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Ankheg,               
Mindburrower

This scuttling creature is about a foot long, 
clattering on six legs with dangerous looking 
mandibles that drip acid.

Ankheg, Mindburrower Cr 3

XP 800

N Diminutive magical beast

Init +7; Senses darkvision 60 ft., low-light vision; 
Perception +5

Defense

AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 19 (3d10+3)
Fort +4, Ref +6, Will +2

Offense

Speed 15 ft., burrow 15 ft.
Melee bite +10 (1d2-5 plus numbing acid)
Space 1 ft.; Reach 0 ft.
SA mindburrow

statistics

Str 1, Dex 16, Con 12, Int 1, Wis 13, Cha 6
Base Atk +3; CMB +2; CMD 7 (15 vs. trip)
Feats Improved Initiative, Weapon Finesse
Skills Acrobatics +3 (-1 to jump), Climb -1, Per-

ception +5, Stealth +19

ecOlOgy

Environment Temperate or warm plains
Organization Solitary, pair, nest (3-6) or 

colony (7-30)
Treasure Incidental

special abilities

Mindburrow (Ex) A mindburrower ankheg 
can make a special attack against a creature 
that has suffered damage from its numbing 
acid. Treat this as a grapple check with a +10 
circumstance bonus. If the mindburrower 
ankheg succeeds, it enters the target creature 
at the base of its neck. The creature takes 1d6 
damage from this event. If the mindburrower 
ankheg remains in the creature for more 
than 24 hours, the creature suffers 1 point of 
Wisdom damage each day. This Wisdom dam-
age cannot be healed until the mindburrower 

is removed. In addition, whenever the host 
creature enters combat or another stressful 
situation, it must make a DC 12 Will save each 
round or suffer from confusion. 

The ankheg’s talent at sealing the wound 
behind it makes it difficult to find the entry 
point on the host, requiring a DC 20 Percep-
tion check. If a victim is thoroughly examined, 
this can be found with a DC 15 Heal check 
instead.

A mindburrower ankheg can be removed from 
the host creature with a successful grapple 
check (though the mindburrower gains a +20 
bonus to its CMD to resist, and each attempt 
deals 1d6 damage to the host) or a DC 20 
Heal check (this deals no damage). 

Numbing Acid (Ex) A bite attack by a mindbur-
rower ankheg also deals 1d3 acid damage to 
the target. This acid causes no pain, instead 
desensitizing the victim to pain. The victim 
gains a +4 alchemical bonus to any saving 
throws against pain effects and spells with 
the [pain] descriptor for 24 hours. If a sleep-
ing target is attacked in this way, they have 
no chance to wake up on their own. It also 
makes the victim susceptible to the ankheg’s 
special mindburrow attack.

These miniature cousins of the ankheg 
burrow through the sand as easily as their 
larger kin, but it is their ability to burrow 
into the flesh of a living creature that gives 
them their dangerous reputation. Once in-
side a host, the mindburrower ankheg feeds 
on the subject’s nervous system and brain, 
rapidly reducing the victim to a drooling 
husk. Making matters worse, the creatures 
exude a toxin that softens flesh and numbs 
the surrounding area. Once the ankheg is 
inside a host, the wound is closed behind it, 
appearing as little more than a small pucker 
at the base of the skull. Often a victim 
seems to just be suffering from a fever or 
other innocuous malady until they collapse 
and the mindburrower bursts out.
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Though this fate is horrendous, the crea-
tures aren’t malicious on their own, and 
in fact are barely sentient. They seek vic-
tims as a source of sustenance and shelter, 
sometimes cooperating as a nest to find a 
location to start a new colony. 

Despite the danger they present, mind-
burrower ankhegs are highly prized for their 
numbing toxins, and a live specimen can 
fetch as much as 500 gp on the open mar-
ket.  A fully grown mindburrower ankheg is 
about 1 foot long and weighs 10 lbs.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; (b) "Derivative Material" means copyrighted 
material including derivative works and translations (including into other computer lan-
guages), potation, modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d) "Open Game Content" means 
the game mechanic and includes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, including translations and de-
rivative works under copyright law, but specifically excludes Product Identity. (e) "Product 
Identity" means product and product line names, logos and identifying marks including 
trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified as Product identity by 
the owner of the Product Identity, and which specifically excludes the Open Game Con-
tent; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by 
a Contributor to identify itself or its products or the associated products contributed to 
the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Dis-
tribute, copy, edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content distributed us-
ing this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the 
exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunc-
tion with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated ver-
sions of this License. You may use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally distributed under any version of this 
License.

10. Copy of this License: You MUST include a copy of this License with every copy of 
the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from the 
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game Material so 
affected.

13. Termination: This License will terminate automatically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. 
All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.
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