among
goliaths and firbolgs, who claim a distant kinship
with giants.

Hiate wo roles, r
the god . Some live within
the gian heir efforts on main-
taining the community, tending to agriculture, and
educating children. Others patrol the wilderness
surrounding the enclave, guarding against threats
to the community.

[ALLANIS

Born about the same time as Grolantor, lallanis is
everything her hoorish brother is not: kind, loving,
merciful, joyful, and thoughtful, She loves every part
of the worlds her father made, and she constantly
strives (o bring not only her divine family but also
mortal giants together in harmony. lallanis envi-
sions a restored giant empire as a realm of henev-
olence, learning, and innovation where giants lead
but do not rule like tyrants.

Priests and Rites. Good-aligned giants who ap-
preciate her ideals pray to lallanis for peace, unity,
and mercy. Her priests often officiate weddings
among giants, even evil ones. Stone giants fre-
quently appeal to her as an artistic muse, trusting
that her love of beauty will inspire their work.

KARONTOR

Karontor is the elder twin of Grolantor. In a handful
of myths, Karontor appears as a wicked schemer
whose hatred of his brothers knows no bounds. The
fomorians once occupied a place in the ordning cor-
responding to Karontor’s place, but then Karontor
incited the fomorians to assault the Feywild. Just as
the fomerians were banished into the Underdark,
so too did Annam banish Karontor to a subterra-
nean prison.

Priests and Rites. Few dare to worship Karon-
tor, even in secret. Superstitious giants believe if
his name is spoken, Karontor might burrow up
from the Underdark to drag the hapless speaker
underground to an eternity of torture. To avoid
uttering his name, giants sometimes refer to him
as “the banished son,” “the forgotten one,” or “the
king that crawls.” A few cults revere him, beseech-
ing him for sinister magical secrets or to consume
their enemies.

MEMNOR

Memnor is an ambiguous figure in the mythology of
giants, and the tales concerning him are so dispa-
rate that it's possible two gods exist with the same
name. More likely, the confusion surrounding his
nature and identity is a result of his own duplicity.
In most myths, Memnor is constantly tricking and
infuriating his father, drawing Annam's wrath down
on himself and (more often} his brothers. In one
myth, Memnor is Annam'’s sinister twin, constantly
Challenging hin hunthnn fae nnntenl AF tha araclde

In this tale, .
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Another approach to making giants a significant
part of your campaign is to feature them in the
mythology of your world. Scions of giants' gods
(see chapter 6) might feature prominently in these
myths, as these examples illustrate.

ANCIENT ADVOCATES

Giants stole secrets of knowledge and magic from
the gods and shared them with Humanoids, thus
helping the smaller folk build their first civilizations.
For that crime, the giants have endured millennia
of punishment at the hands of petty and vengeful
gods. Some giants blame Humanoids for causing
this punishment, but others still view helping and
teaching smaller peoples as their responsibility.
(Alternatively, maybe the giants were responsible for
teaching Humanoids the evil use of magic and were
justly punished for that sin.)

EARTH SHAPERS

Whether it's recorded in revered myth, passed on
as casual folklore, or simply fact, giants shaped the
landscape in the earliest days of the world. Gigantic
boulders scattered across a rolling moor weren't
deposited by receding glaciers—they were dropped
(or intentionally placed) by giants. A great canyon
wasn’t worn away by eons of erosion; it was formed
when a tired giant dragged her axe behind her after
a long day of hewing trees (or dragens). The basalt
columns visible at low tide connecting an island to
the mainland aren't the result of volcanic activity but
rather the craft of ancient giants. A crater or lake
might be the place where an ancient giant stepped,
slept, or fell after trying to climb the stars to reach
Annam'’s palace. Elemental magic might linger in
these places, making them likely locations for dun-
geons or monster lairs. Carefully sifting through
these tales and plotting the locations on a map
might reveal the path some ancient giant walked
across the land, pointing to the location of a great
mystery at the beginning or end of that journey.

