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The beginning of 2022 was a very important moment for me. I decided to end my Brazilian zine 
for some time, which ended up being a much more difficult decision than I have imagined. The 
end of this zine was not the problem itself, but the side effect of several problems that ha-
ppened throughout 2021, one of the most difficult years of my whole life for several rea-
sons, that affected my decision to stop making the zines.

Surviving this doomed year meant to me being exposed to several bad things and to learn 
how to handle them, resulting in me being able to see life in different ways. It was a bunch 
of hard lessons that resulted in me getting far away from my toolks to create content for 
TTRPG games, at least for a while. Right now, I am trying my best to jumpstart my brain into 
this previous vibrational frequency in which I become able to make stuff just because I feel 
pleasure in doing so, and not simply doing it synthetically (as it have happened to the Bra-
zilian zine affecting the last issues). This Booklet of Arachnidic Stuff is an attempt to get 
back into making the stuff just for the sake of creating, putting something that pops in my 
mind into physical reality for other people to see, read, and use.

Inspired by one of my Brazilian friends’ photos, I decided to mix his works with this magazi-
ne  with some content I came up with during the last weeks. I made 10 different concepts for 
giant spiders,  beings who have always been on my game sessions and who were always used 
as a random regular foe, or simply as a minion. this made me thing "why not trying to adapt 
the giant spiders from classic fantasy games into something with different traits and maybe 
even post-moders abilities or characteristics", and this you are now holding is the result.
If you wanna hit me up to send some feedback, ideas, or simply discuss the concepts presen-
ted here you will find me at
Instagram @herrsorg or Twitter @Tertoleone_.

Have a good reading.
-Gustavo Tertoleone
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A 5’ tall and 10’  length beast. Has a tarantula like body with the color pattern 
similar to the one of patterns of mandalas. 

HabitatHabitat: Inhabits the space between spaces, the void between dimensions, the no-
thingness. 
BehaviorBehavior: Wanders through the tunnels that separate the dimensions, and prey 
on those who stare at geometric patterns for too long. These patterns act like 
windows that connect different dimensions, but also as trap doors for those 
terrifying multi-dimensional beings. Anyone who stares for longer than 1 round 
into a geometric pattern of any type and from any culture (either in clothes, 
walls, objects, etc.) can be surprised by one of these spiders, who will jump 
from the pattern and try to grab the victim (if alone), pulling them into their 
dimension, or fight the victim (if with a group of people).
If the victim who has been pulled to the space between dimensions defeat the 
spider, they can crawl back to their dimension through the same window they 
have came from. However, a Spell check is needed, and if the victim fails, they 
will end up at the place from where they have disappeared, but 1d6 days in the 
past or the future (toss a coin).
DescriptionDescription: Smells like carbon filter used in growing tents, sounds like a mo-
torcycle stuck into a slow motion void of jelly.

ACAC 6[13], HDHD 3 (16hp), AttAtt 1 x bite (1d6 + poison), or 1 x web, THAC0THAC0 17 [+2], MVMV 90’ 
(30’), SVSV D12 W13 P14 B15 S16 (2), MLML 8, ALAL Chaotic, XPXP 200, NANA 1 (1), TTTT U.
hPoisonPoison: Works like a very strong cubensis trip. Victims start seeing geometric 
patterns, things melting, delay trails of objects, and tunnel vision. For 2d4 
hours the victim will have disadvantage on any roll involving physical aspects.
hWebWeb: Can use the spell Web at will.

ORI
aka Time Tarantula





AAN
aka Celestial Tarantula

A 15’ tall and 30’  length being. Body shape is similar to the one of an Avicularia 
avicularia, with velvet like fur and sparkling silver dots all over it. 

