Giant Weasel
Huge Animal

	Hit Dice
	12d8+60 (114 hp)

	Initiative
	+3

	Speed
	60 ft (12 squares)

	AC
	18 (+7 natural, -2 size, +3 Dex), 

	B.A. / Grapple
	+9 / +25

	Attack
	Bite +15 melee (2d6+12)

	Space/Rch 
	30 ft / 15 ft

	SA
	Improved Grab

	SQ
	Tight spaces, Lowlight Vision, Scent

	Saves
	Fort +13, Ref +11, Wil +9

	Abilities
	Str 27, Dex 17, Con 20, Int 2, Wis 12, Cha 5

	Skills
	Climb +16, Hide +5, Jump +30, Listen +5, Move Silently +10, Spot +5

	Feats
	Alertness, Combat Reflexes, Dodge, Mobility, Spring Attack

	CR
	8


Approximately 40 ft in length, 10 ft high at shoulder
COMBAT:
Giant weasels stalk their prey in the dark and then leap on it, biting and clawing.  They then usually attempt hit and run tactics, wearing their prey down.
Improved Grab (Ex): To use this ability, a giant weasel must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold.

Pounce (Ex): If a giant weasel hits on a charge attack, it can attempt to trip its opponent (+16 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt t fails, the opponent cannot react to trip the giant weasel.  Since this requires a charge, it cannot use its spring attack.
Tight Spaces (Ex):  A dire weasel is roughly 10 ft wide by 40 ft long, and can squeeze through openings 1/3 of its combat size (10 ft) without discomfort, but must declare facing and suffers a -4 on to hit rolls.  It suffers only -2 to attack rolls in a 20x20 area, and -4 in a 15x15 area, but does not declare facing.
Skills: Dire weasels have a +4 racial bonus on Hide and Move Silently checks, and a +8 racial bonus to jump and climb checks.  They may opt to take 10 on any jump checks, even if in combat or under stress.