GARDENS OF DELIGHT

In a world that is fundamentally inhospitable to life,
giants are responsible for maintaining small areas
where Humanoids can flourish. Perhaps storm

and cloud giants control the weather to maintain
small gardens of comfortable temperatures amid

a world-spanning desert or frozen wasteland. The
campaign might explore what happens to the inhab-
itants of one of these gardens when its giant care-
taker falls ill or dies. Or the gardens might be the
stuff of legend in a harsh world where the bravest
explorers dare to search for them.

G1anTs HoLp Up THE WORLD

Six scions of giants’ gods literally hold the world
together, Perhaps they're responsible for holding the
continents above the ocean surface or supporting
the dome of the sky, or they might keep the world to-
gether through magical means, In any case, if these
titans were killed, the world would dissolve into the
Elemental Chaos. (Giants of the Worldroot Circle,
described in chapter 2, might be responsible for pro-
tecting these scions.)

THE NEVER-ENDING SAGA

Though Annam granted her wish for divinity, Dian-
castra still roams the worlds of the Material Plane,
continuing the whimsical adventures told in numer-
ous sagas. She is a trickster figure whose curiosity,
acquisitiveness, and wanderlust constantly get her
into sticky situations—and whose cleverness and
occasional exertion of giant strength always get her
out of those situations. Though she often appears
disguised as a young storm giant, she can just as
easily appear as a human, elf, or gnome, making
her true identity almost impossible to discern. She
enjoys a variety of worldly pleasures and delights in
the company of mortal creatures of all kinds. She
loves to learn more spells, preferring spells of the
enchantment and illusion schools.

Though her exploits seem to serve only her own
desires, Diancastra does have a greater agenda: to
convince Annam to emerge from his seclusion and
restore the giants to their rightful place at the pinna-
cle of the created order. Adventurers who get caught
up in her schemes might eventually have a hand in
bringing about Annam's return-—or preventing it!

THE S1xX SLEEPERS

The world has six scions of giants’ gods, near-divine
titans who are sleeping until Annam awakens them.
Their slumbering forms define the terrain features
of a certain region of the world (or perhaps up to

six regions if they are dispersed around the world).
A prophecy suggests a means by which they might
be awakened early, leading to the destruction of

the world.

THE S1X-STORY MOUNTAIN

At the center of the world is an enormous mountain
that is the ancestral home of this world's giants. The
mountain vertically embodies the ordning, from the
foothills to the churning storm that perpetually roils
above its sky-high peak. The giants were banished
from this mountain in ancient times, and scions of
giants’ gods, angels, devils, or some other supernat-
ural guardians watch over the place to make sure
the giants don't return before Annam gives them
leave. What secrets of the world’s creation and an-
cient history are hidden in this mythic place?
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FORSAKEN DEEP

The coral-covered ruins of a storm giant retreat
cling to the ocean floor at the edge of an undersea
trench. Storm giants once used this place as a haven
to contemplate omens, to refine experimental magic,
and to commune with the ocean. Its peace shattered
when death giants from the Shadowfell found a
lightless river that led into the trench and killed the
retreat’s original inhabitants.

Portions of the retreat still hold foul air, but most
areas have been flooded by the cold deep. The re-
treat’s runic circle still channels elemental power
from a portal to the Plane of Water deep in the
trench, and crystalline archives hold lost knowledge
of the giants who built them.

Fapeawryn Tvep Foamrtnrea

map 4.0 Snows the ruins of the storm giant retreat
and the trench, including the following features:

Library. The retreat’s flooded library holds five crys-
talline, coral archives that contain knowledge pre-
served in crackiing lightning. The formations are
10 feet across and 20 feet high. Two are shattered
and useless, but three still spark with knowledge.