HabitatHabitat: Those shiny beings live up the night sky crawling over the sky dome. 
During daytime they seek shelter under the bark of very very tall trees. Their 
body is covered in navy blue fur with silver sparks that are mostly mistaken 
for stars.
BehaviorBehavior: Once someone who is staring at the night sky end up looking in the 
direction of one of them, they will get down from the sky and interact with the 
character. They speak the Common tongue with a celestial accent, and also 
speak the spider language. When interacting they seek to understand the natu-
re of those who they are interacting with, helping the character if they have 
a good nature, answering one of any questions they might have. However, if the 
character is evil, the spider will attack and fight until dead or until the cha-
racter is dead or far away.
DescriptionDescription: Smells like soft grass in the morning, sounds like small metallic 
pipes hitting against each other on the wind.

ACAC 4[15], HDHD 4 (20hp), AttAtt 1 x bite (1d6 + dark sky juice), or 1 x web, THAC0THAC0 16 
[+3], MVMV 120’ (40’), SVSV D10 W11 P12 B13 S14 (2), MLML 12, ALAL Lawful, XPXP 300, NANA 1 (1), TTTT 
U.
hDark Sky Juice:Dark Sky Juice: The spider injects liquid sky into the victim who must save 
vs poison. If the victim succeeds they will start to vomit a silky liquid which is 
part of the sky itself, causing 1d4 points of damage per turn during 1d4 turns. 
The liquid will start to float until it reaches the sky and becomes once again 
part of it. However, if the victim fails, sky will overflow the inside of their 
body, leaking from everywhere causing a massive 2d10 points of damage. 
hWebWeb: Can use the spell Web at will.





DOPPELTRAX
aka Doppelganger Tarantula

A 6’ tall humanoid like creature. Has physical traits similar to the ones of a 
Sicario spider with almost no fur or hair on their body. Their grotesquely wide 

mouth creeps out even the bravest of the adventurers.

HabitatHabitat: Those nasty beings live among us, they can be any of us, they could be 
you… They could be me!
BehaviorBehavior: These spiders nest under big cities, normally in the sewers, but can 
sometimes be found in ruins or dungeons, waiting for a victim. 
They prey on lonely humanoids releasing poison into their bodies and melting 
everything inside, except for their skin. Then, these creatures would wear the 
humanoid skin and disguise themselves. Later on, they will try to infiltrate into 
villages, cities and towns looking for a peaceful life at day and hunting down 
and eating other humanoids at night.
DescriptionDescription: As spiders they smell like bile and sound like scratches over a 
rock surface. As disguised humanoids they smell like fresh tears and sound 
like a stomach in pain. 

ACAC 8[11], HDHD 2 (10hp), AttAtt 1 x bite (2d4 + poison), or 1 x web, or 2 x claw (2d6), 
THAC0THAC0 15 [+4], MVMV 120’ (40’), SVSV D12 W13 P14 B15 S16 (2), MLML 9, ALAL Chaotic, XPXP 235, NANA 
1 (1), TTTT U.
hPoisonPoison: Their poison works like acid, victims bitten must save vs poison. Those 
who fail get 2d8 points of damage while the acid melts everything in its way in-
side the body, which will help the Doppeltrax do clean the insides of the body. 
Those who succeed however will get only half of the damage, becoming unable 
to act for the next round.
hWebWeb: Can use the spell Web at will.
hMimingMiming: These beings are able to mime the voice of every human or humanoid 
they have listen to, except for words with the sound of -CH in brazilian Portu-
guese. This sound is impossible to be replicated by the tongue of these creatu-
res.





MENRVARS 
aka Librarian Tarantula

When young they are 1/2’ in length, but when adults they can be as big as A 13’ in 
length. Their skin get patterns from the pages of books they consume. 

HabitatHabitat: Little spiders who grow bigger to the size of a polar bear with time. 
They nest and haunt libraries.
BehaviorBehavior: The Menrvars are a species of spiders who feed on knowledge. They 
find their way to any nearby library and nest in sessions of books that are ra-
rely pick and start eating the information of the books in order to grow. This 
process however ends up destroying the book, scroll, etc.
They kill, but don’t eat, any humans who show up at the place where they are 
nesting, and this normally leads to the wrong idea that the library is haunted 
or something like it. They murder humans and humanoids in order to protect 
their territory, but also the books they intend to feed on.
DescriptionDescription: They reek of old books’ pages, and sound like the quickly flip of 
pages. 

