Dire Wolf
Large Animal

	Hit Dice
	6d8+18 (45 hp)

	Initiative
	+2 

	Speed
	50 ft

	AC
	14 (-1 size, +2 Dex, +3 natural), touch 11, flatfooted 12

	B.A. / Grapple
	+4 / +15

	Attack
	Bite +11 melee (1d8+10)

	Space/Rch 
	10ft / 5ft

	SA
	Trip

	SQ
	Lowlight vision, Scent

	Saves
	Fort +8, Ref +7, Wil +6

	Abilities
	Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10

	Skills
	Hide +5, listen +6, move silently +5, spot +6, wilderness lore +1

	Feats
	Alertness, Run, Track*, WFoc: Bite

	Environment
	Temperate Forests

	Organization
	Solitary or pack (5-8)

	CR
	3

	Treasure
	None

	Alignment
	Always N

	Advancement
	7-18 HD (large)


A dire wolf is an immense gray or black wolf, about 8 feet long and weighing some 700 pounds.

COMBAT:

Trip (Ex):  A dire wolf that hits with a bite attack can attempt to trip the opponent (+11 check mod) as a free action (no AoO or reprisal).

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, a wolf may pinpoint the source (even if concealed).  May track by scent (DC 10 for fresh trail, +2 / hr old) using Wilderness Lore or a Wisdom check.  

Skills:  Dire wolves receive a +2 racial bonus to Hide, Listen, Move Silently, and Spot checks.

 * Dire wolves also receive a +4 racial bonus to Survival checks when tracking by scent.