Meditation Chamber. The great dome still holds
the ocean at bay, but the air inside is fouled by
time and rot. After each hour spent within the
dome, a creature that breathes air must make a
DC 15 Constitution saving throw. On a failed save,
the creature has the poisoned condition until it fin-
ishes a short or long rest in a place with fresh air.
The restless spirits of the slain storm giants con-
gregate in this chamber, harmlessly but mourn-
fully wailing their sorrow. A circle of Giant runes
on the floor hums softly (see “Storm Call” below).

Trench. The oceanic trench dives into darkness
(see “Planar Crossing” below).

The Forsaken Deep has the following properties:

Lightning Archive. A creature touching an archive
can use an action to access the stored knowledge.
Roll a d10. On a 1 or 2, the archive surges with
lightning. Each creature in the room must make
a DC 15 Dexterity saving throw, taking 22 (4d10)
lightning damage on a failed save, or half as
much on a successful one. If the d10 roll was 3 or
higher, the creature can query the archive as by a
commune spell. Once a creature uses the archive
successfully, that creature can't do so again for
24 hours.

Planar Crossing. The trench below the retreat
pierces the fabric of the planes. Two rifts in the
planar fabric ooen in the depths of the trench,

e Shadowfell and the other to

"T ENGCLAVES

Plane of Water. Sluggish currents
fow trom eacn rift, each traveling about 200 feet
before they meet and well upward, 500 feet belov
the fortress. By swimming against the current, a
creature can pass through the rift that’s the cur-
rent’s source and enter the connected plane.

Storm Call. A creature that meditates within the
Meditation Chamber’s rune circle for 10 minutes
and succeeds on a DC 20 Intelligence {(Arcana)
check can create the effects of either the control
weather spell or the control water spell, or both
simultaneously (user’s choice). The magic affects
the ocean and surface above the retreat within a
radius of 10 miles for up to 8 hours, requiring no
concentration,

Here are sample adventure hooks t0 pring cnarac-
ters to the Forsaken Deep or to give them missions
to pursue there.

BURIAL AT SEA

Restless spirits of the storm giants who died in the
Forsaken Deep create a perpetual necrotic storm on
the ocean surface above. To stop it, the characters
must brave creatures from the Elemental Water
Encounters and Giant Necropolis Encounters tables
(see chapter 3), retrieve the giants’ remains from
the deep, and inter them in the Ashen Grotto (in

this chapter).

D1sTANT THUNDER

The lightning archives hold the key to gaining con-
trol of the apparatus contained in the Thundering
Observatory {in this chapter). A death giant reaper
(see chapter 6) claims the deep with minions from
the Death Giant Encounters table in chapter 3, but
the giant might trade this knowledge if the charac-
ters capture a marid thief and dispatch the marid’s
minions from the Elemental Water Encounters table
(see chapter 3).

GLORY OF THE STORM

An empyrean daughter of Stronmaus seeks worthy
heroes to lead into the Forsaken Deep. She hopes
to earn a place at her father's side by proving hers:
in the depths against her wicked brother and his
minions from the Fiendish Incursion Encounters
and Storm Giant Encounters tables (see chapter 3
and she promises Stronmaus’s blessing to those |
who help her.

INxkYy DEPTHS

A shadow-corrupted kraken lairs in the deep, stee
ing in the mingled planar energies there. It menac
ships over its waters, dragging sailors down to be-
come shadows, ghouls, and creatures from the Ei
mental Water Encounters table (see chapter 3.



















HIATEA'S HEARTH

A stone feast hall of gigantic proportions radiates
the warmth of hearth and home. The great flagstone
floor, the massive throne, and the stone arch sur-
rounding the cavernous fireplace are inscribed with
runes extolling the god Hiatea and invoking her
blessing upon all who shelter here.