ACAC 5[14], HDHD 3 (15hp), AttAtt 1 x bite (1d6 + memory suck), or 1 x web, THAC0THAC0 16 [+3], 
MVMV 90’ (30’), SVSV D10 W11 P12 B13 S14 (3), MLML 7, ALAL Neutral, XPXP 175, NANA 1 (1), TTTT U.
hMemory SuckMemory Suck: Bites are followed by a Save vs Magic. Failing means you will 
get a random memory sucked by the tarantula, and you’ll lose it forever, the 
PC can decide the memory and tell the GM, or the GM can pick a random basic 
memory such as “how to use the hands to hold”, or “how to eat properly with 
forks and knives”, etc.
hWebWeb: Can use the spell Web at will.
hLiquid KnowledgeLiquid Knowledge: Once killed, their blood can be drank in order to gain 
knowledge about anything that was once present at the library, if the PC suc-
ceeds a Save vs Poison (the knowledge must be decided by the referee). Howe-
ver, if the PC fails the save, they will have amnesia for 1d6 days.





GASTROCNA
aka Absorbing Tarantula

Monsters who can reach up to 17’ in length and 10’ tall. Their color pattern is 
similar to a skeleton just like an Ephebopus murinus. 

HabitatHabitat: Live in deep and dark dungeons, lurking the darkest spots of ceilings 
and corners.
BehaviorBehavior: Once a foe is defeated, the Gastrocna spiders absorb them through 
their skin-like carapace, becoming bigger and bolder. In a fight, if one of their 
legs is cut, a foe absorbed previously will sprout from the wound, connected to 
the spider’s body through the torso. These humanoids are always half decom-
posed and are undeads, they aid the spider into the fight working as an extra 
enemy to be faced. If cut from the spider’s body they die. Once a leg is cut, roll 
a d6 to define what class of character that zombie will be (1. fighter; 2. magic 
user; 3. elf; 4. dwarf; 5. cleric; 6.thief). If more than 4 legs are cut, it won’t be 
able to move. When a Gastrocna is met, roll a d6 do define how many bodies it 
has already absorbed.
DescriptionDescription: Gastrocna spiders smell like rotten meat and sound like a bunch 
of different kinds of clothes being dragged on the dirt floor. 

ACAC 3[16], HD 7 (35hp), AttAtt 1 x bite (1d10 + poison), 1 x weapon per zombie (1d8 or 
the damage of the weapon), THAC0THAC0 15 [+4], MVMV 90’ (30’), SVSV D10 W11 P12 B13 S14 (3), 
MLML 19, ALAL Chaotic, XPXP 450, NANA 1 (1), TTTT U x 4.
hPoison: Save vs Paralyze or get frozen still for 1d4 rounds.





HARSTH
aka Octopus Tarantula

Because their shape can change in so many ways it is hard to tell the exact size 
of these beings, but it is said that some can fully embrace up to 3 humans at once. 

Their color is very colorful like an adult Caribena versicolor. 

HabitatHabitat: Live in caves and graves in ancient cemeteries.
BehaviorBehavior: These spiders wander alone through the long natural corridors 
of caves looking for prey. Their body skin is similar to the texture of an oc-
topus, which means they can change shape and color being really difficult to 
spot. They have the ability to change the density of their own body, being able 
to float but not fly. When attacking, they prefer to eliminate one target at a 
time, instead of engaging into a combat with all members of a party, they do it 
by trying to hug the target with their octopus like body, pulling them from the 
floor to the ceiling.
DescriptionDescription: Harsth spiders smell like the ocean and sound like far away sea-
gulls. 

