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Adventure Background
The	Ethereal	Plane	is	home	to	many	strange	

creatures,	as	well	as	the	dreams	of	mortals.	Beings	
made	of	pure	thought	inhabit	the	deepest	reaches	of	
the	Ethereal	Plane,	normally	so	far	from	other	planes	
that	they	never	even	meet	material	beings…normally.	
In	the	depths	of	the	Webmoss	Woods	lies	a	site	where	
the	dying	thoughts	of	ancient	sacrificial	victims	plunged	
far	deeper	into	the	Ethereal	in	their	dying	moments,	
leaving	a	psychic	trail	back	to	that	spot.	After	centuries,	
one	of	these	creatures	of	pure	thought	followed	the	trail	
and,	for	the	first	time,	discovered	the	Material	Plane.

The	entity	was	fascinated	by	what	it	saw:	creatures	
of	all	sorts,	none	of	which	could	communicate	mind	to	
mind	but	were	amusing	nonetheless	as	they	skittered	
around	in	unpredictable	ways.	This	presence	projected	
its	thoughts	at	the	nearest	creature,	willing	it	to	
move,	but	was	ignored.	Frustrated,	it	moved	closer,	
until	at	last	its	mind	slipped	into	the	primitive	brain	
of	the	creature.	Shocked	at	how	little	actual	thought	
was	there,	the	entity	quickly	overrode	the	instinctual	
thoughts	of	the	creature	and	was	able	to	control	its	
every	movement	and	action.	The	being	of	thought	
absorbed	the	knowledge	of	the	primitive	creature	
and	the	details	of	the	world	around	it,	gaining	an	
understanding	of	how	this	collection	of	meat	and	fluids	
lived,	hunted,	and	even	procreated	to	create	a	new	
generation	of	creatures	like	it.

After	the	novelty	of	controlling	its	puppet	wore	
off,	the	entity	realized	how	much	the	physical	world	
offered	in	terms	of	entertainment	and	sensation,	both	

of	which	were	sorely	lacking	to	a	being	with	no	physical	
existence.	However,	a	sole	puppet	for	its	consciousness	
soon	proved	not	enought	o	take	in	what	the	material	
world	had	to	offer.	The	memetic	lifeform	probed	forth	
from	its	host,	reaching	its	mental	tendrils	into	the	mind	
of	the	next	closest	creature	and	found	that	with	its	new	
knowledge	of	these	primitive	brains,	it	could	extend	
an	additional	mental	strand	to	another	and	influence	
its	actions	as	well.	From	the	host	creatures,	it	learned	
of	the	webs	they	made	to	ensnare	prey	and	made	a	
web-like	network	of	its	own,	spanning	across	its	hosts.	
With	its	superior	mind	guiding	the	force	of	creatures,	it	
created	a	a	sort	of	hive	mind	that	drove	them	to	obey	its	
whims	and	explored	beyond	the	borders	of	the	forest	it	
had	discovered.

The	memetic	entity	sent	scouts	out	and	learned	
that	it	only	could	attach	creatures	to	its	hive	mind	if	
they	effectively	had	no	mind	whatsoever,	but	it	could	
mentally	eavesdrop	on	more	sophisticated	minds	
through	its	puppets	and	learn	from	them	as	well.	
The	creature	of	thought	soon	learned	that	there	was	
a	village	of	humanoids	nearby	and	that	they	feared	
the	ethereal	entity’s	thralls	the	spiders	native	to	the	
Webmoss	Woods.	It	even	learned	that	some	vermin	
naturally	created	a	hive	mind	of	their	own,	guiding	
their	actions	as	a	group.	If	vermin	could	make	their	
own	hive	minds,	then	surely	it	had	created	something	
greater,	more	significant.	It	gave	itself	a	name	based	on	
this	realization:	the	Grand	Hive.

Frustrated	that	it	still	could	not	directly	control	
more	advanced	animals,	much	less	the	more	advanced	
humanoids,	the	Grand	Hive	decided	it	would	control	
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them	through	the	proxies	of	its	spider	army.	It	sent	its	
sentries	to	attack	the	nearby	humanoids	and	to	bring	
back	specimens	for	further	study.	In	time,	the	Grand	
Hive	was	certain	it	could	discover	how	to	bring	them	
under	its	mental	control	as	well.

Adventure Summary
The	adventure	begins	shortly	after	the	Grand	Hive’s	

spiders	have	attacked	the	hamlet	of	Mossdale.	The	
adventurers	arrive	in	town	and	discover	it	is	overrun	
with	giant	spiders.	Many	of	the	citizens	are	dead,	
abducted,	or	cocooned	in	webs.	The	adventurers	are	
likely	in	Mossdale	to	procure	its	only	significant	export,	
the	superior	websilk	created	by	Ivandel	Fiskarton,	the	
local	alchemist.	Alternatively,	they	could	be	residents	
of	Mossdale,	returning	from	a	trip	to	the	nearest	town	
to	buy	equipment	not	for	sale	at	home.	Fortunately	
for	them,	the	majority	of	the	spiders	from	the	attack	
have	returned	to	the	woods,	but	several	remain	and	
must	be	defeated	to	safely	explore	the	town.	After	
the	adventurers	discover	that	Ivandel	is	among	the	
abducted,	his	apprentice	begs	them	to	enter	the	
Webmoss	Woods,	rescue	the	abducted	villagers,	and	
stop	whatever	is	driving	the	local	spiders	to	organize	
and	attack.

Once	in	the	woods,	the	adventurers	must	locate	the	
lair	of	the	Grand	Hive.	Since	the	spiders	often	travel	in	
the	canopy	of	trees,	standard	tracking	proves	fruitless	
but	will	lead	the	adventurers	to	several	other	residents	
of	the	woods.	In	addition	to	several	false	leads	of	usual	
suspects	that	control	spiders,	such	as	an	ettercap	and	
mites,	they	have	the	opportunity	to	meet	a	local	druid	
and	a	wererat	hunter—both	of	whom	can	help	the	
adventurers,	just	not	in	the	ways	they	might	expect.

The	adventurers	finally	locate	the	ruined	shrine	in	
an	ancient	circle	of	dolmens	and	find	it	overrun	by	both	
undead	and	a	nest	of	spiders.	In	the	center	of	the	ruin	
is	the	giant	assassin	spider	the	Grand	Hive	uses	as	its	
personal	puppet.	When	they	confront	the	source	of	
the	spider	invasion,	they	learn	that	the	strange	entity	
controlling	them	is	growing	in	power	and	hopes	to	turn	
more	advanced	creatures	into	its	thralls,	starting	with	
the	adventurers.	Killing	the	assassin	spider	breaks	the	
Grand	Hive’s	connection	to	the	Material	Plane	and	casts	
it	back	to	the	depths	of	the	Ethereal.	Afterwards,	the	
adventurers	find	Ivandel	cocooned	and	weakened	by	
venom	but	still	alive,	along	with	several	other	villagers.

This	adventure	is	designed	for	a	party	of	four	1st-
level	adventurers.	Using	the	Medium	experience	
progression,	they	should	be	2nd	level	by	the	
adventure’s	end.

Along Came a Spider

Part 1: Mossdale
Mossdale	is	a	tiny	hamlet	at	the	edge	of	the	Webmoss	

Woods.	The	forest	is	overrun	with	enough	dangerous	
vermin	that	most	people	avoid	it,	limiting	the	size	of	the	
town.	The	small	town’s	mainstay	of	trade	is	the	unusual	
substance	which	gives	the	nearby	forest	its	name.	
Webmoss	is	a	unique	blend	of	materials,	a	hanging	
plant	infused	with	spidersilk.	The	plant	absorbs	some	
of	the	abundant	spider	webbing	which	the	local	vermin	
drape	on	many	of	the	trees,	forming	a	substance	that	is	
stronger	than	silk	and	just	as	pliable.

