Blue Dragon, Juvenile
Large Dragon (Earth)

	Hit Dice
	15d12+45 (142)

	Initiative
	+0

	Speed
	40 ft, Burrow 20, Fly 150 (poor)

	AC
	23 (-1 sixe, +14 nat), touch 9, Flat 23

	B.A. / Grapple
	+15 / +23

	Attack
	Bite +18 (2d6+4)

	Full Attack
	Bite +18 (2d6+4), 2 claws +16 (1d8+2), 2 wings +16 (1d6+2), tail +16 (1d8+2)

	Space/Rch 
	10ft / 5ft (10 ft with ite)

	SA
	Breath weapon, create/destroy water, sound imitation, spell-like abilities

	SQ
	Darkvision 120 ft, immune to electricity, sleep, & paralysis; low-light vision, spell resistance, blindsense 60 ft

	Saves
	Fort +12, Ref +9, Wil +11

	Abilities
	Str 19, Dex 10, Con 17, Int 14, Wis 15, Cha 14

	Skills
	Bluff +10, Concentration +20, Diplomacy +10, Hide +16, Intimidate +18, Listen +20, Search +20, Sense Motive +10, Spellcraft +12, Spot +20, Use Magical Device +11

	Feats
	Multiattack, Flyby attack, Hover, Improved Trip, Knockdown

	Environment
	Temperate Deserts

	Organization
	See MM p. 72

	CR
	8

	Treasure
	Triple Standard

	Alignment
	LE

	Advancement
	15-17 HD


Breath Weapon (Su): line of lightning, 80 ft long, 8d8 damage, reflex save DC 20 for ½ damage.
Create/Destroy Water (Sp): 3/day - It works like the create water spell, except that the dragon can decide to destroy water instead of creating it, which automatically spoils unattended liquids containing water. Magic items (such as potions) and items in a creature’s possession must succeed on a Will save (DC 19) or be ruined. This ability is the equivalent of a 1st-level spell.

Sound Imitation (Ex): A juvenile or older blue dragon can mimic any voice or sound it has heard, anytime it likes. Listeners must succeed on a Will save (DC 19) to detect the ruse.
Spell Use:  Caster level 1, as sorcerer:  DC 12+spell level.  Lvl 0:  Daze, Detect Magic, Read Magic.  Lvl 1: Mage Armor, Shield