ACAC 6[13], HDHD 6 (30hp), AttAtt 1 x bite (1d8 + poison), or 1 x constriction, THAC0THAC0 15 
[+4], MVMV 120’ (40’), SVSV D11 W12 P13 B14 S15 (3), MLML 8, ALAL Neutral, XPXP 300, NANA 1d4 
(1d4), TTTT U.
hPoisonPoison: Save vs Poison or get the victim’s mind numb for 1d4 rounds, making 
the victim attack random targets nearby.
hConstrictionConstriction: Anyone who gets attacked by a constriction attack must Save vs 
Breath. If the target fails, they can’t move until they succeed at the same save, 
that will repeat every round, but being caught into the arms of the tarantula 
also causes 1d4 points of damage per round.





CRUXXNAS
aka Evil Tarantula

These are not very big, they have twice the size of humans, and very big eyes.
Color pattern varies from dark black with orange like stripes, to neon orange

skin with navy blue stripes. 

HabitatHabitat: These malicious beings inhabit the depths of earth in build up fortress 
created by the hands of their dreadful minions.
BehaviorBehavior: There is not another word that better describe these nasty creatures 
than the word "evil". They are masterminds who are able to dominate the minds 
of other beings, or even worse, be very persuasive in making humans and huma-
noids to become their servants. Those who follow the tarantula’s will change 
their live to a life of servitude, building huge underground structures from 
where the spider create nasty plans of conquer more power. They speak the 
common tongue in a guttural way, and also speak the language of spiders.
These monsters are perfect liars who stuck their victims to their bodies, which 
are covered in sticky fur. Those who are not able to escape end up being slowly 
digestes them alive until their corpses are just a bunch of bones.
DescriptionDescription: These masterminds reek of putrefying bodies, and carry the scre-
ams and mourns of those who are slowly dying stuck to them.

ACAC 1[18], HDHD 3 (16pv), AttAtt 1 x bite (1d6 + poison), or 1 x Spell (charm), THAC0THAC0 13 
[+6], MVMV 90’ (30’), SVSV D11 W12 P13 B14 S15 (3), MLML 10, ALAL Chaotic, XPXP 1.200, NANA 1 (1), TTTT 
U x 10.
hPoisonPoison: Save vs Poison. Fail means you die, succeed and you will lose only 
half of your HP.
hCharmCharm: Can use the spell Charm up to 4 times per encounter.
hSticky TouchSticky Touch: Any object that touches its body will get stuck requiring a STR 
check in order to get it back. People touching it must Save vs Magic or won’t be 
able to get unstuck. Victims stuck to the tarantula’s body automatically get a 
-2 penalty to their AC and are unable to act. Helping someone stuck requires a 
STR check.





INANCNA
aka Bee Tarantula

Nasty butterfly like wings dripping sweat all the time when they are still, and 
their color pattern varying from black to deep neon yellow. 

HabitatHabitat: Live in hives shaped as mountains built into huge rocks and cliffs by 
frozen beaches. Some species can be seen in warmer climates as well.
BehaviorBehavior: These tarantulas are divided into castes, like real bees. Queens live 
at the core of hives, kept as hostage by other tarantulas in order to increase 
the population. If these are freed, they will live as pets of the ones who have 
saved them. Queens have the same stats as drones but the double HP.
While drones take care of the colony’s offspring and the queen, defending them 
against any invader, seekers go far away in search of prey for the colony. Se-
ekers hunt down small animals, humans and humanoids, fighting them and brin-
ging them mostly unconscious to the hive where they will be devoured alive by 
drones, seekers and infants.
Eggs are kept in chambers next to the queen, all of them embedded into a 
blueish goo secreted by the eggs. this goo works as food for the queen and 
keep the eggs safe and cozy until they hatch. If eaten, this goo can heal up 
to 2d10 HP per day, and some even say it is possible to bring people back from 
the dead with it. A fresh body (up to 10 days since gone) can be put into a pool 
of this substance in order to revive from the realm of the dead (there is 75% 
chance of bringing the deceased one back, but this chance decreases in 7% per 
day after the character is gone, so a person who has passed 9 days ago, for 
example, will only have 12% chance of coming back. Once this has been tried 
once it can’t be tried again with the same body). 
Queens are 23’ long. Drones are 12’ long. Seekers are 20’ long.
DescriptionDescription: They smell like freshly cut urchins and sound like the moving legs 
of a starfish.

