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FLESHWEAVER
As this hideous monstrosity comes into view it resembles 
that of a nightmarish aberration fusion of giant spider and 
centaur with a head of an insect.

FLESHWEAVER - CR 7
XP 3,200
CE Large aberration
Init +2 ; Senses Darkvision 60 ft., detect magic; 
Perception +9

DEFENSES

AC 17, touch 11, flat-footed 15 (-1 size, +2 Dex, +6 
natural)
HP 45 (6d8+18)
Fort +5, Ref +4, Will +8
SR 17

OFFENSE

Speed 30 ft. Climb 20 ft.
Melee claw +4/+4 (1d6+3 plus poison)
Ranged large short bow +6 (1d8/×3 plus poison)
Space 10ft.; Reach 5ft.
Spell-Like Abilities (CL 6th)
3/day cause fear (DC 15), darkness (DC 15), detect magic 
Spells Known (CL 6th)
3rd (4/day) haste. 
2nd (6/day) hypnotic pattern (DC 14), web (DC 14). 
1st (7/day) mage armor, magic missile, obscuring mist, 
ray of enfeeblement (DC 13).
0 (at will) acid splash, daze (DC 12), mage hand, read 
magic, ray of frost (DC 12), resistance, touch of fatigue 
(DC 12).

STATISTICS

Str 15, Dex 15, Con 16, Int 15, Wis 16, Cha 16 
Base Atk. +4; CMB +7; CMD 20
Feats Combat Casting, Two-Weapon Fighting, Weapon 
Focus (claw)
Skill Acrobatics +8, Climb +13, Intimidate +9, Perception 
+9, Spellcraft +8, Stealth +12, Survival +6; Racial 
Modifiers +8 climb, +4 stealth
Languages Fleshweaver

ECOLOGY

Enviroment Underground
Organization Solitary, pair, or troupe (1-2 plus 7-12 
Medium monstrous spiders)
Treasure Double standard 

SPECIAL ABILITIES

Poison (Ex): Claws and Weapons* - Injury; save Fortitude 
DC 16; on set 1 round; effect paralyzed for 1 minute; cure 
1 save. This save DC is constitution based.

* Fleshweavers produce this venom from glands on their 
tongue, and they must use a move action to apply the 
poison to a claw or weapon. Once applied, the poison 

remains active for a number of rounds equal to the 
fleshweaver’s constitution modifier. 

Spells: A fleshweaver casts spells as a 6th-level cleric, 
sorcerer, or wizard, but does not gain any other class 
abilities.

Spider Climb (Ex): A fleshweaver’s legs produce a thick, 
gooey, natural substance that allows it to walk upon any 
vertical surface or ceiling. This ability works like the spell 
of the same name, but it is considered an extraordinary 
ability for the fleshweaver. 

Few monsters are more terrifying than the fleshweaver. The 
staccato clicking, insect-like sounds that accompany every 
movement of this creature can be extremely disquieting 
to anyone unaccustomed to them. Those who have the 
unfortunate pleasure of meeting a fleshweaver are usually 
never heard from again. When they are, only their skinless 
bodies are found. What happens to the skin of the victims 
of this evil fiend, only a few souls dare to guess.

A fleshweaver is a nightmarish aberration that seems to 
have come from the darkest corners of one’s mind. Often 
naked, this twisted reject of the arcane magic that created 
it is an unnatural combination of a dreadful-looking head 
attached to a humanoid torso, four large arthropod legs, 
and arms that end in a wide three fingered insect-like 
appendage. The scorched, misshapen, and malformed skin 
of the fleshweaver wraps tightly upon its body, as if barely 
fitting the creature’s form. Its skin, marked by the painful 
way the fleshweaver was brought to life, also tells the tale 
of countless battles fought against those who have fallen 
victim to it.

Even though a fleshweaver is massive and physically 
imposing, it moves with ease. It is remarkably agile for its 
size, and also has the amazing ability to climb vertically on 
walls as easily as one would walk across the floor. There are 
few sights more dreadful than that of a fleshweaver hanging 
above one’s heads, ready to drop on the unsuspecting 
victim below. The yellow colored, grime filled teeth and 
the unnatural golden eyes only reaffirm this creature’s 
unnatural existence.

