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Introduction

Players have long wanted a chance to play as monsters, and 
GMs are always on the lookout for new and creative ways 
to torment their player characters. Pathfinder Roleplaying 
Game: Horror Adventures provided new rules for corruptions 
as a potential way to kill both of those birds with one 
stone, giving players access to exciting and monstrous 
abilities, while simultaneously tainting them and eroding 
at their humanity and their sense of self. While the eleven 
corruptions presented in Horror Adventures provide a wide 
array of options to choose from, there are far more things that 
can strip away humanity than those presented in that book.

The fear of spiders is one of humanity’s oldest and most dire. 
They’re creepy, crawly, and filled with deadly poison. They 
weave sticky webs as a lasting legacy to the horror of these 
tiny menaces. In fantasy, the drider combines all the worst 
elements of the spider with the terrifying subterranean dark 
elves. These horrible abominations are truly the stuff of 
nightmares, a heinous force that lurks in the dark and weaves 
webs about us. This book is about the drider corruption, a 
horrible process that takes an unlucky servant of good and 
fills them with the drider’s foul influence. The corruption 
draws influence from all the worst aspects of spiders, as well 
as from the drider’s unique abilities. The corrupted character 
will gain abilities like that of the spider, including poison and 
web-slinging powers, all while slowly being consumed by 
poison and the filth of evil.

Drider Corruption
In you flows the taint of the spider, which wears on your 
body and mind, slowly spreading its poison both literally and 
figuratively through your veins. Your body twists and morphs 
to resemble that of a spider, with many legs and eyes. Even as 
your body is twisted into an aberrant horror, your mind takes 
on the alien characteristics of the spider, becoming filled with 
a desire to manipulate and eat.

Catalyst
Generally, a drider corruption is acquired as a result of a fight 
with a drider or other spiderlike creature whose evil was so 
exceptional that their poison affects not just the body, but 
also the soul, leaving a lasting mark on the victim. Typically, 
a drider corruption begins slowly, but as the hunger for the 
living begins to grow, the transformation happens more and 
more rapidly.

Progression
A drider corruption is both physical and mental, attacking 
the body while darkening the mind. A drider corruption 
is driven chiefly by hunger and can be staved off, at least 
for a time, by sating that hunger. In order to stave off the 
corruption, one must consume at least 1 pint of blood from 
a creature that was still alive when it was eaten. Failure to 
do so requires that the character with the drider corruption 
must succeed on a Fortitude or Will save (DC = 15 + her 
manifestation level) or the corruption progresses. A character 
that succeeds on this save resists her hunger and need not 
make another saving throw or consume living flesh for 1 

month. Even a character that consumes living flesh must 
still make a saving throw once per month on the new moon, 
though if she consumed living flesh every day during the 
month, she gains a +5 bonus on this saving throws.
Corruption Stage 1: The drider’s evil takes root in your soul, 
and your body begins to change. Your hair turns bright silver 
and your skin darkness considerably. Your alignment shifts 
one step towards chaotic evil.
Corruption Stage 2: The hunger and hatred of the drider 
builds to a high level in your body, twisting you into a wicked 
being of hunger and cruelty. Your eyes turn red and your 
alignment becomes chaotic evil.
Corruption Stage 3: Your transformation is complete, as 
the drider’s taint overwhelms you. The GM gains control of 
your character and you become a drider or other spiderlike 
monster (at the GM’s discretion) if you had fewer than 12 Hit 
Dice, or a greater drider (see page 5) if you had more than 12 
Hit Dice.

Removing the Corruption
Drider corruption is a combination of physical and magical 
transformations, and requires a blend of physical and 
magical remedies to remove. Typically, this process involves 
a combination of surgery, obscure alchemical processes, and 
spells or rituals that must be laid upon the victim in a certain 
order. These rituals closely resemble those used by the drow 
to create driders and often involve at least some degree of 
the dread art of flesh warping. Rumors persist that surface 
elves have perfected a less invasive ritual that can be used to 
remove this corruption.