ACAC 5[14], HDHD 2 (10pv), AttAtt 1 x bite (2d4 + poison), THAC0THAC0 16 [+3], MVMV 120’ (40’), SVSV 
D12 W13 P14 B15 S16 (2), MLML 11, ALAL Chaotic, XPXP 200, NANA 2d6 (2d6), TTTT U.
hPoisonPoison: Save vs Paralyze or be frozen like a statue for 6 turns.





MAGNACTA
aka Vibrating Tarantula

Spiders who have iridescent fur and could be mistaken by fae beings. They are 
normally 5’ tall and 8’ in length.

HabitatHabitat: The Magnacta spiders live alone in ruins, forests and sometimes in 
abandoned parts of a city, always in a place where strong emotions (either po-
sitive or negative) had struck individuals deeply, such as houses where violent 
murders happened, or a grove where lovers declared their love for the first 
time, for example. 
BehaviorBehavior: These spiders have bodies so filled with vibes that they are cons-
tantly shaking, some of them shake for real, others’ vibes are so hard that 
they seem to be disrupting with reality so strong are their shake. They attack 
anything that disrupts their web nest, but they won’t simply attack at first si-
ght. Once defeated, they will show a scene of what have happened at the very 
place they have nested, and what situation created that energetic disruption. 
The scenes appear within their entrails.
DescriptionDescription: They can smell like a loved one’s perfume, or a hateful one’s bre-
ath, and they can sound like the cries of a terrified mother, or the giggling of 
playful kids. 

ACAC 3[16], HDHD 3 (16pv), AttAtt 1 x bite (1d6 + emotional breakdown), or 1 x web, THAC0THAC0 
16 [+3], MVMV 90’ (30’), SVSV D11 W12 P13 B14 S15 (3), MLML 9, ALAL Neutral, XPXP 175, NANA 1d4 
(1d4), TTTT U.
hEmotional BreakdownEmotional Breakdown: If bitten, one must save vs magic not to get affected by 
a strong strain of emotions. These emotions are related to the emotions from 
the place where the spider has nested. If taken by the vortex of emotions, the 
PC will be unable to act for 1d6 rounds, crying if sad, laughing if happy, screa-
ming if angry, etc.
hWebWeb: Can use the spell Web at will.





BROKKBAET
aka Sound Tarantula

Enormous beings with up to 40’ tall and 60’ in length. Their color patter is very 
similar to geographic environments, such as green like trees and moss, or gray 

like rocks and dust, or even brown like dirt.

HabitatHabitat: They live in silent and quiet places where there is no humanoid made 
noise disruptions, such as secluded groves, mountain peaks, huge waterfalls, 
etc.
BehaviorBehavior: Those huge spiders have deeply connected themselves to the electro-
nic music scene from our reality. This happened thanks to their bodies that are 
perfect to catalyze sounds from different dimensions thanks to the metals that 
got stuck to their carapace when they left the eggs, which are laid deeply un-
derground the earth’s crust. As a result, they release different kinds of sound 
frequencies through the vibration of their pedipalp. This has result in the ga-
thering of many tribal folks to worship these beings, creating whole religious 
concepts and rituals around the sound they make. Although they could receive 
and release frequencies from any dimension, they seem to have a special care 
for the sounds coming from electronic music parties, mostly electro, breakbe-
at, drum’n’bass and jungle.
PCs who face these monsters must first of all save vs magic. Those who fail end 
up dancing for 1d6 days, having to Save vs magic every other day in order to fi-
ght the fatigue, and if they fail, their HP drop to 1 and they faint. These effects 
will carry on for the number of days rolled on the die no matter if the taran-
tula is still at the place or has left already.
However, if PCs succeed the first save they are able to interact with the mons-
ter. Referees should choose an appropriate mix or Djset to be played while this 
whole situation takes place.

