Chimera
Large Magical Beast

	Hit Dice
	9d10+27 (76 hp)

	Initiative
	+1 (Dex)

	Speed
	30 ft, fly 50 ft (poor)

	AC
	19 (-1 size, +1 Dex, +9 natural), touch 10, flatfooted 18

	B.A. / Grapple
	+9 / +17

	Full Attack
	Bite +12 melee (2d6+4), and bite +12 melee (1d8+4) and gore +12 melee (1d8+4), and 2 claws +10 melee (1d6+2)

	Space/Rch (ft)
	10 ft / 5ft

	SA
	Breath weapon

	SQ
	Darkvision 60 ft, lowlight vision, scent

	Saves
	Fort +9, Ref +7, Wil +6

	Abilities
	Str 19, Dex 13, Con 17, Int 4, Wis 13, Cha 10

	Skills
	Hide +1*, Listen +9, Spot +9

	Feats
	Alertness, hover, iron will, multiattack

	Environment
	Temperate hills

	Organization
	Solitary, pride (3-5), or flight (6-13)

	CR
	7

	Treasure
	Standard

	Alignment
	Usually CE

	Advancement
	10-13 HD (L), 14-27 HD (H)


The dragon head can loose a breath weapon instead of biting.  Several chimeras attack in concert.

Breath Weapon (Su):  Every 1d4 rounds, damage 3d8, reflex half (DC 17).  Save DC is Constitution based
1d10
Head Color
Breath Weapon

1-2
Black
40 ft line of acid*

3-4
Blue
40 ft line of lightning

5-6
Green
20 ft cone of gas**

7-8
Red
20 ft cone of fire

9-10
White
20 ft cone of cold

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, the creature 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:  The chimera’s three heads give it a +2 racial bonus to spot and listen checks.   * in areas of scrubland or brush, it gains a +4 racial bonus to Hide checks.