The	adventurers	have	likely	been	hired	to	procure	a	
shipment	of	webmoss	from	Ivandel	Fiskarton,	a	local	
alchemist	and	exporter	of	fine	webmoss	goods.

1A. Village Green (CR 1)
This clearing is surrounded by a dozen houses with a 
single dirt track leading south. A weathered granite 
spur thrusts from the center of the clearing. The rock 
and the houses are covered with layers of webbing. 
The only motion is from a gentle breeze rustling a few 
fallen leaves.

The	spur	is	ancient	and	has	stood	here	for	centuries,	
long	before	Mossdale	was	founded.	A	DC	10	Knowledge	
(history)	check	can	confirm	that	standing	stones	like	
this	in	the	region	were	used	by	the	Drothic	barbarian	
tribes	that	once	roamed	the	area,	more	than	800	years	
ago.

Monsters:	Two	giant	crab	spiders	lurk	on	top	of	
the	standing	stone.	If	any	creatures	approach,	they	leap	
down	to	attack.

Giant Crab Spider (2) b3 Cr 1/2
XP 200 each
hp 11	(2d8+2)

1B. Trapper’s House (CR 1)
The interior of this house contains simple wooden 
furniture: a bed, a table, and two chairs. A half-
skinned beaver sits upon a workbench, with tools 
scattered nearby. 

Helmut	Roskan	lived	here,	trapping	animals	in	the	
nearby	woods	for	their	pelts	and	meat.	When	the	village	
was	attacked	by	spiders,	he	was	taken	by	surprise	while	
skinning	his	latest	catch.	The	spiders	cocooned	him	in	
webbing	before	returning	to	the	Grand	Hive.
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Monsters:	Four	scarlet	spiders	hide	in	scattered	
locations	around	the	hut,	patiently	awaiting	prey.	If	
a	creature	approaches	the	workbench	or	any	of	the	
furniture,	the	spiders	move	to	attack.	Otherwise,	they	
use	Stealth	to	move	into	a	square	adjacent	to	the	closest	
foe	and	attack.

SCarlet Spider (4) b4 Cr 1/4
XP 100 each
hp 4	(1d8)

Treasure:	Stacked	next	to	the	workbench	are	
beaver	and	mink	pelts	worth	500	gp.

1C. Alchemist’s House (CR 3)
This hut is larger than any other in the village, and 
every available space inside is crammed with tables 
and benches covered with alchemical equipment. 
Many beakers and flasks sit over open flames and 
contain bubbling liquids, while racks along the wall 
boast containers filled with an array of colored liquids. 
Hanging from the ceiling are several coils of rope.

This	is	Ivandel	Fiskarton’s	lab	and	home.	When	
the	spiders	attacked,	he	was	caught	off-guard	and	

unwilling	to	throw	a	bomb	inside	his	home	due	to	the	
multitude	of	volatile	substances.	He	swiftly	succumbed	
to	the	spiders’	venomous	bites	and	was	brought	back	
to	the	Grand	Hive	along	with	the	other	prisoners.	He	
put	up	enough	of	a	fight	to	give	his	apprentice,	Dorrin,	
a	chance	to	hide	under	a	workbench.	Dorrin	(male	
human	expert	1,	3	hp)	stayed	hidden	even	after	the	
main	force	of	spiders	left	the	town	and	has	avoided	
detection	by	the	two	spiders	who	have	since	taken	up	
residence	in	the	workshop.

Monster:	Two	giant	spiders	have	spun	a	web	across	
the	15-foot-high	ceiling,	camouflaged	among	the	ropes	
hanging	there.	They	wait	until	the	adventurers	have	
entered	the	room,	and	then	one	spider	creates	a	sheet	
of	webbing	blocking	the	door	of	the	hut	while	the	other	
attempts	to	entrap	an	adventurer	in	more	webbing.	
They	then	lower	themselves	on	webs	and	attack	from	
higher	ground,	gaining	a	+1	bonus	to	attacks	on	
adventurers	who	remain	at	ground	level.

Giant Spider (2) b1 Cr 1
XP 400 each
hp 16	(3d8+3)
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Treasure:	Searching	Ivandel’s	home	turns	up	8	
antitoxins,	4	flasks	of	acid,	4	pots	of	alchemist’s	fire,	
3	sunrods,	2	tanglefoot	bags,	3	potions of cure light 
wounds,	and	6	potions of lesser restoration,	as	well	as	
enough	equipment	to	make	up	an	alchemist’s	lab.	There	
are	also	4	coils	of	webmoss	ropes	(see	the	sidebar).

Development:	Adventurers	can	grab	a	flask	or	
beaker	in	the	room	and	throw	it	as	a	standard	action.	
There	is	a	50%	chance	that	the	substance	is	inert,	and	
the	glassware	simply	shatters	for	1d2	damage	if	it	hits.	
Otherwise,	the	missile	acts	as	a	flask	of	acid.	If	the	
adventurers	throw	containers	from	the	racks	on	the	
walls,	they	randomly	select	one	of	the	alchemical	items	
or	potions	listed	under	treasure,	which	have	their	usual	
effects.

An	adventurer	who	climbs	or	jumps	up	onto	a	table	
can	avoid	granting	the	spiders	their	advantage	for	
higher	ground,	but	there	is	a	50%	chance	each	round	
spent	on	a	table	to	knock	over	a	vial	of	dangerous	
substance,	causing	the	adventurer	to	suffer	1d6	acid	
damage	(a	DC	12	Reflex	save	negates	this	damage).

Any	combat	in	the	room	causes	Dorrin	to	scream	in	
terror.	If	the	adventurers	are	having	a	hard	time	with	
the	fight,	one	of	the	spiders	can	attack	Dorrin	instead	of	
an	adventurer.	If	Dorrin	survives,	he	relates	the	events	
of	the	spider	attack	on	the	town	and	that	his	master	
was	taken	alive,	although	poisoned,	along	with	several	
other	villagers.	He	offers	the	adventurers	all	of	the	
alchemical	items	and	potions	in	the	lab	if	they	agree	
to	try	to	rescue	Ivandel.	Dorrin	doesn’t	have	any	idea	
why	the	spiders	attacked	in	force,	as	they	usually	avoid	
the	village,	but	he	can	tell	the	adventurers	that	they	
scuttled	off	to	the	northeast.

1D. Dogged Resistance (CR 1)
This unremarkable hut has simple furniture and is 
covered floor to ceiling in webs. A mound cocooned in 
webbing twitches feebly on the far side of the room.

Monster:	A	swarm	of	spiders	has	slowly	been	
feeding	on	a	dog	trapped	in	webbing	in	this	house.	
However,	they	happily	move	towards	more	mobile	prey	
if	the	adventurers	enter	this	hut.	They	will	not	pursue	
creatures	outside	of	the	hut,	preferring	to	stay	with	
their	captive	meal.

Spider Swarm b1 Cr 1
XP 400
hp 9	(2d8)

Development:	This	mastiff	has	been	reduced	to	
2	Strength	due	to	spider	venom	and	is	unable	to	free	

itself	from	the	webs.	It	currently	has	3	hp	but	otherwise	
has	the	statistics	of	a	riding	dog.	If	the	adventurers	
rescue	it	from	the	spider	swarm	and	nurse	it	back	
to	health,	it	will	become	fiercely	loyal	to	whichever	
adventurer	spent	the	most	time	caring	for	it	and	will	
protect	them	with	its	life.