Fleshweavers haunt the dark places of the world, preferring 
to hunt their preys in the many grottos and passageways of 
the underground complex in which they live. They make 
their lairs in abandoned ruins or caves, and always protect 
their homes and treasures ferociously. Since they never 
work in groups, fleshweavers live in isolation, far from 
other creatures — even other fleshweavers. Their lairs are 
usually large enough for them to be comfortable in, but 
small enough to be easily hidden from those who would 
seek to rob them of their valuables. Their treasures typically 
consist of the skins of their many victims as well as any 
valuables they may have found on them. Fleshweavers 
sometimes use magic or even trained monstrous spiders to 
protect their homes. When they are out hunting, they can be 
found in their lairs. 
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FLESHWEAVER PARAGON CR 10
XP 3,200
Male Fleshweaver Paragon 3  
CE Large aberration
Init +4; Senses Darkvision 60 ft., detect magic; 
Percerption +9

DEFENSES

AC 22, touch 13, flat-footed 18 (-1 size, +4 Dex, +9 
natural)
HP 85 (9d8+36+9)
Fort +9, Ref +6, Will +9 
SR 17

OFFENSE

Speed 30 ft. Climb 20 ft.
Melee claw +6/+6/+1 (1d6+3 plus poison)
Ranged large short bow +10/+5 (1d8/×3 plus poison)
Space 10ft.; Reach 5ft.
Spell-Like Abilities (CL 6th)
3/day cause fear (DC 21), darkness (DC 21), detect magic 
Spells Known (CL 6th)
3rd (4/day) haste. 
2nd (6/day) hypnotic pattern (DC 18), web (DC 18). 
1st (7/day) mage armor, magic missile, obscuring mist, 
ray of enfeeblement (DC 17).
0 (at will) acid splash, daze (DC 16), mage hand, read 
magic, ray of frost (DC 16), resistance, touch of fatigue 
(DC 16).

STATISTICS

Str 15, Dex 18, Con 19, Int 15, Wis 16, Cha 21
Base Atk. +6; CMB +10; CMD 20
Feats Combat Casting, Deadly Aim, Toughness, 
Two-Weapon Fighting, Weapon Focus (claw)
Skill Acrobatics +13, Climb +16, Intimidate +14, 
Perception +13, Spellcraft +11, Stealth +18, Survival 
+10; Racial Modifiers +8 climb, +4 stealth
Languages Fleshweaver

ECOLOGY

Enviroment Underground
Organization Solitary, pair, or troupe (1-2 plus 7-12 
Medium monstrous spiders)
Treasure Double standard 

SPECIAL ABILITIES

Enhanced Spellcasting (Ex): Because of their weird 
magical origin, fleshweavers are naturally adept 
at casting spells. Fleshweaver paragons continue to 
develop this precious gift, and they become even better 
at it as they gain experience and grow more powerful. 
The fleshweaver paragon adds +1 to the Difficulty Class 
of the saving throws of all spells it casts. 

Poison (Ex): Claws and Weapons* — Injury; save 
Fortitude DC 17; on set 1 round; effect paralyzed for 1 
minute; cure 1 save. This save DC is constitution based.

* Fleshweavers produce this venom from glands on their 
tongue, and they must use a move action to apply the 
poison to a claw or weapon. Once applied, the poison 
remains active for a number of rounds equal to the 
fleshweaver’s constitution modifier. 

Spells: A fleshweaver casts spells as a 6th-level cleric, 
sorcerer, or wizard, but does not gain any other class 
abilities.

Spider Climb (Ex): A fleshweaver’s legs produce a thick, 
gooey, natural substance that allows it to walk upon any 
vertical surface or ceiling. This ability works like the spell 
of the same name, but it is considered an extraordinary 
ability for the fleshweaver. 

