Ankheg (Huge)
Huge Magical Beast

	Hit Dice
	7d10+38 (76 hp)

	Initiative
	-1 (Dex)

	Speed
	30 ft, burrow 20 ft

	AC
	20 (-2 size, +13 natural, -1 Dex), touch 7, flatfooted 20

	B.A. / Grapple
	+7 / +24

	Attack
	Bite +12 melee (3d6+13 plus 1d6 acid)

	Space/Rch (ft)
	15ft / 10ft

	SA
	Improved grab, acid, spit acid

	SQ
	Tremorsense

	Saves
	Fort +10, Ref +4, Wil +3

	Abilities
	Str 29, Dex 8, Con 21, Int 1, Wis 13, Cha 6

	Skills
	Listen +5, Spot +4

	Feats
	Alertness, toughness, imp. natural armor

	Environment
	Temperate and warm plains, forests, and underground

	Organization
	Solitary or 2-4

	CR
	6

	Treasure
	None

	Alignment
	Always N

	Advancement
	4 HD (large) 5-9 HD (Huge)


A huge segmented insect with slender legs, each ending in a sharp claw emerges from the ground.  A tough, brown shell covers its entire body, and glistening black eyes perch above powerful mandibles.
Acid (Ex):  a 7 HD ankheg deals an additional 1d6 acid damage in addition to its bite damage.

Improved Grab (Ex): must hit with a bite attack, may attempt to start a grapple as a free action (no AoO).  If it is damaged after grabbing its prey, it retreats backward down its tunnel at land speed (not burrow), dragging victim with it.
Spit Acid (Ex): 10 feet long per HD (7 HD = 70 ft) once per 6 hours for 1d4 + 1d4/HD of damage (7 HD = 8d4).  Reflex save DC 18 for half.  During the 6 hour period, it cannot spit acid or deal acid damage with its bite.  Save DC is Constitution based.  It does not use this ability unless desperate or frustrated.  It most often spits when reduced to fewer than ½ hp or when it has not successfully grabbed an opponent.

Tremorsense (Ex):  automatically sense all beings within 60 feet if they are in contact with the ground.