ACAC 0[19], HDHD 20 (100pv), AttAtt 1 x bite (5d10 + poison + crush), or 1 x web discharge, 
or 1 x stomp (5d20), THAC0THAC0 9 [+10], MV 360’ (120’), SVSV D8 W9 P8 B11 S8 (MU14), MLML 12, 
ALAL Vary, XPXP 5.500, NANA 1 (1), TTTT I.
hPoisonPoison: If the target survives the bite they must Save vs Poison. If they fail 
they will be turn into an elemental statue according to the color of the taran-
tula. If it is green, the victim becomes a tree. If the tarantula is blue, the victim 
becomes a water statue. If red, they become a flaming statue. If brown, they be-
come a clay statue.
hCrushCrush: Thanks to the size of the tarantula, there is a 3-in-6 chance of cau-
sing 2d10 extra points of damage when biting.
hWeb Discharge: Save vs Breath not to be get into the area where the dischar-
ge will hit. It covers a whole circular area of 30’ radius with dense web. Those 
stuck into it won’t be able to move for 2d6 turns until the web weakens.
hStompStomp: The Tarantula is so big that it can simply decide to stomp smaller tar-
gets.



Brokkbaet spiders are not aggressive, but they sure are defensive. If attacked 
they will attack back until the targets are dead or fleeing. They do understand 
the common tongue, but can’t speak, so in order to respond they receive dif-
ferent frequencies from different dimensions creating a collage of sounds to 
answer characters. They do have the power to get in contact with beings from 
any plane of existence, and they will do, but not before a good reason is gi-
ven, and by good reason it is important to stress that each of these spiders can 
have a different alignment. 
DescriptionDescription: They smell like the sound they are performing and they sound as 
the smell of the place where they are at. 
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Holy Dagger of Cotak’hunHoly Dagger of Cotak’hun
hMade from the fang of a legendary Ori.

hCauses 1d8 points of damage.

hThere is a chance of 1-in-6 to shape shift the first target of an encounter 
into a small Avicularia avicularia tarantula for 1d6 hours.

Harmucna’s Head ShieldHarmucna’s Head Shield
h+1 AC.

hAnyone who touches with their bare hands must save vs poison or will get 1d6 
points of poisonous damage from the fur on its surface.

hThose who dare facing the shield for too long must save vs magic so they are 
not affected by a Fear spell. This will be triggered only once per encounter.

The Mighty Hair SwordThe Mighty Hair Sword
hCauses 0 points of damage to anyone wearing synthetic armor sets such as 
chainmails, or plate armor. Anyone else will get 3d6 points of poisonous damage 
making their skin scratch so hard that pustules will appear in case of a suc-
cessfull attack.

hLiving dead creatures suffer 3d4 points of damage once the poison works as 
a flesh eating agent.

Katrokian ScytheKatrokian Scythe
hHolds 1 point of blood per human or humanoid killed.

hWhen it holds 10 points of blood releases a wave of energy giving the bearer 
the chance to pick a random arachnid trait from the Katrok’s chart. The trait 
will last for 1d6 turns.

hCauses 1d8 points of damage

Princess Theraphosa’s Necklace Princess Theraphosa’s Necklace 
hWhen worn, keep arachnids 10’ away.

hWhen worn inside out attracts arachnids from a radius of 1 mile.

hWearer must Save vs Magic when using inside out. If they fail, arachnids are 
out of control, if succeed, arachnids will obey the wearer’s mental commands.

Kykokayakoi’s BraceletKykokayakoi’s Bracelet
hOnce a week it can be used to activate a super plate armor with scorpion like 
shape, giving the owner of the bracelet an AC of -3 [22].

hWhen wearing the armour the move rate decreases to 1/3. Damage caused by 
the one wearing the armour also decreases, by half round up.



2d102d10 ARACHNID TREASURESARACHNID TREASURES
02 A jar with 2d12 eye globes of giant tarantulas. Each worth 50 GP.