Manifestations
The following are manifestations of the drider corruption.

Climbing Legs 
Your spider legs have specially developed hooks that can 
latch onto any surface, but they try to force you into being an 
ambush predator, waiting for prey to come to you.
Prerequisite: Spider Legs.
Gift: You no longer need a free hand to climb and can scale 
sheer vertical surfaces and even suspend yourself from the 
ceiling, as though affected by the spell spider climb. 
Stain: If you spend more than 1 minute climbing in 
this fashion, you must make a Will save (DC = 10 + your 
manifestation level) or be unable to move from your current 
spot, except to attack a living creature, or to move to attack a 
living creature you can see. 
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Eyes of Evil
Your arachnoid eyes begin to glow with a vile red light as you 
gain extraordinary powers of perception.
Prerequisite: Spider eyes, manifestation level 5th
Gift: You are constantly affected by detect good, detect lawful, 
and detect magic (CL equal to twice your manifestation level). 
As a move action, you can concentrate on a single item or 
individual within 60 feet and determine if it is good, lawful, 
or has a magic aura, learning about its aura as if having 
studied it for 3 rounds. While focusing on one individual or 
object, you do not detect these auras in any other object or 
individual within range.
Stain: Your eyes glow with an evil light, causing all good 
characters to have their starting attitudes towards you 
reduced by 1 step. Additionally, because you can see the 
good and lawful so clearly, you cannot clearly see the wicked 
and wild. You can never benefit from a detect evil or detect 
chaos spell, and suffer a penalty equal to your manifestation 
level on Perception checks made to detect evil or chaotic 
characters.

Spider Eyes
Your eyes shift and morph, and you begin to view the world 
through the tainted lens of the drider’s exceptional vision.
Gift: You gain a bonus on all Perception checks equal to your 
manifestation level. You also gain darkvision 30 feet, or if 
you already possessed darkvision, your existing darkvision 
is increased by 30 feet. At manifestation level 4th, your 
darkvision improves to 60 feet (or your existing dark vision 
is increased by 60 feet, if you had darkvision when you 
gained this manifestation). At manifestation level 8th, your 
darkvision increases to 120 feet (or your existing dark vision is 
increased by 120 feet, if you had darkvision when you gained 
this manifestation).
Stain: Your spider-like eyes are unable to see color and you 
lose the ability to see in color. Additionally, the shape of your 
eyes is hideous to behold, causing you to suffer a -2 penalty 
on all Bluff and Diplomacy checks. Finally, because you have 
more eyes, you are more vulnerable to visual attacks, causing 
you to suffer a -4 penalty on saving throws against gaze 
attacks, and on saving throws to avoid being blinded. 

Spider Agility
You are exceptionally gifted at jumping, balancing, and 
moving quickly, but also prone to random spasmodic 
movements.
Gift: You gain a bonus on all Acrobatics and Climb checks 
equal to your manifestation level, and your movement speed 
is increased by 10 feet.
Stain: When initially confronted with a stressful situation, 
your body twitches and jumps in a way you cannot control. 
Whenever you first enter combat or similar stressful 
situations, you must make a Will save (DC = 10 + your 
manifestation level + your Constitution modifier) or be 
forced to make an Acrobatics check to jump as far as you can 
in a random direction. If this would cause you to land in a 
square where your life would be in immediate danger (such as 
jumping off a cliff or into a pool of lava), you gain a +2 bonus 
on this Will save.