1E. Empty Houses
This small one-room house seems deserted, save for 
the spiderwebs coating most of the simple furniture.

Each	of	these	structures	housed	a	family,	all	of	
whom	were	either	killed	by	spiders	during	the	attack	
or	abducted	afterwards.	Half	of	these	houses	contain	
1d3+1	dessicated	corpses	cocooned	in	webbing.	The	rest	
show	obvious	signs	of	struggle	but	contains	no	bodies.

Part 2: The Webwoods
Spiders	of	both	the	regular	and	monstrous	varieties	

have	always	infested	the	Webwoods.	Although	
dangerous	to	animals	and	people	exploring	the	woods,	
the	arachnids	typically	present	no	more	of	a	threat	to	
Mossdale	than	any	other	wild	predator.	The	Webwoods	
take	their	name	from	the	prolific	habitats	of	the	local	

Webmoss
Webmoss	in	its	natural	state	is	a	tacky	hanging	

vine,	similar	to	Spanish	moss	but	more	gray	
in	color.	While	not	sticky	enough	to	hinder	
anyone	touching	it,	webmoss	does	provide	a	+1	
circumstance	bonus	to	Climb	checks	made	on	
surfaces	that	it	covers.	A	skilled	alchemist	can	
process	webmoss	into	rope	or	textiles	that	retain	the	
sticky	qualities	of	its	natural	state	as	well	as	being	
as	strong	as	silk.
Webmoss	rope	costs	50	gp	for	a	50-foot	coil,	

weighs	5	lbs.,	has	5	hp,	and	can	be	burst	with	a	
DC	25	Strength	check.	Any	Climb	checks	using	
these	ropes	provide	a	+1	circumstance	bonus	to	the	
climber.
Webmoss	nets	cost	100	gp,	weigh	5	lbs.,	and	have	

10	hp.	They	can	be	burst	with	a	DC	27	Strength	
check.	Since	they	stick	to	entangled	creatures,	a	DC	
22	Escape	Artist	check	is	required	to	escape	the	net.
Lassos	made	of	webmoss	cost	2	gp,	weigh	3	lbs.,	

and	have	5	hp.	They	can	be	burst	with	a	DC	25	
Strength	check,	and	require	a	DC	17	Escape	Artist	
check	to	escape.
Textiles	made	of	webmoss	have	4	hp	per	inch	of	

thickness	and	cost	double	the	normal	price.
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spiders.	Every	tree	contains	at	least	one	large	web,	
and	many	are	completely	draped	in	webbing.	Over	
time,	the	local	flora	has	adapted	to	grow	in	the	webs,	
including	a	species	of	vine	with	an	integrated	root	
system	that	forms	into	rope-like	structures	which	hang	
from	the	web-covered	branches	down	to	the	ground.	
Alchemists	refine	this	material,	called	webmoss,	to	
make	exceptionally	light	and	strong	ropes	and	textiles	
that	retain	the	gray-green	color	of	the	vine.

The	blanketing	canopy	of	the	Webwoods	leaves	
the	forest	floor	unusually	clear	of	plant	life	or	dead	
tree	debris;	only	10%	of	the	squares	in	the	woods	
are	covered	in	light	undergrowth.	The	hanging	
webmoss	can	be	scaled	to	reach	the	canopy	level	of	the	
Webwoods	with	a	DC	15	Climb	check	so	long	as	the	
climber	is	within	10	feet	of	a	tree.	The	thick	canopy	also	
blocks	most	natural	sunlight	from	reaching	the	forest	
floor,	resulting	in	only	dim	light	even	in	the	middle	
of	the	day.	Every	4	hours	exploring	or	every	8	hours	
camping	in	the	Webwoods	yields	a	20%	chance	of	a	
random	encounter	with	a	giant	spider	B1.

The	adventurers	will	need	to	explore	the	Webwoods	
to	find	the	abducted	citizens	of	Mossdale.	Prior	to	
leaving	the	village,	Dorrin	may	have	told	them	that	the	
spiders	came	from	the	northeast,	which	points	them	in	
the	right	direction	to	find	their	quarry.	Alternatively,	
an	adventurer	who	makes	a	DC	15	Survival	check	to	
track	the	spiders	can	follow	their	trail	into	the	woods	
for	a	mile;	the	tracks	end	abruptly	where	the	spiders	
took	to	the	trees	for	the	remainder	of	their	trip.	If	
the	adventurers	rescue	the	dog	from	area	1D,	it	can	
automatically	track	the	spiders	this	far,	following	
the	scent	of	its	former	master.	A	DC	12	Knowledge	
(local)	or	Knowledge	(geography)	check	informs	the	
adventurers	that	both	an	ettercap	and	a	few	bands	of	
mites	live	to	the	northeast	of	Mossdale,	and	both	are	
known	for	keeping	trained	monstrous	spiders	as	pets	or	
companions.

2A. A Rat In The Woods (CR 2)
The woods ahead are covered in sticky sheets of 
webbing. The corpses of dire rats hang in several of 
the webs, their faces contorted in pain. The bodies of 
three spiders the size of men litter the clearing as well.

The	spiders	killed	these	dire	rats	before	their	
lycanthropic	companion,	Conrad,	slaughtered	the	
spiders	in	turn.

Monster:	The	wererat	Conrad	Andon	has	lived	
in	the	Webwoods	for	years,	avoiding	the	indigenous	
spiders	and	the	village	of	Mossdale	and	preying	on	
isolated	travelers	to	supplement	his	meager	income	
from	hunting	and	tanning	pelts.	He	knows	the	recent	
upheaval	in	the	woods	will	impact	his	livelihood	as	
much	as	Mossdale’s,	and	while	he	would	normally	be	
more	than	happy	to	ambush	the	adventurers,	he	may	
instead	decide	to	encourage	them	to	deal	with	the	
threat	to	his	home	so	that	he	can	continue	his	life	of	
casual	banditry	without	the	local	spiders	rampaging	
and	killing	off	both	his	rat	friends	and	his	potential	
prey.

Conrad	was	unharmed	during	the	spider	ambush,	
having	transformed	into	his	hybrid	form	before	the	
spiders	could	injure	him.	When	the	adventurers	
approach,	he	is	in	hybrid	form	and	obviously	a	wererat,	

Random Monster Table

 1d8 Monster (CR) Stat Location
	 1	 1d4+1	Skull	Spiders	(CR	1)	 ToHC
	 2	 1	Giant	Spider	(CR	1)	 B1
	 3	 1	Half-Dragon	Giant	Spider	(CR	3)	 B1/B1
	 4	 Drow	Scout	and	Giant	Spider	(CR	3)	 MC/B1		
	 5	 1	Spider	Skeleton	(CR	1)	 B1/B1
	 6	 1d3	Young	Giant	Crab	Spiders	(CR	2)	 B3/B3
	 7	 1	Hellspinner	(CR	1)	 page	12
	 8	 1d4+2	Entropic	Scarlet	Spiders	(CR	1)	B4/B4
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but	asks	to	parley	with	them	rather	than	fight.	While	
he	isn’t	happy	about	the	recent	aggressiveness	in	the	
local	spiders,	he	also	doesn’t	see	it	as	his	problem	to	fix,	
and	after	being	ambushed	and	having	his	rat	friends	
killed,	he	has	decided	to	leave	the	Webwoods	for	safer	
environs.

