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Fell Giant 
Huge Giant, chaotic evil  

Armor Class 18 (Scale Mail and Shield)  
Hit Points 187 (15d12+90) 
Speed 40 ft.  

  STR        DEX        CON         INT          WIS         CHA  
 26 (+8)   14 (+2)     23 (+6)    17 (+3)    17 (+3)     20 (+5)  

Damage Resistances necrotic 

Skills intimidate +13, perception +8 

Senses darkvision 60 ft., passive perception 18  

Languages Common, giant  

Challenge 15 (13,000 XP)  

Brute. A melee or raged weapon deals one extra die of its 

damage when the fell giant hits with it (included in the 

attack). 

Legendary Resistance (2/day). When the fell giant fails a 

saving throw, it can choose to succeed instead. 

Actions 

Multi attack. The fell giant can make two iron mace or 

throwing chain attacks. 

Iron Mace. Melee weapon attack. +13 to hit, reach 10ft., 

one target. Hit: 26 (4d8+8) bludgeoning damage and a 

large or smaller target must succeed on DC 21 strength 

saving throw or is knocked back 15ft and falls prone. 

Throwing Chain. Ranged weapon attack. +13 to hit, 

30/60ft. one target. Hit. 26 (4d8+8) bludgeoning damage 

and the target is restrained (DC 18 strength check to 

escape) and knocked prone. 

Legendary Actions 

The fell giant can take two legendary actions, choosing 

from the options below. Only one legendary action option 

can be used at a time and only at the end of another 

creature's turn. The fell giant regains spent legendary 

actions at the start of its turn. 

Shield Bash. Melee weapon attack. +13 to hit, reach 5ft., 

one target. Hit: 22 (4d6+8) bludgeoning damage. 

Mace Sweep (2 actions). The fell giant sweeps its mace. 

Each creature within 10ft of fell giant must succeed on a 

DC 21 dexterity saving throw or take 21 (3d8+8) damage, 

be knocked back 15 ft, and fall prone. A successful save 

halves the damage and mitigates the knockback and prone 

effects. 

 

 

 

 

 

 

 

 


