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Adoptable Spider Eggs
Dark elves customarily gift each other spider eggs that hatch

on Spidermas, a significant holiday celebrated across the

Sunken World. Spidermas honors the Great Spider, the

mysterious and benevolent dark elf deity also affectionately

known as the Old Spider or Granny Spider.

On Spidermas Day, dark elves watch in awe as eggs of

magically significant and benign spiders crack open and baby

spiders crawl out. With love and care, a baby spider can grow

to be faithful companion to anyone who takes the time to

raise it. Many different spider eggs exist, and expert

arachnologists can tell what type of baby spider will hatch

from each.

On Spidermas Day, or at the gamemaster’s discretion, a

spider egg hatches and an adoptable baby spider crawls into

the world. Regardless of type, all baby spiders are defenseless

and require daily care and food depending on their size to

grow.

Different baby spiders grow at different speeds. An

adoptable baby spider is two size categories smaller than its

adult form and completely defenseless, relying on you for

nourishment and protection. When a spider reaches maturity,

it can choose to stay with you if you treated it well, becoming

a companion.

At the gamemaster’s discretion, characters proficient in

Animal Handling may train their adult spiders to fight

alongside them in battle, serve as mounts, and perform


other tasks.

Cute Spider Egg
Wondrous Item, Common

This fist-sized spider egg is pleasantly warm to the touch. As

it gets closer to Spidermas, you can hear tiny clacking noises

coming out of it. After it hatches, the cute baby spider likes to

cling to your clothes and only climb off to feed on crumbs of

food and tiny bugs if those are not available on your person.

With care and nurture, the cute baby spider grows into a

spider (CR 0) after 30 days. This spider is friendly to you and

your companions. It will do its best to keep your equipment

free from bugs. Unless trained to fight, it avoids combat and

prefers to snuggle inside your backpack or in the folds of your

clothes, but it will defend itself from hostile creatures.

















































Smooth Spider Egg
Wondrous Item, Uncommon

This head-sized spider egg is silky-smooth to the touch. As it

gets closer to Spidermas, you can hear screeching noises

coming out of it. After it hatches, the smooth baby spider

likes to skitter around and climb on walls. It requires as

much food and water as a medium-sized creature each day.

With care and nurture, the smooth baby spider grows into

a giant wolf spider (CR 1/4) after 60 days. This giant wolf

spider is friendly to you and your companions. It likes to

follow you anywhere you go and rub up against your legs to

get your attention. Unless trained to fight, it tries to avoid

combat by climbing up walls or hiding in


crevices, but it will defend itself


from hostile creatures.





























































Heavy Spider Egg
Wondrous Item, Rare

This gnome-sized egg is heavier than it looks. As it gets

closer to Spidermas, you can hear a steady hum coming out

of it. After it hatches, the heavy baby spider likes to weave

webs in dark corners. It requires four times as much food and

water as a medium-sized creature each day.

With care and nurture, the heavy baby spider grows into a

giant spider (CR 1) after 180 days. This giant spider is

friendly to you and your companions. It likes to hang out on

its webs and gaze at people coming and going, and loves to

watch over you and your companions while you sleep. Unless

trained to fight, it prefers to climb out of reach and use its

Web ranged weapon attack to restrain enemies during

combat, but it will defend itself from hostile creatures.
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Iridescent Spider Egg
Wondrous Item, Very Rare

This barrel-sized egg is almost weightless and glows faintly

when touched. As it gets closer to Spidermas, you can hear

otherworldly plinks and plonks coming out of it. After it

hatches, the iridescent baby spider likes to relax in the mist

between dimensions, also known as the ethereal plane, and

shift back to reality whenever it feels lonely, or it gets hungry.

It requires four times as much food and water as a medium-

sized creature each day.

With care and nurture, the iridescent baby spider grows

into a phase spider (CR 3) after a year. This phase spider is

friendly to you and your companions. It will keep an eye out

for enemies trying to sneak up on you and your companions

through the ethereal plane. Unless trained to fight, it prefers

to hide in the ethereal plane during combat, but it will defend

itself from hostile creatures.























































Gamemaster Tip: Spider Stat Blocks
You can find stat blocks for the spider, the giant
wolf spider, the giant spider, and the phase spider in
either the SRD or the core 5e rulebooks!




