CHILDREN OF THE WEB

By Andy Woodyard
INDRODUCTION

In this adventure, several children from Scornubel have been kidnapped in the night, with no apparent connection between them. The PC’s must follow a series of clues to track down the kidnappers and rescue the infants.
ADVENTURE BACKGROUND

The Warlocks and Witches of the Web, a loose secret society of Warlocks and Witches are gathering ‘potentials’ that will be raised as new witches and warlocks in their hidden coven, within the Reaching Woods.
HOW THE PLAYERS CAN GET INVOLVED

There are many ways the players can get involved in the adventure. These are a few optional ideas but other ideas may also be suitable.

The PC’s may be hired by the pool of families to undercover what happened to their children. Each will tell of the raindrop birthmarks.

The PC’s may be related to one of the children taken.

The PC’s may know of the Warlocks of the Web and perhaps have a family member involved with them and know they’re up to something.

ABOUT THE AREA

If the PCs are not familiar with Scornubel then read the following information. If they are familiar with Scornubel then proceed to THE FIVE FAMILIES.

Scornubel, the Caravan City, is a sprawling buzz of mercantile activity along the northern shore where the River Chionthar meets the River Reaching. It is ruled by a group of elderly or middle-aged adventurers and caravan masters, some of whom favor hiring adventurers to solve the cities problems and others who prefer that adventurers move along promptly. In all things, the ruling council chooses efficiency and profit over ideals.
Caravans of all nations, organizations and trading coasters and welcome in Scornubel. Similarly, shrines to nearly all Faerunian deities can be found somewhere in the town’s low buildings. The Red Shield merchant company runs both its military and trading caravan operations out of Scornubel. The Red Shield also serve as Scornubel’s official army and police force. As and army, they’re efficient. As a police force, they concentrate on relaxing, enjoying themselves, and looking after the Red Shield company’s interests.
A) THE FIVE FAMILIES

Five families on Scornubel have reported their newborn children vanishing into the night. The only clue is one mother witnessed a man who wore a long hooded cloak, covered in reflective web patterns, fly out the window like a cloth in the wind with her child in arm.

It is quietly told that all the children have something in common; all were born with small rain drop birthmarks on their bodies.

A1) WEB CLOAKS AND RAIN DROPS
The PC’s may try to gather information on the streets about the web cloaks or the raindrop birthmarks. A Gather Information check (DC 15) or an active knowledge arcana check (DC 15) gives them the knowledge that the cloaks worn were probably Cloaks of Arachnida (gives the user ability to climb walls and immunity to web spells.) Further pressing (DC 18) at the Red Wizard enclave finds that several of these cloaks are sold on a regular bases.
If the PC’s want more information from the Red Wizards they must buy it, paying at least fifty gold for truthful information. The Red Wizards know that several spellcasters, some male and some female, from a remote hamlet in the Reaching Wood, have bought numerous of these cloaks in the last two months and other enclaves sell them with regular demand to similar group where woodland is present. They do not know the name of the hamlet however.
If the PC’s press the matter of the hamlet they’ll need to find someone who lives in the Reaching Wood. This should not be difficult (DC 12) and any person they meet knows of a small enclave of spellcasters called the Warlocks of the Web, who dwell in a dell not terribly far into the woods, in an old set of ruins. The name of the hamlet is Insogdalla according to the Warlocks.

Uncommon knowledge will tell the PC’s (DC 18) that Warlocks and Witches have to be born with the talent, like sorcerers and are occasionally gathered in covens.

Knowledge of the Society of the Warlocks of the Web is uncommon and vague (DC 18), most sages or adventurers knowing of an outcast society of spellcaster who create strange creatures deep within ancient forests. A gather information check (DC 25) uncovers that all Warlocks and Witches have strange rain drop birthmarks as a trait.