Conrad’s	initial	attitude	is	indifferent,	but	if	his	
attitude	is	improved	to	friendly,	he	will	tell	the	
adventurers	the	location	of	the	ettercap	lair	at	location	
2C	as	well	as	mention	that	he	saw	some	mites	in	the	
general	direction	of	location	2D;	he	surmises	that	
either	might	be	the	cause	of	whatever	has	riled	up	the	
local	spiders.	Conrad	tries	to	convince	the	adventurers	
to	seek	out	and	dispose	of	both	threats.	He	does	
know	about	the	stone	circle	deeper	in	the	Webwoods	
(location	3)	but	won’t	suggest	looking	there	for	
possible	spider-related	disturbances.	If	the	adventurers	
specifically	ask	about	other	notable	landmarks	in	the	
forest,	however,	he	mentions	the	circle	as	well.

If	made	helpful,	he	will	also	warn	the	adventurers	
to	beware	Elina,	the	druid	in	location	2B,	saying	that	
she’s	not	as	friendly	of	a	druid	as	they	may	expect.	At	
the	GM’s	discretion,	he	may	even	have	a	change	of	
heart	and	shadow	the	adventurers,	potentially	coming	
to	their	aid	if	things	go	poorly	for	them	during	their	
expedition	in	the	Webwoods.

Conrad andon (hybrid form) Cr 2
XP 600
Male	human	natural	wererat	ranger	2
CE	Medium	humanoid	(human,	shapechanger)
Init +3;	Senses low-light	vision,	scent;	Perception	+8

defenSeS

AC 21,	touch	13,	flat-footed	18	(+6	armor,	+3	Dex,	+2	
natural)

hp 24	(2d10+7)
Fort +7,	Ref +6,	Will +3
DR 10/silver

offenSe

Speed 20	ft.	(30	ft.	without	armor)
Melee masterwork	longsword	+6	(1d8+3/19–20)	
or	masterwork	longsword	+4	(1d8+3/19–20),	
masterwork	handaxe	+4	(1d6+1/x3),	bite	–1	(1d4+1	
plus	curse	of	lycanthropy;	DC	15	and	disease)

Ranged masterwork	composite	longbow	+6	(1d8+3/
x3)

Special Attacks disease	(filth	fever;	DC	13),	favored	
enemy	(vermin	+2)

StatiStiCS

Str 17,	Dex 17,	Con	15,	Int	10,	Wis	16,	Cha	6
Base Atk +2;	CMB +5;	CMD 18
Feats Great	Fortitude,	Toughness,	Two-Weapon	
Fighting

Skills Climb	+5,	Intimidate	+3,	Knowledge	
(geography)	+5,	Knowledge	(nature)	+5,	Perception	
+8,	Stealth	+5,	Survival	+8

Languages Common
SQ change	shape	(human,	hybrid,	and	dire	rat;	
polymorph),	lycanthropic	empathy	(rats	and	dire	
rats),	track	+1,	wild	empathy	+0

Combat Gear scroll of ray of enfeeblement;	Other 
Gear masterwork	longsword,	masterwork	handaxe,	
masterwork	composite	longbow,	masterwork	
breastplate,	2	small	amethysts	worth	50	gp	each,	41	
gp

Development:	Award	full	XP	for	Conrad	if	the	
adventurers	peacefully	get	information	from	him.

2B. Lady of the Woods (CR 2)
A massive tree blocks the way ahead; the footworn 
path detours around it and out of sight. The strands 
of webmoss are especially thick near this tree. Faint 
crooning can be heard beyond the bend in the trail.

Monster:	After	her	parents	were	killed	by	spiders	
in	the	Webwoods,	Elina	was	adopted	by	a	local	hermit	
who	lived	on	the	periphery	of	Mossdale.	She	grew	to	
resent	the	callous	nature	of	the	villagers,	who	always	
gave	her	and	her	adoptive	father	a	wary	eye	for	their	
choice	of	living	among	the	spiders	in	the	wilderness.	
She	came	to	believe	that	spiders	lived	an	exemplary	life	
as	efficient	predators	who	coolly	ignore	socialization.	
When	her	father	became	ill,	she	offered	him	to	one	of	
the	giant	vermin	as	a	meal,	simultaneously	putting	him	
out	of	his	misery	and	bonding	with	the	spider.	Elina	
sees	the	recent	uprising	of	the	spiders	of	the	Webwood	
as	a	sign	of	their	innate	superiority	to	the	humans	who	
occasionally	invade	their	territory.

When	the	adventurers	approach,	the	druidess	
is	singing	a	simple	children’s	song	to	her	spider	
companion,	Vlad,	who	lurks	in	the	tree	above.	If	
the	adventurers	approach	her	peacefully,	she	feigns	
concern	if	they	talk	of	the	attack	on	Mossdale.	She	
attempts	to	blatantly	lie	and	suggests	that	she’s	noticed	
a	strange	rat	man	in	the	forest	and	that	he	might	have	
something	to	do	with	it,	directing	the	adventurers	to	
Conrad	in	area	2A.	If	the	adventurers	see	through	her	
poor	Bluff	with	an	opposed	Sense	Motive	check,	she	
responds,	“Maybe	the	fools	in	Mossdale	simply	got	
what	they	deserved!”	and	signals	Vlad	to	attack.
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elina Cr 2
XP 600
Female	half-elf	druid	3
NE	Medium	humanoid	(human)
Init +1;	Senses	low-light	vision,	Perception	+10

defenSeS

AC 16,	touch	12,	flat-footed	14	(+4	armor,	+1	Dex,	+1	
dodge)

hp 23	(3d8+6)
Fort +4,	Ref +2,	Will +6;	+2	vs	enchantment
Immune sleep

offenSe

Speed 20	ft.	(30	ft.	without	armor)
Melee masterwork	sickle	+5	(1d6+2)
Ranged sling	+3	(1d4+2)
Druid Spells Prepared (CL	3;	concentration	+6)
2nd—flaming sphere	(DC	15),	summon swarm 
1st—entangle	(DC	14),	faerie fire, obscuring mist 
0	(at	will)—create water, detect magic, guidance, 

stabilize 

taCtiCS

During Combat Elina	climbs	the	nearby	tree	or	
webmoss	strands	to	avoid	melee	attacks,	and	casts	
flaming sphere.	While	guiding	the	sphere,	she	
summons	a	swarm	of	spiders,	then	casts	entangle 
to	prevent	adventurers	from	escaping	the	swarm.	If	
injured,	she	casts	obscuring mist,	followed	by	faerie 
fire to	negate	concealment	on	the	largest	cluster	of	
adventurers.

Morale To	protect	the	spider	uprising,	Elina	fights	to	
the	death.