Spider Bite 
You grow a pair of hideous oversized spider fangs that can 
suck the blood from those you bite.
Gift: You gain a bite primary natural attack that deals 1d3 
points of damage on a successful hit. Additionally, when you 
maintain control of a grapple, you can opt to drain blood 
rather than deal damage, inflicting 1d3 points of Constitution 
damage on your victim and regaining 5 hit points.
Stain: You have a great hunger for blood and must make a 
Will save (DC = 10 + your manifestation level) whenever you 
are adjacent to a helpless creature. If you fail, you begin to 
grapple the creature and attempt to drink his blood until 
he dies. You may attempt a new Will save at the end of each 
round to end this effect, but suffer a penalty equal to the total 
amount of Constitution damage you have inflicted to the 
target with your blood drain.
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Spider Legs 
Your legs twist and morph into hideous giant spider legs, 
covered in shiny black chitin, and occasionally they carry you 
to places you may not want to go. 
Gift: Your legs transform into 8 spider legs. Your land speed 
is increased by 10 feet and you gain a Climb speed equal to 1/2 
your land speed. Furthermore, you can move through webs, 
including those created by web and similar spells, without 
reducing your movement speed or risking becoming caught 
in the web. Due to your extra legs, you gain a +12 bonus to 
your CMD against trip attacks. 
Stain: Your spidery legs are faster than human legs, but 
refuse to be shod, and you are unable to wear feet slot magic 
items. Additionally, your spider legs occasionally decide to 
carry you to a place that you do not want to go. Once per day, 
your legs might decide to carry you on their own, causing the 
GM to control all of your movements for 10 minutes, unless 
you succeed on a Will save (DC = 10 + your manifestation 
level). Because the violent instincts of the drider are stronger 
during combat and other stressful situations, your legs 
remain at your disposal during these times, so that you 
might sate your hunger and need for violence. Finally, any 
humanoid creature that sees your spider legs knows you 
to be a monster, and you suffer a -8 penalty on Bluff and 
Diplomacy checks made to interact with humanoids that can 
see your legs.

Venomous Bite
Your tainted body produces the polluted poison of a drider, 
which can infect the body and minds of those you inject with 
it.
Prerequisite: Spider bite, manifestation level 3rd.
Gift: Your bite inflicts the following poison.

Drider poison Bite—injury; save Fortitude DC = 
10 + your manifestation level + your Constitution 
modifier; frequency 1/round for 6 rounds; effect 1d2 
Strength damage; cure 1 save. A character who fails 
more than 3 saves against this effect must attempt a 
Will save (DC = 10 + your manifestation level + your 
Charisma modifier) or gain the drider corruption.

Stain: The drider poison weakens the strength of your 
soul, and you suffer a penalty equal to the number of 
manifestations you possess on all saving throws to resist the 
progression of this corruption. 

Venom Immunity 
Your body does not tolerate foreign substances and reacts 
with great alacrity to defend you from other poisons and 
other obtrusive substances.
Gift: You become immune to all non-magical poisons, as well 
as the sickened condition.
Stain: You cannot tolerate potions or alchemical substances. 
Whenever you consume a potion (excluding alchemist 
extracts or consumable wondrous items), you must succeed 
on a Fortitude save (DC = 10 + your manifestation level + your 
Constitution score) or become nauseated for 1d4 rounds. 
Additionally, if you fail this saving throw, the consumed item 
has no effect.

Web
Your body constantly produces ghostly white webs, which you 
can use to bind your foes.
Gift: You gain the web universal monster ability, except that 
the DC to escape your web is equal to 10 + your manifestation 
level + your Constitution modifier. Additionally, a 5-foot-
square section of your web has a number of hit points equal 
to your manifestation level, and an amount of damage 
reduction equal to the number of manifestations you possess, 
which cannot be overcome by any means.
Stain: Whenever you are within 50 feet of a severely 
wounded character, your hunting instinct overtakes you 
and you unleash a web at that creature unless you succeed 
on a Will save (DC = 10 + your manifestation level + your 
Constitution modifier).