Fleshweaver paragons continue to develop their natural 
magical aptitudes. As they gain experience, they become 
more proficient spellcasters, and they quickly surpass the 
typical members of their species in the magical arts. As 
they learn to control more powerful magic, their flesh also 
hardens and thus their natural armor improves. 

Although fleshweavers sometimes battle each other for 
control of specific hunting grounds, those known to be 
paragons are usually left alone. Even the selfish and 
sadistic fleshweavers know that it is better to leave these 
rare specimens be, for they are the greatest and evilest 
among them. Though they do not hold special status among 
fleshweavers, paragons are easily recognized by the strange 
markings that they bear — ritual scars that they cut into the 
flesh of their own torsos.

GLOAMBRISTLE FLESHWEAVER CR 10
XP 9,600
CE Large aberration
Init +4; Senses Darkvision 60 ft., detect magic; 
Percerption +9

DEFENSES

AC 19, touch 13, flat-footed 15 (-1 size, +4 Dex, +6 
natural)
HP 85 (9d8+36+9)
Fort +7, Ref +7, Will +10 
SR 17

OFFENSE

Speed 30 ft. Climb 20 ft.
Melee claw +8/+8/+3 (1d6+3 plus poison)
Ranged large short bow +10/+5 (1d8/×3 plus poison)
Space 10ft.; Reach 5ft.
Spell-Like Abilities (CL 6th)
3/day  cause fear (DC 20), darkness (DC 20), detect magic 
Spells Known (CL 6th)
3rd (4/day) haste. 
2nd (6/day ) hypnotic pattern (DC 17), web (DC 17). 
1st (7/day) mage armor, magic missile, obscuring mist, 
ray of enfeeblement (DC 16).
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0 (at will) acid splash, daze (DC 15), mage hand, read 
magic, ray of frost (DC 15), resistance, touch of fatigue 
(DC 15).

STATISTICS

Str 15, Dex 18, Con 19, Int 15, Wis 16, Cha 21
Base Atk. +7; CMB +10; CMD 20
Feats Combat Casting, Deadly Aim, Toughness, 
Two-Weapon Fighting, Weapon Focus (claw)
Skill Acrobatics +13, Climb +16, Intimidate +14, 
Perception +13, Spellcraft +11, Stealth +18, Survival 
+10; Racial Modifiers +8 climb, +4 stealth
Languages Fleshweaver

ECOLOGY

Enviroment Underground
Organization Solitary, pair, or troupe (1-2 plus 7-12 
Medium monstrous spiders)
Treasure Double standard 

SPECIAL ABILITIES

Poison (EX): Claws and Weapons* - Injury; save 
Fortitude DC 17; on set 1 round; effect paralyzed for 1 
minute; cure 1 save. This save DC is constitution based.

* Fleshweavers produce this venom from glands on their 
tongue, and they must use a move action to apply the 
poison to a claw or weapon. Once applied, the poison 
remains active for a number of rounds equal to the 
fleshweaver’s constitution modifier. 

Spells: A fleshweaver casts spells as a 6th-level cleric, 
sorcerer, or wizard, but does not gain any other class 
abilities.

Spider Climb (Ex): A fleshweaver’s legs produce a thick, 
gooey, natural substance that allows it to walk upon any 
vertical surface or ceiling. This ability works like the spell 
of the same name, but it is considered an extraordinary 
ability for the fleshweaver. 
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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 languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, 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 derivative 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 representations; 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 
Content; (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, Distribute, 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 using this License. 

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

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors 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 Content 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 Agreement 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 
conjunction 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 versions 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. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based on original material 
by E. Gary Gygax and Dave Arneson. 

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy 
Collins, Jesse Decker, David Noonan, Rich Redman.

Monsters of NeoExodus: Fleshweaver Copyright 2011, Louis Porter Jr. 
Design, Inc.

OPEN GAME LICENSE Version 1.0a 
Written By Richard Farrese and Benjamin Wenham with Louis Porter Jr 

All mechanics on all pages is Open Game Content as defined by the Open Gaming License.