StatiStiCS

Str 14,	Dex 13,	Con 12,	Int 10,	Wis 17,	Cha 8
Base Atk +2;	CMB +4;	CMD 16
Feats Dodge,	Skill	Focus	(Climb),	Toughness
Skills Bluff	+2,	Climb	+9,	Knowledge	(nature)	+8,	
Perception	+10,	Spellcraft	+4,	Survival	+11;	Racial 
Modifiers	+2	Perception

Languages Common,	Elven
SQ nature	bond	(Vlad,	vermin	companion	UM),	nature	
sense,	wild	empathy	+2,	woodland	stride,	trackless	
step

Combat Gear scroll of cure moderate wounds, scroll 
of spider climb;	Other Gear masterwork	hide	
armor,	masterwork	sickle,	sling	with	20	bullets,	holly	
and	mistletoe,	spell	component	pouch,	9	gp	

Vlad, Giant Spider Companion Cr —
N	Small	vermin
Init +4;	Senses darkvision,	tremorsense	30	ft.;	
Perception	+0

defenSeS

AC 17,	touch	15,	flat-footed	13	(+4	Dex,	+2	natural,	+1	
size)

hp 13	(3d8)
Fort +3,	Ref +7,	Will +1
Defensive Abilities evasion;	Immune mind-
affecting	effects

offenSe

Speed 30	ft.,	climb	30	ft.
Melee bite	+1	(1d4–2	plus	poison)
Special Attacks poison	(save Fort	DC	11,	frequency 1/
round	for	4	rounds,	effect 1	Str	damage,	cure 1	save)

StatiStiCS

Str 7,	Dex 18,	Con 10,	Int —,	Wis 10,	Cha 2
Base Atk +2;	CMB -1;	CMD 13	(25	vs.	trip)
Skills Climb	+6,	Stealth	+8
SQ link,	share	spells,	tricks	(attack,	defend,	guard)	
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2C. The Usual Suspect (CR 4)
A tangle of trees ahead forms a narrow passage into 
a particularly dark clearing. Dense sheets of webbing 
surround the clearing on all sides, making this passage 
the only entrance or exit. A curtain of thinner webbing 
covers the passage but doesn’t prevent egress.

The	interior	of	the	clearing	is	dark;	no	light	
penetrates	the	thick	canopy	of	webbing	above.

Trap:	The	entrance	to	the	clearing	is	guarded	by	two	
ettercap	suspension	nooses.

SuSpenSion nooSe (2) Cr 2
XP 600 each
Type mechanical;	Perception DC	20;	Disable 

Device DC	20

effeCtS 

Trigger location;	Reset repair
Effect +15	CMB	check	(grapple).	A	Medium	creature	
grappled	by	the	suspension	noose	is	jerked	10	feet	into	
the	air,	suspended	from	a	tree.	A	suspended	character	
suffers	an	additional	–4	penalty	to	attacks	and	Reflex	
saves,	and	cannot	move.	The	CMD	to	escape	the	

trap	is	25,	and	trapped	creatures	suffer	a	–4	penalty	
to	CMB	or	Escape	Artist	checks	to	escape	the	trap.	
Another	adventurer	can	make	the	checks	at	no	penalty	
if	they	climb	an	adjacent	tree	or	can	aid	another	while	
standing	under	the	suspended	adventurer.

Monster:	Lurking	inside	is	a	depressed	and	
confused	ettercap.	It	doesn’t	understand	why	its	spider	
friends	have	abandoned	it.	If	the	adventurers	don’t	
immediately	attack,	it	tries	to	talk	to	them,	potentially	
giving	them	directions	to	the	Grand	Hive,	hoping	that	
they	can	make	things	go	back	to	how	they	were	before.

etterCap b1 Cr 3
XP 800
hp 30

Treasure:	A	DC	15	Perception	check	finds	a	
desiccated	human	cocooned	in	spider	silk	hidden	

within	the	webs	in	the	back	of	the	clearing.	It	still	
wears	masterwork	breastplate	and	carries	a	spear,	
composite	longbow,	and	28	gp.

Development:	If	the	adventurers	talk	to	
the	ettercap,	it	does	its	best	to	explain	that	it	
is	not	behind	the	spider	attacks	and	doesn’t	
know	why	the	spiders	are	acting	strangely.	
Read	or	paraphrase	the	following	statements	the	
ettercap	might	offer,	depending	on	the	adventurers’	
questions.

“Me	no	send	spiders	to	attack,	spiders	leave	me	all	
alone.”

“Not	know	why	spider	friends	act	strange,	just	leave,	
not	say	why.”

“Not	attack	town,	stay	in	woods.	Nice	and	safe.”

“Spiders	go	to	bad	place,	stones	there	bad,	rotten.”

The	ettercap	can	give	crude	directions	to	the	stone	
circle	in	area	3	if	asked.	If	the	adventurers	get	these	
directions	from	the	ettercap	peacefully,	award	them	full	
experience	points	as	if	they	defeated	him	in	combat.

2D. The Unusual Suspects (CR 3)
You spot several small blue bodies scattered on the 
ground between the trees ahead, the gaping wounds in 
their torsos weeping ichor.

Monster:	The	local	mites	are	flustered	and	
frustrated	that	their	vermin	friends	simply	got	up	and	
left.	At	first,	they	panicked	and	stayed	in	their	lair	
under	the	Webwoods,	feeling	vulnerable	without	their	
monstrous	pets.	When	several	days	passed	and	the	
spiders	didn’t	return,	the	mites	got	even	more	agitated	
and	eventually	chose	to	leave	the	safety	of	their	lair	to	
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rescue	their	spider	friends.	A	noble	intention,	perhaps,	
had	they	not	been	using	the	spiders	as	warbeasts	to	
attack	and	torment	vulnerable	prey.

The	mites	really	have	no	idea	how	to	find	their	
particular	spider	friends,	nor	how	to	get	them	to	come	
back	home,	so	they’ve	wandered	the	Webwoods	and	
tried	to	keep	a	low	profile.	Unfortunately,	their	luck	has	
run	out,	and	they’ve	been	beset	upon	by	a	giant	black	
widow	spider.	While	their	damage	reduction	normally	
protects	them	from	minor	threats	in	the	woods,	this	
beast	is	still	easily	able	to	kill	them	with	a	single	bite.

When	the	adventurers	approach,	they	can	see	
several	mite	bodies,	and	a	DC	5	Perception	check	
allows	them	to	hear	the	sounds	of	combat	ahead.	50	
feet	away,	they	find	the	injured	black	widow	savagely	
attacking	the	remaining	eight	mites.	In	total,	5	mites	
have	already	been	killed.	The	adventurers	can	easily	
avoid	this	encounter,	as	both	the	black	widow	and	the	
mites	are	far	too	busy	fighting	each	other	to	notice	the	
adventurers	if	they	don’t	close	the	distance.	If	they	do	
approach,	the	mites	call	out	to	them	in	Undercommon	
for	help.	The	black	widow	simply	attacks	the	closest	
target	each	round	and	fights	to	the	death.	If	the	
adventurers	wait	and	watch,	the	mites	flee	if	two	more	
of	their	number	are	killed,	but	if	the	adventurers	aid	
them,	they	will	fight	until	four	are	killed	before	fleeing.	
If	the	adventurers	simply	watch,	one	of	the	mites	tries	
to	beseech	them	in	broken	Common	with	the	single	
word	“help”	on	the	second	round	of	combat.

miteS (8) b1 Cr 1/4
XP 100 each
hp 3

Giant blaCk widow Spider b2 Cr 3
XP 800
hp 37	maximum;	26	currently

Development:	If	the	adventurers	defeat	the	black	
widow,	any	surviving	mites	are	willing	to	tell	them	what	
little	they	know	about	the	situation	and	will	forsake	
their	more	malicious	natures	for	the	moment.	If	the	
adventurers	speak	Undercommon,	the	mites	clearly	
explain	that	they	know	about	the	ettercap	and	had	
planned	to	visit	him	to	determine	if	he	knew	why	the	
spiders	are	acting	strangely.	If	the	adventurers	ask	
about	other	notable	landmarks	nearby,	they	can	direct	
them	to	locations	2B	and	3	as	well.	If	the	adventurers	
don’t	speak	Undercommon,	the	mites	merely	say,	in	
broken	Common,	“Spiders	run	away.	Looking	why.”	
After	their	close	call	with	the	monstrous	widow,	they	
decide	discretion	is	the	better	part	of	valor	and	retreat	
to	their	caves	under	the	Webwood	further	to	the	east.

