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SPELL POWER: WEB SHELTER 
Presented below are several feats and plot hooks and one creepy-crawly creature all focused on a specific unifying theme: the web shelter spell. 
This spell was first featured in the Pathfinder® Roleplaying Game: Ultimate Magic ™ sourcebook, and is referenced here for your convenience. 
 
 
SPELL POWER FEATS                
 

Spell power feats interact with specific spells or groups of closely-related spells, modifying the way those spells function for characters that 
possess them. Spells modified by a spell feat are harder to identify with the Spellcraft skill. The DC of such a check is increased by +4 for every 
spell feat that modifies the spell. A successful check reveals the names and effects of the spell power feats modifying the identified spell. 
                   
 
DURABLE SHELTER  [SPELL POWER] 
Your web shelters can repair themselves magically. 
PREREQUISITES: ability to cast web shelter 
BENEFIT: Your web shelter recovers 1 hit point per round, at the start of your turn. 
 

LIVING SHELTER  [SPELL POWER] 
Your web shelters are capable of crawling slowly across most terrain. 
PREREQUISITES: ability to cast web shelter, Durable Shelter 
BENEFIT: Spherical web shelters that you create may move up to 5 ft. per round at your 
direction, at the start of your turn. Creatures inside of the shelter are carried with the 
web shelter when it moves. Directing the web shelter to move in any direction is a free 
action, and changing the direction of the shelter is a swift action. 

STICKY SHELTER  [SPELL POWER] 
The walls of your web shelter can entangle creatures that come into contact with them. 
PREREQUISITES: ability to cast web shelter 
BENEFIT: Creatures with a space which is equal to or smaller than the diameter of your 
web shelter may become caught in the webbing. Such a creature that touches the web 
shelter (such as by attempting to climb the walls of the structure, or as the result of a 
bull rush maneuver or some similar force) must succeed on a Strength check with a DC 
equal to your caster level in order to break free. Creatures caught in the webbing are 
entangled and stuck in place until they break free. 
   At your option, you may designate that only the exterior walls of your web shelter, 
the interior walls of the shelter, both, or neither, possess this sticky quality, Once this 
designation has been made with regard to a single casting, it may not be changed. 

 
 
 

WEB SHELTER PLOT HOOKS               
 

The following plot hooks and concepts are intended to inspire you with clever and memorable ways to implement the web shelter spell into your 
campaign, or simply to bring to mind new and interesting adventures or story ideas. 
 
 

 A travelling medicine man roams the jungle, spinning magical web shelters before 
camping at nighttime. The best way to meet or consult with this healing witch doctor 
is to have the good fortune to happen across his nightly web-lodgings. 
 

 An ettercap tribe learns the secrets of the loom spider’s creation (see the following 
page), and employs a colony of the creatures to create a web-filled dungeon spanning 
a great forest demesne. Populating the network alongside the wicked, spider-headed 
humanoids are countless traps and all manner of arachnid swarms and monsters. 
 

 

 Drow priestesses kidnap a royal heir in his infancy, and suspend the child inside of a 
web shelter, which in turn is suspended above a yawning chasm filled with poisonous 
spiders. As the web shelter slowly decays, the doomed heir’s gruesome sacrifice to the 
dark elven spider-gods draws nearer. 
 

 An intelligent and gleefully evil wand of web shelter possesses the ability to affect 
each web shelter cast from it with a sympathy effect which calls out to nearby spiders 
and arachnids, much to the dismay of anyone using the wand for a nighttime shelter! 

http://paizo.com/pathfinderRPG/prd/ultimateMagic/spells/webShelter.html#web-shelter


THE LOOM SPIDER 

 

This great, green spider stands taller than a horse. At the base of its 
abdomen, an ironwood spinning wheel takes the place of spinnerets. 
 

LOOM SPIDER CR 4 
XP 1,200; N Large vermin 
Init +3; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4 
DEFENSE 
AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, -1 size) 
hp 47 (5d8+25) 
Fort +9, Ref +4, Will +1 
Immune mind-affecting effects 
OFFENSE 
Speed 30 ft., climb 30 ft. 
Melee bite +7 (1d8+7 plus poison) 
Space 10 ft.; Reach 5 ft. 
Special Attacks web (+5 ranged, DC 21, hp 5) 
STATISTICS 
Str 21, Dex 17, Con 21, Int –, Wis 10, Cha 2 
Base Attack +3; CMB +9; CMD 22 
Skills Climb +13, Perception +4, Stealth +3 (+11 in vegetation); Racial +8 Climb, +4 
Perception, +4 Stealth (+8 in vegetation) 
SQ silken shelters, strong webs 
ECOLOGY 
Environment any forest 
Organization solitary or colony (3-8) 
Treasure incidental, plus an ironwood spinning wheel (functions as a masterwork 
artisan’s tool when crafting with cloth and silk) with a value of 1,000 gp 
SPECIAL ABILITIES 
 

Poison (Ex) A loom spider’s bite is poisonous. 
 

Loom Poison–type poison (injury); save Fort negates (DC 17); frequency 1/round; 
effect 1 Str; cure 1 save 
 

Silken Shelters (Sp) A loom spider can create roughly-hemispherical and roughly-
spherical structures in much the same way that an ordinary spider spins sheets of 
webbing. Though the loom spider can also spin webbing in sheets, it normally does 
so only to create barriers and walkways between silken shelters. These structures 
take 1 hour per 5-ft. of diameter of the shelter to spin, but otherwise function as 
web shelter effects with permanent durations. The caster level for this spell-like 
ability is equal to the Hit Die of the loom spider (usually 5). 
 

Strong Webs (Ex) A loom spider’s webs gain a +4 bonus to the DC to break or escape. 

The loom spider is the 
product of transmutation 
and wild magic. The first 
loom spider was created  
by an inexperienced witch 
desperate to carve out a 
niche for herself within 
the forest to which she 
was banished after being 
outcast from her coven. 
Despite the loom spider’s 
monstrous size, strength, 
and natural camouflage, 
the loom spider is not the 
ravenous predator which 
many speculate that such 
a fearsome vermin must 
be. Rather, the loom spider seems to prioritize that singular task for which it was 
made above all others: the endless spinning of sticky web structures and shelters. It 
is quite fortunate, then, that a loom spider – a living creature which is made, never 
born – is completely incapable of reproducing on its own. Fortunate because even 
one of these creatures can choke the sparsest of forests with a maze of webbing 
and sticky, silken structures large enough to disrupt entire woodland ecosystems, 
displacing native creatures and wreaking havoc on local predator-prey relationships 
and native ecologies. Left unchecked, the loom spider will eventually overwhelm its 
environment, expanding ever outward in search of prey and new territory in which 
to develop its eternally-unfinished web lair. 
   A loom spider stands roughly nine feet tall and weighs about 900 lbs. 
 
CONSTRUCTION: Though a living creature, a loom spider is made, not spawned. 
Creating a loom spider is much like crafting a construct, but requires a living spider 
and the construction of a specially-treated ironwood spinning wheel worth at least 
1,000 gp. Once the loom spider’s magical “construction” is complete, the ironwood 
spell effect required to shape the spinning wheel gains a permanent duration. The 
rules for constructing a loom spider are otherwise identical to the rules for crafting 
golems and constructs. 
 

LOOM SPIDER 
CL 7th; Price 11,000 gp  
CONSTRUCTION 
Requirements Craft Construct, Craft Wondrous Item, giant vermin, ironwood, web 
shelter, creator must be caster level 7th; Cost 5,500 gp 
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