Web Armor 
Your body constantly creates webs that enshroud your form, 
protecting you from harm but slowing you down and possibly 
entombing you.
Prerequisites: Web, manifestation level 5th.
Gift: You gain a +3 natural armor bonus to AC, as well as a 
bonus equal to your manifestation level on disarm combat 
maneuver checks and combat maneuver checks made to 
establish, gain control of, or maintain a grapple. Additionally, 
whenever a character misses you with a melee attack, if she 
rolled a natural 1 on the attack roll, you may attempt either 
a disarm or grapple combat maneuver against her as a free 
action.
Stain: The webs that enshroud your body slow you down, 
obscure your vision, and weaken your reactions. You suffer 
a -2 penalty to Dexterity, your movement speed is reduced 
by 10 feet, and you suffer a penalty on all Perception checks 
equal to 1/2 your manifestation level.
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Greater Drider
 This hulking arachnoid creature stands 15 feet at the 
shoulder and has the sturdy legs of the deadly brown recluse, 
though in equally mammoth proportion. These legs support 
the chiton-covered humanoid torso, from which extend arms 
that end in two-pronged claws. Its head is that of a spider, cold 
and predatory, its red eyes giving no hint of what malice it has 
in store.

DRIDER, GREATER             CR 14
XP 38,400
CE Huge aberration
Init +7; Senses darkvision 120 ft., low-light vision, see 
invisibility, detect good, detect law.; Perception +29

DEFENSE
AC 29, touch 12, flat-footed 25 (+3 Dex, +1 dodge, +17 natural, 
–2 size)
hp 190 (20d8+100) 
Fort +13, Ref +11, Will +16
Immune mind-affecting effects, poison, SR 25
OFFENSE

Speed 60 ft., climb 30 ft. 
Melee 2 claws +20 (1d8+7 plus grab) and bite +20 (2d6+7 
plus poison)  
Space 15 ft.; Reach 10 ft. 
Special Attacks blood drain, venom web,  web (+21 ranged, 
DC 27, 20 hp), web strike
Spell-Like Abilities (CL 12th, concentration +14)

Constant—see invisibility
3/day—divination, discern location
1/day—control wind

STATISTICS

Str 24, Dex 16, Con 20, Int 14, Wis 14, Cha 14 
Base Atk +15; CMB +24; CMD 37 (49 vs. trip) 
Feats Ability Focus (poison, venom web, web), Alertness, 
Dodge, Great Fortitude, Iron Will, Improved Initiative, 
Lighting Reflexes, Power Attack 
Skills Bluff +22, Climb +38, Knowledge (dungeneering) + 25, 
Knowledge (religion) +22, Perception +29, Sense Motive +26; 
Racial Modifier +8 Climb 
Languages Celestial, Common, Draconic
ECOLOGY

Environment deserts
Organization solitary
Treasure standard
SPECIAL ABILITIES

Blood Drain (Ex): Whenever the greater drider begins 
its turn in control of a grapple, it automatically drains the 
blood of the creature it is grappling, dealing 1d4 points of 
Constitution damage to the target. The greater drider regains 
5 hit points for every point of Constitution damage dealt this 
way.

True Drider Poison Bite—injury; save Fortitude DC 
27; frequency 1 round/6 rounds; effect 1d4 Strength 
damage; cure 2 consecutive saves.

Light Vulnerability (Ex): A greater drider is a creature of 
darkness and is weakened by bright lights. When in an area 
of bright light, a greater drider loses his spell resistance and 
gains the blinded condition.

Venom Web (Su): Any creature which is entangled by the 
greater drider’s web attack must succeed on a Fortitude save 
(DC 27) or suffer 1d4 points of Dexterity damage. A creature 
that suffers at least 5 points of Dexterity damage in this way 
must make an additional Fortitude save (DC 27) or gain the 
drider corruption. This is a poison effect.