Part 3: Drothic Circle
In	centuries	past,	the	Drothic	barbarian	tribe	

roamed	the	Webwoods	and	from	the	forest	launched	a	
reign	of	terror	on	the	surrounding	lands.	They	raided	
settlements	for	sacrificial	victims	to	offer	to	their	dark	
god,	and	it	was	here	in	this	circle	of	standing	stones	
that	they	tortured	and	eviscerated	their	prisoners,	
drawing	their	pain	and	torment	out	for	days	at	a	time	
before	finally	finishing	the	sacrifice.	The	residual	
miasma	of	the	dark	rites	performed	here	has	created	
a	permanent	CL	10th	desecrate	effect,	with	the	stone	
circle	acting	as	a	fixture	to	a	deity.	

The	psychic	torment	of	so	many	victims	over	time	
created	the	echo	that	drifted	into	the	deep	Ethereal	
Plane	and	left	a	trail	for	the	entity	calling	itself	the	
Grand	Hive,	and	it	is	here	that	the	adventurers	
eventually	track	down	that	entity	and	can	put	an	end	
to	its	control	of	the	vermin	of	the	Webwoods.	If	they	
defeat	its	host	body,	they	can	also	rescue	the	townsfolk	
of	Mossdale	and	ensure	that	the	spiders	don’t	assault	
other	settlements	in	the	region.

3A. Ancient Dead (CR 1)
A ring of granite stones surrounds this clearing in 
the woods. Some are topped by dolmens, forming 
archways, while others lean drunkenly, propped up by 
adjacent stones. A few have fallen over completely.

Monster:	When	the	Grand	Hive	breached	the	
Material	Plane	after	following	the	psychic	maelstrom	of	
the	torment	from	this	site,	it	brought	some	of	that	energy	
into	the	Material	Plane	along	with	it.	The	memory	of	
their	torture	and	pain	has	stirred	the	bones	of	the	victims	
who	were	buried	here,	animating	them	as	skeletons.	
They	have	no	equipment	but	do	have	the	benefit	of	being	
animated	under	the	effects	of	the	desecrate effect.	The	
skeletons	ignore	the	mindless	vermin	of	the	woods	and	
will	not	enter	the	circle	of	standing	stones.	When	the	
adventurers	approach,	however,	they	mercilessly	attack	
them,	fighting	to	the	death.

deSeCrated SkeletonS (4) b1 Cr 1/3
XP 100 each
AC 14	(+2	Dex,	+2	natural)
hp 6
Fort +2,	Ref +4,	Will +4
Melee 2	claws	+4	(1d4+4)
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3B. Stone Circle (CR 4)
The interior of the stone circle is free of trees, but webs 
cross from one stone to the next, forming an overhead 
canopy which gives the circle the semblance of a room. 
In the center of the circle stands an archway of stone; 
a dark hole breaches the ground beneath it.

The	standing	stones	are	15	feet	tall,	and	the	web	
dome	above	is	30	feet	high	at	its	center.	The	archway	is	
10	feet	high	and	requires	a	DC	12	Climb	check	to	scale.

Monster:	Three	giant	spiders	lurk	in	the	webs	
above,	roughly	equidistant	around	the	circle.	Once	the	
adventurers	cross	the	threshold	of	standing	stones,	
the	spiders	attack,	flinging	webs	to	entrap	foes	before	
lowering	themselves	from	webs	to	get	close	enough	to	
disable	prey	with	their	venomous	bites.

Giant Spider (3) b1 Cr 1
XP 400 each
hp 16

3C. The Dark Spiral (CR 3)
A dark tunnel descends into the earth, its rough 
crumbling walls curving ahead and out of sight. 

This	tunnel	spirals	under	the	stone	circle	to	an	
ancient	Drothic	shrine.	The	profane	resonance	of	the	
site	has	corrupted	two	spiders	that	live	in	these	tunnels,	
turning	them	into	hellspinners.

Monster:	Two	hellspinners	have	built	nests	around	
the	first	bend	in	the	spiral.	They	patiently	wait	for	
prey	to	pass	between	their	trap	doors,	and	then	spring	
out	and	attack.	Any	creature	passing	by	their	lair	that	
fails	a	Perception	check	against	their	Stealth	check	is	
surprised.	While	within	its	lair,	a	hellspinner	has	cover.
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hellSpinner (2) Cr 1
Fiendish	giant	trap	door	spider
XP 400 each
N	Medium	vermin
Init +3;	Senses darkvision	60	ft.,	tremorsense	60	ft.;	
Perception	+4

defenSeS

AC 14,	touch	13,	flat-footed	11	(+3	Dex,	+1	natural)
hp 16	(3d8+3)
Fort +4,	Ref +4,	Will +1
Immune mind-affecting	effects;	Resist cold	5,	fire	5

offenSe

Speed 30	ft.,	climb	30	ft.
Melee bite	+2	(1d4	plus	poison)
Special Attacks smite	good	(1/day,	+3	damage	to	
good	target)

StatiStiCS

Str 11,	Dex 17,	Con 12,	Int —,	Wis 10,	Cha 2
Base Atk +2;	CMB +2;	CMD 15	(27	vs.	trip)
Feats Spring	Attack	B
Skills Climb	+16,	Perception	+4,	Stealth	+7;	Racial 

Modifiers +4	Perception,	+4	Stealth,	+16	Climb

eColoGy

Environment any
Organization solitary,	pair,	or	colony	(3–8)
Treasure incidental

SpeCial abilitieS

Poison (Ex) Bite—injury;	save Fort	DC	12,	frequency 
1/round	for	4	rounds,	effect 1	Strength	damage,	cure 
1	save

3D. Demonic Castoff (CR 2)
This room is dominated by a faintly glowing magic 
circle. Dim red light pulses to the rhythm of a 
heartbeat. A figure stands silently in the center of the 
circle.

A	DC	20	Perception	check	is	required	to	notice	the	
secret	door	leading	to	this	room.	When	the	Drothic	
barbarians	used	this	shrine	for	sacrifices,	priests	and	
wizards	summoned	demons	into	this	area	to	aid	them	
in	battle.	When	the	room	was	last	used,	a	lowly	dretch	
found	itself	stuck	within	the	summoning	circle,	trapped	
but	never	bound	into	service.	Its	summoner	is	long	
dead	now,	never	to	return	to	complete	the	binding.	The	
dretch	has	entered	a	catatonic	like	state	after	centuries	
of	boredom	trapped	in	the	summoning	circle	with	
no	ability	to	escape	on	its	own.	The	Grand	Hive	has	
not	discovered	this	room,	and	so	the	dretch	remains	
trapped	and	forgotten	here.

Monster:	Crossing	the	threshold	of	the	circle,	
either	bodily	or	with	a	ranged	or	melee	attack,	frees	
the	dretch,	who	quickly	returns	to	a	conscious	state.	
The	following	round,	the	dretch	attacks	the	nearest	
creature;	maddened	by	the	idle	passing	of	centuries,	it	
fights	to	the	death.

dretCh b1 Cr 2
XP 600
hp 18

Treasure:	In	the	far	corner	of	the	room,	
unreachable	without	breaking	the	circle,	is	a	small	
table	with	an	apprentice’s	forgotten	spellbook	upon	it.	
It	contains	the	spells	enlarge person,	protection from 
good,	shield,	summon monster I,	true strike,	web bolt 
ARG,	acid arrow,	protection from arrows,	and	web.

