
Fire Titan CR 20
LE Huge Giant (Fire) 
Initiative: +4; Senses: Low-light Vision 
Defense 
AC: 38, Flat-Footed: 38, Touch: 10 
(+8 armor, +2 deflection, +20 natural, -2 size) 
HP: 432 (32d8+288)   DR: 3/- 
Fort: +32, Ref: +15, Will: +19  SR: None 
Resistances: Cold 30 
Immunities: Ability Damage, Ability Drain, Critical Hits, Death 
Effects, Disease, Energy Drain, Exhaustion, Fatigue, Fire, Nonlethal 
Damage, Paralysis, Petrification, Poison, Sleep, Stunning 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +24; Grapple: +49; Space/Reach: 15 ft. / 15 ft. 
Speed: 60 ft. 
Melee: +3 Huge Flaming Burst Greatsword +43/+38/+33/+28 (4d6+28 
plus 1d6 fire 17-20/x2 plus 1d10 fire) or +3 Huge Flaming Burst 
Greatsword +30/+25/+20/+15 (4d6+54 plus 1d6 fire 17-20/x2 plus 1d10 
fire; power attacking for 13 points) 
Special Abilities: Aura of Incineration, Big Swing, Burning Wave, Eyes 
On Me, Hurl Lava 
Tactics 
During Combat: In combat, a fire titan rushes forth to reduce his foes 
to mounds of gore with devastatingly powerful melee attacks. When 
facing any non-heavily armored foe a fire titan will power attack for 13 
points to increase his damage output dramatically. If assaulted at range a 
fire titan has no qualms about hurling globs of molten lava at his foes to 
soften them up before melee combat is joined.  
Morale: Fire titans are supremely sure of themselves in battle; unless 
faced with creatures that they are incapable of reaching with their 
attacks, a fire titan never flees from combat. 
Statistics 
STR 44 (+17) DEX 10 (+0) CON 28 (+9) 
INT 10 (+0) WIS 18 (+4) CHA 11 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Ability Focus (Aura of Incineration), Awesome Blow, Blind 
Fighting, Cleave, Great Cleave, Improved Critical (Greatsword), 
Improved Initiative, Improved Sunder, Power Attack, Quick Draw, 
Weapon Focus (Greatsword) 
Skills: Sense Motive +39 (35 ranks, +4 wis), Spot +39 (35 ranks, +4 
wis) 
Languages: Common, Giant, Ignan 
SQ: Cold Vulnerability 
Combat Gear: None 
   Other Gear: Bracers of armor +8, +3 huge flaming burst greatsword, 
ring of protection +2, girdle of the fire lord 
Ecology 
Environment: Elemental Plane of Fire, Warm Mountains 
Organization: Solitary 
Treasure: Double Standard 
Special Abilities 
   Aura of Incineration (Ex): The fire titan’s form emits deadly levels 
of heat at all times. At the beginning of their turns, any living creature 
within 30 feet of the fire titan must succeed on a fortitude save (DC 28) 
or take 2d10 points of damage and become fatigued. 
   This ability causes combustibles (such as wood) near the titan to erupt 
into flames. 
   The fire titan can suppress this ability for 1 round as a free action. 
   The save DC of this ability has been increased by +2 due to the fire 
titan possessing the ability focus (aura of incineration) feat. 
   Big Swing (Ex): Whenever the fire titan strikes a foe with a melee 
attack, it may make an additional attack against a foe adjacent to the 
struck foe as a free action. 
   A fire titan may only benefit from this ability once per round. 
   Burning Wave (Su): As a move action, the fire titan can belch forth a 
cone of flesh-melting flames. All creatures within a 60 foot cone must 
succeed on reflex saves (DC 35) or suffer 5d8 points of fire damage. 
   A fire titan may employ this ability once every 2 rounds. 
   The save DC of this ability is constitution-based. 

   Cold Vulnerability: A fire titan takes half again as much (+50%) 
damage as normal from cold, regardless of whether a saving throw is 
allowed, or if the save is a success or failure. 
   Eyes On Me (Ex): Any creature within the fire titan’s threatened 
squares who makes a 5 foot step or attacks a creature that isn’t the fire 
titan draws an attack of opportunity from the fire titan. Unlike normal 
attacks of opportunity, these do not count towards the fire titan’s 
maximum number of attacks of opportunities made in a round. 
   Hurl Lava (Ex): A fire titan’s form is made of magically regenerating 
magma, as such; it can hurl chunks of itself to sear its foes to the bone. 
As a standard action, the fire titan may make a ranged attack roll (range 
increment of 120 feet) that, if successful, deals 2d10 points of 
bludgeoning damage and 3d10 points of fire damage to the struck target.  
   A target struck by the fire titan’s lava takes an additional 3d10 points 
of damage on successive rounds until either the lava cools naturally 
(natural cooling takes roughly 10 minutes) or the target is struck by a 
cold-based attack that deals at least 20 points of damage. Full 
submersion in water causes lava to instantly cool but releases deadly 
steam that deals 2d10 points of damage to all creatures within 5 feet. 
 
 
   A humanoid of epic proportions stands before you. Its skin resembles 
hardened obsidian and you can see magma pulsing underneath the 
surface. The thing’s hair is a sea of flames and it sports a long fiery 
beard. 
   In its hands the behemoth carries a massive sword seemingly 
composed entirely of flames. Around its waist it wears an ornate golden 
girdle, and a pair of equally ornate bracers adorns the things’ arms. 
 
   Centuries before the fire giants existed there were the fire titans; 
mythological creatures of utterly terrifying prowess. So powerful were 
the fire titans of the past, that they created the fire giants in their image; 
sadly, to the fire titans, their creations were failures. For, while fire 
giants were indeed beings that revered and reveled in flames, they were 
not like their masters in that their forms were of flesh and bone. 
   Instead of admitting to their creations that they were indeed their 
creators, they instead installed themselves as gods among the fire giants. 
Among their creations, fire titans are treated with the utmost respect and 
in most cases, fear. Should a fire titan give word to do something, that 
task is done, regardless of whatever losses would be taken. 
   As a rule, fire titans avoid combat, preferring to have lesser beings 
take part in something that they feel is beneath them. The one exception 
to this, however, is white dragons. A fire titan will personally see to in 
that any known white dragon is hunted down and brutally killed. 
 
Lore 
   A successful knowledge (nature) or knowledge (the planes) check will 
reveal the following information about a fire titan: 
DC 42 This monstrous beast is known as a fire titan; a creature 

revered with almost godlike status among the fire giants. This 
reveals all giant traits. 

DC 47 Fire titan’s boast a vast array of deadly fire-based abilities; 
from being able to spray forth a cone of deadly flames to 
being able to hurl chunks of their own lava-like forms. 

DC 52 Fire titan’s are capable of rapidly regenerating even the most 
hideous of wounds; cold damage seems to linger, however. 

 
New Magical Item: Girdle of the Fire Lord 
Aura: Strong; CL: 15th 
Slot: Waist; Price: 43,000 gp; Weight: 10 lbs. 
Description 
   The girdle of the fire lord is an ornate (and quite heavy) belt made of 
heavily enchanted gold. Its design is made to look like flames encasing 
its wearer’s waist. 
   Any creature wearing the girdle of the fire lord gains a +5 resistance 
bonus to all saving throws and enjoys cold resistance of 30. In addition, 
when wearing the belt, its wearer is immune to mundane fire of all kinds 
(from that of a candle to that of the largest bonfire). 
Construction 
Requirements: Craft wondrous item, resistance, resist energy, caster 
level 15th. 
 


