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The Web Walker 

 
Hunt, hide, trap, pounce, poison, kill, climb… you can do most things an adventurer wants to do. You are 

a nightmarish conglomeration of what people fear most about spiders.  

 
Attribute Maximums 

Awareness Brawn Charm Commitment Cunning Daring 

10 5 5 5 10 5 

 
Inherent—Telepathic Projection 

 You have weak telepathy; unable to read thoughts, you can project your thoughts (language specific) 

out to a radius with the strength of a voice, able to communicate (silently) about as well as a human. 
 

Limitation—Many Limbs, No Hands 

 Setting aside for the moment that you are a big terrifying spider, you don’t have any hands. You 

cannot use weapons, and you can only use specialty tools. Armor has to be custom fitted if you can 

even manage it. 

 

Signature Items:  Underpack (slung under the body, can hold 2 loads.) Or, a saddle, fitted for a deep 

goblin or a hobbin; no one bigger than 2 loads can ride.  Starting Coin: 3d10 copper. 

 
Available Talents 

 

There are ten talents, but none can be used by spending 3 Awesome Points to use a template talent you 

have not yet purchased, because each of these talents represents a physical change. 

 

 Adhesive.** Rested. As a focus action, you can create one dose of adhesive to coat something. It is 

Awareness difficulty 10 to spot, and once touched, it requires Brawn or Cunning 10 to break free. It 

lasts for about 6 hours. 

 

 Battle Posture.** Constant. You can count your front 2 legs as a reach weapon, and your mandibles 

as a light weapon, gaining +1 to AC and rolling 3 dice to hit, gaining either arena advantage. 

 

 Fearsome Mandibles.** Constant. Your mandibles count as very heavy weapons. 

 

 Hard Chitin.** Constant. Gain +1 Armor Class from natural armor. (You can buy this talent up to 3 

times, with +1 to Armor Class each time.) 

 

 Hyper-Alert.** Rested. You sense motion, and your compound eyes see all. Count as rolling 12 on 

Awareness. You can activate this talent after rolling. 

 

 Jumper.** Rested. You can leap across one arena, two if you take a Wound from strain. 

 

 Paralytic Venom.** Rested. If you score a hit to the face with a bite, or if you spend 2 Awesome 

Points when you hit, you inject a venom into the target. The target must pass a Brawn difficulty 15 

test or fall down limp, appearing to be dead for 1d5 hours. You can affect a target with up to your 

Cunning in current Wounds. 
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 Sharp Reflexes.** Constant. You can substitute your Awareness for your Daring to dodge danger. 

You get +2 Initiative. 

 

 Spinnerets.** Constant. You can put out about 5 meters of silk line per round that is like a cable 

strong enough to support about 5 loads. (Weaving two together, 10 loads, and so on.) You can make 

about 1 square meter of silk a minute, for sheeting on a wall or wrapping up prey and hanging it. 

Breaking out is a Brawn or Cunning difficulty 15 task, only difficulty 10 with a blade. 

 

 Wall Crawler.** Constant. As a focus action, you can move on walls and the ceiling. If your focus 

action is interrupted, you can pass a Cunning test to hold on and not fall (even if you can’t move, or 

only get a partial move.) 


