Dinosaur, Megaraptor

Huge Animal

	Hit Dice
	8d8+43 (79 hp)

	Initiative
	+2

	Speed
	60 ft

	AC
	16 (-2 size, +2 Dex, +6 natural), Touch 10, Flatfooted 14

	B.A. / Grapple
	+6 / +19

	Attack
	Talons +9 melee (2d8+5)

	Full Attack
	Talons +9 melee (2d8+5), 2 foreclaws +4 melee (1d4+2), bite +1 melee (2d6+2)

	Space/Rch (ft)
	15 / 10

	SA
	Pounce, Trip

	SQ
	Lowlight vision, scent

	Saves
	Fort +10, Ref +8, Wil +4

	Abilities
	Str 21, Dex 15, Con 21, Int 2, Wis 15, Cha 10

	Skills
	Hide +5, Jump +27, Listen +12, Spot +12, Survival +12

	Feats
	Run, Track, toughness

	Environment
	Warm forest, hill, plains, and marsh

	Organization
	Solitary, pair, or pack (3-6)

	CR
	3

	Treasure
	None

	Alignment
	Always N

	Advancement
	5-8 HD (L)


This lean, long-legged bipedal creature has wicked claws on its feet and a brightly colored hide that reminds you of a tropical bird.  It stands about 12 feet tall, and its outstretched tail makes it at least 24 feet long.
A megaraptor pack hunts with cunning tactics.  It hunts by running at prey, leaping, and ripping with its rear talons as it claws and bites.  The talons count as one attack. Megaraptors weigh about 1800 lbs.

Pounce (Ex):  If it charges, it can make a full attack.

Trip (Ex):  A raptor that hits with a talons attack during a charge can attempt to trip the opponent (+8 check modifier) as a free action (no touch or AoO).  Failed attempt does not allow opponent chance to trip back.

Scent (Ex):  Detect opponents within 30 ft by smell (60 ft upwind, 15 feet downwind).  Strong scents detected at double ranges, overpowering scents at triple ranges.  If it moves within 5 ft of the source, may pinpoint the source (even if concealed).  May track by scent (DC 10 for fresh trail, +2 / hr old) using Survival skill or a Wisdom check.  

Skills:  A megaraptor has a +8 racial bonus to Hide, Jump, Listen, Spot, and Survival checks.