B) THE REACHING WOODS

The Reaching Woods is the ancient home of covens of Witches and Warlocks of the Web. A century ago they established a henge in the deep of the woods but where driven off by giants. The giants are long gone and the Witches and Warlocks have returned their lair.
B1) SPIDER WEBS AND MULBERRY BUSHES
The deep Reaching Wood is full of thick brambles, abundant with mulberry bushes and every here and there old giant spider-webs dot the trees. In one instance the PC’s get a bad omen in the form of a raven.

The forest grows thick and wild, the further you delve into its depths with deep brambles of mulberry growing abundant in the woods. Old giant spider webs, many still with dried husks still in them, dot the trees.

A raven crows from a high limb.
B2) OLD ROCK CIRCLES
Old rock circles that the witches use for holy rituals and summonings dot the woods. These areas are considered to be hallowed and grant summoned creatures appear stronger as
B3) SPIDER AMBUSH (EL 6)
A fresh web has been stretched across the trail, hidden in the gloom of the trees, with a large monstrous spider waiting in wait.

The PC’s each get a spot check, DC 18 to notice the web across the path.

You are suddenly stuck in what seemed like an invisible net of thin sticky webbing across the path. To your horror, a large drooling monstrous spider, the size of a hut crawls down the web towards you!

SPIDER (HUGE MONSTROUS): Huge sized vermin, HD 8d8+16, Hp 45, Spd 30ft (ground) – 20ft (climb), AC +16 (touch +11 - flatfooted +13), #AT1, AB (bite) +9, INIT (bite) +1, (bite) 2d6+6STR (CRIT 20 x2) + poison (FORT DC 16 or suffer 1d8 STR) damage, FORT+8, REF+5, WILL+2, STR 19, DEX 17, CON 10, INT N/A, WIS 10, CHA 2, AL N, CR 2.

SKILLS AND FEATS: Climb +12, hide -1, jump +4 and spot +4.
SPECIAL QUALITIES: Darkvision 60ft, tremorsense 60ft, vermin traits, web (escape artist DC 16 – break DC 20 – Hp 14).
WEB TRAP: Spot DC 18, escape artist DC 16, break DC 20, Hp 14, CR 2.

B4) WARLOCK IDOL

A large statue of a twisted looking warlock is half raised in a clearing here. The statue is of a now forgotten warlock who helped establish a coven here a century ago but it was knocked over by giants overtaking the forest. The Warlocks have recently tried to raise it.

A large crumbling statue of an insidious robed figure is half raised with ropes and wood props in the clearing here. Its right side is still covered in dirt from at least a century of being buried.
B5) WITCH IN THE WATER (EL 7)
One of the Witches, Woe, is currently skinny dipping in a natural pool, which the PC’s come across. Unfortunately for them, Woe is quite mad, having suffered years of abuse for her nature. If she sees the PC’s she will drop under the water and then change forms into some terrible nightmare and attack them, hoping more to scare them off and main them and then change forms again and warn the others.

Her robe is ordinary, although it has web pattern all over it.
You come across a crystal clear pool in the middle of the forest, fed by a gentle spring from the northeast.

A young woman baths in the pool, her back to you and a black robe lies on the sandy beach.
WOE OF THE WEB: Medium sized humanoid, HD 8d4, Hp 22, Spd 30ft (ground), AC +11 (touch +11 – flatfooted +10), #AT1, AB (dagger) +4 (melee) - +5 (ranged), INIT (dagger) +6, (dagger) 1d4 (CRIT 19-20 x2) damage, FORT+2, REF+3, WILL+12, STR 10, DEX 12, CON 11, INT 14, WIS 16, CHA 19, AL CN, CR 8.
SKILLS AND FEATS: Spell focus ‘enchantment’, greater spell focus ‘enchantment’, strong soul, iron will, craft (alchemy) +11, intimidate +9, knowledge ‘arcana’ +10, spellcraft +13, bluff +15 and disguise +7.
WITCH SPELLS PER DAY (6/7/7/6/4)

POSSESSIONS: Dagger.

B6) FALLEN GIANT

The PC’s come across the skeletal remains of a long vanquished giant, long half buried in the ground. The Witches have placed a ring of stones around the giant and consider it to be unholy but a symbol of their heritage.