3E. The Grand Hive
A dark stone altar lies at the far end of this chamber. 
Its rough surface is marred by dozens of chips, as if it 
were repeatedly stabbed with a sharp implement; a 
faint rust-colored stain fills the holes. Hanging from 
the webbing along the ceiling are the cocooned forms 
of over a dozen humanoids.

The	archway	requires	a	DC	15	Climb	check	to	scale.

Monster:	The	Grand	Hive	has	chosen	the	most	
deadly	spider	in	the	woods	as	its	anchor	to	the	
Material	Plane.	A	giant	assassin	spider	hides	under	the	
archway,	observing	the	giant	spiders	in	the	clearing	
as	they	fight	the	adventurers.	If	they	defeat	the	
spiders,	the	Grand	Hive	waits	until	they	approach	the	
altar	before	ambushing	them.	Once	it	attacks	in	the	
surprise	round	or	first	round	of	combat,	it	reveals	its	
presence	by	telepathically	speaking	to	the	adventurers,	
mocking	their	failures	in	combat,	and	aggrandizing	
its	superiority.	If	it	impales	an	adventurer,	it	climbs	
the	exterior	of	the	archway,	giving	itself	time	to	kill	its	
victim	before	seeking	out	another.	It	fights	to	the	death,	
confident	it	is	superior	to	the	weak	corporeal	creatures	
of	the	Material	Plane.	

Some	examples	of	taunts	and	boasts	it	might	use	
during	combat	include:

“You	may	call	me	the	Grand	Hive.	You’ve	destroyed	
some	of	my	playthings,	but	studying	you	will	be...	
informative.”

“You	cannot	comprehend	my	superior	intellect.	Fall	
before	me	if	you	insist	on	resisting.”

“Your	pathetic	attempts	to	harm	me	are	futile.	I	exist	
beyond	your	understanding.”
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“As	disgusting	as	your	bodies	are,	the	fluids	inside	
should	prove	to	be	delicious	indeed.”

Giant aSSaSSin Spider Cr 4
See	page	14
XP 1,200
hp 39	(6d8+12)

Treasure:	A	secret	compartment	can	be	found	in	
the	base	of	the	altar	with	a	DC	20	Perception	check.	
Inside	is	a	+1 dagger	which	gains	the	human bane 
property	for	one	hour	after	killing	a	human.

Development:	Once	the	adventurers	kill	the	
host	body	of	the	Grand	Hive,	all	of	the	spiders	in	the	
Webwoods	revert	to	their	usual	behaviors,	and	while	
they	certainly	present	a	threat,	they	are	now	dangerous	
only	to	those	who	enter	their	territory	or	to	small	
animals	near	the	woods	upon	which	they	prey.	The	
Grand	Hive	itself	is	flung	back	to	the	depths	of	the	
Ethereal	Plane,	shrieking	a	telepathic	cry	of	despair.	

The	cocoons	hanging	from	the	ceiling	contain	all	of	the	
abducted	victims	from	Mossdale,	including	Helmut	
Roskan	and	Ivandel	Fiskarton,	as	well	as	10	other	
townsfolk.	They	all	have	Str	2	from	spider	venom,	but	
can	walk	back	to	town	if	the	adventurers	escort	and	
protect	them.	

Concluding the 
Adventure

After	the	adventurers	return	the	abductees	to	
Mossdale,	the	townsfolk	quickly	recover	after	a	few	
days	of	rest	and	vociferously	thank	the	adventurers	
for	saving	them	and	their	town.	Ivandel	is	more	than	
happy	to	let	the	adventurers	keep	any	of	his	alchemical	
items	and	potions	they	may	have	taken	and	also	
rewards	each	of	them	with	a	1st-level	potion	of	their	
choice.	If	the	adventurers	initially	came	to	Mossdale	to	
pick	up	a	delivery	of	webmoss	ropes,	Ivandel	is	happy	

the Grand hiVe

The	Grand	Hive	is	an	unusual	enemy,	as	it	isn’t	
a	creature	per	se,	but	a	bodiless	entity.	It’s	not	
merely	incorporeal,	made	of	gas,	or	some	other	
sort	of	ephemeral	being,	but	more	akin	to	an	
intelligence	that	exists	purely	mentally,	similar	to	the	
consciousness	of	an	intelligent	magic	item.	Normally	
such	entities	never	encounter	physical	beings	or	
matter,	instead	existing	in	a	realm	of	pure	mental	
energy	and	thought.	However,	the	Grand	Hive	was	
able	to	follow	a	trail	of	strong	emotion	back	to	the	
Drothic	ruins,	and	when	crossing	the	barrier	to	the	
Material	Plane,	it	became	something	new	and	unique.	
It	has	the	following	abilities:

Alignment NE;	Int 22,	Wis 8,	Cha 18
Senses vision	and	darkvision	120	ft.,	detect thoughts 
60	ft.	(constant)

Control Vermin (Su) The	Grand	Hive	can	
establish	control	over	any	vermin	within	range	
of	its	telepathy.	If	the	target	vermin	fails	a	DC	22	
Will	saving	throw,	the	Grand	Hive	can	control	it	
as	if	using	a	dominate monster spell,	despite	the	
vermin	being	immune	to	mind-affecting	abilities.	
As	mindless	creatures,	they	can	only	follow	
simple	instructions	but	can	be	given	long	term	
instructions,	such	as,	“Travel	to	the	nearby	town,	
kill	any	who	resist,	then	capture	and	return	any	
others	to	me.”

Detect Thoughts (Su) The	Grand	Hive	has	
a	constant	detect thoughts effect	in	place.	It	

automatically	detects	any	creature	with	an	
Intelligence	of	1	or	higher	and	can	spend	additional	
standard	actions	to	mimic	the	second	and	third	
round	effects	of	the	spell.

Hive Mind (Su) When	possessing	a	host,	the	Grand	
Hive	can	form	a	hive	mind	with	other	creatures	
of	its	type	(i.e.	vermin).	Any	such	creature	within	
300	feet	is	mentally	linked	such	that	if	any	is	aware	
of	a	particular	danger,	they	all	are,	and	none	are	
considered	flanked	or	flat-footed	unless	all	of	them	
are.

Inhabit Host (Su) The	Grand	Hive	cannot	normally	
exist	in	the	physical	world.	Upon	crossing	a	planar	
breach	into	a	plane	with	physical	matter,	it	can	
only	remain	for	1	minute	before	being	shunted	back	
to	the	deep	Ethereal.	It	can	shield	itself	from	this	
effect	by	inhabiting	a	host	creature,	if	that	creature	
fails	a	DC	20	Will	saving	throw.	Once	inhabiting	
a	host,	it	fully	controls	that	creature’s	actions	as	
if	it	were	the	Grand	Hive’s	body	and	uses	the	host	
creature’s	abilities.	If	the	host	creature	is	mindless,	
the	Grand	Hive	retains	that	creature’s	immunity	
to	mind-affecting	effects,	as	the	host	shields	it	
from	mental	effects.	If	the	host	creature	is	killed,	
the	Grand	Hive	is	immediately	shunted	into	the	
deep	Ethereal,	and	is	forever	barred	from	using	the	
particular	planar	breach	it	crossed.

Telepathy (Su) The	Grand	Hive	can	communicate	
using	telepathy	with	any	creature	within	120	feet	
that	has	a	language.
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to	give	it	to	them,	and	they	can	return	to	drop	off	the	
shipment	with	their	initial	employer.	Upon	delivery,	
they	are	paid	50	gp	each.	The	adventurers	are	forever	
welcome	in	Mossdale	and	treated	as	heroes	there,	given	
free	room	and	board	anytime	they	decide	to	visit	in	the	
future.	If	they	wait	for	the	townsfolk	to	recover	from	
their	ordeal,	a	great	feast	is	organised	in	their	honor.