03 Box containing an ancient egg sack of a rare Typhochlaena seladonia. 
Worth 300 GP.

04 A scorpion era obsidian crown from the Uck’tah orc tribe. Worth 170 
GP.

05 The clay calendar of the Ephebopus murinus war cycle from the 
goblins of the East. Worth 290 GP.

06 A collection of 19 gems shaped as Salticidae spiders. Worth 250 SP, but 
if the last one is found it will worth 2.000 GP.

07 The human devouring acarid myth stone table. Worth 420 GP.

08 Leather purse containing 10 scrolls depicting each of the giant spiders 
presented in this zine in details. Worth 1.250 GP.

09 Bracelet of of ebony depicting two terrifying Pandinus imperator. Wor-
th 360 GP.

10 A necklace containing 25 stings of Heterometrus indus, each with a de-
adly poison sack. Worth 10.500 GP.

11 A leather sack of gold dust, each grain shaped as Pronematus pru-
ni. This is one of the finest works a dwarf could ever make. The whole 
sack Worth 100.000 GP, and a single sculpture worth 100 GP.

12 The stone sculpture of a caramel hippo covered in pink diamonds sha-
ped as Cosmiomma hippopotamensis. There are 100 ticks in total, each 
worth 175 GP.

13 A Salticidae eye glass with multiple eyes. Can be used to see in the 
dark, or extremely bright places. Worth 800 GP.

14 The tick king manuscript depicting the story of the 5 sacred ticks of 
the ancient Ellurian people. Worth 600 GP.

15 The Holy Sarcoptes scabiei worshiped by the skinless folk of the red 
woods. A ruby statue of 35’. Worth 35.000 GP.

16 A pair of rings shaped as twin Opistophthalmus carinatus that hiss 
when shaken. Worth 200 GP.

17 Plate armor adornment shaped as a Phrynichidae damon made of jade. 
Worth 800 GP.

18 A silver hairnet jewelry shaped as a bunch of Opiliones stuck toge-
ther. Worth 500 GP.

19 A pair of wood shoes shaped as Nebo hierichonticus. Worth 90 GP.

20 The 20th gem shaped as a Salticidae spider. Worth 1.000 GP.
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KATROK
REQUIREMENTS: minimum dex 13REQUIREMENTS: minimum dex 13
prime requisite: cON and DEXprime requisite: cON and DEX
hit dice: 1d6hit dice: 1d6
Maximum level: 9Maximum level: 9
armour: Any, including shieldsarmour: Any, including shields
Weapons: AnyWeapons: Any
language: Alignment, Common, Spider’s Tonguelanguage: Alignment, Common, Spider’s Tongue

Prime requisites:Prime requisites: A katrok with at least 13 in one prime requisite gains a 5% 
bonus to experience. If both CON and DEX are 16 or higher, the katrok gets a 
+10% bonus.

A certain day, an eclipse was seen over the north lands. The day after, people 
started seeing several weird humanoids scattered across the continents, bein-
gs with terrifying spider traits such as multiple eyes, multiple legs and arms, 
hard skin, among others. These beings were outcasts from their own dimension, 
as if they have crossed, during sleep, through the cloth that separates the 
multiverse of dimensions. Most of them remember doing so after going to sleep 
in a night that the moon started vanishing.

Now, having to live in a different world where all of them are seen as mons-
ters by most of the people, the katrok folk struggle daily trying to survive. 
Some became beggars, others chose to live secluded from cities, hiding in caves, 
camps and forests, and some chose to try living among humans, elves, dwarves, 
and hallflings, seeking the best of them to accept a different folk with no pos-
sibility of returning home. But because this was a very difficult life to accept, 
many also chose the chaos as a way to survive. Many katroks became thieves 
and assassins, many chose to live with orcs, and chaotic beings finding a better 
way to be accepted. It is not difficult to also find small groups of katrok folks 
living together in ghettos inside big cities, relying on each other, on their own 
kind to survive de difficulties of prejudice.