The half buried skeleton of a giant lays here, although you can easily guess it fell ages ago, due to the amount of moss and fungus that grow over it. A ring of polished stones rings the skeleton, placed here recently.
B7) DEEP MUD PIT (EL 5)
A deep pit of mud lies in the middle of the trail to the top of the hill where the PC’s can see lights. The trap was set to stop foolish intruders to the grounds and is stocked with gray ooze.

In the distance you can see a small hill littered with tall stones where flickering lights dance. An odd but soothing aroma comes from the hill.

Suddenly the ground underneath you begins to sink and you feet are suddenly covered in mud!
GRAY OOZE: Medium Ooze, HD 3d10+15, Hp 31, Spd 10ft (ground), AC +5 (touch 5 – flatfooted 5), #AT1, AB (slam) +3, INIT (slam) -6, (slam) 1d6+1STR (CRIT 20 x2) + acid (1d6) damage, FORT+6, REF-4, WILL-4, STR 12, DEX 1, CON 21, INT N/A, WIS 1, CHA 1, AL N, CR 4.

SPECIAL QUALITIES: Blindsight 60ft, immunity to cold and fire, ooze traits, transparent (DC 15 to spot), improved grab, constrict.

MUD PIT TRAP: CR 1; Search (DC 20); Disable devise (DC 15).

B8) HENGE OF THE WEB (EL 9)
At the top of a small hill is a ring of loose stones built a century ago by a sect of warlocks that has since been forgotten. The new coven has reestablished this henge as their own and currently have torches hung around the entire structure.

When the PC’s arrive the Witches are performing ceremonies on the five infants on the center stone. In infants are fine but are painted with spider blood in web patterns. The leader of the coven, Wail and three lesser witches currently dwell here.
Wail will prefer to negotiate and explains that the children are sorcerer born and that they are initiating them into their witch coven and plan to raise them as their own. They aren’t trying to harm anyone and will protect the children as their own.

At the top of the hill stands an old ruin of stone that sits as a crown atop the hill. Torches on polls circle the henge. In the center is a round stone where five infants lay, covered in dark web patterns.

A tall man and three women, all wearing dark silk robes with web patterns dwell here.

WAIL OF THE WEB: Medium sized humanoid, HD 8d4+8, Hp 26, Spd 30ft (ground), AC +12 (touch +12 – flatfooted +10), #AT1, AB (dagger) +5 (melee) - +6 (ranged), INIT (dagger) +7, (dagger) 1d4+1 (CRIT 19-20 x2) damage, FORT+4, REF+5, WILL+9, STR 10, DEX 14, CON 14, INT 13, WIS 16, CHA 18, AL CG, CR 8.

SKILLS AND FEATS: Spell focus ‘transmutation’, greater spell focus ‘transmutation’, craft wondrous item, combat casting, sense motive +7, craft (alchemy) +9, intimidate +6, knowledge ‘arcana’ +9, spellcraft +9, bluff +6 and disguise +6.

WITCH SPELLS PER DAY (6/7/7/6/4)

POSSESSIONS: Dagger, cloak of the arachnida, Quaal’s feather token (hairy spider, dagger +1.
WITCHES OF THE WEB: Medium sized humanoid, HD 4d4+4, Hp 14 – 12 - 13, Spd 30ft (ground), AC +12 (touch +12 – flatfooted +10), #AT1, AB (dagger) +4 (melee) - +6 (ranged), INIT (dagger) +7, (dagger) 1d4 (CRIT 19-20 x2) damage, FORT+2, REF+3, WILL+7, STR 11, DEX 15, CON 12, INT 12, WIS 14, CHA 17, AL N, CR 4.

SKILLS AND FEATS: Spell focus ‘necromancy’, greater spell focus ‘necromancy’, strong soul, craft (alchemy) +5, intimidate +5, knowledge ‘arcana’ +5, spellcraft +5, bluff +7 and disguise +5.

WITCH SPELLS PER DAY (6/7/4)
POSSESSIONS: Daggers, web cloaks.