Web Strike (Su): A greater drider is especially gifted at 
attacking those caught in its webs. Whenever a greater drider 
makes an attack against a creature entangled by its web 
special attack, it deals an additional 2d6 points of damage to 
the target

Ecology

 Greater driders are powerful aberrations that 
combine all the worst aspects of humanoids and spiders. 
Like their smaller cousins, they were originally creations of 
the drow, though their exact origins are shrouded in mystery, 
at least to members of surface races. Some believe that 
they are the result of drow fleshcrafters applying the same 
techniques used to create driders from drow on some giant 
race, but critics of this theory are quick to point out that no 
known race of giant quite seems to match the physique seen 
in drow and driders alike, raising questions about just what 
giants would have been used in this way. Others believe that 
the greater driders are the result of rare and exotic radiation 
affecting normal driders and causing them to grow to 
greater sizes, and develop deadlier venom.Perhaps the most 
disturbing rumors of all are the whispered tales that the 
greater driders actually predate those spawned by the drow, 
and that the dark elves crafted their twisted abominations in 
the image of these giant terrors of the underground world.

 While lesser species of driders are able to produce 
offspring, the same cannot truly be said of the greater driders, 
who are able to continue their species only by infusing 
victims with their taint. A greater drider’s webs contain 
a horrifying toxin which can actually cause the victim to 
transform into a greater drider, body and mind. The process 
is slow and agonizing, and greater driders think little of 
eating a half-transformed victim if food is scarce. In fact, 
many greater driders will allow only the most impressive of 
their captives “come to term” and finish their transformation, 
meaning that only those deemed worthy of becoming a 
greater drider (or those who manage to escape) ever do so.

 While most greater driders live out solitary lives as 
lone predators, some prefer the company of living creatures. 
It is not uncommon for a greater drider to claim a small 
enclave of drow, ettercaps, or even lesser driders as its own, 
forcing them to serve its every whims and, in rare cases 
involving particularly impressionable humanoids, sometimes 
they are even worshipped as gods by these impromptu cults, 
which seek out victims to feed to their dark overlord, and 
compete for the honor of being transformed themselves.



Permission to copy, modify and distribute the files collectively known as the System Reference 
Document (“SRD”) is granted solely through the use of the Open Gaming License, Version 1.0a.  
 
This material is being released using the Open Gaming License Version 1.0a and you should read 
and understand the terms of that license before using this material.  
 
The text of the Open Gaming License itself is not Open Game Content. Instructions on using the 
License are provided within the License itself.  
 
The following items are designated Product Identity, as defined in Section 1(e) of the Open Game 
License Version 1.0a, and are subject to the conditions set forth in Section 7 of the OGL, and are not 
Open Content: Dungeons & Dragons, D&D, Player’s Handbook, Dungeon Master, Monster Manual, 
d20 System, Wizards of the Coast, d20 (when used as a trademark), Forgotten Realms, Faerûn, 
proper names (including those used in the names of spells or items), places, Red Wizard of Thay, the 
City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of 
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, Bleak 
Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of 
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin Paradises of 
Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea, 
Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile 
Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, 
mind flayer, illithid, umber hulk, yuan-ti. 
 
All of the rest of the SRD is Open Game Content as described in Section 1(d) of the License.  
 
More information on the Open Game License can be found at www.wizards.com/d20. 
 
The terms of the Open Gaming License Version 1.0a are as follows:  
 