It’s	up	to	the	adventurers	how	to	handle	the	various	
monstrous	inhabitants	of	the	Webwood.	They	may	
choose	to	let	them	be	if	they	had	peaceful	interactions,	
or	decide	to	hunt	them	down	once	the	spider	crisis	is	
over	to	ensure	they	don’t	cause	trouble	for	Mossdale	
in	the	future.	Depending	on	any	agreements	they	may	
have	made	in	the	course	of	this	adventure,	this	could	
have	alignment	repercussions	for	some	lawful	or	good	
characters.

The	Grand	Hive	is	banished	back	to	the	Ethereal,	
banished	from	the	corporeal	playground	of	thoughts	
and	sensations	it	discovered.	However,	it	knows	the	
Material	Plane	exists	now,	and	it	won’t	stop	seeking	
a	way	back.	If	the	adventurers	research	what	kind	of	
entity	the	Grand	Hive	was,	a	DC	25	Knowledge	(planes)	
check	tells	them	that	the	deep	Ethereal	contains	strange	
creatures	composed	of	pure	thought	and	mental	energy	
with	no	physical	bodies.	

A	month	after	the	adventurers	defeat	the	Grand	
Hive,	they	all	experience	a	vivid	dream	of	their	minds	
being	sifted	through,	with	their	innermost	thoughts	
being	spied	upon.	They	awake	in	a	cold	sweat	to	the	
telepathic	echoes	of	the	words,	“I	won’t	forget	you;	your	
thoughts	are	unique.”

Continuing the 
Adventure

The	Grand	Hive	isn’t	going	to	let	its	banishment	
from	the	Material	Plane	stop	its	designs	on	the	
material	world.	Now	that	it	knows	the	Material	Plane	
exists,	it	will	eventually	find	its	way	back,	and	time	is	
meaningless	to	it.	Once	it	returns,	it	will	look	for	more	
hosts	it	can	inhabit,	and	more	powerful	creatures	it	
can	control.	After	being	defeated	by	the	adventurers,	
it	knows	their	mental	signature	and	will	seek	them	
for	revenge.	Initially,	it	can	only	control	mindless	
creatures,	such	as	the	spiders	in	the	Webwood,	and	
upon	its	return	it	might	discover	that	it	can	also	control	
mindless	constructs	or	undead,	providing	for	a	more	
powerful	army	of	puppets.	Given	enough	time	in	
the	material	world,	it	will	eventually	learn	to	control	
intelligent	creatures,	such	as	humanoids,	which	would	
give	it	access	to	a	far	more	diverse	set	of	abilities.	

The	GM	could	decide	to	have	the	Grand	Hive	return	
multiple	times,	when	the	adventurers	are	of	higher	
levels	and	able	to	combat	more	powerful	hosts	which	
the	Grand	Hive	can	control.	A	final	adventure	against	
the	Grand	Hive	might	entail	following	it	into	the	deep	
Ethereal	Plane,	either	to	confront	it	directly	or	after	
discovering	a	means	to	sever	its	connection	to	the	
material	world	forever.

In	the	more	immediate	future,	Ivandel	can	act	
as	a	mentor	and	sponsor	for	additional	adventures.	
He	could	hire	the	adventurers	to	deliver	additional	
shipments	of	webmoss	ropes,	as	few	are	willing	to	
travel	to	Mossdale	due	to	the	danger	of	the	Webwoods,	
or	he	could	ask	the	adventurers	to	retrieve	other	exotic	
flora	and	fauna	which	he	can	alchemically	treat	to	
create	valuable	and	useful	goods.

The	adventurers	might	also	choose	to	investigate	
other	Drothic	ruins	and	sites	to	explore	for	lost	treasure	
or	ensure	they	don’t	spawn	additional	dangers	due	to	
the	dark	rites	performed	there.	Because	the	Drothic	
barbarians	were	demon	worshipers	and	practitioners	
of	human	sacrifice	and	cannibalism,	there	are	
opportunities	to	encounter	ghouls	and	other	undead	
as	well	as	fiendish	servants	bound	to	their	ruins.	The	
Drothic	tribes’	success	as	conquerors	and	raiders	
also	allowed	them	to	gather	treasures	from	many	
surrounding	lands,	in	addition	to	their	own	magic	
which	remains	hidden	at	various	locations.

new monSter: Giant aSSaSSin Spider
The head of this awkward-looking vermin towers above its 
body. Long mandibles reach almost to the ground amidst a 
forest of spindly legs.

Giant aSSaSSin Spider Cr 4
XP 1,200
N	Large	vermin
Init +3;	Senses darkvision	60	ft.,	tremorsense	60	ft.;	
Perception	+8

defenSeS

AC 18,	touch	12,	flat-footed	15	(+3	Dex,	+6	natural,	–1	
size)

hp 39	(6d8+12)
Fort +7,	Ref +5,	Will +2

offenSe

Speed 30	ft.,	climb	30	ft.
Melee bite	+8	(1d8+5	plus	grab	and	poison)
Space 10	ft.;	Reach 10	ft.
Special Attacks impale,	suspend

StatiStiCS
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their	mandibles	into	their	prey,	fixing	them	in	place,	
making	them	unable	to	escape	or	close	the	distance	to	
attack.	Assassin	spiders	patiently	wait	for	their	prey	to	
succumb	to	their	poison,	and,	once	limp,	lower	their	
corpses	to	ground	level	so	as	to	feed.

Assassin	spiders	often	invade	the	webs	of	other	giant	
spiders,	plucking	at	them	to	cause	vibrations	that	lure	
arachnid	prey	to	investigate.

Str 20,	Dex 17,	Con 15,	Int —,	Wis 10,	Cha 2
Base Atk +4;	CMB +10	(+14	grapple);	CMD 23	(35	
vs.	trip)

Skills Acrobatics	+11,	Climb	+21,	Perception	+8,	
Stealth	+11	(+15	in	webs);	Racial Modifiers +8	
Acrobatics,	+16	Climb,	+8	Perception,	+8	Stealth	
(+12	in	webs)

eColoGy

Environment any	land
Organization solitary,	pair,	or	colony	(3–8)
Treasure incidental

SpeCial abilitieS

Impale (Ex) A	creature	grappled	by	an	assassin	spider	
becomes	impaled	on	its	long	mandible.	The	impaled	
creature	is	stuck	in	place	10	feet	from	the	assassin	
spider,	and	cannot	move	closer	or	further	way	
without	escaping	the	grapple.	

Poison (Ex) Bite—injury;	save Fort	DC	17;	frequency 
1/round	for	6	rounds;	effect 1d4	Strength	damage;	
cure 2	saves.

Suspend (Ex)	A	successful	grapple	check	to	pin	
an	impaled	victim	allows	an	assassin	spider	to	lift	
its	prey	into	the	air,	holding	it	aloft.	A	suspended	
creature	suffers	a	–4	penalty	to	Escape	Artist	or	
CMB	checks	to	escape	the	grapple.	Assassin	spiders	
can	only	suspend	creatures	weighing	less	than	its	
maximum	load	(typically	1,200	pounds).

Giant	assassin	spiders	lurk	upside	down	from	
cave	ceilings,	overhangs,	or	tree	branches,	waiting	
for	prey	to	approach.	Once	in	range,	they	plunge	
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