Massive Fluffy Spider Egg
Wondrous Item, Legendary

This human-sized egg is covered in a fluffy, wool-like

substance. As it gets closer to Spidermas, you can hear

rumbling sounds coming out of it, and the egg sometimes

trembles when touched. After it hatches, the massive fluffy

baby spider likes to follow you around and will attempt to

play harmless pranks with its webs on you and your

companions. It requires sixteen times as much food and

water as a medium-sized creature each day.

With care and nurture, the massive fluffy baby spider

grows into an enormous wooly spider (CR 8) after two

years. This enormous wooly spider is friendly to you and your

companions. It will happily carry friendly creatures, as well

as equipment up to its carrying capacity, holding everything

in its thick wool. Unless trained to fight, it tries to pick up you

and your companions on its huge back and run away from

any perceived danger as soon as combat begins. It typically

does not attack unless trained to, but it will defend itself from

hostile creatures.
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Humongous Spider Egg (The
Arachniarch’s Egg)
Wondrous Item, Artifact

This horse-sized egg looks like an ancient boulder and is

completely impervious to damage. As it gets closer to

Spidermas, nothing seems to happen, but if this is indeed the

egg of the legendary Arachniarch, it might one day hatch into

a tremendously powerful and massive spider! After it hatches,

the humongous baby spider likes to gently nudge smaller

creatures with its head and pick up and carry random items

and even small buildings around, trying to be helpful. It

requires sixty-four times as much food and water as a

medium-sized creature each day.

With care and nurture, the humongous baby spider grows

into the Arachniarch (CR 21) after four years. The

Arachniarch is friendly to you and your companions. Thanks

to its massive size, it can carry entire buildings on its back as

long as they fit in a 50-foot cube, and it will happily do so for

you and your companions. Unless trained to fight, it tries to

shield you and your companions from damage during

combat, placing its enormous body between you and your

enemies to grant you full cover. It typically does not attack

unless trained to, but it will defend itself from hostile

creatures.
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Enormous Wooly Spider
Huge beast, typically neutral good

Armor Class 15 (natural armor)
Hit Points 149 (13d12 + 65)
Speed 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA

24 (+7) 11 (+0) 21 (+5) 3 (-4) 11 (+0) 5 (-3)

Skills Perception +3
Senses blindsight 30 ft., darkvision 120 ft., passive

Perception 13
Languages —
Challenge 8 (3,900 XP)             Proficiency Bonus +3

Flammable Fluff. If the spider takes fire damage, it
has disadvantage on attack rolls and ability checks
until the end of its next turn.

Wooly Cover. The spider's thick wool provides half
cover to Medium creatures and three-quarters
cover to Small and Tiny creatures that ride on its
back.

Spider Climb. The spider can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Web Sense. While in contact with a web, the spider
knows the exact location of any other creature in
contact with the same web.

Web Walker. The spider ignores movement
restrictions caused by webbing.

Sure-Footed. The spider has advantage on Strength
and Dexterity saving throws made against effects
that would knock it prone.

Actions
Pick Up Allies. The spider picks up four Medium or
smaller willing creatures and places them safely on
its wooly back.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 18 (2d10 + 7) piercing damage and
the target must make a DC 16 Constitution saving
throw, taking 36 (8d8) poison damage on a failed
save, or half as much damage on a successful one.
If the poison damage reduces the target to 0 hit
points, the target is stable but poisoned for 1 hour,
even after regaining hit points, and is paralyzed
while poisoned in this way.

Web (Recharge 5-6). Ranged Weapon Attack: + 10
to hit, range 60/120 ft., one target. Hit: The target
is restrained by webbing. As an action, the
restrained target can make a DC 18 Strength check,
bursting the webbing on a success. The webbing
can also be attacked and destroyed (AC 10; hp 20;
vulnerability to fire damage; immunity to
bludgeoning, poison, and psychic damage).
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The Arachniarch
Gargantuan monstrosity, typically neutral good

Armor Class 18 (natural armor)
Hit Points 297 (17d20 + 119)
Speed 40 ft., climb 40 ft. (Halved when carrying more

than 10,000 pounds and quartered when carrying
more than 60,000 pounds)