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 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. 
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing, LLC; Author: Paizo 
Publishing, LLC.
Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason 
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur, 
Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon 
Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason 
Nelson, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter, 
Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet, Monte Cook, and Skip 
Williams.
Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publishing, LLC; Authors: Jesse Benner, 
Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris 
Sims, F. Wesley Schneider, James L. Sutter, and Russ Taylor, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publishing, LLC; Authors: Dennis Baker, 
Jesse Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James 
Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney- MacFarland, Sean K 
Reynolds, F. Wesley Schneider, Tork Shaw, and Russ Taylor.
Pathfinder Roleplaying Game GameMastery Guide. © 2010, Paizo Publishing, LLC; Author: Cam 
Banks, Wolfgang Buar, Jason Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, Joshua 
J. Frost, James Jacobs, Kenneth Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal 
Maclean, Colin McComb, Jason Nelson, David Noonan, Richard Pett, Rich Redman, Sean K reynolds, 
F. Wesley Schneider, Amber Scorr, Doug Seacat, Mike Selinker, Lisa Stevens, James L. Sutter, Russ 
Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.
Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker, 
Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy 
Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips, Stephen Radney-
MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: 
Jason Bulmahn
Pathfinder Roleplaying Game Advanced Race Guide. © 2012, Paizo Publishing, LLC; Authors: 
Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim 
Hitchcock, Hal MacLean, Jason Nelson, Stephen Radney-MacFarland, Owen K.C. Stephens, Todd 
Stewart, and Russ Taylor. 
Pathfinder Roleplaying Game Horror Adventures © 2016, Paizo Inc.; Authors: John Bennett, Clinton 
J. Boomer, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Jim Groves, Steven Helt, 
Thurston Hillman, Eric Hindley, Brandon Hodge, Mikko Kallio, Jason Nelson, Tom Phillips, Stephen 
Radney-MacFarland, Alistair Rigg, Alex Riggs, David N. Ross, F. Wesley Schneider, David Schwartz, 
Mark Seifter, and Linda Zayas-Palmer.
Pathfinder Roleplaying Game Monster Codex. © 2014, Paizo Inc.; Authors: Dennis Baker, Jesse 
Benner, Logan Bonner, Jason Bulmahn, Ross Byers, John Compton, Robert N. Emerson, Jonathan 
H. Keith, Dale C. McCoy, Jr., Mark Moreland, Tom Phillips, Stephen Radney-MacFarland, Sean K 
Reynolds, Thomas M. Reid, Patrick Renie, Mark Seifter, Tork Shaw, Neil Spicer, Owen K.C. Stephens, 
and Russ Taylor.
Pathfinder Roleplaying Game NPC Codex. © 2012, Paizo Publishing, LLC; Authors: Jesse Benner, 
Jason Bulmahn, Adam Daigle, Alex Greenshields, Rob McCreary, Mark Moreland, Jason Nelson, 
Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, and Russ Taylor.
Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.; Authors: John Bennett, Logan 
Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam Daigle, Jim Groves, 
Thurston Hillman, Eric Hindley, Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom 
Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, 
Russ Taylor, and Steve Townshend.
Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason 
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, 
Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Campaign. © 2013, Paizo Publishing, LLC; Authors: Jesse 
Benner, Benjamin Bruck, Jason Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitchcock, 
James Jacobs, Ryan Macklin, Colin McComb, Jason Nelson, Richard Pett, Stephen Radney-
MacFarland, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and 
Stephen Townshend.
Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC; Authors: Dennis 
Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Brian J. Cortijo, Jim Groves, Tim Hitchcock, 
Richard A. Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and 
Russ Taylor.
Pathfinder Roleplaying Game Ultimate Equipment. © 2012 Paizo Publishing, LLC; Authors: Dennis 
Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, Matt 
Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith, Michael Kenway, Hal MacLean, 
Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ Taylor. 
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark 
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, 
Patrick Lawinger, and Bill Webb; Based on original content from TSR. 
Weekly Wonders: Drider Corruption Copyright 2016, Necromancers of the Northwest, LLC; Authors: 
Alex Riggs, Joshua Zaback
 
END OF LICENSE 



Along Came a Spider...


	Weekly Wonders - Drider Corruption

	Introduction

	Drider Corruption

	Catalyst

	Progression

	Removing the Corruption

	Manifestations

	Climbing Legs

	Eyes of Evil

	Spider Eyes

	Spider Agility

	Spider Bite

	Spider Legs

	Venomous Bite

	Venom Immunity

	Web

	Web Armor



	Greater Drider

	OGL