Many dynasties of giants have claimed ownership
of Hiatea’s Hearth since its founding, and each one
has known vast prosperity within its walls—followed
by a spectacular fall. The magic of the hall invokes
Hiatea's aspect as a tender of the hearth, but it also
carries a curse laid by her brother Karontor. Who-
ever sits upon the throne brings fortune and glory to
their people, but this prosperity is short-lived, last-
ing only until another supplants them.

Hrartra’'e Hroa pTIr Foamrrimree

Map 4.Y depicts Hiatea’s Hearth, including the fol-
lowing features:

Feast Tables. Several giant-sized tables carved
from whole tree trunks run the length of the hall.

Hearth. An enormous fireplace holds iron spits,
pots, and kettles within. Inscribed on the stone
arch surrounding the fireplace are Giant runes.

Throne. An immense granite throne stands at the
head of the hall. It is intricately decorated with
stylized figures of giants and beasts, as well as
more Giant runes.

HrarTra’'e Heapruo A AnTEO

Hiatea’s Hearth carries Hiatea’s blessing as well
as the curse of Karontor, giving it the following
properties:

Hiatea's Blessing. Hiatea's Hearth is consecrated
ground. A creature in the hall that has the Chan-
nel Divinity class feature and worships Hiatea can
use that feature once without expending a use of
it. Once a creature benefits from this property,
the creature can’t do so again until it finishes a
long rest.

Prosperity. A creature can attune to the hall’s
throne as if it were a magic item. While the at-
tuned creature sits on the throne, the creature’s
Charisma score becomes 25. While a creature
is attuned to the throne, whether it sits there or
not, any creature that finishes a short rest within
Hiatea's Hearth removes 1 level of exhaustion
and regains hit points as if the creature spent 2
Hit Dice without actually expending them. A crea-
ture’s attunement to the throne can't end while the
creature lives, and no other creature can attune to
the throne until the attunement ends.

A I ATART PROT AVESQ

What Rises Must Fall. The creature attuned to
the throne has disadvantage on Wisdom checks,
initiative rolls, and death saving throws. Any
creatures friendly to the creature attuned to the
throne have the same disadvantage while within
Hiatea's Hearth.

Hryarra'e HoapT ANUVENTIIRRES

Here are sample adventure hooks to bring charac-
ters to Hiatea's Hearth or to give them missions to
pursue there.

DYING EMBERS

An efreeti who claimed the throne has fought off
several attempts to wrest Hiatea's Hearth away. In
studying the hall's history, the efreeti realized the
truth of the hall's curse. She is desperate to esc e
her fate and offers a handsome reward, including a
suit of plate armor of resistance (fire), to anyone who
helps her survive the impending assault of creatures
from the Storm Giant Encounters table in chapter 3.

GHOSTS OF THE PAST

Creatures from the Giant Kin Encounters table (see
chapter 3) have taken control of the hall but are
plagued by restless spirits. The ghosts and wraiths
of defeated foes, along with creatures from the
Giant Necropolis Encounters table (see chapter 3),
refuse to rest in peace.

HeEAp TO HEAD TO HEAD

Two rival factions of giant kin vie to claim the
throne. An ettin and a fensir skirmisher each
entice the characters to side with them and their
followers from the Giant Kin Encounters table (see
chapter 3) to break the stalemate, offering treasure
and aid in the characters’ endeavors.

INFERNAL BARGAIN

A bone devil knows the power of Hiatea's Hearth
and is tempting a fire giant to claim the throne, but
the giant’s wife knows the throne’s curse will mean
her love’s certain doom. She begs adventurers to
help her thwart the devil's designs, because she
can't take on the devil’s minions (from the Fiendish
Incursion Encounters table in chapter 3) alone.

TURN OF THE DYNASTY

The stone giant thane who controls Hiatea's Hearth
fears their dynasty ending and seeks an alliance
with the giants at the Endless Rockslide (in this
chapter), but the giants there are plotting the thane'’s
downfall. Choose any of the encounter tables in

chapter 3 to determine who controls the Endless
Rockslide,





















































































































































































































































































































