STR DEX CON INT WIS CHA

30 (+10) 7 (-2) 25 (+7) 5 (-3) 14 (+2) 9 (-1)

Saving Throws Str +17, Con +14
Skills Perception +9
Senses blindsight 60 ft., darkvision 120 ft., passive

Perception 19
Languages —
Challenge 21 (33,000 XP)              Proficiency Bonus +7

Legendary Carrying Capacity. The spider can carry
creatures, objects, and structures weighing up to
120,000 pounds and can fit in a 50-foot cube on its
back, securing everything with webbing that keeps it in
place even when the spider climbs upside down. The
spider's speed is halved if it is carrying more than
10,000 pounds and quartered if it is carrying more
than 60,000 pounds.

Spider Climb. The spider can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

Web Sense. While in contact with a web, the spider
knows the exact location of any other creature in
contact with the same web.

Web Walker. The spider ignores movement restrictions
caused by webbing.

Siege Monster. The spider deals double damage to
objects and structures.

Sure-Footed. The spider has advantage on Strength and
Dexterity saving throws made against effects that
would knock it prone.

Actions
Bite. Melee Weapon Attack: +17 to hit, reach 15 ft.,
one target. Hit: 32 (4d10 + 10) piercing damage and
the target must make a DC 22 Constitution saving
throw, taking 54 (12d8) poison damage on a failed
save, or half as much damage on a successful one. If
the poison damage reduces the target to 0 hit points,
the target is stable but poisoned for 1 hour, even after
regaining hit points, and is paralyzed while poisoned in
this way.

Cephalothorax Ram. Melee Weapon Attack: +17 to hit,
reach 5 ft., one target. Hit: 36 (4d12 + 10)
bludgeoning damage. If the target is a creature, it must
succeed on a DC 25 Strength saving throw or be
pushed up to 20 feet away from the spider and
knocked prone.

Throw Object. The spider picks up a Large or smaller
object it is carrying or that is within 15 feet of it and
flings it at a target within range. Ranged Weapon
Attack: +17 to hit, range 60/240 ft., one target. Hit: 36
(4d12 + 10) bludgeoning damage. Hit or miss, the
thrown object takes double that damage and if it drops
to 0 hit points, it shatters and potentially damages
nearby creatures. The target and each creature within
10 feet of it must succeed on a DC 25 Dexterity saving
throw or take 17 (5d6) bludgeoning damage.

Building Slam. The spider lifts a Huge or Gargantuan
structure it is carrying and slams it onto a target within
range. Melee Weapon Attack: +17 to hit, reach 15 ft.,
one target. Hit: 52 (4d20 + 10) bludgeoning damage.
Hit or miss, the structure takes double that damage
and if it drops to 0 hit points, it collapses and
potentially damages nearby creatures. A creature within
half the distance of the structure's height, excluding
the spider and any creatures on its back, must make a
DC 25 Dexterity saving throw. On a failed save, the
creature takes 35 (10d6) bludgeoning damage, is
knocked prone, and is buried in the rubble, requiring a
DC 25 Strength (Athletics) check as an action to
escape. The gamemaster can adjust the DC higher or
lower, depending on the nature of the rubble. On a
successful save, the creature takes half as much
damage and doesn't fall prone or become buried.





































































































































































































































































































































































More Stuff!
Find all Catilus books, magic items, tons of fantasy
art, maps, NPCs, lore, and more to elevate your
games at: https://www.patreon.com/Catilus
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License
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" Not for resale. Permission

granted to print or photocopy this document for personal use only.

System Reference Document 5.1 2 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, nonexclusive 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, LLC. System Reference Document 5.1

Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls,

Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee,

James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and

Steve Townshend, based on original material by E. Gary Gygax and

Dave Arneson.

Product Identity: The following items are hereby identified as

Product Identity, as defined in the Open Game License 1.0a, Section

1(e), and are not Open Content: All trademarks, registered

trademarks, proper names, dialogue, plots, storylines, locations,

characters, artworks, and trade dress. (Elements that have previously

been designated as Open Game Content
are not included in this

declaration.)

Open Content: Rules and game mechanics (but not Product

Identity) are Open Game Content, as defined in the Open Game

License version 1.0a Section 1(d). No portion of this work other than

the material designated as Open Game Content may be reproduced

in any form without written permission.
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