Chitin armourChitin armour
The katrok folk’s skin is chitinous, like spiders, which makes it much more re-
sistant than any human skin. Therefore, katrok’s natural AC gets a +1 bonus.

webweb
Any katrok with more than half of their HP are able to use the spell Web at 
will. Katroks with less than half of their HP can use the spell Web, but the cost 
is 1d4 points of damage to their HP.

climbingclimbing
Spiders abilities have blessed the katrok people with powerful climbing skills. 
They get advantage when climbing any vertical surface without the aid of equi-



pment (roll 2 dice and get the best result), and automatically succeed when 
using equipment to do so.

Arachnid traitsArachnid traits
Spider traits are part of the katroks blood. They are born with a random abi-
lity and get an extra one from time to time when they reach new experience le-
vels. This procedure happens in a very unique way. As soon as they reach a new 
ability level, they feel the necessity of resting, and during a period of 24 hou-
rs they will exchange skin, leaving the old one behind, showing new physical 
traits such as different skin pigmentation, different hair, etc. This comes with a 
new random arachnid trait according to their level progression chart. Use the 
table bellow to generate a new random arachnid trait:

1d61d6 ARACHNID TRAITSARACHNID TRAITS
1 Multiple eyes - they become able to see in the dark.

2 multiple hands - they get +2 actions per round.

3 Fangs - they produce 1d4 doses of venom per day (Save vs poison or get 
1d6 points of damage if drank or spread over wounds).

4 Hairs - they can release 1 cloud of hairs once a day (1d4 points of da-
mage in a 15’x15’ area).

5 brute - they get a new and more resistant skin, and their natural ac 
bonus increases from +1 to +3.

6 stout - they lose the hp penalty when using webs after they have loss 
half of their hit points.



NÍVELNÍVEL XPXP HDHD THAC0THAC0 DD WW PP BB SS Roll a d6Roll a d6
1 0 1d6 19[0] 8 14 12 10 14 +1

2 4000 2d6 19[0]19[0] 8 14 12 10 14 -

3 8000 3d6 19[0] 8 14 12 10 14 +1

4 16000 4d6 17[+2]17[+2] 6 12 10 8 12 -

5 32000 5d6 17[+2] 6 12 10 8 12 -

6 64000 6d6 17[+2]17[+2] 4 10 8 6 10 +1

7 120000 7d6 14[+5] 4 10 8 6 10 -

8 250000 8d6 14[+5]14[+5] 2 8 6 4 8 -
9 400000 9d6 14[+5] 2 8 6 4 8 +1

KATROK

D: Death / poison; W: Wands; P: Paralysis / petrify; B: Breath attacks;
S: Spells / rods / staves.







This zine is dedicated to my father, a person who struggles to see sense and a 
reason in life. The most nihilistic person I have ever met and an arachnophobic.

My father has a lot of difficulty to see positive aspects in life, and his strug-
gle is to find peace in his daily routine. He has been lost in the kafkanian maze 
since i had the age to be able to notice it. However, he has thaught me that if 
nothing really has any sense in life, art is a different thing. Art is what our 
souls seek in order to soothe life. Music, paintings, dance, sculptures, movies, 
photography, etc.

A few weeks before I have send this zine to the exalted funeral crew to check if 
they would have any interest in publishing it I had a deep conversation with my 
dad. i was tripping on acid and he was smoking his pack, and we sat for 3 hours 
or more discussing the things that have always been creating an agony within 
him to live. It was the first conversation we ever have to frankly discuss the-
se things over his perspective of life. i like to think that i tried my best to help 
him with new concepts and ideas that could aid him cope with all this.

from my private small collection of incredible people I met throughout this 
journey we call life, he surely is in it, since the very beginning, and I also like 
to think that the same way he saw me grow up and become the individual i am to-
day, i also saw him develop as a human been, changing and becoming something 
very beatiful.

my father is an arachnophobic since i could remember, and this zine is for him, 
a way to show how something difficult and filled with agonies and suffering as 
life can be can also be seen from a different angle. although this book is fil-
led with spiders, aren’t the pictures beautiful?

thanks for everything dad. i hope we could meet once again somewhere else 
another time to learn with each other once again.

-Gustavo Tertoleone, 31/03/2022






